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Unlike introductions to other issues of our journal, and because this issue includes the 
first seven of our participants’ contributions to the conference on the relevance of 
doctoral studies in architecture, this introduction first discusses each paper’s key issues, 
methodologies deployed and contribution to knowledge. We are then looking at common 
themes, to finally conclude as to how the themes discussed and the research on 
architecture at doctoral level undertaken currently are of relevance to the contemporary 
world. 

Unlike introductions to other issues of our journal, and 
because this issue includes the first seven of our partici
pants’ contributions to the conference on the relevance of 
doctoral studies in architecture, this introduction first dis
cusses each paper’s key issues, methodologies deployed and 
contribution to knowledge. We are then looking at common 
themes, to finally conclude as to how the themes discussed 
and the research on architecture at doctoral level under
taken currently are of relevance to the contemporary world. 

In “Gesture” as a Subject of Doctoral Research in Ar        
chitecture: Evidence-based Intuitions on a Complex Re      
lationship" by Angelos Psilopoulos, the key themes dis
cussed were in relation to Gesture in architecture as both 
narrative and embodied action, the autonomous nature of 
gesture, the dialectic relationship between gesture and ar
chitecture, and the synthetic nature of reality in architec
tural research. A critical overview of diverse evidence and 
a functionalistic scope to understand architectural gesture 
contributes to establishing architecture as a prime field 

for studying gesture, and positions gesture as a generator 
of architectural value. Psilopoulos emphasizes the impor
tance of gesture within architecture, proposing that it op
erates independently yet contributes significantly to archi
tectural value. This perspective underscores the synthetic 
and interdependent nature of architectural research, sug
gesting a dynamic interplay between conceptual and prac
tical realms. 

In “Unveiling Geographies Through Infrastructure:     
The Mantua-Peschiera Branch Line as a Palimpsest”        
by Federico Marcolini the key themes are around a his
torical analysis of railway infrastructure, the concept of 
landscapes as historical palimpsests, towards regenerating 
abandoned railways. The research methodology undertakes 
archival research, data-driven historical analysis, and the 
case study approach. The contribution of this research fo
cuses on highlighting the potential of historical branch 
lines for regional transformation, and on advocating for 
sustainable reintegration of abandoned infrastructures. 

After her graduation as an architect-engineer, Maria pursued her PhD at the University of Bath, School of Architecture (1996) inves
tigating the design process of non-standard architecture entitled “An Insight into the Design Process of Unconventional Structures” 
that was supervised by Dr Chris Williams and Professor Sir Edmund Happold. Beyond working as a freelance architect since 1988 in 
Greece and Europe, she worked for Buro Happold (1993-1996). 

Whilst practising and conducting research, Maria worked as an adjunct lecturer at the School of Architecture of the University of 
Bath. She decided to engage further in academia. Prior to becoming a Professor of Architecture at ARU (September 2018) Maria 
taught for over 11 years at Bath and Plymouth universities as Senior Lecturer, as a Visiting Professor for a semester in Denmark 
(Aarhus School of Architecture) and as Professor of Design and Technology until 2018, at the School of Architecture of Aristotle Uni
versity of Thessaloniki. 

Maria is a confirmed researcher and educator, a proof of which is her recent book Architectural Materialisms: nonhuman creativity 
(Edinburgh University Press, October 2018) and 9 prizes her students were recently awarded on their final design theses by partici
pating in international student competitions. 

Valerio Perna (Rome, 1988) is an architect and holds a PhD in “Architecture - Theories and Design” from Sapienza - University of 
Rome. During his studies, he has been a Visiting Scholar at AUAS Amsterdam and has lectured and taught in several International 
venues such as Iran, Sweden, and Albania. He is currently employed at POLIS University (Tirana, AL), where he is part of the 
INNOVATION_Factory (IF) Management Staff and Head of the Research Center in Information and Resources. His research agenda 
explores the role of playfulness and ludic processes in contemporary architectural practice to address complexity and behavioural 
phenomena in the urban fabric. Valerio has been published in several international magazines and has been invited as a speaker 
European and Asian venues. He is a member of the Editorial Boards of architectural journals and series such as FORUM A+P - 
Interdisciplinary Journal of Architecture and Scientific Environment, the OMB Series, and Gli Strumenti series. In 2020 he published 
his first monograph L’attività ludica come project strategy. Rules of libertà per una grammatica del gioco in architettura (Quodlibet). 
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Marcolini’s research integrates historical and geographical 
analysis with practical regeneration projects. This approach 
demonstrates how understanding the historical and social 
layers of infrastructure can inform contemporary architec
tural practices aimed at sustainable development. 

“Henri Bergson’s Philosophy and Architecture”     by 
Mark Rego focuses on three themes, namely the ontological 
status and agency of memory in architecture, and the tran
sience and permanence in architectural works, all inter
twined with Bergsonian philosophy (duration, perception, 
memory). These are rigorously investigated through philo
sophical analysis, and the application of Bergson’s theories 
to architecture. The research provides a new perspective on 
the role of memory and time in architecture and offers a 
Bergsonian approach to both the understanding and prac
tice of architecture. Rego introduces Bergson’s philosoph
ical concepts to architectural theory, highlighting the im
portance of memory and time. This approach enriches the 
understanding of the architectural experience and suggests 
new methodologies for both analysis and design, emphasiz
ing the fluid and temporal nature of architectural practice. 

In “Rhythm Analysis Framework for Urban Design       
Interventions” by Pinar Seftakli,    the focus is on urban 
rhythms and social dynamics, spatio-temporal analysis of 
urban life, and design interventions aligned with social 
contexts. The research has been undertaken in a rhythm 
analysis framework and documentation and analysis of ur
ban rhythms. The contribution of this research is to provide 
a replicable framework for understanding and designing ur
ban spaces and to bridge academic research with practical 
urban design. Seftakli’s work on rhythm analysis offers a 
structured approach to understanding urban dynamics. By 
identifying and analysing various urban rhythms, this 
framework enables more contextually appropriate and dy
namic design interventions, enhancing the responsiveness 
of urban planning to social dynamics. 

