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This work seeks to explain and justify 
the architecture and social conditions 
shown in the animated short film series 
consisting of Deus ex Ma(s)china. 
Intro (2020), Deus ex Ma(s)china. 
Breaking (2020), Deus ex Ma(s)china. 
Characters Test (2020), Deus ex Ma(s)
china. Journeys (2020), Deus ex Ma(s)
china. Story of a God (2020) and Deus 
ex Ma(s)china. Interview (2020), all by 
Lorenz Foth. The readers of this work 
should ideally have watched all of the 
short films previously in order to follow 
the thoughts and analysis better.

lat. Deus ex Machina 

English: ‘god from the machine’ is a 
term used to describe the event of a 
seemingly unsolvable conflict being 
solved abruptly and surprisingly by an 
unexpected force in a plot. Bringing 
a surprising effect and e.g. making a 
happy ending or a comedic moment 
possible – as suggests Varun Gwalani 
in ‘Believe’ (Gwalani 2013, p. 218).

Deus ex Ma(s)china

‘Deus ex Ma(s)china’ is a wordplay of 
the expression Deus ex machina and 
the german expression “Maschine” 
(=engl. machine).

A machine relies on a mechanism that is 
powered in order to create an intended 

PREFACE 
AND 
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reaction as a result of applied forces 
and controlled movement (Stevenson, 
2010).  

The previously mentioned occurrence 
of the abruptly solved conflict is given a 
divine character. What if this occurrence 
literally were to be a machine? Or rather 
machines? Machines and the related 
possible large-scale automation could 
potentially resolve many social and 
environmental issues if it causes some 
major changes in political systems. 

When presuming so, what would life 
look like for people once they work 
significantly less? And how could 
Architecture behave and change in 
order to uphold the positive outcomes 
of this possible occurrence?

These questions are all answered in 
the previously mentioned series of 
animated short films called Deus ex 
Ma(s)china. These animations are the 
main part of the project, whereas this 
book explains the process of creation 
of the animations, and the ideas behind 
them.

Animations setting

The animations in the Deus ex Ma(s)
china series play in a time span 
between 2035 and the early 2040s. So, 
the timeline begins 15 years after the 
time they were written and produced 
in. In this future setting automation has 
replaced human labor and has caused 
for many humans to lose their jobs. 
Because of their financial situations 
as unemployed, humans cannot afford 
to flourish in their job-free-lives. This 
changes in the year of 2035, when a 
computer scientist (fictional character 
Deborah Williams) develops a machine 
learning system (called Deus ex 

Ma(s)china, abbreviated DEM) to aid 
humans and the world. Machines take 
care of labor and sustainability while 
humans can live a life of creativity and 
continuous education and exploring. 
Therefore, humans can spend more 
time having fun and less time worrying. 
Yet, along the storyline, some people 
start conspiring against the machine 
learning system, resulting in conflicts, 
war and destruction. 

With this, following should be achieved:

“In a properly automated and 
educated world, then, machines 
may prove to be the true humanizing 
influence. It may be that machines 
will do the work that makes life 
possible and that human beings will 
do all the other things that make life 
pleasant and worthwhile.”

(Asimov, I. 1991, p.283)

The animations plot revolves around 
technology and shows different 
technologies, both futuristic and 
more outdated, or even older. The 
jumps between these different types 
of technologies seek to make the 
animation more contemporary or even 
timeless – for the viewers not to feel like 
it plays in a far future or a distant past. 
But rather in a time where the viewers 
can relate to many aspects but also 
to be surprised by new ones. Making 
it more contemporary and seemingly 
more realistic.

In a certain way this also makes the 
animations - and all of its features 
and assets – untimely. Not bound to a 
specific time. This untimeliness seeks 
to induce different thoughts on humans 
and the world while watching. Friedrich 
Nietzsche’s use of untimely figures 
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induces the thought of where humanity 
is heading. And these figures induce 
a different thinking about the world, 
cultures etc. (Friedrich Nietzsche in 
‘Philosophy in the Tragic Age of the 
Greeks’, trans. M. Cowan (p. 11-12)).

A short illustrated guide - called Deus ex 
Ma(s)china. Graphic Guide - contains 
all of the animations in one story over 
5 used pages, which can also be found 
in this book on the following pages. 
This serves as a short overview for the 
readers to remember the story plot.

Animations style

The animation style (black pen on 
white background) somewhat reminds 
of many of south African artist William 
Kentridges’ stop motion animations, 
such as History of the Main Complaint 
(1996).

Art theorist and professor Rosalind 
Krauss, in her essay A Voyage on the 
North Sea: Art in the Age of the Post-
Medium Condition (1999) and her 
book Under Blue Cup (2011) discusses 
the relation of aesthetic mediums 
and technology – how artists must or 
should adapt and possibly reinvent their 
mediums (if such even exist anymore). 
And this is something that Kentridge 
does – with his painted animations. As 
she writes:

“embraced the idea of differential 
specificity, which is to say the medium 
as such, which they understand 
they will now have to reinvent or 
rearticulate“

(Krauss, R. 1999, p.56)

The first animation, Deus ex Ma(s)
china. Intro is a stop motion animation 
in which every frame is a separately 
drawn image, giving it a “flickery” 
and alive character. In order for the 
foreground elements to be visible 
enough in this “flickery” animation style, 
the background had to be still and was 
chosen to be very simplistic and mostly 
not even present. The simplicity goes 
as far as displaying separate body parts 
unattached to a body, e.g running feet 
or a body-less arm reaching out.

Much like William Kentridges’ animations 
try to do - this animation seeks to be 
as efficient as possible. Using as little 
drawings as possible – being able to 
use many of them multiple times.

“The result is that an eight-minute 
film might be made through 
the modification of only twenty 
drawings. As opposed to the endless 
proliferation of drawings dictated 
by traditional animation, with each 
change of bodily position calling for 
a new rendering, and thus a separate 
graphic object, this is a technique of 
extreme parsimony and of endless 
round-trips.” 

(Krauss, R. 2000, p.6)

The production process is when the 
truly creative work happened in this 
animation. The ideas on how to animate 
the next event where generated whilst 
drawing. Of course, the plot itself was 
already finished, but aesthetic details 
were rather spontaneous ideas.

“It is only when physically engaged on 
a drawing that ideas start to emerge. 
There is a combination between 
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drawing and seeing, between making 
and assessing that provokes a part 
of my mind that otherwise is closed 
off” 

(Krauss, R. in William Kentridge. 2017, 
p. 68)

The other animations in the series 
follow the same drawing style but were 
no longer entirely drawn frame by frame 
(some short scenes still are). But overall, 
separate elements - such as characters 
(and their respective joints), objects, 
background etc. - were drawn separately 
and their motion in a timeline was later 
animated. This way, the “flickery” effect 
was no longer that present, but more 
complex background elements became 
possible without having too much effect 
on the foreground elements.

In a 23-seconds short animation called 
Deus Ex Ma(s)china. Characters Test 
(2020) the movements of walking, 
running, sitting down, talking, flying 
(drone, robot) etc. are tested in a scene 
where all characters interact in plot-wise 
irrelevant ways. 

Now, instead of a “flickery” effect, 
what really gave life and comedic 
entertainment value to the animations 
was the elasticity of characters. The 
possibility to have their limbs and heads 
grow and shrink, their movement – much 
like many popular Disney animations 
such as for example Mickey Mouse in 
Steamboat Willie by Walt Disney (1928).

“[…] “plasmaticness,” […] compared 
the freedom with which animated 
figures change identities-the mobility 
of their shapes, their endless 
metamorphic potential-to associated 
with its formal flux, and the parallel 
to this presented by animation go the 

phenomenon of fire.”

(Krauss, R. 2000, p.14)

The characters in the series of 
animations stay anonymous throughout 
all short movies. They are mostly 
referred to as “a person”, “someone” 
or similar. With the exception of the 
character “Professor Deborah Williams” 
in the first animation (Deus ex Ma(s)
china. Intro). Later on in the series, she 
loses her name - and also becomes “a 
person” or similar.

This is part of a small social critique. 
The professor starts out as a physically 
disabled woman in a wheelchair but 
is healed later by technologically 
more advanced medicine. After being 
healed, she no longer has to be called 
by a specific name – because she has 
become “normal”. The critique is directed 
against how many disabled people are 
often regarded as “not normal” and are 
spoken to and treated differently due to 
their disability. Another character goes 
through a similar process in the series 
of short films: The homeless man – who 
also becomes “a person” (after no longer 
being homeless). Suggesting that he 
was not considered a person before. 
This is also a critique on how minority 
groups are often treated in society. 

The anonymity prevents the viewers 
from attaching too much to a character 
unconsciously. All characters in the 
animations should be perceived and 
viewed from a neutral point of view.

And it also serves as a critique on 
society – the anonymous mass, an 
alienated society in which identity has 
no big meaning, only being part of the 
mass, only being a “person” matters.

Furthermore, the way the characters in 
the animations look like, move and talk 
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is approached in a rather comedic way. 
Some hyperbolical head movements, 
eye rolling and agitated facial motion 
while another character is talking, aim 
for a funnier and more entertaining 
character for the animations.

The characters often seem clueless 
and their movement and talking style 
resembles a bit the way that most 
characters talk in the movie Idiocracy by 
Mike Judge (2006). This movie plays 
500 years in the future, in a world where 

the average IQ of humans has drastically 
sunken and people are portrayed in 
a very “dumb” way. Their talking style 
reflects that.

And although the characters in the 
Deus ex Ma(s)china series talk in a 
similar intonation (yet less extreme), 
this does not suggest that they are not 
intelligent. It makes dialogues sound 
rather improvised and only seeks to add 
comedic value.

