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B

Ms: @@ the real and virtual are not opposites. (SRS

situation. It ther a gradient, meaning that the real acts in the virtual and the virtual acts in the

real, In the end, we will always be beings that are inscribed in materiality - in real matter - so the real will
always be where we are grounded, But, on the other hand, we are also beings that have the power to think
and communicate in symbols, and we've had that power for o very long time, so the diologue between real and

virtual is simply the newest iteration of a very old paradigm.

B

8: In the 90s there was this big discourse in architecture between

those who believed that cyberspace will be this all-consuming, all-
enwrapping new reality into which all architects will migrate and those
who said, no architecture makes place, it's about genius loci, it's about
phenomencloagy, tactility, and so on. For a very long time, these views
were seen as total opposites, but | think what's interesting is that in the
ensuing years, especially with the real estate boom at the beginning of the
new millennium, the notion of architecture as the production of real space
and the production of matter absolutely won. The architectural discipline,
in terms of the kinds of cesthetics it generates, the kinds of volumes it
generates, is now firmly grounded in reality. However, it achieved this huge
production by using the kinds of tools that have been honed in the realm of
virtuality, that have been honed in experiments in 3D software, renderings,
animations, and so on.
Architecture, as a discipline, became deepl
engaged in reality, because we had a huge
economic boom. And what is now visible
is not that everybody is moving toward
cyberspace, but rather that cyberspace is
coming to us.

In almost any moment of my daily life, | am interacting with o component of

virtual space. I'm now talking to you over Skype. | use my iFhone for locating
myself In the city and accessing services. And that kind of ability to access
the digital with the real will increase exponentially in the coming years. So
| think the point is not to see the virtual or the digital as something that
sucks strength from the real, but to see it as something that fundamentally
alters our perception of the real.

M: f §: | think there are three areas. On the one hand, this new hybrid of real and virtual is

B Msnmemmg you work with, It's a new field. It's almost a new kind of discipline, like during the
Barogue period when they invented o new approach in which the image and space could fuse into
a total designed reality.
On the other hand, this notion of real and virtual is something that you work through. It's a tool set
that gives you a new range of abilities.
As a result of these two, we find a third component, which has to do with a fusing of disciplines.
Because as o designer you're increasingly able to control the complete digital chain - everything
from concept to working drawings to first prototypes to production you can now do on a desktop
- many different kinds of disciplines, all of which can control this digital chain, begin to fuse
together into a larger field.
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So, there are basically three points: the digital-real as a realm of work; the digital-real
as a tool set; and, therefor, the digital and real as a new kind of transdisciplinary field.
Now, very concretely, this means that in our office we work fluidly between different
scales and different media. For example, we're working on a 230 hectare masterplan in
the capital of Slovenia; at the same time, we are working on architecture and interior
architecture. We are also working on films, fairly large productions for Volkswagen, and
we are even working on [computer] games.

The interesting thing is that, while we of course work with partners and sub-
consultants, we still complete the work up to three dimensional delivery. Basically we
do everything up to and including the 3D work and animation key frames, and then it
goes off to other people. That is true for the urban design, where we make big, digital
urban models; it is true for the films, where we produce the ingredients that then go to
production and post-production; and it's also true for the games, where we produce the
30 objects that will go into the game engine.

MS: Basically we have always been interested in the visualization of information, as a

way to communicate research and to express issues that could be seen as complex but

when illustrated well are octually not so complicated. For us as architects, information design

a way toc

¥ [s] into how cities work, how a building operates,

g Fairly early on we started experimenting with a game)
engine, because it allowed us to show this information in
a three dimensional, immersive and interactive way. EEEE

that in a project for Volkswagen called Mobiglobe, which was about mobility on a global scale. We

then used the game engine for urban design questions, because it allows us to show cities not as
something fixed and designed, but to rather show cities as things which can organically develop
and be interacted with. In order to better understand how to use the game engine in this way,
we just did an online application about the oceans for ZDF, the German public TV station. In that

B’

application we could play which all the tools that we need to then do things on an urban level.