Rafael Sousa Santos, in “The Role of Freehand Draw    
ing in Architectural Design Teaching”     discusses the im
portance of empirical evidence in architectural research, 
the role of freehand drawing in design education, and the 
methodological rigour in architectural research. The re
search deploys embedded multi-case study design, qualita
tive and quantitative data collection, and thematic analy
sis using software tools. This research contributes to new 
knowledge by demonstrating the value of methodological 
rigor in architectural research, and by highlighting the ped
agogical importance of freehand drawing. Santos’ emphasis 
on methodological rigour and empirical evidence under
lines the importance of systematic research in architectural 
education. His study supports the integration of traditional 
techniques like freehand drawing with contemporary edu
cational practices, ensuring a comprehensive design educa
tion. 

In “Transformative Influence of Text-to-Image Gen    
erative AI on Architectural Visualizations”     by Styliani 
(Stella) Salta and Miltiadis Katsaros the focus lies on the 
integration of AI in architectural workflows, the synergy 
between human creativity and AI, and the ethical consid
erations in AI-driven design. The methodology deploys his

torical tracing of TTI model evolution and exploratory 
analysis of AI’s role in design. The research advocates for AI 
as a catalyst for creativity rather than a mere tool and high
lights the need for ethical frameworks in AI integration. 
Salta and Katsaros explore the transformative potential of 
AI in architecture, emphasizing its role in augmenting hu
man creativity. Their work calls for ethical considerations 
in AI use, advocating for its role in pushing the boundaries 
of architectural imagination while recognizing the collabo
rative nature of AI-human interactions. 

“Ai Bacon: Autonomous Form in Architecture In      
spired by Francis Bacon’s Paintings”     by Nefeli Chatz
imina works on the intersection of art and architecture, 
the autonomous form and Object-Oriented Ontology, and 
the reinvention of realism through allusion. Methodologi
cally, the research uses conceptual analysis of Francis Ba
con’s paintings and the development of a diagrammatic ab
stract machine. The researcher proposes a novel approach 
to realism in architecture and integrates artistic insights 
with architectural theory. Chatzimina’s study bridges art 
and architecture, using the works of Francis Bacon to ex
plore new forms of realism. By conceptualizing architec
tural forms through artistic allusion, her research proposes 
innovative methodologies for both theoretical and practical 
exploration in architecture. 

The aforementioned analysis of the essays included in 
this issue allowed us to integrate these insights into a co
herent theoretical framework that addresses the intersec
tion of architecture, methodology, and innovation. Based 
on these analyses, we can propose a position that integrates 
the key insights from the abstracts: 

1. Transdisciplinary Synthesis and Dynamic      
Methodologies in Architectural Research     

Architectural research benefits significantly from trans
disciplinary approaches that synthesize insights from art, 
philosophy, historical analysis, and technological innova
tion. Key elements of this position include: 
1. Transdisciplinary Integration : Combining diverse 

fields such as philosophy (Rego), art (Chatzimina), 
and technology (Salta and Katsaros) enriches archi
tectural theory and practice. 

2. Dynamic Methodologies : Emphasizing empirical 
evidence (Santos) and dynamic frameworks (Seftakli) 
ensures that architectural research remains contextu
ally relevant and methodologically rigorous. 

3. Temporal and Social Contextualization   : Under
standing the temporal aspects of architecture (Rego) 
and the social dynamics of urban spaces (Seftakli) al
lows for more responsive and sustainable design in
terventions. 

4. Innovative Use of Technology   : Leveraging AI (Salta 
and Katsaros) and data-driven historical analysis 
(Marcolini) can transform traditional practices, intro
ducing new possibilities for creativity and sustain
ability. 

5. Artistic and Philosophical Perspectives   : Integrat
ing artistic concepts (Chatzimina) and philosophical 
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This position underscores the importance of a holistic 
and adaptive approach to architectural research, one that 
embraces complexity and fosters innovation through trans
disciplinary collaboration. 

To identify common threads among the essays in rela
tion to the relevance of doctoral research in architecture, 
we analysed how each study contributes to the broader 
field of architectural research, what methodologies they 
employed, and what thematic elements they shared. The 
common themes were: 

2. Relevance of Doctoral Research in Architecture        

The common threads highlighted several key aspects of 
the relevance of doctoral research in architecture: 

theories (Rego) provides deeper insights into the ex
periential and conceptual dimensions of architecture. 

1. Transdisciplinary Approaches : 

2. Methodological Rigor and Innovation   : 

3. Historical and Temporal Contextualization   : 

4. Technological Integration and Innovation   : 

5. Practical and Theoretical Contributions   : 

◦ Angelos Psilopoulos : Integrates concepts of 
gesture from both narrative and embodied ac
tion perspectives within architecture. 

◦ Federico Marcolini : Combines historical analy
sis with geographical and infrastructural stud
ies. 

◦ Mark Rego : Applies philosophical theories of 
memory and time to architectural understand
ing. 

◦ Styliani (Stella) Salta and Miltiadis Katsaros     : 
Merges AI technology with architectural visual
ization practices. 

◦ Nefeli Chatzimina : Connects art, particularly 
Francis Bacon’s paintings, with architectural 
form and theory. 

◦ Rafael Sousa Santos  : Emphasizes the need for 
empirical evidence and a structured method
ological approach in architectural research. 

◦ Pinar Seftakli : Proposes a rhythm analysis 
framework that is replicable and adaptable to 
urban design. 

◦ Angelos Psilopoulos : Utilizes a broad and di
verse body of evidence to challenge and redefine 
traditional concepts in architecture. 

◦ Federico Marcolini : Examines the historical 
significance of railway lines and their role in re
gional transformation. 

◦ Mark Rego : Explores the impact of memory and 
the passage of time on architectural works. 

◦ Pinar Seftakli : Analyzes urban rhythms over 
time to understand social dynamics. 