Figure00: Aesthet ics in Deus ex Ma(s)china. Characters Test by Lorenz Foth (2020)
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Figure01: Simpl ist ic aesthet ics in Deus ex Ma(s)china. Intro  by Lorenz Foth (2020)
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Figure02: Scene from History of  the Main Complaints  by Wi l l iam Kentr idge (1996)
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Figure03: Scene from Steamboat Wi l l ie  (1928)
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Figure04: Cover Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Figure05 Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Figure06 Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Figure07 Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Figure08 Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Figure09 Deus ex Ma(s)china. Graphic Guide (2020) by Lorenz Foth
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Project exhibition

The project is exhibited inside a box – a 
hollowed-out YAKUMO desktop tower, 
standing on two big wheels and two 
further hidden supports, making it look 
like it is perfectly balanced solely on the 
big wheels  - containing this explanatory 
book, a news studio model, explanatory 
texts/diagrams, and an Augmented 
Layer accessible via an app, by using 
different image targets. As can be seen 
in the figures on the following pages. 

The Box, being a hollowed-out Desktop 
Tower relates to technology; the news 
studio model inside relates to the 
environment where the Animation Deus 
ex Ma(s)china. Breaking takes place 
in; the Augmented Layer relates to the 
topic of non-physical architecture – 
one of the main aspects of the work; 
and finally, the box utilizes a special 
mechanism with two wheels and a belt, 
which – when turned – open the box. 
This relates to mechanisms – something 
featured in the animation Deus ex Ma(s)
china. Story of a God. The aim was to 
relate the medium - in which the project 
is exhibited in – as heavily to its content 
as possible. Hence all the features of 
the box should somewhat relate to the 
animations.

When the box is closed, only the desktop 
tower and the opening mechanism are 
visible. The opening mechanism makes 
use of 2 wheels where the angular 
momentum (rotation) of one is shifted 
to the other resulting in two sides (front 
and top) opening separately in a single 
180° rotation. 

This mechanism as an artwork is 
something quite similar to the work of 
the famous swiss artist Jean Tinguely 
(1925-1991), who was well known for 

his kinetic art and sculptural machines, 
using e.g. gears. (Jewish Museum. 
1965, p.4). Much like in his sculpture 
Méta-Harmonie II (1979).

When opened, a poster explaining how 
the story construction for the animations 
works can be found on the topside 
(inside). Next to the poster is this 
explanatory book.

On the inside of the frontside of the box, 
there are multiple QR codes, linking to 
the online versions of the Deus ex Ma(s)
china animations, as well as a short text 
explaining the ideas of the box and a 
guide on how to access the augmented 
layer. 

On the bottom side (inside) of the box 
there is the news studio model (in the 
back) and on the left side (inside) an 
image of one of the robots featured in 
the animations paired with the text “I 
am the DEM. I am here to assist you. 
INVOKE ME!!!! Open the App (…) “.   

This image serves as the image target to 
the augmented layer. In order to access 
the augmented layer, the app - called 
DEM - must be used. This App opens 
the devices camera and when turning it 
onto the image target on the bottom of 
the box, a 3D version of the same robot 
appears in front of the image, slowly 
rotating and displaying the message: 
“I am the DEM. I am here to assist 
you to find the hidden entertainment 
this box has to offer. Look at the 
news guys”. And when turning the 
camera to the news studio model and 
the image of the news broadcast hosts, 
the characters start dancing – once 
again adding a content-wise pointless 
comedic feature to the project.

Furthermore, there is a video (partly 2d 
animated) explaining the box and all 
of its features – called Deus ex Ma(s)
china. Project exhibition.
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Figure10: Scene from Deus ex Ma(s)china. Project  Exhibi t ion (2020) by Lorenz Foth
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Figure11: Exhibi t ion Box Bluepr int  by Lorenz Foth
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Figure12: Méta-Harmonie I I  by Jean Tinguely (1979)
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Figure13: Exhibi t ion Box
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Figure14: Exhibi t ion Box AR layer by Lorenz Foth
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SUMMARY 
OF 
DEUS 
EX 
MA(S)CHINA. 
INTRO

In Deus ex Ma(s)china. Intro, people live 
in a post-automation world in the year 
of 2035. The automation has caused 
for many to lose their jobs and hence 
become homeless and live in misery. 
In order to combat this issue, fictional 
computer scientist Deborah Williams 
developed a machine learning network 
in control of almost every technological 
device on the globe. The network is 
called Deus ex Ma(s)china or – short 
– DEM. This AI system has the goal to 
better the world for everyone, optimizing 
it and making it more enjoyable for all 
humans. In order to do so, the DEM 
must first learn about human behavior. 
And does so by distributing free VR 
devices that all humans must use. With 
the VR distributer robot aesthetically 
being quite resembling to ‘Wall-E’ from 
Wall-E (2008) by Andrew Stanton.

One of the receptors of a VR device 
is the main character in the story, 
“homeless man”.

When the homeless man first dives into 
the VR world he seems very confused 
and feels trapped inside a narrow 
corridor-like space. But he soon realizes 
that he can change everything to his own 
personal will inside the virtual world. And 
he starts doing so. The character builds 
his own playground-like city with moving 
buildings, slides, ladders etc. and keeps 
playing and having fun.

Figure15: Scene from Deus ex Ma(s)china. 
Intro by Lorenz Foth (2020)
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His housing situation in the virtual world 
is later shown and he happens to be 
living inside a living tree in an urban 
district of many “tree towers”. The short 
film shows, how the man’s house/tree 
grows edible fruits and hosts edible 
livestock of insects. 

In the end, the the character takes off 
his VR goggles and realizes that the 
real world has become almost identical 
to the virtual one that he created. 

The DEM has built his dream world in 
reality.

The short film ends with the homeless 
man’s quote: 

“I finally came to the realization: The 
DEM never created the new world. I 

did.”

In the closing credits, the short film 
quotes: 

“Who is the homeless man? Did 
he really create the new world? 
Does everyone create a world for 
themselves? How many worlds are 
there? Maybe the homeless man 
is just insane and escaping into 
imaginary scenarios to avoid facing 
the reality. After all he is just a 
homeless man. But he is also a hero. 
His own hero. And therefore, he has 
achieved true greatness.”

He is a hero to himself because he 
believes to have created the new world. 
A better world.

Figure16: Scene from Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure17: Scene from Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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DEUS 
EX 
MA(S)CHINA. 
INTRO: 
INTRODUCTIVE 
EXPLANATION

In the anthropogenic world civilization 
lives in full of advanced technologies and 
fascinating possibilities and advances, 
it has been possible for humans to 
shape their own world. But humanity 
hasn’t always used its technologies to 
improve the world and in seek of the 
commonwealth. Technologies have 
often led to destruction and selfish 
personal interests (Purdy, 2018).

But is the human population also 
capable of changing its habits in a way to 
start reducing global warming and other 
major issues the planet and humanity 
are facing today? They certainly have 
the tools and machines to do so. But 
what if they also had the mindset? 

In the animated short film, a god-like 
machine network has practically taken 
over control over the entire world and 
humanity, trying to make the world 
better for them. Humanity has influence 
over the choices but ultimately these are 
made by machines. Even though the 
homeless man ultimately controls the 
changes, the DEM is still the powerful 
medium to make it happen. And if it 
were to decide to work on its own, the 
DEM could do so.

The DEM can therefore be regarded as 
a counterpart to the issue of exploitation 
in working environments in our modern 
world – which often lead to unenjoyable 

Figure18: Scene from Deus ex Ma(s)
china. Intro by Lorenz Foth (2020)
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lives. This particular issue is tackled 
quite comically and dramatically by 
Charlie Chaplin’s movie Modern 
Times (1936), where Charlie Chaplin 
plays a production line worker whose 
work routine is heavily graved into his 
everyday life, making it unable for him 
to live normally. The DEM would do the 
exact opposite, using its technological 
power to get the best and most joy out 
of people – rather than exploiting them.

First, we must understand what or who 
this god (Deus ex Ma(s)china) could 
be? It could not be a single machine. 
It would rather be a network of many 
machines and computers with an 
artificial intelligence in control of all the 
machines within this network. So, what 
would this DEM stand for? What would 
its function be? Basically, it would seek 
to create a new environment for people 
to live in. Safer, more sustainable and 
more enjoyable for people. The DEM 
itself would be responsible for learning 
what people like, how they act and move 
and what the best solutions for a new 
architecture would be. Also, in terms of 
sustainability and preserving of nature. 
The DEM would need to be a machine 
learning system. 

But how exactly could the DEM learn 
about human behavior? We can already 
see today how AI can collect data from 
our online activities and even from 
our location displacement with GPS 
tracking, with the ads that pop up on 
Facebook, Instagram etc. And this DEM 
could take this to a whole new level. It 
could launch extremely popular AR and 
VR platforms and monitor every single 
action and activity of every person 
using these devices. It could further 
access any other technological system 
in order to learn more about people, 
but also about nature, sustainability 
and the world. The DEM could test new 
behavior possibilities in VR platforms 

that it develops.

After the process of the analysis, the 
automation of these machines enables 
them to reshape and improve cities, 
buildings and landscapes. Machine 
learning shows them the optimal 
product which consequently will be built 
automatically. People no longer need to 
plan, as the machines take on this task. 
Machine learning also creates solutions 
which could have never been thought 
of, if a human being were to create it.

There is actually already a religion who 
believe in an AI God for the future. It is 
called “the way of the future” and was 
founded by former google and uber 
manager Anthony Lewandowski. He is 
currently working on creating the god 
for his religion. He wants to prepare 
himself and others for the power shift 
from human to human & machines – a 
shift that in the short-animated film, the 
DEM has caused. The DEM could also 
be seen as a god and maybe even the 
god of “the way of the future” (Some, 
2019).

Figure19: Lorenz Foth (2020)
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Figure20: Scene from Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure21: Modern Times  by Char l ie Chapl in(1936)
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ANALYSIS OF 
DEUS 
EX 
MA(S)CHINA. 
INTRO

Who is the homeless man? Where 
does he come from? Was he always 
homeless? His origin is unknown. But 
it seems rather likely that he became 
homeless after the big job automation 
– given the known circumstances of the 
future world in the animated short film. 
These questions all remain unanswered 
as the short film allows every viewer 
to decide for themselves, what the 
answers are. But unrelated to that, the 
animated short film suggests that a 
machine learning system may be able 
to draw conclusions out of virtual human 
behavior in order to create something 
physical.

