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Architecture pedagogy has evolved slowly since its 
beginnings in the rapidly changing world. In schools, 
the work environment and settings often lead to a 
lot of stress, deeply affecting mental health and 
well-being. But does it have to be this way?

Our new program reimagines education as a 
tapestry of collaboration, weaving connections into 
a learnscape where everything is interconnected. By 
celebrating shared moments of joy, this new setting 
enhances emotional well-being and deepens our 
relationship with the earth beneath our feet.
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“From the human 
to the planetary: 

Speculative futures 
of care”

By Miriam Tickin

9 AM

1 PM

2 PM

3 PM

4 PM

5 PM

6 PM

7 PM

8 PM

Caring Architecture:
Selected Readings

on Menal Health and 
Neurodiversity 

New Politics of Care:
Selected Readings on

Climate Change

“This is not a drill -
The Extinction Rebel-
lion handbook” and

“Letters to the Earth”

Introduction to 
“The Planetary Turn:

Relationality and
Geoaesthetics in the

20th Century”
By Amy J. Elias

& Christian Moraru

Introduction to 
“Radical Pedagogies”
By Beatriz Colomina

“The Architecture of
Waste. Design for

a Circular Economy”
By Caroline O’Donnell 

and Dillon Pranger

“The Architecture of 
Closed Worlds
Or, What Is the 
Power of Shit?”

By Lydia Kallipoliti

Climate Care
Parasitic Reading Room
A series of re-readings

“Pedagogies for 
a Broken World”
By Ana Miljacki

A CURRICULUM FOR PEDAGOGICAL CHANGE PROGRAM 22- 31 MAY 2023 MAKING LEARNSCAPESWASTE EXPERIMENTATION

05/22 MONDAY 05/23 TUESDAY 05/24 WEDNESDAY 05/25 THURSDAY 05/26 FRIDAY 05/27 SATURDAY 05/28 SUNDAY 05/29 MONDAY 05/30 TUESDAY 05/31 WEDNESDAY

M
O

RN
IN

G
S

READIN
G

S
AFTERN

O
O

N
S/EVEN

IN
G

S

BREAK

Feast
Procedure

OP

E

NING:

SYmbiosfera

Liquidat ion

Co-Hiving

Deep Care
Plant  
Drawing

Make 
Material  
Sense

ComPost  
Care

Animal  
Inst inct

Range
of
sounds

Rituals
for
Col lect ive
Self-Care
in a  Time 
of  Global
Col laPse

Weather
Writ ing

Intersect-
ional  act iv-
ism for  
cl imate,
care,  
nature,  and
empower-
ment
conversa -
t ion

What is  Care
at  PlanetarY
Dimensions?

End-of-
Week
Par tY

Turning-in

Turning-in

How Do We
Work
ToGether?

Cross Scales
LearnScape

we Can
Be Rebels

Who Are
WE?

What Are
We Working
With?

SiteNess
and Waste

Care About
Care For  
Care With

The Hidding
Dimension
of
FunGi

Open,  Living 
Laboratory

An ImaGe of
a Bird is
an ImaGe of
the World

Pedagogies 
for  a Broken 
World

Growing Materials

Environ -
mental
Personhood

Bird
Watching

What can 
food teach 
us about  
ourselves?

Footnotes
on the 
SPatial

OPENING ACTS: A RADICAL INTRODUCTION

New Pedagogy - Learning by Doing Pedagogy Example - Research
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This is a typical 
recipe from my 

country.
It seems like you're 

trying to build an 
innovation campus. 

Need some help?

Can you please grab 
me a few mushrooms 

from the kitchen?

Wow, the materials are so 
interesting. You don’t see 

anything like this inside Avery.

Who knew waste 
could be so 
interesting?