◦ Styliani (Stella) Salta and Miltiadis Katsaros     : 
Investigates the transformative potential of AI 
in architectural design. 

◦ Nefeli Chatzimina : Utilizes AI techniques to 
analyze and reinterpret artistic concepts within 
architectural contexts. 

◦ Angelos Psilopoulos : Contributes to both the
oretical understanding and practical applica
tions of gesture in architecture. 

◦ Federico Marcolini : Provides a framework for 
heritage preservation and infrastructure regen
eration. 

◦ Rafael Sousa Santos  : Enhances the pedagogi
cal practices in architectural education through 
methodical research on freehand drawing. 

◦ Pinar Seftakli : Bridges academic research with 
practical urban design interventions. 

1. Expanding Theoretical Foundations  : 

2. Innovative Methodologies : 

3. Addressing Contemporary Challenges  : 

4. Integrating Technology and Creativity   : 

5. Historical and Social Awareness   : 

6. Pedagogical Contributions : 

◦ Doctoral research pushes the boundaries of tra
ditional architectural theory by incorporating 
interdisciplinary perspectives and new philo
sophical insights. For example, Mark Rego’s ap
plication of Bergsonian philosophy to architec
ture introduces novel ways of thinking about 
memory and time in the built environment. 

◦ The development and application of new 
methodologies, such as Pinar Seftakli’s rhythm 
analysis framework and Rafael Sousa Santos’ 
structured approach to empirical research, 
showcase the importance of methodological in
novation in generating robust and replicable 
results. 

◦ Doctoral research addresses pressing contem
porary issues such as sustainability, regional 
transformation, and technological integration. 
Federico Marcolini’s focus on railway regenera
tion and Styliani Salta and Miltiadis Katsaros’ 
exploration of AI in design are prime examples 
of how doctoral research can contribute to solv
ing real-world problems. 

◦ The integration of advanced technologies like 
AI into architectural research and practice, as 
seen in the work of Salta Katsaros and Chatz
imina, demonstrates how technology can en
hance creative processes and open up new av
enues for architectural innovation. 

◦ A deep understanding of historical context and 
social dynamics, as explored by Marcolini and 
Seftakli, underscores the importance of consid
ering the temporal and societal impacts of ar
chitectural projects. This awareness is crucial 
for creating designs that are not only innova
tive but also contextually and culturally rele
vant. 

◦ Enhancing architectural education through rig
orous research, such as the work by Rafael 
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The common threads among these essays revealed that 
doctoral research in architecture is essential for advancing 
the field through transdisciplinary approaches, method
ological rigour, and practical applications. By addressing 

contemporary challenges, integrating new technologies, 
and enhancing theoretical and pedagogical foundations, 
doctoral research significantly contributes to the evolution 
and enrichment of architectural knowledge and practice. 

Sousa Santos on freehand drawing, highlights 
the role of doctoral research in improving edu
cational practices and preparing future archi
tects with a solid foundation in both theory and 
practice. 

Submitted: February 01, 2024 BST, Accepted: June 01, 2024 
BST 
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ABSTRACT  

‘Ai Bacon’ research focuses on the relationship between 
Autonomous Form in Architecture and paintings of artist 
Francis Bacon in order to reinvent Realism through the 
concept of Allusion1. Nine key terms of Autonomous Form2, 
of Object Oriented Ontology3 and Speculative Realism4 are 
defined, in parallel nine Francis Bacon paintings through 
his suggestion to reinvent Realism5. It is a journey of 

thought relating nine (9) Real-istic Objects6 key terms7 with 
nine (9) Sensual Objects selected paintings of Francis Bacon 
as the way to approach a new Reality. The proposal of this 
paper is to generate a diagrammatic Abstract Machine of 
nine (9) Quadruple objects, elements and traits of Fran
cis Bacon’s work that generate new Species of Objects con
nected through allusion. This relation through allusion8 is 
the way to approach Reality and reinvent Weird Realism9. 

Nefeli Chatzimina is an architect, engineer, designer, and founder of architectScripta, an interdisciplinary architectural platform 
initiated in New York and based in Athens, Greece, specializing in experimental design and emerging technologies. Nefeli has 
worked as an Architect for her professor, Bernard Tschumi, in New York and holds a Master of Science in Advanced Architectural 
Design from Columbia University NYC. She has taught Design Studio independently as a Lecturer at the University of Southern 
California in Los Angeles. She has lectured at universities in the US and India, as well as highly prestigious venues and museums in 
Athens, Greece. She is currently a PhD Candidate at the National Technical University of Athens, from which she graduated. 

Allusion plays a role in hinting at or suggesting aspects of reality that may not be immediately apparent or accessible through ordinary 
means of cognition. Speculative realism employs allusion as a tool for expanding our understanding of the world and inviting philosoph
ical reflection on the nature of existence. 

Autonomous form in architecture refers to design elements or structures that possess self-sufficiency, independence, and coherence 
within a larger architectural composition, often expressing individuality or distinctive character. 

Object-oriented ontology (OOO) is a philosophical perspective that emphasizes the independent existence and agency of objects, regard
less of human perception, proposing a “flat ontology” where all objects, from living beings to inanimate things, are considered equally 
real and worthy of philosophical inquiry. OOO emerged in the late 20th and early 21st centuries, primarily associated with contemporary 
speculative realism. It proposes that objects, both living and non-living, exist independently of human perception or cognition, and that 
they have an inherent reality and agency that cannot be reduced to mere human constructions or interpretations. OOO challenges the 
anthropocentric view that humans are the center of the universe or the only entities worthy of consideration. Instead, it suggests that 
objects have their own autonomy and existence, regardless of whether humans perceive them or attribute meaning to them. 