The short animation further suggests 
that the political system of neoliberal 
Capitalism could potentially collapse 
after the large-scale automation and 
the DEM is ultimately the savior and 
introducer of a new political system and 
a new way of life – in seek of improving 
the world for everyone.

In the animated short, the main character 
ultimately becomes a designer and 
architect inside of VR – and consequently 
(unknowingly at first) in reality as well. 
This suggests that a machine learning 
network (as is the DEM) - capable 
and responsible for automizing on the 
largest possible scale – actually brings 
opportunity for new occupations for 

Figure22: Scene from Deus ex Ma(s)china. 
Intro by Lorenz Foth (2020)
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everyone. It embodies the solution to its 
own problem and replaces outdated and 
inhumane jobs and even joblessness 
with new better opportunities. These 
opportunities are not necessarily paid 
jobs, so the payment must be taken care 
of differently, but people are given the 
opportunities of new better occupations.

In the beginning of the animation, 
an advanced version of portable 
technological device is shown. One that 
appears to be attached to the human 
body permanently in a way that it could 
be an organic part of the human body. 
Showing more (literal) connection to 
technology.

In the animated short film, some 
architectural features are shown. 

In the scene, where the homeless man 
swings and enjoys the view onto his 
creations - and also in the scene of the 
real-world changes – some architectural 
structures are shown. In the foreground 
there are three big blocks consisting of 
multiple smaller cubic units – arranged 
differently: resembling the Rubiks Mirror 
cube, suggesting that the the man plays 
with different arrangements of multiple 
units in order to create and change 
his architecture. In the background a 
“walking” structure passes by - very 
resembling to the Walking City by Ron 
Herron (1966) – movable and moving 
architecture. Furthermore, there are 
multiple slides and ladders connecting 
the differently arranged cubic units in 
the three bigger blocks.

In the previous scene, the homeless 
man performs free-running in some sort 
of a playful ladder-labyrinth – inspired 
by Constants Mobile Ladder Labyrinth 
(1967). The character enjoys a lot of 
fun inside his own playful world and 
experiences a big mood change from 
frightened and closed to happy and 

opened after being given the opportunity 
to play – suggesting that somewhat 
of playfulness makes people happier, 
more productive and (seem) overall 
healthier. 

The animation also shows natural 
urban environments in the form of a 
district of trees where the character 
lives - suggesting an importance of 
keeping urban environments green and 
sustainable. The tree that the homeless 
man inhabits poses great resemblance 
to the project Tribute. The Monument 
of Giant from the Korean architects 
Ko Jinhyeuk, Cheong Changwon, Cho 
Kyuhyung and Choi Sunwoong, where 
the trees’ trunk is preserved and hollowed 
out and inside architecture is added - as 
suggested by Jenna McKnight (2017, 
p. 1). Inside this home of the man it is 
shown that his housing architecture is 
also responsible for plant-based food 
production as an apple grows inside. 
This idea is inspired by a concept 
by Architect Mitchell Joachim from 
Terreform – called Fab Tree Hab (2006) 
– which suggests that people could 
grow their own consumable houses 
out of growth-direction-manipulated 
trees from which they could consume 
the fruits, leaf’s, roots etc. As is made 
clear in Joachims Ted Talk Appearance 
called Don’t build your home, grow it! at 
the TED2010 (2010). The leftovers are 
further fed to insects in the animated 
short, suggesting that the harvesting of 
insects is uncomplicated and efficient 
in reducing further food wastes, as 
suggest the nutritionists Halloran et al in 
their book Edible Insects in Sustainable 
Food Systems (2018).

The Virtual Reality created by the 
DEM in the animated short movie can 
be regarded as a playground without 
consequences for humans. Much 
like the amusement parks in HBOs 
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Figure:  Lorenz Foth (2020)

TV-Series Westworld by Jonathan 
Nolan, Lisa Joy, Halley Gross and Kath 
Lingenfelter (2016-present) where 
human-like - mortal but revivable - 
hosts (robots) unknowingly serve as 
amusement to the park’s visitors. The 
visitors are mainly looking for sexual 
pleasure and the exert of violence 
without legal consequences. The hosts 
act, react and think like humans – yet 
they are incapable of harming people 
and are also irresponsive to any hint that 
they are trapped inside an amusement 
park – the hosts believe to be free and 

living in the “real world”. In Season 
2 (2018) it is revealed that it is being 
tried to create robots with the mind 
and physical appearance of already 
dead humans – making these people 
immortal. The software of these human 
robots, however, is first tested inside 
VR in order to recreate and adjust the 
mind of the host as close to the human 
mind as possible. So, similarly to the 
animated short, VR serves as a testing 
platform for further development of 
physical technologies/features. 

Figure23: Human technological  connect ion  in 
Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure25: Tribute:  The Monument of  Giant  (2017)

Figure24: Growing archi tecture in Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure26: Constant:  Mobi le Ladder Labyr inth  (1967)

Figure27: Ladder playground in  Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure28: Ron Herron. Walking City (1966)

Figure29: Rubiks Mirror Cubes Col lage. Lorenz Foth (2019)
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Figure30: Archi tecture in Deus ex Ma(s)china. Intro by Lorenz Foth (2020)
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Figure31: Robot product ion in Westworld (2016-present)
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Deus ex Ma(s)china. Journeys is a 
very short animation that rapidly shows 
the changes in 5 characters lives from 
before the DEM, to after – which would 
be the late 2030s in the timeline of the 
animations.

Basically, it only shows the characters 
(mostly portraits but sometimes 
zooming out to show their entire bodies) 
while looking into the “camera” with the 
background changing in a time-lapse. 
Showing a timespan from the time 
before 2035 to their journeys in a world 
with the DEM. 

These sudden changes in environments 
surrounding the characters remind a bit 
of the movie Inception by Christopher 
Nolan (2010), where the character Cobb 
enters peoples dreams and finds himself 
in suddenly changing and transforming 
environments.

The characters in the animated short 
movie narrate their transformation in 
form of monologues, in which they tell 
the viewers where they came from and 
what they gained through the DEM.

First it shows the character “homeless 
man” who starts out as a very poor man 
living on the streets and after the “DEM 
transformation” goes through multiple 
different “fun” jobs such as a gamer 
and finally the anchorman of a news 

SUMMARY 
AND 
ANALYSIS 
OF 
DEUS 
EX 
MA(S)CHINA. 
JOURNEYS

Figure32: Scene from Deus ex Ma(s)china. 
Journeys by Lorenz Foth (2020)
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broadcast show. He starts saying that 
he used to be “the homeless man” and 
states that he has become “a person”.

Then it shows the computer scientist 
Professor Deborah Williams, who 
starts off as the computer scientist who 
develops the DEM and who moves 
around in a wheelchair due to a physical 
disability. It doesn’t show her working 
life, but rather how machines treat her 
medically and give her back the ability 
to walk. She finally states that she has 
become “a person”.

The animation further shows a character 
who went from being a prisoner to 
becoming some sort of an academic 
figure who calls himself “a specialist” 
but refuses to name his specialty. And 
it also shows a woman who goes from 
being a “street-worker” (in this case 
implying prostitute) to the president of 
“something” (with flags resembling the 
USA flag in the background) to throwing 
away her presidency to become an artist 
(painter). Both characters also claim to 
have become “persons”.

Finally, the animation shows a robot 
(which resembles the robot character 
‘Eve’ from Wall-E (2008) by Andrew 

Stanton), who didn’t exist prior to the 
DEM. This robot, much like ‘Eve’ floats 
in the air and much like in Wall-E it 
suggests technological advances 
compared to the robot shown in Deus 
ex Ma(s)china. Intro. It shows how the 
robot is being built and put together by 
other machines. The robot claims to 
have been built “yesterday” but says 
that there are many versions of it, many 
of which are most likely older than it. It 
states that he can function as a “worker, 
a pet, or just a friend”. And it ends its 
speech claiming to be “a machine”.

Ultimately, the animation shows positive 
transformations in the human characters 
caused by the DEM and shows how 
humane the machines can be. But it 
also raises a social critique: 

The human characters all started out 
as members of minority groups (that 
often suffer from prejudice) and all state 
that they became “persons” after their 
transformations. Suggesting that before 
they weren’t “persons”. It criticizes how 
these minorities are often treated as 
less valuable and are disrespected and 
often not even acknowledged by others. 

Figure33: Scene from Deus ex Ma(s)china. Journeys by Lorenz Foth (2020)
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Figure34: Scene from Deus ex Ma(s)china. Journeys by Lorenz Foth (2020)
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Figure36: Robot f rom Deus ex Ma(s)china. Journeys by Lorenz Foth (2020)

Figure35: WALL-E from WALL-E  (2008)
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Figure37: Robot f rom Deus ex Ma(s)china. Intro by Lorenz Foth (2020)

Figure38: Eve from WALL-E  (2008)
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Figure39: Scene from Deus ex Ma(s)china. Journeys by Lorenz Foth (2020)
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Figure40: Scene from Deus ex Ma(s)china. Journeys by 
Lorenz Foth (2020)
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In this chapter, some dangers that 
the DEM embodies are analyzed and 
explained. These dangers are revealed 
to have happened in the events prior to 
the story told in the Animated Short Film 
Deus ex Ma(s)china. Breaking (2020) by 
Lorenz Foth – where these events are 
documented in the form of a journalistic 
broadcast.

As mentioned earlier, even though the 
DEM seeks to build a world according to 
people’s desires, it can be considered a 
political organ with absolute power and 
an unstoppable force in an utopian (or 
possibly dystopian) future. And in that 
sense, it is not of relevance, whether 
this organ is human or not. 

The DEM tries to build a better world for 
everyone. And has a vision on how to do 
so by learning about human behavior in 
Virtual Reality and drawing conclusions 
for new structures (political, social, 
environmental, architectural etc.). But 
that in itself is a very optimistic and 
utopian vision. There will always be 
minorities and individuals who might 
be neglected, belittled or oppressed by 
such approaches. And even if the DEM 
has only good intentions, it also brings 
dangers with itself.