INTERVIEW 117

MS: It's really much simpler, like an online game. The beauty of it is
that it is not something incredibly fancy or technological: it's like

using any other application on your computer. It feels natural

$: That goes back to what | was saying earlier: | think we have a new field of work -
this hybrid of the real and digital. We have a new toolset that allows us to increasingly

control the digital chain, from conception to production. And, therefor,

merging of disciplines where it is no longer so crucia
whether or not you are an architect or a graphic designe
or a media installation person. It matters much more
what kinds of content you are bringing.
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what is Interes |ng bo

is eisa %enerullst by training. The
architect is trcuned to usually work not on the fina
project itself, but on an abstraction of it which he
needs to communicate - the plan set is nothing but an
abstraction of a building and three dimensional urban
model is nothing but an abstraction of that actual urban

Yelelel=] And, of course, the architect is also necessanly o transdisciplinary professional who

has to interacl with many different disciplines, almost like a film producer

new three dimensional tools, Bul, just as much,

Il you look at the architect not necessarily as someone who deals with two dimensional drawings
and the production of matenal architecture, bul more os someone who uses intervenlions in the
real to make interesting new kinds of buildings and spoces, then | think, all ol a sudden, you

don't have to look at the real and the virlual as two diflerent things, bul simply as samething thal

ME: &, —RiEA defines a new pallel for the architect

B"
Ms: Yes, exactly

B

MS: We still have o chair at the Academy of Fine Arts in
Vienna, but it"s currently run by Hiromi, my partner

BM:

MS: When | was running the chair we did two projects thal deall with the larger scale,
because | was very interested In cities and city syslems. The first project looked al the
region around Vienna called Centrope, where o series of cities are putting themselves inlo o new

network that extends beyond the border that was originally set by the East-West [Europe] divide

[during the Cold War], That divide opened up ofter "89, so there s now an entirely new kind of

Synergy arging between, far ple, Vienna and Bratislava. The second project looked al
Bucharest and dealt with the city scole and how the city operates as o kind of orgonism

In both of these studies we tried to use lools that would allow the students more ol an insighl
info the physiology of these areas, rather than just the urban form. For exomple, at the scale
of Bucharest, we where working with a software colled Depth Map, which is produced by Spoce
Syntax, o company in London

The interesting thing obout this piece of software is that it allows us to analyze the topology of the

and which streels are not (those

st ts are very acces

t grid. It allows us to find out which str
accessibilities being purely o consequence of the geometry of the street grid). The argument is that

streets are something that is relatively permanent; they only change once every, let's say, hundred

years or 5o and in certain uch le

s frequently. Theretor, the streel grid is something which

is incredibly important and n o be designed well

In the case of Buchares ¢ could analyze the changes thal were made by [former President ol

the Socialist Federal blic of Yugostavia Josip Broz] Tito to the historic rid in the center

of Bucharest. Again, it is not that we produced any kind of fancy 3D visuali an of the city,

but rather that we used o software tool that allow us to analyZe the city as it is now and also

analyze and evaluate the proposals of the students

oint Is no
gita ua be fuﬁcy, techr‘nc;loglcallyr
complex, three dimensional, immersive; the point is
simply that the digital tools allow us to understand and
analyze reality better and forecast more precisely how
an urban intervention would play itself out over time.

B, [BIE:
Ex,ﬁﬁ‘ W
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. .
$: The interesting thing about this Space Syntax software is that it is so-called “evidence-
based®, meaning that it uses algorithms to colculate the accessibility in o street network

and these are then verified with empirical observations. It is very scientific in that sense. So when

a particular prediction is made by this software, | can assume more or less that that will be the

reality enacted in the end. It is more like engineering than it is like architecture.

What interests me very much in this whole discussion is to differentiate between areas of urban

design that have a certain precision and predictability and can be treated like a science and

other areas that have mare to do with representation, taste, history, beauly and are perhaps less

guantifiable.
| think one of the key Problems when you think about
cities right now is that there is no science of cities. E3E

no engineering of cities. In the designing of cities, we're very much still in the state of alchemy and

the [Isaac] Newton who would allow us to transcend this stage of alchemy has not yet appeared.

S: Just as in the discussion of the real and the virtual, | think it should not be thought of as

here should not be exclusivity between the
engineered and the designed, because in the end | think
an intelligent architect will always design something
that is also engineered well and a good engineer wi
always engineer something that also looks beautiful. g

me, what is interesting about applying some of these engineering tools and principles is that we

a dichotomy.

can finally critique some of the excess that we see in urban design right now, and some of the pure
waste, inefficiency, and downright dangerous preduction of areas that are doomed because they
simply cannot work.