Touch

Sound

Smell

Bees

Butterflies

Bird
s

INTER-
SPECIES
PICNIC

Supporting Mental Health 
and Neurodiversity 

MEDITATING

INTERCONNECTING

COOKING

LEARNING

So, these panels grow 
mushrooms that help to 

support the bees' recovery?
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Immersive Landscapes
Artificial Images

Cinematic Architecture | Complicit Images 
Navigating Post-Digital Media Ecologies

Multiple Sources | Summer 2024
Profs. Michiel Helbig & Corneel Cannaerts

Collaborators: 
 Jasmine Hong  
 Victoria Chen

Project Video:

https://www.youtube.com/
watch?v=qJ95hCyTMeo

The current ecological crises urge us to rethink 
the foundational dichotomy between natural and 
artificial, the grown and the made, and the wild and 
the controlled. This blurring of seemingly opposite 
notions is further strengthened through the 
developments of digital technologies, which work 
across scales, questioning the difference between 
local and global, interior and exterior… Going beyond 
dichotomies opens up the in-between as a messy, 
fertile ground for novel hybrids. In our field guide, 
we looked at this blurred boundary between natural 
and artificial through the lens of landscapes. The 
notion of landscapes refers to the territory and the 
image, i.e., the view produced by this terrain, whether 
observed in person or captured in a medium such 
as a painting or photograph. Through digitalization, 
architectural images become more and more 
artificial, i.e., they are not drawings constructed 
line by line but are images synthesized through 
algorithmic processes. We looked at landscapes 
in the continuum between artificial and natural 
and how they are imagined physically and digitally 
in several media, such as modeling and rendering 
software, image editing, game engines, generative 
AI, and virtual and augmented reality.
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In contemporary societies, there is a widespread perception 
that natural and green environments are inherently better 
and healthier. People seek out nature to retreat from their 
stressful daily routines and actively design and construct 
artificial landscapes within urban environments to foster a 
connection with nature—the traditional distinctions between 
natural and artificial blur as landscapes become increasingly 
dominated by human and machine interactions. Landscapes 
are no longer natural or cultural entities but have evolved into 
digital landscapes - vast, engineered eco-technical terrains 
assembled, maintained, and imagined through computational 
processes. Simultaneously, the growing integration of 
technology into our daily routines amplifies ecological crises. 
When picturesque natural scenes are posted on social 
media platforms such as Instagram, they attract crowds of 
visitors to nature, placing excessive pressure on the natural 
environment. Over time, specific iconic perspectives become 
widely photographed and sought after, attracting people to 
visit nature primarily for these particular viewpoints.

However, human activities contribute to climate change, 
pollution, and disasters. Animals lose their natural habitats, 
oceans are polluted by debris and chemicals, and beaches 
are covered with trash. National parks and preserves, such 
as Arches National Park and the Wave, responded to this 
surge, implementing lottery systems to limit the number of 
visitors. These systems help regulate and limit the number of 
visitors, thereby reducing overcrowding and minimizing the 
environmental impact on these fragile ecosystems. 

      Immersive Landscapes
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Our vision for this project involves a future where artificial 
images contribute to social transformation and environmental 
stewardship. Advancements in media technologies, such 
as augmented reality, virtual reality, and other cutting-edge 
technologies, allow us to extend our spatial experiences. We 
explore how media ecologies can assist nature conservation 
by establishing novel boundaries between human activities 
and natural habitats. Rather than physically entering 
landscapes, humans interact with and appreciate nature 
through digital recreations and simulations in virtual spaces. 

We collected resources through 3D scanning, scrapping 
Google Maps data, and creating data clouds from video 
footage, games, drones, 360 cameras, etc. The data found 
were then used to reconstruct new landscapes and envision 
the proposed virtual experiences. These landscapes' carefully 
selected sources and locations illustrate contemporary 
human-influenced environments. These advanced 
interpretations of "Imagined Landscapes" question traditional 
representations and expand the idea through modern digital 
media's immersive, interactive, and customizable capabilities. 
The resulting “Imagined Landscapes” are technical images 
that can be immersively experienced in response to the need 
to explore and discover landscapes.

Google Maps

3D Scannings

3D Models

Video Game Scenes

Landscape 001 - Reserved Landscape

Landscape 002 - Constructed Landscape

Landscape 003 - Staged Landscape

Landscape 004 - Simulated Landscape
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Project Statement

This project began unexpectedly with a YouTube commercial. In it, a 
young woman said, “People think those of us with schizophrenia can’t 
have a life. But we can.” That line stuck with me. I realized how little I 
knew about schizophrenia beyond clinical definitions and stereotypes. 
Out of curiosity, I started researching. What I found was not just a 
mental health condition, but a systemic failure to support people at 
one of the most fragile and formative times of their lives.