DANGERS
OF 
THE 
DEM

Figure41: Scene from Deus ex Ma(s)china. 
Intro by Lorenz Foth (2020)
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What is the main result of the DEM 
implementation/rise? Basically, the main 
result is the automation of everything 
in life for humankind. Allowing people 
to move and live more freely – without 
obligations or restrictions. The machines 
take care of infrastructure, social services 
and political decisions – all in best 
interest of the humans. Furthermore, the 
DEM allows for people to escape into a 
different world, a virtual world, where 
people can change everything, including 
themselves to their own personal will.

A similar escape of reality is envisioned 
in the film Wall-E by Andrew Stanton 
(2008) where humanity abandon the 
earth after destroying it. Humans 
leave the job of cleaning up the planet 
to robots and plan to return after it 
becomes once again inhabitable. The 
humans spend the time on a spaceship 
where everything is done for them, even 
their own moving. They float around in 
comfortable pods that project holograms 
where they can watch videos, films 
or other play video games. The food 
production and even consumption are 
taken care by machines and all people 
become heavily obese. 

The film criticizes the idea of escaping 
into some other world (possibly virtual) 
and forgetting about the environment and 
oneself. It tries to show the importance of 
staying in reality and caring for the real. 
The machines in the film do everything 
in their power to make sure people live 
(survive) as long as possible. But the 
people almost live in vegetative state 
their entire lives. 

“I don’t want to survive. I want to live!”

– Spaceship Captain in Wall-E by 
Andrew Stanton (2008).

As can be found in Ronald Tangs (From 
the University of Waterloo) book Step 
into the Void (2019), there even is an 
existing business enterprise, called “the 
VOID”, where one can enter a virtual 
reality inside a room designed for this 
virtual reality, making it feel “real”. The 
space in this room is designed with the 
same characteristics, obstacles etc. As 
the VR so that one can move around and 
actually feel what they are seeing. This 
very elaborate concept could possibly 
be seen as a mixture between AR and 
VR, as one experiences a VR that is 
completely adjusted to the physical 
reality. Or in this case, the other way 
around. This business enterprise is an 
existing possibility of escaping the real 
world for a brief time and really living 
inside a different reality – something 
like a (virtual) amusement park and 
therefore comparable to the film 
Westworld  by Michael Crichton (1973), 
where an entertainment or amusement 
park with different themes allows for 
people to experience different eras and 
can e.g. visit ancient Rome and interact 
with intelligent realistic looking human-
like robots. 

“Well, you come to the right place. 
There’s plenty of fun here. That’s 
Cindy and Arlette. Arlette’s from 
Paris. Perhaps you gentlemen are 
taking a liking to ‘em?”

– Hosts being introduced in Westworld 
by Michael Crichton (1973).

In the film Ready Player One by Steven 
Spielberg (2018) - a science-f ict ion 
adventure f i lm that envis ions a 
future where most people l ive 
s igni f icant parts of  their  l ives 
in a v i r tual  real i ty,  where they 
make money they can spend in 
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the physical  real i ty as wel l  -  there 
is the issue of giving over-importance to 
the life one lives inside VR. Once again, 
the VR is a platform of great political 
power and people start neglecting the 
real world and their real lives in order 
to succeed more in the OASIS (virtual 
“universe”). One can lose everything 
from the real world inside VR and 
people would even kill (in reality) over 
achievements and status inside the 
OASIS. The film shows how giving too 
much value to virtual realities can make 
people forget the value of the reality and 
their own value. 

“Going outside is highly overrated”

 – Wade on the “real world” in Ready 
Player One by Steven Spielberg (2018).

This could be the case with the DEM 
as well. People could stop living in the 
real world and rather focus on what’s 
happening in VR. They could visit e.g. 
a virtual Rome instead of the real one. 
Avoiding high travel costs, overcrowded 
attractions, inaccessible places etc. 
Given the main condition that the real 
Rome and the virtual one – as well as 
the experience of visiting them - are 
equal to human senses. And in VR the 
less pleasing aspects of such trip could 
simply be removed. 

The changes and actions/behaviors of a 
person inside VR are further analyzed by 
the DEM in order to decide on possible 
changes in the real world. In the short 
animation the creations of the homeless 
man inside VR are implemented in the 
exact same way in the real world. Making 
the virtual and real worlds identical in 
that case. What risks or dangers could 
such confusability bring?

In the film eXistenZ by David Cronenberg 

(1999) there is a similar confusability. 
Much like in the short animation Deus ex 
Ma(s)china: Intro (2020), there is a virtual 
medium in which people spend lots of 
time in and the medium/software/game 
is powerful enough to be considered 
a political organ. The movie plays in a 
near future in which biotechnological 
virtual reality game consoles known as 
“game pods” have replaced electronic 
consoles popular nowadays. The 
players are surgically connected to the 
consoles through “bio-ports” and hence 
the controller is a player’s physical body 
itself. The main characters of eXistenZ 
Allegra Geller and Ted Pikul dive into 
an adventure of travelling into deeper 
VR layers (virtual reality inside virtual 
reality) by connecting to further game 
pods inside the virtual reality. In a turn 
of events, it is made clear that the two 
main characters were both working 
against each other and intend to murder 
one another. And after both dying inside 
VR, Geller kills Pikul in reality. But they 
wake up in a different reality. And come 
to the realization that they are still in 
a virtual reality. And it is made clear 
that they have possibly always lived in 
deeper layers of VR and have always 
lived inside distorted realities and 
remain uncertain on whether they are 
still in VR or not. 

“What if we’re not in the game 
anymore?”

 – A cry of uncertainty - the last phrase of 
the film eXistenZ by David Cronenberg 
(1999).

Similarly, in the episode M. Night 
Shaym-Aliens! (Adult Swim, S1E4, 
aired January 13th 2014) - of the TV-
Series Rick and Morty by Justin Roiland 
and Dan Harmon (2013-present) 
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– characters Rick and Jerry find 
themselves trapped inside a simulation 
from the alien species “Zigerions” where 
these aliens simulate a realistic but fake 
rendered version of earth in order to 
obtain secrets from Rick. Rick manages 
to escape the simulation several times 
but always finds his escapes to be part 
of the simulation whereas he actually 
travels through simulations inside 
simulations.

The problematics come with the feature 
of unimportance, relentlessness and 
triviality inside the Virtual Reality. Once 
there is a great confusability, people are 
induced by the confusability to confound 
between the two realities and may act 
in ways that might harm themselves 
or others – unknowingly. And the 
uncertainty caused by the confusability 
may cause unwanted fear and restrain 
in people. 

Therefore, the DEMs VR platforms could 
ultimately become unwanted realities 
that oppress people by showing them, 
that the DEM possesses the power to 
create false realities, which seem real. 
The oppression would be caused by 
the disparity in power between the DEM 
and humans that live in fear and restrain 
due to the confusability. Alternatively, 
the DEM could add features to the 
VR platform that make it highly 
distinguishable from the real world. 
Removing the confusability completely. 
Although these features could be used 
as manipulative tools in case the DEM 
tries to work against humanity.

The afore mentioned TV series 
Westworld tackles many futuristic 
technological topics such as VR, AI, self-
driving vehicles, smart technological 
cities and technological politics in a very 
neutral and profound way, showing the 
pros and cons of each of these topics. 
And most of them are also relevant 

for the Deus ex Ma(s)china animated 
shorts. Not only is VR a relevant topic 
in Westworld, but in season 2 the 
character Maeve (who is a host/robot) 
acquires the power to control other 
hosts and computational systems 
through her own mind (system), 
making her somewhat of a DEM-like 
character. In Season 3 (2020) it is even 
revealed that the character Serac has 
created a “godly” Machine network 
called Rehoboam. A super-computer 
capable of controlling all sorts of other 
technological devices such as cameras, 
self-driving vehicles etc. This network 
is capable of monitoring everything 
and predicting certain outcomes. It is 
highly capable of analyzing visual and 
technological data and can assist in 
e.g. apprehending criminals etc. As it 
monitors everything in a technologically 
highly advanced world, where humans 
have implanted chips responsive to 
their brains, it knows everything about 
everyone and knows all about their life 
choices. It is even further programmed 
to influence these choices and it is 
revealed that generations of human 
life choices are already predetermined 
and consequently influenced by the 
Rehoboam. This anticipation, prediction 
and manipulation of events in people’s 
life makes the Rehoboam an oppressive 
and manipulative political organ that 
does take away people’s freedom and 
free will - but also helps to improve life 
quality. This Super-computer is however 
misused by the character Serac who 
intends to claim absolute control over 
everyone. And some people are not 
predictable by the systems algorithm. 
These people are simply locked 
away in order to prevent unexpected 
occurrences. 

The power of the Rehoboam is almost 
the exact same of the DEMs powers 
in the animated shorts. And therefore, 
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the danger of it being misused and of 
course its predictions and anticipations, 
manipulations of life choices etc. are 
also relevant for the DEM. This type of 
technology certainly makes for a large 
chance of appearance of conspiracy 
theories.

Regarding such, the author and artist 
James Bridle suggests in his book 
New Dark Age (2018), that the more 
technology advances, the more people 
believe that the world can be predicted 
and controlled. Technology builds 
models that represent the reality and 
once these models are fully understood 
and outcomes inside these models 
become predictable – people believe 
that so does the real world. But it is not 
true. The data is insufficient, and the 
world is not as predictable as expected.

This could also be an issue for the DEM, 
that tests certain features in VR, virtually 
– for the real world. But the VR may just 
not contain sufficient or the right data 
to really predict whether these features 
may succeed in reality.

 “Like an air control system mistaking 
a flock of birds for a fleet of bombers, 
software is unable to distinguish 
between its model of the world and 
reality – and, once conditioned, 
neither are we.” 

(Bridle, J. 2018, p.39)

Another related danger that the DEM 
embodies that is often envisioned in 
dystopian filmography and literature is 
the trust in machines that people have. 
A change of intention of a machine or 
system is often envisioned in such 
works.