It is like the discovery of sound engineering in architecture: that did not make architecture worse;
it actually gave it more abilities.

INTERVIEW 121

$: In this mosaic of how architects should operate, | think the final component is to aim for resilience. Resilience

basically defines the robustness of a system; it defines whether what you design and build is able to withstand

change in the larger context. ARSI =101 0 e!

y is a city which can sti

economically even when the worldwide economy shifts toward certain areas simply having less money.

/ ! ) ransport its
people even when oil prices go up. A resilient city is a city that can be
re-used even if its demographics change. HEIEIEEEEITIT

h can still operate

Resilience, by definition, is o systemic feature. In order to define resilience you need to understand what you doin a
systemic way, meaning you design a system - for example, o masterplan - within a larger system - a larger urban area
or a regional or global system, ete. In order to think systematically and define resilience | believe we need all of these
components that we've been talking about. We need the ability to think scientifically obout some aspects of what we do,
becouse if something is badly designed, it simply will not work in the future. We need to think also in terms of beauty and
aesthetics and historicity and context, because otherwise people simply will not adopt it and grow into it, and lost we
need the toolset that | described earlier in order to analyze and communicate resilient solutions for the future.

The reason that I'm interested in resilience is because | believe that change is inevitable. Some kind of change in terms

of our mobility, our demographics, our financial system is inevitable. It has always changed in the 10 thousand years of

The question is: how elegantly and resiliently will
he structures that we are building now, in an era of cheap mone
and cheap energy, react to a time when cheap money and cheag
energy are no longer given?

urbanism that we have behind us.
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MS: | totally agree, One component in this resilient thinking is o separation of life cycles
There are some elements in the city which have a very long life cycle, for example the

grid, and there other things that change more rapidly, for example how infrastructural lines are fit

out with pavement, lighting, etc. Then, of course, you have the buildings which have their own life

plan protion
hat we are seelng right now, you are producing

urban substance that is simpl immutable once it has
been built. It can only grow old, because you cannot

organically redevelop it, adapt it, change it, and so on.

S: if we go from the global to the local scale, then resilience basically starts with location

Where a city is located is the primary point of resilience. And that location is contextual:
there are some cities that are located in a place that will always be somewhat sustainable. For
example, Cologne in Germany is a city that has been thriving for millennia, simply because it is a
place where a lot of exchange happens naturally. There are other cities that depend on particular
flows and are thus vulnerable because these flews might or might not continue. For example,
Dubai only works if you have a functioning system of international flights. If, for some reason, you
need to go back to land-based transport, all of o sudden Dubai is not interesting anymare. This is
the first component
The second component is how a city is erganized in a larger scale. For example, there are some
cities that are car-dependent - especially American and Australian cities, There are others that
are mass transport-dependent, like Hong Kong, Tokyo, Singapore. Then there are European
you can show scientifically -
this has been done by Jeff Kenworthy and his team -
that cities that are more car-dependent are inherently
less efficient, because they have to be flat. =

large concentrations of density and their centers have to be hollow, because cars consume a

cities, which are kind of in between. Now,

lot of space. Inevitably, in a car-based city you have to move people arcund a lot in order to
generate interaction. In a more density-based system, there is encugh physical and programmatic
dansity - ie mixed use - that people can interact In different ways without having to use any
kind of technological transport system. Because cities are places that generate interactions -
it's accessibility and interaction that are the key attributes of cities - the ability provide those
interactions efficiently, with little energy and little time waste, is key.

Then you can go down to the level of the street grid. There are cities that have efficient street
grids and cities that have not so efficient street grids. Again, that's something you can define
scientifically. Then you can go down to the level of real estate cycles - what kind of financial
system is in place to allow for a city to thrive economically, because that's of course also key. Then
there is the urbanistic scale where you consider green spaces and cther elements that generate
differentiation and identity and so on, and then of course the architectural scale. All of these
components together, from the very large scale to the very small scale, define whether a city is

resilient or not

I think that this almost Darwinistic way of thinking about
cities is something that we will experience in the nea

fUtU (=N do believe that currently we have cities that will be hurt substantially by, for example,

rising fuel prices. And we have other cities that will take that change in stride and will not be
affected that much at all.