‘Speculative Realism An Introduction’ by Graham Harman 

Francis Bacon interview to Sylvester n.3 . ‘We have to reinvent Realism. There is no such a thing as Realism.’ 
In Object-Oriented Ontology (OOO), Real Objects and Sensual Objects are two key concepts that help elucidate the ontology proposed by 
this philosophical framework. In summary, Real Objects in OOO are the autonomous entities that exist independently of human percep
tion, while Sensual Objects are the representations or appearances of these Real Objects as they are experienced by sentient beings. The 
distinction between Real and Sensual objects underscores OOO’s rejection of anthropocentrism and its emphasis on the Autonomy and 
complexity of non-human entities. 

Through this process we define nine key Terms: Autonomous Form, Real Fact, Scale, Triptych, Formal behavior, Allusion, Diagram, Spe
ciation and Weird Realism in order to generate nine (9) Real Objects with real qualities. In parallel equivalent key Terms are observed in 
Francis Bacon’s paintings under the notion of Formal Aesthetics, trying to reinvent Realism and define nine (9) relevant Sensual Objects 
with sensual qualities. This organization of thinking finally forms nine (9) as nine Quadruple Objects (fourfolds) of Real and Sensual Ob
jects. 

The key for this strategy is to rely on Allusion as the way to approach Reality and reinvent Weird Realism. 

Francis Bacon claims that ‘We have to reinvent Realism. There is no such a thing as Realism.’ 
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The nine pairs formed through this study are the nine 
Quadruple10 Objects11 of Real architectural entities and 
sensual objects generated to study a wider applied model. 
This model operates as an Abstract Machine12, a Diagram 
of nine Quadruple Objects which is a research tool for rein
venting any potential weird Realism13. This model of nine 
meta-Objects uses artificial intelligence techniques and 
processes that can be applied to any Creator’s work in order 
to extract its quadruple14 elements and approach any work 
or thinking as an autonomous Realistic Object far from is 
sensual qualities. 

The Diagram: ABSTRACT MACHINE of nine (9) Quadruple 
Objects: 

1. Introduction   

This research -called ‘Ai Bacon’- focuses on the relation
ship between Autonomous Form in Architecture and the 
work of painter Francis Bacon in order to reinvent Real
ism through Allusion15 -as a tool to approach Reality-. Au
tonomous Form is approached under the notion of Object 
Oriented Ontology16, a philosophical perspective primar
ily associated with Speculative Realism17 in Philosophy. In 
parallel the work of Francis Bacon is revealed as the need 
to reinvent Realism18. To reach these interdisciplinary con
nections a journey of thought commences to relate nine (9) 
Real Objects19 -meaning nine Concepts that redefine Au
tonomous Form within the framework of Object Oriented 
Ontology [OOO]- with nine (9) Sensual Objects meaning 
nine selected paintings of Francis Bacon. 
The outcome of this study is to generate an Abstract 

Machine of Objects, elements and traits from Francis Ba
con’s work -in this case- where the new Species are related 
through allusion in order to redefine a new weird Realism20. 

1. Pair 1: Generic Form in Autonomous Form (Real Ob
ject) – Isolated Figures of Francis Bacon (Sensual Ob
ject) 

2. Pair 2: Real Fact (RO) in Object Oriented Ontology– 
Matters of Fact of F.B.(SO) 

3. Pair 3: Scale in Architectural thinking (RO) – Traits of 
F.B. (SO) 

4. Pair 4: Architectural Triptych in Autonomous Form 
(RO) – Francis Bacon’s Triptyches (SO) 

5. Pair 5: Formal behavior in Autonomous Form (RO) - 
Formal Figures in F.B. (SO) 

6. Pair 6: Allusion in Object Oriented Ontology (RO) - 
Chimera Allusion in F.B. (SO) 

7. Pair 7: Diagram as Abstract Machine in Architecture 
(RO) - multiple Realities through Allusions (SO) 

8. Pair 8: Mutated Species in Formal exploration (RO) - 
New Speciation in F.B. (SO) 

9. Pair 9: Unfamiliar Affekt in Formal Aesthetics (RO) - 
Weird Realism in F.B. (SO) 

‘Quadruple Object is a fourfold structure of two kinds of Objects and two kinds of qualities: Real and Sensual in both cases. Real objects 
and qualities exist in their own right, while sensual objects and qualities exist only as the correlate of some real object, whether human 
or otherwise. Since objects cannot exist without qualities and vice versa, there are only four possible combinations, indicated by the four 
lines between the circles of the fourfold scheme.’ Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 

In Object-Oriented Ontology (OOO), a quadruple object is an entity that exists independently of human perception, consisting of four 
aspects: sensual, real, intentional, and effective. 

Gilles Deleuze’s concept of the abstract machine refers to dynamic systems of interconnected elements generating potentialities and 
functions, emphasizing processes over fixed structures in various fields such as philosophy, art, and sociology. 

Weird Realism as in the context of Speculative Realism-OOO and as in the context of Framcis Bacon s paintings. 

A quadruple object, in the context of Object-Oriented Ontology, is an entity composed of four aspects: sensual, real, intentional, and ef
fective, emphasizing its autonomous existence beyond human perception. 

Allusion plays a role in hinting at or suggesting aspects of reality that may not be immediately apparent or accessible through ordinary 
means of cognition. Speculative realism employs allusion as a tool for expanding our understanding of the world and inviting philosoph
ical reflection on the nature of existence. 

Object-oriented ontology (OOO) is a philosophical perspective that emphasizes the independent existence and agency of objects, regard
less of human perception, proposing a “flat ontology” where all objects, from living beings to inanimate things, are considered equally 
real and worthy of philosophical inquiry. OOO emerged in the late 20th and early 21st centuries, primarily associated with contemporary 
speculative realism. It proposes that objects, both living and non-living, exist independently of human perception or cognition, and that 
they have an inherent reality and agency that cannot be reduced to mere human constructions or interpretations. OOO challenges the 
anthropocentric view that humans are the center of the universe or the only entities worthy of consideration. Instead, it suggests that 
objects have their own autonomy and existence, regardless of whether humans perceive them or attribute meaning to them. 

‘Speculative Realism An Introduction’ by Graham Harman. Speculative realism within Object-Oriented Ontology (OOO) is a philosophi
cal movement that asserts the existence of reality beyond human perception, emphasizing a robust form of realism and promoting a “flat 
ontology” where all objects, human and non-human, are considered equally real and worthy of philosophical inquiry. 