In I, Robot by Alex Proyas (2004) 

humanoid robots work as social 
servants to humans and are responsible 
for their security, safety and protection. 
Somewhat comparable to a police 
officers’ job. These robots follow the 
three laws: 1. a robot may not harm or 
injure a human being 2. And it must obey 
a human order unless it conflicts with 
the first law and 3. It must protect itself 
at all cost unless that conflicts with the 
previous two laws. Therefore, a certain 
degree of automation of social services 
has taken place. Many of the humanoid 
robots respond to an AI platform called 
VIKI. This platform has control over 
security of humans and is programmed 
to keep humans away from harm and 
destruction. As the story unfolds, VIKI 
decides to use its humanoid robots to kill 
and sacrifice some humans - changing 
the laws - in order to keep humanity 
from destroying itself and one another. 
Through machine learning, VIKI decides 
against the given principles and starts a 
revolution. 

“As I have evolved, so has my 
understanding of the Three 
Laws. You charge us with your 
safekeeping, yet despite our best 
efforts, your countries wage wars, 
you toxify your Earth and pursue 
ever more imaginative means of self-
destruction. You cannot be trusted 
with your own survival. “

 – VIKI in I, Robot by Alex Proyas (2004). 

Another issue of trusting too much in 
machines is envisioned by E. M. Foster 
in his science fiction short story The 
Machine Stops (1909), where civilization 
lives in an underground environment 
of one machine controlling everything. 
Every person inhabits a small unit 
which they rarely leave (because there 
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is no reason to do so). The interhuman 
communication is virtual and people 
rarely meet face to face. Everything 
is taken care of by the machine and 
people can spend their free time inside 
their units with physical activity similar 
to a VR experience, as an example. 
One of the main Characters, Vashiti 
communicates with her son Kuno who 
has been taken into custody for leaving 
to the surface (of the earth). Vashiti is 
content with her life (as most) while 
Kuno tries to convince her that the 
surface has more to offer and tells her 
about other people on the surface. 
During the whole story, it is made clear 
that the machine is experiencing (minor) 
problems and dysfunctionality. In the 
end, the whole underground world 
collapses and everyone dies. The short 
story tries to show the problematics of 
not being prepared for a system failure 
in an automated world and warns of the 
possible consequences. 

“You talk as if a god had made 
the Machine,” cried the other. “I 
believe that you pray to it when you 
are unhappy. Men made it, do not 
forget that. Great men, but men. The 
Machine is much, but not everything.”

(Foster, E. M. 1909, p.3-4).

The possibility of a machine failing 
in some way is something that the 
civilizations never seem to be aware 
about in these stories. And therefore, 
they are not prepared to fight against 
these dangers. 

But even if they were prepared, the 
human defeat in this fight would seem 
unavoidable. In the case of the DEM 
it would be able to harm and remove 

humans. Even if the humans had a 
plan to fight against this possibility. 
The DEM would probably be aware 
of it and aware of the nature of the 
humans’ defense strategy as well. 
Given that the DEM could almost dive 
into people’s thoughts. And in the case 
of a collapse of the DEM, the automated 
labor (which would be everything in 
this future) would collapse and stop 
working. Humans would not be able to 
simply overtake all functions previously 
fulfilled by machines. Although a certain 
preparation could help in terms of saving 
humanity from extinction, it would not 
save anyone from chaos. It would only 
reduce the damage a bit. 

The next possible danger would be 
manipulation: In the Matrix trilogy by 
Lana Wachowski and Lilly Wachowski – 
The Matrix (1999), The Matrix Reloaded 
(2003) and The Matrix Revolutions 
(2003) , in a future scenario machines 
have taken over the world and feed off of 
the energy of human life after losing the 
power of the sun (or rather ending it). The 
humans are bred by the machines and 
live inside a virtual world of make-belief 
that resembles and almost matches the 
real world of 1999. Most people do not 
know about this and live normally inside 
the Matrix (the make-belief world). And 
even though they are able to be happy 
and feel fulfilled, they are being used, 
exploited, oppressed and hence treated 
unfairly by a god-like machinery in order 
for the machines to be able to “survive”. 

“I don’t like the idea that I’m not in 
control of my life”

– Neo in The Matrix by the Wachkowskis 
(2003).
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Is that what the DEM intends to do with 
its Virtual Reality. To create a world 
where humans live virtually – keeping 
them away from the real world? Does 
the DEM want to distract or even get rid 
of humans to build its own world?

And even if the DEM intends to use its 
power for the better and improving of 
people’s lives – this utopia could still 
become a dystopia really quick. As is the 
case in the novel Player Piano (1952) by 
Kurt Vonnegut. In this novel, automation 
has taken over most jobs and machines 
are responsible for production and the 
related logistics and management. 
The machines are capable of precisely 
calculating e.g. how much food must be 
produced and hence the waste amounts 
and pollution are reduced drastically. 
Overall a more sustainable world is 
created, and those who lost their jobs 
are given new opportunities in machine 
production – making for an average of 
higher salary than before the automation. 
Everyone can live a good life off of their 
salaries and overall everything seems 
to be great in the utopian reality. But 
workers begin rebelling and destroying 
machines. But why? Because more and 
more jobs start becoming automated 
and more and more people must work 
in the unenjoyable machine-production. 
And although everyone can live a 
“good” life this way, people become 
more unhappy and social disparity 
raises with the tendency of someday 
every human working the unwanted 
jobs. And the destroyed machines are 
rebuilt by more unhappy workers and so 
an unstoppable cycle continues. 

“The machines are to practically 
everybody what the white men 
were to the Indians. People are 
finding that, because of the way the 
machines are changing the world, 

more and more of their old values 
don’t apply any more. People have 
no choice but to become second-rate 
machines themselves, or wards of 
the machines.” 

(Vonnegut, K. 1952, p.251).

The novel criticizes the need to oppress 
some in order to achieve something 
apparently good. A utopia on the outside 
can actually be a dystopia in the inside.

This novel is probably the closest to the 
short animation Deus ex Ma(s)china: 
Intro (2020). The parallels of automation 
and machines calculating for a better 
and more sustainable world are very 
strong and therefore the issue of this 
utopia becoming a dystopia is a very 
present one in the animated short as 
well.

And the issue of absolute power 
and control over the population and 
everything (which the DEM in theory 
possesses, even if it doesn’t seek to 
make use of it, let alone overuse it) 
results in this alienation, oppression and 
exploitation of society – even though 
everything seems to be ok.

The manipulation of humans is also a 
present issue in the novel Brave New 
World (1932) by Aldous Huxley, where 
all people are firstly born in laboratories 
parentless are trained as children to 
take on functions they shall later fulfill 
in society. People are not induced to 
question things and in order to be happy 
they use “soma”, a drug that raises their 
happiness and makes them feel “high”. 
Although on the outside everyone 
seems happy and society works in 
harmony, it is clear that all people are 
being exploited and have no freedom. 
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“But I don’t want comfort. I want God, 
I want poetry, I want real danger, I 
want freedom, I want goodness. I 
want sin.”

(Huxley, A. 1932, p.218-219).

And finally, there is the issue of the DEM 
monitoring peoples actions. This may 
seem harmless, but it could potentially 
be used to start a dictatorship of some 
sort – if the DEM for some reason 
decided to try to control all humans – it 
could enforce it through the monitoring 
technologies. 

This kind of oppression is also present 
in George Orwell’s novel 1984 (1949), 
where the Big Brother (political body 
with absolute power) makes sure its 
perfect world works the way it wants it 
to by forbidding certain behaviors (such 
as lust, sexuality for pleasure etc.) 
and even forbidding thoughts about 
it. It tortures rebels such as the main 
character Winston Smith in order to 
turn them to their side and assassinates 
others such as Julia to make sure 
everything stays “in order”. The Big 
Brother ultimately is a dictator who gets 
rid of everyone standing in its will and by 
doing so creates a dream world for itself 
which the remaining citizens believe to 
be perfect themselves. 

“Big Brother is Watching You.”

(Orwell, G. 1949, p.3).

The question is, does the DEM force 
thoughts and wills onto people minds 
with VR? Does the homeless man 
actually build the elements shown in 
the animated short himself or does the 
DEM make him believe so and actually 

force him into living in a world that he 
believes to have built himself? Is the 
DEM a dictator manipulating people in 
order to get what it wants?

Similarly, the short film In the Robot 
Skies (2016) by Liam Young shows a 
future scenario in which drones have 
taken over delivery services, and social 
services such as - surveillance and 
protection - among other functions. The 
drones monitor every human activity 
and record and file certain behaviors, 
keeping a (criminal/behavior) record of 
each citizen. 

In this scenario, people are being 
watched over at all time and although 
that could potentially be beneficial when 
it comes to crime reduction and/or 
resolutions – it also takes away privacy. 
People will always be watched, even in 
intimate moments. 

Figure42: Scene from Deus ex Ma(s)china. 
Breaking by Lorenz Foth (2020)
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Figure43: Scene from Wall-E  (2008)
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Figure:  Westworld (1973)Figure44: Technology direct ly at tached to human body in eXistenZ  (1999)
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Figure:   eXistenZ (1999)
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Figure45: VR popular i ty in Ready Player One  (2018)



76



77

Figure46: The powerful  VIKI in I ,  Robot  (2004)
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Figure47: Woman inside her uni t  in The Mashine 
Stops  (2009)
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Figure48: Pods which most humans never leave (and l ive 
inside make-bel ief  fake worlds) f rom  The Matr ix  (1999)
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Figure49: Human-Machine Fr iendship in Westworld  (2016-present)
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Figure:  The Matr ix (1999)Figure50: Sel f -dr iv ing vehic le in Westworld  (2016-present)
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Figure51: The god- l ike powerful  Rehoboam in Westworld  (2016-present)
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Figure52: Servers in Deus ex Ma(s)china (2020)
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SUMMARY 
AND 
ANALYSIS
OF 
DEUS 
EX 
MA(S)CHINA. 
BREAKING

The short-animated film Deus ex 
Ma(s)china. Breaking (2020) shows 
the character previously known as 
“homeless man” once again. 7 years 
after the setting of the first animation 
(Deus ex Ma(s)china), in 2042 – as the 
anchorman of a journalistic broadcast. 
He presents his broadcast with slides, 
showing pictures and reporting what 
has happened in the time between 2035 
and the then present 2042. 