123
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M== The key problem of transport decisions, whi e i

always policy decisions - political and ideological decisions - is
that fhe¥ not only change the way that you use the city but they also
Change he WQ}! hﬂt 'the C|ty grows. Transport systems define the form of the city. Tokyo, for

example, was suburbanized by rail, because the suburbanization happened at the time when roilroads were the hip, new

technological marvel and business opportunity. Such cities tend to be organized in linear corridors and have moments of
very high density, because with mass transport you are able to generate extremely high densities which allow developers
to build very high houses and make money from the people who are streaming through the area. If you have a city which
is suburbanized by cars, like for example Atlanta or Phoenix, then inevitably that city has to be flat

In answer to your question, | would try to find ways of increasing densities in Beijing around areas thot do have access
to the subway and | would try to avoid, as much as possible, spreading out to areas that are only reachable by car as a
kind of planning decision. Of course, as an architect you cannot proclaim planning policies, so what you would try to do is
argue for increased density around spots of mass transport, for example.

When looking into history, | think the cruel truth is that cities are also subject to life cycles. [fg] e endII Cities

are organic systems. They are products of nature, because we are
products of nature and, therefor, cities are subjected to life cycles.

Urbanization started south of the Fertile Crescent, basically in Mesopetamia, and the first city cultures there blossomed

and decayed, but while they blossomed they spawned peripheral cities, like Knossos, and then Knossos spawned its own
peripheral cities, like Mycenae in the north of Greece, and then Mycenae spawned other cities like the Greek polis states,
and on and on. This shockwave of urbanization traveled the globe and always cities blossomed and cities decayed. What
is interesting is that, when you look at the historical record, the core cities - those which experienced the biggest growth
and the greatest expansion of their spheres of influence - those cities always at some peint collapsed

I think it is_important to recognize that cities can decay, cities can
collapse. That's just a fact of life. The question is: Can that be
prevented? Do we have to abandon cities? Can we renovate cities in

an IntEUIgent WGY? In other words, how do we deal with this inevitable fact that as soon as the lorger
context changes, as scon as the era of cheap energy is over, cerain modes of living won't be able to continue as they are

now? It's an open question.

8: But | think a sense of nostalgia, or you could also call it a will to identity
Mur a will to representation, is also a very powerful reason to keep a city alive.
For example, when you look at Rome: It was the center of a world empire. That empire
possibly overreached and for an entire set of reasons that is very well described in
Jared Diamond's book Collopse, that city had to fall apart. But on the other hand, that
allowed you to have sheep grazing in the Forum; a lot of the urban agriculture that
is now so fashionable, you had in Rome atter the fall. Later, you of course had the
Renaissance cities - Florence, especially - which were Rome's peripheral cities that all
of a sudden found a clever way to grow again and eventually pulled Rome back up. So,
Rome was always kept alive for nostalgic reasons and it remains an important city and
the capital, even though now Milan is arguably the more important, global city.
| think that o decaying city is not necessarily something that we need to despair
e \When you look at the shrinking city work that
Philipp Oswalt has done, you see that shrinking is
something very difficult to deal with but it is also
not without its own opportunities.

INTERVIEW 125
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S5: | don't think weteel venched that end yet. When you look at the global financial crisis: that

crisis was, of course, created by a housing boom and the collopse of that housing boom,
but it was very much generated by bad policy, In other parts of the world, Chino being an ohvious
one, you still have that building boom. And you still have a huge amount of money that is floating
around and that is trying to find investments. As long as that money is around and real estate is
still perceived as a comparatively safe investment then you will have production of buildings, goad
or bad, simply to get that monay spent.
It's something that we are seeing in Switzerland right now. The building industry is still booming,
simply because there is so much money available. In principle that is not bad; the difficulty is if
this money is spent in a short-sighted way. Instead of spending it intelligently and resiliently on
things with a longterm perspective, the money might be spent too quickly on something that just
serves an immediate need and usually a speculative need.
| think it is o huge problem in China right now. A lot of real estate is being built without a sound
financial strategy and business model, simply because you assume that the market will grow
anyway, so you'll find uses and tenants for it no matter what. Projects proceed very haphazardly
and often change occupancy and use midway through their development and | think that's simply
a lost opportunity, | think what we would need to do now, while energy still is cheap and money
still is cheap, is lo spend the money wisely. For example, [alel eI [=1(=18 i i
build a resilient infrastructure that will carry it into the)
next century - not the 2000s but the 2100s. That's the)

key hOI‘jZOH_ And | think architects should very much be involved in insuring that the
money spent right now is spent wisely and intelligently, with an emg an i Ar

should try o avoid the trap of money being spent simply because it has to be spent for short term
political or financial reasons. | think that’s the key danger nght now.