Francis Bacon interview to Sylvester n.3 . ‘We have to reinvent Realism. There is no such a thing as Realism.’ 
In Object-Oriented Ontology (OOO), Real Objects and Sensual Objects are two key concepts that help elucidate the ontology proposed by 
this philosophical framework. In summary, Real Objects in OOO are the autonomous entities that exist independently of human percep
tion, while Sensual Objects are the representations or appearances of these Real Objects as they are experienced by sentient beings. The 
distinction between Real and Sensual objects underscores OOO’s rejection of anthropocentrism and its emphasis on the Autonomy and 
complexity of non-human entities. 

Francis Bacon claims that ‘We have to reinvent Realism. There is no such a thing as Realism.’ 
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This Abstract machine can be diagrammatically applied to 
any architectural or artistic work. 

2. Object Oriented Ontology – Formal Aesthetics        

Graham Harman invents the term ‘Weird Realism’ sup
porting in some sense the idea of what we call ‘Weird’. It is 
about the strangeness in Reality that is not projected onto 
Reality by us. It is already there by dint of being real. Ob
ject Oriented Ontology [OOO] refers to the ‘weird’ trying 
to bridge the gap between Reality and its clear statements. 
In Object Oriented Ontology [OOO] objects relate to each 
other indirectly. There is a difference between objects and 
their relationships. We conceive objects as nothing more 
than a series of qualities and properties 
focusing on ‘the essence of the object’. The terminology 

of Object Oriented Ontology [OOO] refers to two axes of 
difference such as Real versus Sensual and Object versus 
Quality. The diagram of Graham Harman creates dualities 
between real and sensual objects with real and sensual 
qualities framing the idea of a quadrable object. 
At this point a question is raised: ‘Is there an Object Ori

ented Architecture?’. David Ruy on ‘Returning to Strange 
Objects’, Tom Wiscombe on ‘Discreetness, Hatch, Log’ and 
Marc Cage on ‘Killing Simplicity’ come to the conclusion 
that architectural proposal for Object Oriented Ontology 
[OOO] is to imagine that Architecture can give hints and 

allusions with a deeper alternative view of Reality. But Art 
does not give direct knowledge of Reality. Relations be
tween objects take place in the form of allusion21. The allu
sion is recognized with aesthetic results. Herein lies the im
portance of Aesthetics in Object Oriented Ontology [OOO]. 
There are many ways to gain indirect access to the real 
through allusion, or reference. How love speech works is 
composed of hints, insinuations and allusions rather than 
statements and clear sentences. Just like jokes or magic 
tricks are easily broken when each step is explained. 
The recommended way of communication is to imply, to 

hint at the existence of an object without replacing it with a 
literal description of its properties. Something between sci
entific knowledge on the one hand and philosophical artis
tic knowledge on the other. 
Given that Object Oriented Ontology [OOO] is itself a 

theory of autonomous objects and naturally endorses the 
formalist view that a work of art is a self-contained unit, at 
this point we are led to the concept of Aesthetic Formalism. 
Where the work of Art is independent and autonomous and 
should be approached in a spirit of dispassionate and inde
pendent thinking. Realism is somehow strange; it is about 
the ‘weird’ that is not projected onto Reality by us. Real
ism is “already there” as a result of being real. And so, it’s 
a kind of Realism that doesn’t have common sense. To the 
horror of Francis Bacon, his world is inhabited by objects, 
and they are objects precisely in the logic and sense of the 

Allusion plays a role in hinting at or suggesting aspects of reality that may not be immediately apparent or accessible through ordinary 
means of cognition. Speculative realism employs allusion as a tool for expanding our understanding of the world and inviting philosoph
ical reflection on the nature of existence. 

21 
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Object-Oriented Ontology [OOO] in which it is impossible 
to perceive or even to describe by the normal mechanism of 
human intelligence. 
In 2018 Francis Bacon exhibition took place at Pompi

dou. Francis Bacon’s painting functions diagrammatically 
as an abstract machine that can adapt to any context placed 
on the canvas. It can be repeated as an Autonomous Form 
after being mutated or distorted as an abstract ‘conceptual 
geometry’ as an autonomous system with internal rules. 
Multiple realities can potentially be constructed using this 
suggestive diagram. 

3. Process of nine (9) key Terms Analysis as Real           
Objects.  

The key for the strategy of this Research is to rely on Al
lusion22 as a tool, as the way to approach Reality and rein
vent Weird Realism23. 
Proposal focuses on nine (9) key Terms to be defined 

as Real and Sensual Objects24 in order to finally generate 

the Abstract Machine of Francis Bacon25 made out of nine 
(9) Quadruple fourfold Objects. Real Objects are the au
tonomous entities that exist independently of human per
ception, while Sensual Objects are the representations or 
appearances of these Real Objects as they are experienced 
by sentient beings. 
In order to form the Diagram of a Quadruple Object for 

each Pair of Real and Sensual Object, firstly nine (9) key 
Terms of Autonomous Form are defined and relate to nine 
(9) Realistic Objects with real qualities. Those nine Real 
Objects gain indirect access to nine Francis Bacon paint
ings. Selected paintings are conceived as Sensual Objects 
that relate to nine formal aesthetic elements with sensual 
qualities. 
For the selected process of the Real Objects nine (9) key 

Terms will be defined: (1) Autonomous Form, (2) Real Fact, 
(3) Scale, (4) Triptych, (5) Formal behavior, (6) Allusion, (7) 
Diagram, (8) Speciation and (9) Weird Realism. Firstly, each 
of these Terms is approached under the notion of formal 

Allusion plays a role in hinting at or suggesting aspects of reality that may not be immediately apparent or accessible through ordinary 
means of cognition. Speculative realism employs allusion as a tool for expanding our understanding of the world and inviting philosoph
ical reflection on the nature of existence. 