Schizophrenia often begins in a person’s early 20s, a period already 
filled with transitions: moving out, starting jobs, forming identity. 
The onset of schizophrenia during this time can be disorienting not 
only for the individual but also for their caregivers, who are suddenly 
navigating a new reality. This project is for both the individual 
navigating the early onset of schizophrenia and the caregivers 
standing beside them, unsure of what to do next.

What I’ve learned is that architecture plays a quiet but influential role 
in shaping those early experiences. A building can feel institutional 
and isolating, or it can provide comfort, clarity, and a sense of control. 
Through design strategies like soft boundaries, proximity between 
support spaces, and access to sensory elements like wind, water, 
and vegetation, space can reduce overstimulation while still fostering 
autonomy.

This project isn’t just about designing a facility; it’s about shifting 
how we think about care, transition, and presence. I hope it prompts 
architects and non-architects alike to see design not as a solution to 
schizophrenia, but as a way to create environments that honor the 
dignity, complexity, and potential of those living with it.



Barrier

A barrier is not just a physical wall. It is exclusion made 
real. It is the locked door, the unspoken rule, the quiet 
isolation. It is knowing that no matter where you 

stand, you are on the outside looking in.

Fewer barriers make space more continuous. 
Thresholds widen, steps soften, and sightlines stretch 
farther. Boundaries remain but no longer resist; they 
guide, filter, and allow. Walls become transitions 
rather than stops. Movement flows without pause, 
and spaces begin to speak to one another. The 

environment is no longer divided; it connects.

Detachment

Detachment is a numb, weightless drift, like floating 
just outside of reality. The world continues, but you 
are no longer part of it. Words sound hollow. 
Movements feel automatic. Emotions fade, leaving 

only emptiness. 

Less detachment is when space begins to resonate 
again. Surfaces feel real, grounded underfoot. Walls 
are no longer just boundaries. They hold warmth, 
sound, and memory. Objects regain weight, and 
placement starts to matter. Presence returns, slowly, 
as space invites engagement instead of withdrawal.

Proximity

Proximity is safety. It is the warmth of familiarity and 
the feeling of being near something you trust. It is a 
room that doesn’t need to be navigated, a routine 
that makes sense, a space that welcomes you rather 

than confuses you.

Proximity is the nearness of what matters. Spaces 
align—rest near care, solitude near community. 
Accessory programs are not tucked away but folded 
in, visible and reachable. Paths shorten, thresholds 
thin. Support is close. The environment draws things 

closer until daily life no longer feels out of reach.

Autonomy

Autonomy is freedom, not just of movement but also 
of thought, decision, and control. It’s knowing you can 
step forward without fear and exist without 
restrictions. Without autonomy, you become 

dependent, trapped by forces you cannot control.

Autonomy is space responding to choice. Paths 
diverge without pressure. Furniture moves, light 
shifts, and routines shift. Boundaries exist, but they 
don’t confine. The body leads, and the environment 
follows. Control returns as space becomes something 

to navigate, not endure.

Paranoia

Paranoia is the certainty that something is wrong. 
That someone is watching. That danger is close, even 
if you can’t see it. Every glance is a warning. Every 
noise is a message. The world is hostile, and there is 

nowhere to escape.

Less paranoia is the softening of threat, not by erasing 
the world but by quieting its intensity. Corners no 
longer surveil. Sounds make sense. Space stops 
signaling danger and begins to hold still. Sightlines 
open, and surfaces settle. The environment no longer 

speaks in codes; it simply is.

Disorganization

Disorganization is the loss of order, not just in space 
but also in thought. Actions feel disconnected from 
intention. The world moves unpredictably, and 

nothing stays in place, not even time.

Space begins to hold itself together, causing less 
disorganization. Paths emerge where there was once 
chaos. Rooms speak with clarity: this is for rest, that is 
for gathering. Walls no longer press in; they guide. 
Light moves with intention. Boundaries soften, but 
they hold. The world, once scattered, begins to map 

itself gently around the body.



Barrier

Detachment

Proximity Autonomy

Paranoia

Disorganization



Fewer Barriers

Less Detachment

More Proximity More Autonomy

Less Paranoia

Less Disorganization
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