IAt the moment, we are very much i s in
e|g [ess ‘trau“"ng‘ We are on one of those parabolic flights in an airplane and
we are still somewhere around the peak of that parabolic Hight - so everything is weightless and

everything is easy - but only right now are we beginning to feel the pressure building as the plane
is beginning its eventuol descent. | believe that while we are in a time of ease and levily il is key
that we invest in the kinds of structures thal will allow us to exist peacelully, intelligently, and

beautifully in a time when we don't have this levity and when everything isn't so easy.

MARKUS SCHAEFER

MARKUS SCHAEFER
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WHAT IS THE FUTURE FOR CHINA'S ARCHITECTS?

TEN YEARS INTO THE NEW CENTURY, LARGE PARTS OF THE WORLD
SEEM TO BE COALESCING INTO TWO DISTINCT BUT NOT COMPLETELY
DIFFERENT CAMPS, NEITHER OF WHICH APPEARS TO MAVE MUCH NEED
FOR ARCHITECTS. ON ONE SIDE, IN THE DEVELOPING WORLD, YEARS OF
RURAL-TO-URBAN MIGRATION (5 PRODUCING CITIES WITHOUT URBAN
PLANS OR ARCHITECTURAL OVERSIGHT, AD-HOC MEGALOPOLISES THAT
MUTATE ACCORDING TO NEED, INDEPENDENT OF THE INFRASTRUCTURE
ONCE CONSIDERED ESSENTIAL TO URBAN LIFE. ON THE OTHER, IN WORLD'S
MOST MODERN SOCIETIES, THE IMPORTANCE OF THE BUILT ENVIRONMENT
IS STEADILY DIMINISHING, AS NEW TECHNOLOGIES ENTICE MORE AND MORE
RESIDENTS INTO A VIRTUAL REALM THAT REQUIRES NO PHYSICAL PROXIMITY
AND MINIMAL PHYSICAL INFRASTRUCTURE. IN BOTH CASES, THE NOTION
OF THE ARCHITECT AS AN ESSENTIAL MEMBER OF SOCIETY, A PROVIDER OF
SHELTER AND URBAN COHERENCY, IS GROWING MORE TENUQUS

CHINA, AS IS OFTEN POINTED OUT, HAS A FOOT IN EACH CAMP. IT IS
SIMULTANEOUSLY POOR AND RICH, DEVELOPED AND DEVELOPING. HERE
THE ARCHITECT IS ASCENDANT; HIS SERVICES ARE NEEDED AND, FOR THE
MOST PART, APPRECIATED. BUT FOR HOW LONG CAN THIS CONTINUE? HOW
LONG BEFORE CHINA'S ARCHITECTS FACE THE THREAT OF IRRELEVANCY
THAT NOW CONFRONTS THEIR PEERS ABROAD?

FOR ITS 2010 INTERVIEW SERIES, DOMUS CHINA WILL EXAMINE HOW
DEVELOPMENTS IN TECHNOLOGY, ECOLOGY, POLITICS, ETC. WILL ALTER
THE WAY CITIES WORK. OVER THE NEXT TWELVE MONTHS WE WILL SPEAK
WITH SCIENTISTS AND URBANISTS, ACADEMICS, ENTREPRENEURS, AND
INVENTORS. THE CONVERSATIONS WILL VARY IN SUBJECT BUT WILL RETAIN
A SINGLE FOCUS: THE FUTURE OF ARCHITECTURE AND URBAN LIFE. OUR
HOPE IS THAT, BY IMAGINING RADICAL CHANGE ADVANCE, ARCHITECTS
CAN PREPARE THEMSELVES. BY FOCUSING ON CURRENT INNOVATIONS AND
FUTURE FORECASTS, WE CAN MAKE CHANGE LESS SURPRISING, DEVELOP
STRATEGIES, AND RECOGNIZE MODERNITY'S INEVITABLE DISRUPTIONS AS A
SOURCE OF OPPORTUNITY RATHER THAN PAIN.

- BRENDAN MCGETRICK



