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Dependence on Overall EcoSystem (living and non-living) <

> Recent Economic Models Do Not Reflect It



Multi-Centered Design



Cross-Species Coliving
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http://grangetown.emotion-robotics.com/

Methodology



Human

Socio-Cultural System
Interaction / interdependence

Activities for older
residents to help combat
loneliness

Opportunities to work and
volunteer for the youth so
that they can be more
involved in the community.

Finding a bewer
understanding of the
problems in the community
and finding everyone's role in

Environment

Ecological
Adaptation / Evolution

Integrate playgrounds with
the natural environment
and synergize the

landscapes.

issues such

Prevent the hidden dangers
of existing infrastructure in
the community, and raise
awareness of what those
might be.

Mot only ordinary garbage, some
special hazardous garbage can
also be seen everywhere on the

street. This is a problem that
needs to be prevented.

EE—
Leisure facilities for /

the resolution. Commun lty older members of the
community, such as
welfare, board game tables.
including

Propose Possible Design App Ideas to address the
roblems.

Community Buddy App
Concept: The app will be available to the members of Grangetown. There will be two options:
1. 'l want to volunteer
2. 'l need some help'
The members of the community can use this interface to support one another. For example, a
young student can volunteer to help an elderly woman who needs help carrying her groceries,
or an adult can volunteer to mentor a child or help with homewark at the Grange Pavilion.

Users will be given ratings such as the system used in Uber and various other apps. There can

be rewards given to those who achieve high ratings such as vouchers for free classes, or a
meal at the coffee shop.

Propose Playful Design App Ideas to address the
problems.

Catch the Dog - Grangetown Adventure

Understand the local

Artefact

Socio-Technological System
Interaction / Positive & Negative Impact

plants, and how to take
care of them and
preserve them.

Game process: The character will run through paths in Grangetown to chase their dog who
ran away, while avoiding some 'dangers' in the area. The dangers will be classified from 1-5,
with level 1 dangers being not too harmful, and level 5 dangers being the most harmful.

Characters: Players can choose from a range of characters, all chosen to represent the human
and non-human community of Grangetown.

Goal of the game: The goal of the game is to make players aware of the dangers in their community, and what to
avoid. This awareness will hopefully lead to some proactive measures directed at reducing them
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> Complimentary currency not a new thing
< Leveraging blockchain technology creates interesting
possibilities...



> Others in the natural environment can have wallets
< Agency in a transactional or financial system



> Relationship within and towards the natural environment



19/20th Century defined this relationship through the
colonization and capitalization of the natural world



Can the 21st Century, the Anthropocene, shift this relationship
way from one of exclusively material extraction and short-term
capitalization?



Can the relationship be redefined as one of mutual transactional
benefit or intergenerational value exchange?



Most importantly, we used an HTML base progressive web
application (PWA) to enforce cross-compatibility.



In more detail:
- HTML
-HTML 5
- JavaScript
- CH
- Google Maps APl (Embedded in a .NET control)
- Font Awesome 4.7 Icon Tyepface



Design’s Boundary Conditions
in Relation to Environmental
Interactions GIGA-map

Systemic Approach to Architectural
Performance and Wood as a Primary
Medium to Architectural Performance
project

Marie Davidova

This GIGA-map developed as a ZIP-analysis of GIGA-map-
ping Workshop lead by Birger Sevaldson that was mapping
pavilions from the project Wood as a Primary Medium to
Architectural Performance. It is mapping a problem of dif-
ferent types of environmental, biological as well as physical,
interactions through a range of boundary conditions of dif-
ferent designs. The case designs were either authored or
co-authored by the GIAGA-map’s author and were selected
due to their suitability to the not fully strict ‘gradient’.

The map lays out a matrix of parameters and relating their
interactions that often generate more or less complex feed-
back loops, some of them cycling even in hierarchical con-
stellations. The stroke thickness doesn’t fully reflect the hi-
erarchy in the system but the importance of related interac-
tions. The gradient of the splines represents the boundary
crossings, while the colour gradient of lines and texts for
each project represent a range from design’s openness to
closeness of the boundary.
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Transition towards Post-Anthropocene:

> Biodiversity and Climate Change Adaptation
< Multi-Centered Multi-Species Design



Human - Centered <

> Non - Anthropocentric



Research by Design through Feedback Loops:

> Collective Gigamapping
> Eco-Systemic Prototypical Interventions
> Hyperobjective Relations



Transition from ‘Cities for People’ (Gehl, 2010)

> Participation of Both, Biotic and Abiotic Agency
> One Feedback Looping Ecosystem
> The ‘Real Life CoDesign Laboratory’



The Real Life CoDesign Laboratory >

Living EcoSystem Community
Token Regenerative Economy



Living EcoSystem Community >

CoDesign
DIY of Prototypes
ReDesign through Real Life



Blockchain Regenerative Economy >

Biotic Agency Appreciation
Real Time Values ReDesign from Bottom Up



Thank You!

Marie Davidova, IntCDC University of Stuttgart
Shanu Sharma, School of Architecture and Planning Bhopal
Dermott McMeel, Auckland University of Technology
Fernando Loizides, School for Computer Science and Informatics, Cardiff University