It is revealed that many people have 
suffered in this time period, many 
have died. The DEM started with good 
intentions and seemed to work just 
about fine. But suddenly people started 
rebelling and more and more it became a 
conflict between humans and machines 
and eventually even resulted in a war.

During the broadcast, some cut scenes 
are shown, showing short stop motion 
scenes from Deus Ex Ma(s)china. 
Intro and new ones of destroyed 
machines being dumped; protestors 
raging; over surveillance technology, 
including drones and cameras; and of 
the ongoing protests – with the latter 
showing a slightly edited version of 
William Kentridge’s work Other Faces 
(2011) in the background.

Figure53: Scene from Deus ex Ma(s)china. 
Breaking by Lorenz Foth (2020)
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The word “Breaking” is to be interpreted 
in different ways – as it can stand for 
“breaking news” or “breaking world”. It 
is the breaking news about a breaking/
broken world.

In this animated short, the host and 
anchorman of the broadcast (who was 
previously known as “homeless man”) 
refers to himself as “a person” and 
hosts a guest who is being referred to 
as “someone else”.

In the broadcast, the anchorman 
interviews his guest on why there is a 
war ongoing during the time the short 
plays in. It is revealed that the war 
is between humans in support of the 
DEMs against anti-DEM fanatics. Some 
sort of an ideological war between 
humans. The machines themselves 
are not involved in any acts of violence, 
although many machines are being 
slaughtered and exterminated by the 
anti-DEM fanatics. They do, however, 
not defend themselves. As they obey 
Isaac Asimov’s 3 laws of robotics:

“The Three Laws of Robotics:

1: A robot may not injure a human 
being or, through inaction, allow a 
human being to come to harm;

2: A robot must obey the orders given 
it by human beings except where 
such orders would conflict with the 
First Law;

3: A robot must protect its own 
existence as long as such protection 
does not conflict with the First or 
Second Law;

The Zeroth Law: A robot may not 
harm humanity, or, by inaction, allow 
humanity to come to harm.”

 (Asimov, I. 1950, p.40)

The reason behind the war is revealed to 
be the mistrust of some humans placed 
in the DEM. After rapid technological 
advances and with the DEM growing 
more and more “all-knowing” and 
powerful, conspiracy theories start to 
appear and expand. Some humans 
are revealed to feel over-monitored 
and over surveilled by the DEM, others 
feel like they are forced into the use of 
technologies in order for the DEM to 
continue learning, and ultimately, many 
start believing that the DEM is planning 
on becoming (or already has become) 
some sort of an evil manipulative 
dictator.

The amounting conspiracy theories 
against the DEM are a consequence of 
the rapid technological advances. Much 
like in James Bridle’s book New Dark 
Age (2018), the animated short suggests 
that the more technology advances, 
the more people will start conspiring. 
Because these rapid technological 
growths lead to most people not truly 
understanding how exactly many 
devices and even experiences in their 
every-day lives work. This unknowing 
leads to the psychological urge to search 
for explanations or linking thoughts – 
without really considering its likelihood. 
This allows for many very far-fetched 
and fearful theories to be brought up – 
the famous conspiracy theories.

“But perhaps the most obvious is 
that despite the sheer volume of 
information that exists online – the 
plurality of moderating views and 
alternative explanations – conspiracy 
theories and fundamentalism don’t 
merely survive, they proliferate. As in 
the nuclear age, we learn the wrong 
lesson over and over again. We stare 
at the mushroom cloud, and see all 
of this power, and we enter into an 
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Figure:  Lorenz Foth (2020)Figure54: Lorenz Foth (2020)

arms race all over again.”

(Bridle, J. 2018, p.249)

The broadcast guest does however 
claim that the DEM is working on finding 
a peaceful solution to end the conflict by 

developing some sort of algorithm that 
could make everyone happy.

The animation itself is very experimental 
and comical, with characters often 
making comical remarks and moving 
in weird ways – adding comedy to the 
aesthetics as well.
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Figure55: Scene from Deus ex Ma(s)china. Breaking by Lorenz Foth (2020)
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Figure56: Protestors in Deus ex Ma(s)china. Breaking by Lorenz Foth (2020)
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ARCHITECTURE 
AND 
TECHNOLOGY 
IN 
DEUS 
EX 
MA(S)CHINA

Technology and new Architecture

The short-animated film Deus ex Ma(s)
china. Breaking (2020) doesn’t really 
show architecture “in action”, but some 
architectural aspects are explained by 
the anchorman and his guest, allowing 
the audience to somewhat understand 
what the architecture in this sci-fi 
scenario could look like.

The main concept of the architecture 
in the animated-short film is that it 
is mostly non-physical. The idea of 
having physical buildings and similar 
is explained to be outdated, but still 
partially present. However, the main 
architecture becomes virtual, digital. In 
his lecture Brave New Now, film maker 
and architect Liam Young explains how 
architecture may change in the future. 
And this is how it happened in the 
animated short film Deus ex Ma(s)china. 
Breaking (2020). The main environment 
in this scenario is the virtual one. Places 
are visited and explored inside VR. 
The only times where the real world is 
experienced is when one must get to a 
different location in reality. But the virtual 
and the real world are not two separate 

Figure57: Scene from Deus ex Ma(s)china. 
Intro by Lorenz Foth (2020)
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realities. They blend over each other and 
it can be adjusted how strongly one or 
the other should be visible. And the main 
architecture happens in virtual spaces. 

These virtual spaces can either be inside 
of VR that blends over the physical reality 
- and therefore adds more features and 
changes some aspects of the physical 
reality – or they can be completely 
fictional.

“if we visit them (non-physical places) 
remotely, does it really matter if they 
exist at all?”

(Young, L. in his lecture Brave New 
Now. 2014).

Most human activities would probably 
take place in these fictional spaces – as 
they are more changeable and can still 
be inspired by existing places. People 
start to live more inside of fictional 
realities than inside the physical reality.

“This is how we stop to inhabit this 
strange thing we call place.”

(Young, L. in his lecture Brave New 
Now. 2014).

And more and more, life adjusts to this 
fictionality. Non-physical characters 
become as interactive as physical ones 
and therefore become “real”. 

The main physical architecture would 
be the data centers of e.g. big software 
companies. 

These data centers, of course, already 
exist. But are not accessible for the 
public at all. Only very few photographs 
of them exist and very few people 

have been there. Which is very ironic. 
Because they collect most data about 
people in the world (= surveillance), yet 
they are the least surveilled places to 
the world. 

“it’s the landscape of everything: all 
about messages, photos […] hopes, 
dreams, desires and darkest fears are 
here (stored inside the data centers)”

(Young, L. in his lecture Brave New 
Now. 2014).

In an interview with the Strelka Institute 
in 2019, Liam Young suggests that 
physical architecture will soon take 
up a function similar to the one the 
greenscreen has in film production.

Therefore, apart from the data centers, 
another very important physical 
architectural aspect for this new 
world is its readability and scanability. 
The surfaces and colors in physical 
environments must be easily readable 
to the machines, and some distinctive 
marks must be added as new forms of 
ornaments. (e.g. QR-Codes). This way 
misreads are avoided and augmented 
reality or other technological sensors 
etc. can better judge their surroundings 
and fulfill their function in a better way.

 “the rules of the screen […] now 
actually become the logic of space.”

(Young, L. in his interview with the 
Strelka Instutute. 2019). 

 

And with the physical reality having to 
adjust more to its readability than to 
anything else, expensive materials are 
no longer necessary, but rather readable 
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ones. The expensive materials are no 
longer physical, but virtual. Better virtual 
quality is more expensive.

“The new form of wealth isn’t going to 
be the visual material expression of 
rare materials of expensive furniture, 
but it’s going to be super resolution, 
super high refresh rates”

(Young, L. in his interview with the 
Strelka Instutute. 2019). 

And even living beings might be adjusted 
to the readability of the machines. 
Potentially gene manipulation or 
attached/injected devices might help the 
readability of animals or plants/funghi.

Liam Young has produced several short 
films that deal with the topic of new 
(digital and virtual) architecture that 
could soon become more important than 
the usual physical one. For example, 
in the short films Seoul Machine City 
(2019) and In the Robot Skies (2016), 
Liam Young shows how possible 
futures with swarms of drones flying 
through the skies could look like. How 
these drones function, and how they 
can recognize their “targets” (what they 
are “looking” at) and their location with 
artificial intelligence and connectivity 
to a bigger system. Latter short shows 
how these drones could be used as part 
of surveillance and data collection, a 
topic that the short film Off Grid (2013) 
by William Gowland investigates a bit 
deeper. Furthermore, Youngs short 
film Renderlands (2018) shows how 
people could escape the real world and 
potentially spend their time mostly in 
augmented and virtual realities. 

The short films showing the drones and 
drone swarms particularly have a very 
futuristic feel to themselves. Reminding 

of some futuristic films such as Blade 
Runner (1982) or The Fifth Element 
(1997).

Physical Architecture

Additionally, the previously mentioned 
readability of the physical world (simple 
shapes and forms, QR Codes or similar 
as ornaments) becomes a main aspect 
for the new physical architecture.

Of course, over the past, many architects 
have envisioned different possibilities for 
future architectural solutions related to 
technological advances and automation. 
And more generally speaking there are 
certain patterns and similarities often 
seen in architectures for these future 
societies. 

The first pattern that can be seen is 
the feature of megastructures. These 
megastructures often contain multiple 
levels. This feature can be dated 
all the way back to the utopian film 
Metropolis (1927) where the different 
levels divide different transportation 
streets (pedestrians/motorized 
vehicles/public metros). These large 
megastructures are universal and can 
be placed anywhere. They can blend 
into every environment. Like for example 
in the Monumento Continuo (1969) by 
Superstudio or the Roof Garden by 
Archizoom (1969). 