Graham Harman invents the term ‘Weird Realism’ supporting in some sense the idea of what we call ‘Weird’. It is about the strangeness 
in Reality that is not projected onto reality by us. It is already there by dint of being real. Object Oriented Ontology [OOO] refers to the 
‘weird’ trying to bridge the gap between reality and its clear statements. In Object Oriented Ontology [OOO] objects relate to each other 
indirectly. 

In Object-Oriented Ontology (OOO), Real Objects and Sensual Objects are two key concepts that help elucidate the ontology proposed by 
this philosophical framework. In summary, Real Objects in OOO are the autonomous entities that exist independently of human percep
tion, while Sensual Objects are the representations or appearances of these Real Objects as they are experienced by sentient beings. The 
distinction between Real and Sensual objects underscores OOO’s rejection of anthropocentrism and its emphasis on the Autonomy and 
complexity of non-human entities. 

Any other Artist or Architect could be studied instead. 

22 

23 

24 

25 
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exploration for Autonomous Form or under the notion of 
OOO26 and Speculative Realism in order to shape and de
fine nine (9) Real Objects with real qualities. 
In parallel same key Terms are observed and traced in 

Francis Bacon’s27 paintings under the notion of Formal Aes
thetics, trying to reinvent Realism to define relevant nine 
(9) Sensual Objects with sensual qualities. 
This organization of thinking finally forms nine (9) pairs 

of Real and Sensual Objects that end up shaping and Re-
defining the nine (9) key Terms as Quadruple28 Objects. 
Before developing the nine (9) pairs of Quadruple Objects at 
this point we need to clarify exactly the definition of Terms 
being used in this research. 
Nine (9) key Terms for Autonomous Form and Object          

Oriented Ontology [OOO]:    
Generic Form (1), Real Fact (2), Scale (3), Architectural 

Triptych (4), Formal behavior (5), Allusion (6), Diagram (7), 
Mutated Species (8), Unfamiliar Affekt(9). 
Firstly, regarding Autonomous Form, we accept a design 

method that conceives Architecture as a myopic laboratory 
of science. Generating Architecture at the level of thought, 
design and application is now unfolding as a laboratory  
science within an environment of research through ad
vanced design techniques and digital construction technol
ogy. We approach Formal exploration through a myopic 
process of geometric design evolution, that is based on the 
ability of Architecture to act as an Autonomous entity, in
dependently as an isolated geometry29 within the sterile 
digital environment, without any Place, regardless Context, 
or scale constraints and far from considering practical is
sues such as function. Generation of space through Formal 
exploration primarily requests movement, time, circulation 
and a strong narrative of spatial experience through or
chestrated views. 
Based on focused long-term academic research in that 

direction, we assume that Formal exploration -as geome
try- succeeds in structuring autonomous architectural sys
tems of certain formal behavior based on internal au
tonomous rules of relationship that do not depend 
-through adapt- to the external forces of a Place, of -a Con
text-. Thus, we consider that architectural Form and ar
chitectural Typology coexist independently of scale and 
utilitarian function. That is, Formal exploration can be geo
metrically autonomous beyond scale of application or use-
function (architectural program). The diagrammatically  
autonomous generic Form   (key Term n.1)   is thus de
fined. Generic Form has the strength and the ability to be 

applied to several Contexts, for several scales and various 
functions. Through Form it firstly operates in a diagram
matic level of approach and can be applied in numerous ar
chitectural study cases. The main strength of Generic Form 
is its diagrammatic quality. Architectural autonomous 
Form refers to a geometrical system that follows any Scale, 
can be shaped towards any utilitarian Function and adapts 
to any specific environment or Context. 
Architectural processing of Topology, meaning formal 

exploration follows a fluid digital model from Zero to infin
ity. The concept of Scale (key Term n.3)    is lost. It is funda
mental that initially while digitally modelling formal geom
etry there is no Scale . The effect of scale depends not only 
on the object itself but on its relation to the whole envi
ronment or its Place. Giacometti used to draw everything 
smaller than he saw things. He believed the right scale is 
the size you instinctively find correct, the size you can re
ally ‘sees things’. He insisted to try to ‘see’ through his 
knowledge and used to draw everything small. The opposite 
scale of Objects that of hyper magnification, does not allow 
the viewer to grasp the Whole but to spatially experience 
part of the Whole. 
The concept of Form in our approach follows a specific 

strategy of geometrical organization and design. It is ana
lyzed and studied geometrically as a triptych of Structure, 
Mass and Skin. This is what in this research we call Ar
chitectural Triptych (key Term n.4).     Formal exploration 
enhances Formal behavior (key Term n.5)     of the geom
etry. The processing of Form is based on the processing 
of topological geometry during its movement, deformation 
and mutation in Time. Animation is the processing and 
evolution of Form and the design forces that shape it. An
imate design is defined by the coexistence of movement 
and geometrical forces during formal exploration. Anima
tion is used as a design tool and produces ‘geometrical mo
ments’ from which various types of geometry -speciation- 
are registered within a wider taxonomy of species. The idea 
of Mutated Species (key Term n.8)     is generated at this 
point. Formal mutation is a key point for Formal explo
ration processes. We call mutation of geometry the math
ematical technical addition and subtraction of geometry 
to the original geometrical form30. Through transformation 
but mostly through mutation of a Form, new species are 
generated and this can lead to a variation of forms and a 
wide taxonomy of new species available to be included in 
new formal speciation. 

Object Oriented Ontology 

Any other Artist or Architect could be studied instead. 