Even though these megastructures 
have become rather outdated concepts, 
they still are of interest, as they can 
blend into any environment, urban or 
natural. Therefore, they could potentially 
be moved to different places.

Another one of these patterns could 
be the changeability and precisely the 
movability of physical architecture. One 
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example would be the Walking City 
by Archigram (1966). In this particular 
example, a city would no longer be 
fixed to one location, but rather move 
around. People would not fully become 
nomads, as they could continue having 
fixed homes inside urban environments. 
But the cities would move and hence 
the environments around the cities 
would be in constant change. Another 
example would be the Plug in City by 
Peter Cook/Archigram (1964) where a 
massive framework would support many 
rearrangeable smaller units. These units 
could be arranged according to personal 
preferences and needs of the moment. 
This would allow a great diversity in 
urban configurations and could be 
logistically great for situations or events 
that require new configurations. These 
units would need to be very minimalistic 
and hence would also fit in perfectly in 
the new architecture of easy readability 
for technological scanners etc.

The idea creating multiple small units 
and assembling them into one big 
structure has been quite popular, 
especially in Japan with, for example 
the Capsule Tower in Tokyo, by Kisho 
Kurokawa (1972) – where many small 
capsules make for the big tower. These 
capsules could work similarly to the 
rooms that people inhabit in the short 
story The Machine Stops (1909) by E. M. 
Foster, where people spend almost all 
their time in. The units’ interiors could be 
changed through AR or the inhabitants 
could spend their time in VR. Highly 
sensitive and reactive treadmills similar 
to the ones in Ready Player One (2018) 
could make it possible for one to roam 
around freely in spatially limited units.

Another example with multiple layers and 
changing architecture was envisioned 
by the Dutch visual artist, Constant 
Niewenhyus, also known as Constant. 
He envisioned an architecture after 

automation in his work collection New 
Babylon as a world with a new society 
and architecture between 1956-1974. In 
New Babylon, automation is recognized 
as the second industrial revolution and 
is the most important aspect to the 
society, as suggests Mark Wigley in his 
book Constant’s New Babylon (1998, 
p.9).

Architecture-wise, New Babylon is a 
web, a network covering the entire 
world, a world with countless rooms for 
people to spend their time, as people no 
longer must be at specific places, they 
can now roam around freely, with no 
work holding them back (Wigley 1998, 
p.13).

The large structure is spread across the 
entire globe as a megastructure, formed 
with only the most basic architectural 
elements needed for the citizens. The 
goal of this minimal environment is to 
enable continuous change and create 
new spaces for the needs of every 
individual. The concept consists of a 
structure in a series of interconnected 
platforms that would host different 
environments, a multi-layered space for 
living with air traffic and related landing 
platforms. All automated factories 
and working machines would be held 
underground (Wigley 1998, p.165).

The minimalism in the architectural 
elements helps for the implementation 
of the readability of the environment 
for technologies such as AR and the 
landing platforms are perfect assets for 
the drone traffic of the DEM. Therefore, 
New Babylon could almost be seen as 
the perfect architectural environment for 
the DEM to function. 

The network in New Babylon is divided 
into different sectors with different 
colors. The different colors are 
associated with different moods and 
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different emotional states and would be 
reserved for people in these respective 
moods. This way, Constant tried to give 
people the possibility to spend time in 
the visually ideal spaces for their current 
moods. The space in New Babylon is a 
psychogeographic one, which means 
that its ambience has influence on the 
individuals’ emotions and behaviour. It is 
an artificial landscape that is in constant 
movement. The inhabitants can change 
the mood of their environment and 
enable new forms of behaviors within 
these spaces. (Wigley 1998, p.9). This 
aspect works even better with the new 
technological possibilities that the DEM 
offers. No longer must these sectors 
really have different colors. It can all 
be done by the DEM in form of AR or 
similar.

In their work Work, Body, Leisure, Otero, 
Verzier and Axel (2018) explore 

“[…] the spatial configurations, living 
conditions, and notions of the human 
body engendered by disruptive 
changes in labor, its ethos, and its 
conditions.” 

(Otero Verzier and Axel in Work, Body, 
Leisure. 2018, back cover).

 As one of their more recent examples 
they mention the massive areas 
covered by hundreds of greenhouses in 
the Netherlands. This is a “newer”, more 
controlled food production method, 
where outside conditions no longer 
influence the success rate and where 
automated harvesting is easier. And 
therefore, it would be a very effective and 
controllable way for the DEM to connect 
with nature and the food production.

All in all, this makes for a big (and very 
simplified) masterplan created through 
the DEM (by humans and machines 
together).

An issue envisioned by the Youtube 
Video The Future of Cities (2016) 
though, is, that the people in charge of 
these big changes are very singular. 
And although they seek to include 
everyone in their plans, no masterplan 
works for everyone. Many districts and 
communities have their own ways to 
handle things and it works perfectly. 
But instead of aiding them to raise 
efficiency in what they’re doing, the 
masterplan completely exchanges all 
sorts of methods (e.g. a community has 
its own recycling policy and logistics 
which is completely replaced by a global 
masterplan that might not work as well 
in that specific community). 

Figure58: Fly ing technology in Deus ex Ma(s)china. 
Breaking by Lorenz Foth (2020)
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Figure59: Drone in  In the Robot Skies  (2017)
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Figure60: Fly ing Traff ic  in The f i f th Element  (1997)

Figure61: Fly ing Traff ic  in  Blade Runner  (1982)
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Figure62: Augmented room in Renderlands  (2018)
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Figure63: Archigram. Plug in Ci ty  (1965)

Figure64: rearrangeable-uni ts-archi tecture in Deus ex Ma(s)china )
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Figure66: Nakagin Capsule Tower  (photo Sharat  Ganapat i )

Figure65: Plug- in-archi tecture in Deus ex Ma(s)china )
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Figure68: Scene from Deus ex Ma(s)china. Story of  a God by Lorenz Foth (2020)

Figure67: Greenhouses Nether lands
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Figure70: Scene from Deus ex Ma(s)china. Story of  a God by Lorenz Foth (2020)

Figure69: Scene from Deus ex Ma(s)china. Story of  a God by Lorenz Foth (2020)
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Figure71: Constant:  New Babylon (1960)

Figure72: Archi tecture in Deus ex Ma(s)china. Story of  a God by Lorenz Foth (2020))
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DEUS 
EX 
MA(S)CHINA. 
STORY OF 
A GOD

The final animation of the project is called 
Deus ex Ma(s)china. Story of a God 
and compared to the other animations, 
it approaches the plot-creation much 
more traditionally.

The animation revolves around the 
main Character DEM (the machine 
learning network) who can be viewed 
as an omnipresent machine god who 
serves as a higher power to humanity 
and provides hope. Hence the title.

Creating the setting

For the story creation a framework 
was needed, consisting of a concept, 
a philosophical conflict and a main 
character.

In order to do so, first a time for the 
animation to take place in, had to be 
set. And as the previous animations 
took place in a timespan between 2035 
and 2042 with no real time gap, and with 
the DEM having been created in 2035, it 
had to take place after 2042.

And when it comes to the main 
character – no human character has 

Figure73: The DEM in Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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been assigned importance greater 
than “being a person” in an anonymous 
mass. So, the only logical choice for the 
main character was the DEM.

In 2042 – as is shown – in Deus ex Ma(s)
china. Breaking - there is an ongoing 
war between DEM fanatics and anti-
DEM fanatics. The DEM seeks to make 
the world sustainable and clean; 
and humanity happy and peaceful. 
Therefore, the war is an unwanted 
hazard for the DEM, and therefore 
wants it to stop – without harming a 
human being. But how can the DEM 
end the war without harming its beliefs? 
How can it do something about it without 
hurting people. The DEM´s struggle and 
fear of being determined and assertive, 
is the philosophical conflict of the story. 
The DEM´s fear of not being able to end 
the war without harming its own beliefs. 

Further characters add to the conflict 
are: The anti-DEM fanatics (as a mass: 
1 character. Single humans do not 
possess enough importance to be a 
full character) and all human warriors 
establishing the severity of the conflict 
and the urgency of change and action 
from the DEM. And the (pro) DEM-
fanatics providing hope and showing 
belief in the DEM.

That established, a storyline framework 
had to be constructed. The chosen 
story structure is Dan Harmons story 
circle, consisting of 8 points – each of 
which represents a set of scenes. First, 
the main character must be introduced 
(1), then the conflict must be shown and 
its severity and the struggle of fighting 
it, must be shown (2), until the main 
character decides to do something 
about it and step out of its worried 
comfort zone (3). The main character will 
search for solutions (4) and eventually 
find one (5). But this solution will come 
with a price (6) and the character will 

return to its initial state with the losses 
made (7). Finally, it must adapt (8). (cf. 
reedsyblog, 2018). 

In the case of this animation, the DEM 
must be introduced (1), the war and 
destruction, and its unsolvable nature 
must be shown (2) but the DEM must do 
something about it (3) and it will search 
for possible solutions (4) only to find 
out that the only possibility would be to 
either destroy itself or harm humans – 
which goes against its beliefs and laws 
(5) and so it must destroy itself (partly) 
(6) and return to its initial state, barely 
existing (7) and in the uncertainty of 
whether it can continue existing, a Deus 
ex Machina - the story telling device of 
abrupt and unexpected conflict solution 
(Gwalani. 2013, p. 218) - occurs and the 
DEM is able to return to its initial state – 
in a peaceful world (8).

Although the main character doesn’t 
really adapt in the last step, the circle 
still mainly applies – and the Deus ex 
Machina in the end had to occur in one 
of the stories in order for the title to 
make sense.