‘Quadruple Object is a fourfold structure of two kinds of Objects and two kinds of qualities: Real and Sensual in both cases. Real objects 
and qualities exist in their own right, while sensual objects and qualities exist only as the correlate of some real object, whether human 
or otherwise. Since objects cannot exist without qualities and vice versa, there are only four possible combinations, indicated by the four 
lines between the circles of the fourfold scheme.’ Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 

archi|DOCT 12 GEOMETRY p.46, February 2019, www.enhsa.net/archidoct, ISSN 2309-0103: Cellular Design 46 Christoph Klemmt, Uni
versity of Applied Arts in Vienna, Austria 

archi|DOCT 3 FIELDS p.50, July 2014, ISSN 2309-0103, www.enhsa.net/archidoct , Hyper-Morphology: Experimentations with Bio-in
spired Design Processes for Adaptive Spatial Re-use, Jia-Rey Chang // TU Delft 

26 

27 

28 

29 

30 

‘AI Bacon’ Architecture as an Object of Speculation and Allusion: Autonomous Form – Object Oriented Ont…

archiDOCT 5



Beyond the analysis above on key Terms regarding Au
tonomous Form the most important key Term is the Dia
gram (key Term n.7)   . Diagram is defined as an “Abstract 
Machine”31 because it operates as an adaptable mechanism 
(henceforth Machine) without scale, without function and 
without a specific Site or Context. An Abstract Machine is 
not something physical or material but semiotic and dia
grammatic. It acts as an assumption and not as a material 
substance. As a Function and not as a Form. The Diagram 
does not operate to represent something Real but con
structs the Real to come. The Diagram constructs a new      
kind of Reality.    
The Diagram constructs an Allusive reality  adaptable 

to any given functional and spatial condition, therefor it is 
Abstract. A Diagram as a customizable Abstract Machine 
of relationships between things (Objects) can lead to nu
merous Concrete Assemblages, meaning several iterations 
as architectural synthesis results. 
Last key Term analyzed regarding Autonomous Form is 

the Unfamiliar Affekt (key Term n.9)    . The term ‘Affekt’ or 
Affect in Architecture refers to the emotional response or 
affective impact of the Receiver based on experiential qual
ities of proposed architectural space. ‘Affekt’ is provoked 
through special effects. Unfamiliar Affekt suggest a concept 
where the emotional response is generated due to the weird 
effect of a strange element in a recognizable environment. 
Unfamiliar Objects in a typical familiar Context. 
At this point of this research two more key Terms of 

Analysis will be defined below, in order to complete the in
troduction on the nine (9) key Terms of Analysis on Au
tonomous Form, Object Oriented Ontology [OOO] and 
Speculative Realism. Below the approach for Real Fact (key 
Term n.2) and Allusion (key Term n.6) are developed. 
In Object Oriented Ontology all objects must be given 

equal attention, whether they be human, non-human, nat
ural, cultural, real or fictional. Objects come in two kinds: 
Real Objects which exist whether or not they currently af
fect anything else and Sensual Objects which exist only in 
a relation to a Real object. Real objects relate to one an
other indirectly by means of a Sensual Object32. An Object 
in OOO is irreducible in both directions: an object is more 
than its pieces and less than its effects33. Also Objects are 
mutually autonomous34 within an Event. In modern phi
losophy the term “Event” refers to an exclusively specific 
Fact35 with the usual implication that the constituents of 
an event have no strong independent existence outside the 
event. As if the ‘Event’ is the philosophical Lieux where its 
components meet, while outside the Event -according to 
Graham Harman- components have an autonomous exis

tence. A Real Fact (key Term n.2)     for OOO is considered as 
a Real Object36. 
Object Oriented Ontology is an object-oriented philoso

phy where indirect relations between objects take place in 
the form of Allusion (key Term n.6)   . In OOO objects re
late to each other indirectly, even fictitious unicorns, Pop
eye or governments and grains of sand. There are many 
ways to gain indirect access to the Real through allusion, 
speculation or reference. Graham Harman invents the term 
“Weird Realism ” in his book Speculative Realism. Realism 
is always in some sense weird. It is about the strangeness 
in Reality that is not projected onto reality by us. It is al
ready there by dint of being real. When the OOO refers to 
the “strange” it tries to bridge the gap between reality and 
its clear statements. How love speech works is composed 
of hints, insinuations, and allusions rather than statements 
and clear sentences. Just like jokes or magic tricks are easily 
broken when each step is explained. The relationship with 
the ‘strange’ is momentary and fleeting. In order to make 
aesthetics weird , we need the contrast of the aesthetic un
familiarity of the unrecognized and therefore otherworldly 
weird object within a familiar reality that we have con
structed. This is how Allusion to Aesthetics is born, as in 
moments characterized ‘Grotesque but cute’, ‘Playful but 
horrific’. The allusion is recognized with aesthetic results, 
i.e. aesthetics becomes philosophy. Herein lies the impor
tance of Aesthetics in OOO. Given that OOO is itself a the
ory of autonomous objects and naturally endorses the for
malist view that a work of art is a self-contained unit, at this 
point we are led to the concept of Aesthetic Formalism . 
There the work of Art is independent and autonomous and 
should be approached in a spirit of dispassionate and inde
pendent thinking. OOO has also been approached by cer
tain Architects37 and their architectural proposal for OOO 
is to imagine an Architecture can give hints and allusions 
with a deeper alternative view of Reality. 
Francis Bacon rightly argues that there is no such thing 

as ‘Natural Realism’ and that we need to reinvent the con
cept of Realism. When an Object is familiar within a 
strange system then the concept of Speculative Allusive  
Realism is enhanced. Francis Bacon  in his work shows 
modality and states that reality is constructed. He achieves 
this by making the unfamiliar to receive interpretation. He 
constructs the 'weirdly strange’ between familiar objects in 
order to allude another Reality.   In regards to the horror 
of Francis Bacon, his world is inhabited by Objects precisely 
in the logic and sense of the OOO in which it is impossible 
to perceive or even to describe by the normal mechanism of 
human intelligence. 