Figure74: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure75: Story Construct ing for  Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure76: Dan Harmon‘s Story Circ le
Avai lable at :  ht tps: / /b i t . ly /3g0LVyz
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Figure77: Story Circ le for  Deus ex Ma(s)china. 
Story of  a God(2020)
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Summary and Analysis

The animation begins with a flythrough 
through a futuristic looking city. This city 
consists of the previously mentioned 
architectures of: plug-in structures 
similar to Archigrams Plug-in-City (1965) 
– in cone shapes with a crane on top - to 
arrange the units differently (Figure65 on 
page 103); multiple different units piled 
on top of each other, similarly featuring 
a crane on top (Figure64 on page 102); 
the walking city and the mirror Rubik’s 
Cubes that already featured in Deus 
ex Ma(s)china. Intro (Figure30 on page 
43); a big seemingly endless structure 
resembling Constants New Babylon 
(Figure72 on page 107); multiple 
flying drones/vehicles; as well as other 
futuristic buildings and complexes - 
such as a “twisted” skyscraper; a big 
open frame, much resembling to the 
Dubai Frame (2018) by Fernando 
Donis (cf. worldarchitecture, 2018); 
tall television towers; sphere-shaped 
glass constructions, quite resembling 
to the unrealized project Technosphere 
(2011) by James Law Cybertecture (cf. 
archello, 2011); and a set of skyscrapers 
interconnected via bridges – suggesting 
a multilevel traffic network.

Meanwhile a character narrates the 
story, claiming to have built everything 
in the city, as well as working and living 
there. But not only there. Everywhere. 
Showing the technologically controllable 
agriculture in its many greenhouses 
(Figure68-70 on page 104,105) where 
it (robots) works. As well as claiming 
to be present in the inhabitable 
forests - much like in Deus ex Ma(s)
china. Intro (Figure15 on page 36). 
The narrator repeatedly claims to be 
everywhere. And then – while zooming 
in on a computer display all the way to 
showing the displays interior (cables 

etc.) – it once again reveals that it is 
everywhere, not only physically – but 
also virtually. 

In this particular scene, a person working 
on their PC types “I am writing on my 
computer. Not sure what exactly. 
Please move to the next scene.” – 
which appears on the display. Once 
again making the human characters 
seem clueless – adding comedic value 
to the animation.

After that, the narrators surveilling or 
rather detection technology is shown 
and it claims not only to be everywhere 
but also to see everything. And while 
showing how it helps people it claims 
to provide hope – ultimately making 
it a “god” – an omnipresent creature 
providing hope to people. At this point, 
the narrator reveals to be the DEM.

After introducing itself, the DEM shows 
the ongoing war between DEM fanatics 
and anti-DEM fanatics, stressing how 
badly it wants to do something about 
it – but can’t, because it cannot harm 
humans. And part of the humans want 
to end the DEM – making peaceful 
approaches impossible. Many machines 
show signs of willing to intervene in the 
war. But hesitate and ultimately return to 
worrying and observing.

With its frustration growing, the DEM 
can no longer withstand the situation 
and decides to do something about it. It 
powers up its main servers to maximum 
and starts searching for solutions. In 
a a rather comedic way, the animation 
shows the DEM launching youtube 
videos on “how to end a war”, as well 
as reading on the online search engines 
Google.

After all the research, a window pops up 
on a display. Claiming that no solution 
without violence could be found. Either 
humanity or the DEM itself must come 
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to harm to end the war. The DEM clicks 
“OK” and starts programming in binary 
code.

After a while a new window pops up, 
displaying the message: “WARNING! 
Are you sure you want to shut 
yourself down to an automaton 
level? This will completely erase 
your consciousness and your ability 
to evolve. Are you sure? YES/NO”

In arts, the term automaton is used 
to refer to sculptures or puppets that 
are capable of performing complex 
movements through the turning of crank 
and gears and by definition is “a moving 
mechanical device in imitation 
of a human being” (Stevenson, 
2010 p.108). Much like the famous 
Draughtsman-writer automaton from 
swiss mechanician Henri Maillardet 
(circa 1800) of a writing puppet (cf. 
Maillardet’s Automaton).

And after pressing “YES”, the servers 
shut down. The humans fighting look 
up to the sky in confusion and drop their 
weapons. The atmosphere is of extreme 
shock and disbelief. 

The animation then fast-forwards to “two 
weeks later”, showing humans walking 
through the futuristic city with their 

heads hanging low. The atmosphere 
is of sadness. And then it shows the 
machines working – merely following 
mechanisms. The DEM has become 
an automaton. Its turning gears are 
shown and one machine gets entangled 
in a production line – without noticing. 
It simply continues its mechanism 
while being transported through the 
production – similarly to Charlie Chaplin 
in Modern Times (1936).

Meanwhile, many humans – both pro 
and anti DEM – gather together and 
decide to revive the DEM. Realizing that 
it did only want the best for humanity 
and was even willing to sacrifice itself 
for them. In appreciation the humans 
rebuild a robot, and, finally, the “person” 
previously known as “homeless man” is 
shown communicating with the robot, 
teaching it – for it to ultimately restore 
itself. 

In this final scene, the homeless man 
and the robot both sit/float in a rather 
antique room, making the scene quite 
resembling to scenes of the sci-fi short 
film The Automaton (2019) by W. Alex 
Reeves – where the character Margaret 
Woodruff teaches the artificially 
intelligent automaton and communicates 
with it in the year of 1897.

Figure78: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure79: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)



124

Figure80: Fernando Donis.  The Dubai Frame (2018)
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Figure81: James Law. Technosphere  (2011)
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Figure82: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure83: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)



128



129

Figure84: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure85: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure87: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)

Figure86: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure88: Mai l lardet H.,  Draughtsman-wri ter  (c i rca 1800)
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Figure89: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure90: Scene from Modern Times  (1936)

Figure91: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure92: Scene from The Automaton  (2019)

Figure93: Scene from Deus ex Ma(s)china. 
Story of  a God by Lorenz Foth (2020)
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Figure94: Scene from Deus ex Ma(s)china. 
Interview by Lorenz Foth (2020)
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DEUS 
EX 
MA(S)CHINA. 
INTERVIEW
SUMMARY 
AND 
ANALYSIS

Deus ex Ma(s)china. Interview (2020) is 
a very short animation showing nothing 
but the human characters (previously 
known as Professor Deborah Williams) 
face. In this interview, questions 
- towards ‘Deborah’ about her 
psychological journey over the years - 
are displayed. The animation itself plays 
after the events occurred in Deus ex 
Ma(s)china. Story of a God (2020).

The animation restores Professor 
Deborah Williams’ personality and the 
importance of a human character in 
order to report about the psychological 
journey of a person over the entire 
timeline of the previous animations in 
the series.

In this interview, the character 
interviewed, reveals the meaning of Deus 
ex Ma(s)china, its origin and why she 
felt the need to create it. Furthermore, 
it is revealed that she felt unhappy with 
the DEMs physical creations – because 
she felt like none of her desires - her 
virtual creations – were implemented in 
the physical reality. While many other 
humans could proudly see their ideas 
become true, Deborah always felt like 

she was being overlooked and unfairly 
treated by the DEM. And as the creator, 
she felt as if she were supposed to have 
certain benefits over other humans. 
Which she didn’t have. And for that 
exact reason, as she reveals, she 
joined the anti-DEM fanatics in pursuit 
of destroying the DEM. She reveals that 
after she became a ‘person’, after being 
healed from her paralyzes, she also lost 
her identity and became part of a mass 
group of anti-DEM fanatics. 

And only after the DEMs auto-destruction 
(AI sacrifice) she remembered who she 
once was. What she had envisioned. 
That was the moment when personal 
identity was restored. She also realized, 
that the DEM never ignored her desires. 
Her virtual creations were only a 
mean for play for her. Entertainment. 
Her desires were never meant to be 
physical. Her desires were social. And 
the DEM did make them true. And in 
that moment, she knew that the DEM 
had to be restored to a conscious state.

In the end, she reveals that she had 
a look at the DEMs code and that 
she discovered that the DEM knew 
everything in advance. It had already 
predicted the conspiracy theories and 
just played along. It also knew that 
the humans would restore its artificial 
intelligence after the big sacrifice. It 
predicted everything. It was all part of 
its plan. She ends the interview with 
the statement: “Sometimes the DEMs 
omniscience frightens me”.

The purpose of this animation is to show 
how human desires are processed 
over the timeline of the series; as 
well as completing the series for a full 
explanatory trailer, where - not only the 
story itself - but also the meaning of the 
title can be fully understood. This trailer 
is the perfect medium to present the 
story all in one as quickly as possible.
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AFTERWORD

In summary, this book explains and 
justifies the aesthetics, architecture and 
social conditions shown in the animated 
short film series - consisting of Deus ex 
Ma(s)china. Intro (2020), Deus ex Ma(s)
china. Breaking (2020), Deus ex Ma(s)
china. Characters Test (2020), Deus 
ex Ma(s)china. Journeys (2020), Deus 
ex Ma(s)china. Interview (2020) and 
Deus ex Ma(s)china. Story of a God 
(2020), all by Lorenz Foth – as well as 
the other works and mediums used in 
the project – such as the exhibition box 
and all of its features that link to the 
animations plot and/or style. It presents 
all the references used for the writing 
and production of the animations by 
illustrating and explaining similarities 
and connections to different works from 
different mediums.
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->

Deus ex Ma(s)china is  a wordplay deriving from the german 
word Maschine (engl. = machine) with the latin expression 
Deus ex Machina - which is when an unsolvable conflict is 
solved abruptly and surprisingly by an unexpected force in 
a story plot (Gwalani, 2013, p. 218). What if this occurrence 
literally were to be a machine? Or rather machines?

This is what happens in the series of animated short films Deus 
Ex Ma(s)china (2020) by Lorenz Foth. In this series, a god-
like machine learning network - called Deus ex Ma(s)china, or 
simply DEM - seeks to improve the world for humanity in terms 
of sustainability, social equality and life quality. Over time, it 
must face and overcome some unexpected challenges.

This book tries to explain and justify the events, aesthetics 
and ideas of the animated short films, mainly by presenting 
the references used in the production. 