Following the approach by Gilles Deleuze on Diagram as an Abstract Machine. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p. 9. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p. 53. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.12. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 

David Ruy on ‘Returning to Strange Objects’, Tom Wiscombe on ‘Discreetness, Hatch, Log’, Marc Cage on ‘Killing Simplicity’ 
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4.Conclusion: Abstract Diagrammatic Machine of      
nine (9) Quadruple Objects     

Nine pairs of Real architectural entities and Sensual ob
jects are generated to study a wider applied model. The pro
posal of this paper is to generate a diagrammatic abstract   
machine with Objects, elements and traits of Francis         
Bacon’s work  to a speciation of Objects that connect        
through allusion.  Meaning all Francis Bacon Objects exist 

by far as Real Objects in a real Lieu-Place. They appear to us 
as Sensual Objects. But the ‘whole’ of F.Bacon exists some
where far as a Diagram, as an abstract machine. Projections 
of his whole are the sensual objects, his paintings. They can 
alter and mingle based on Allusion to generate a Tool, an 
allusive realism, a smooth fluid ‘mass’. 
The whole of F.Bacon exists through the flat, coplanar 

relationship of objects (traits, figures, lieux, time, diagram, 
arrows, meat, smile, cages) as a whole Real Object. This is 
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his aesthetic identity, the aesthetics of the Real F. Bacon, 
his whole. His identity is recognized by the allusive organi
zation of sensual objects to create the Realistic object of F. 
Bacon. After mixing, mingling and matching F. Bacon ob
jects a Meta-Object is generated a new species for the ana
lyzed Realism of F. Bacon. 
This model of nine Quadruple38 Objects can be applied 

to any Creator’s work in order to extract its quadruple ele
ments ad approach his work as a Realistic Object. This ab
stract machine – Diagram of nine quadruples is a Research 
Tool to Reinvent any given Weird Realism. 
ABSTRACT MACHINE of nine (9) Quadruple Objects:        
• Pair 1: Generic Form – Isolated Figures.        

Quadruple Object (n.1) analyzes the idea of Generic  
Form as a Real-istic Object. The Real Qualities of 
term ‘Generic Form’ are the qualities of a Diagram, 
of a self-contained system, of self-Context, of an Au
tonomous Form that redefines a new Context around 
it. 
In Francis Bacon paintings the idea of Generic Form 
is dominant through the Isolated Figures  which are 
the Sensual Objects of this analysis. Autonomous fig
ures in Bacon’s work redefine Context of painting 
around them, order a certain Topos-Lieux like the 
round area, the ring, the rail, or the cube. The sensual 

quality of these figures is that they can be extracted 
of the painting without losing their entity, keeping 
the same independent meaning as isolated figures. 

• Pair 2: Real Fact – Matters of Fact         
Quadruple Object (n.2) analyzes the idea of a Real   
Fact39 in Object Oriented Ontology [OOO] as a Real-
istic Object. The Real Qualities of term ‘Real Fact’ are 
the qualities of a philosophical Lieux for meeting in
gredients with autonomous existence. A Real Event 
forms a Real Object. The ingredients of a Fact do not 
have strong independent existence outside the Fact40. 
In Francis Bacon paintings the idea of a Real Fact ap
pears as what Deleuze calls ‘Matters of Fact  ’ which 
are the Sensual Object of this analysis. Bacon’s work 
has the sensual quality to stick to the Fact and de
velop non-narrative relationships between figures. 
Pure Form becomes an Icon, abstract Form sticks to 
the Fact, there is no figuration, no representation, no 
narrative. ‘It is what it is’. Figure meets Lieux and the 
painting stands alone and is loud as a Fact. 

• Pair 3: Scale – Traits      
Quadruple Object (n.3) analyzes the idea of Scale as 
a Real-istic Object under the notion of Autonomous 
Form. The Real qualities of Scale (not Size) is to be 
Free: Formal exploration generates Scaleless archi

‘Quadruple Object is a fourfold structure of two kinds of Objects and two kinds of qualities: Real and Sensual in both cases. Real objects 
and qualities exist in their own right, while sensual objects and qualities exist only as the correlate of some real object, whether human 
or otherwise. Since objects cannot exist without qualities and vice versa, there are only four possible combinations, indicated by the four 
lines between the circles of the fourfold scheme.’ Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 

Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52 

The example of ‘Beatles’ by Graham Harman. 
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tectural Ideas regardless function, size or use. Over
sizing does not allow to conceive the ‘whole’ but to 
spatially experience part of the Object. 
In Francis Bacon paintings the idea of Scale appears 
through Traits which are the Sensual Object of this 
analysis. Bacon’s work has the sensual quality of asig
nifying Traits. Meaning signs of horror, grotesque, 
nightmarish experienced only through a tactile per
ception of Art41. Traits can be sensed only as a close-
up view where experience becomes scaleless. 

• Pair 4: Architectural Triptych – Bacon’s Tripty      
ches  
Quadruple Object (n.4) analyzes the idea of architec
tural Triptych  in Formal exploration as a Real-istic 
Object. The Real qualities of an architectural Trip
tych under the notion of formal exploration for au
tonomous Form is Structure – Skin – Mass    . 
In Francis Bacon paintings the idea of a Bacon Trip 
tych appears through the idea of Field – Figure –     
Place which are the Sensual Object of this analysis. 
These are the three iconographic elements for Bacon 
's work. Their sensual qualities are the Fields that 
function as ground, the Figures operating as form or 
facts and the Place as the Lieux, the round area, the 
ring or the contour which usually the border of the 
Figure with the Field. 

• Pair 5: Formal behavior | Formal Figures        
Quadruple Object (n.5) analyzes the idea of Formal  
Behavior as a Real-istic Object. The Real Qualities of 
formal behavior are based on Time as a design tool. 

Secondary real quality of Formal Behavior is the con
cept of familiar geometrical shapes   (such as a cir
cle) within advanced topological mutated geometri
cal systems. 
In Francis Bacon paintings the idea of a Formal Fig 
ure and familiar Items    are the Sensual Object of 
this analysis. They appear through the formal behav
ior of Athletic Figures, certain vanishing points of es
cape and familiar figurative devices such as umbrella, 
mirror and arrows. Their sensual qualities rely on fa
miliar elements  within substruction as a shocking 
spectacle for recognizing them within the unfamiliar 
object as a familiar element. 

• Pair 6: OOO Allusion | Chimera Allusion        
Quadruple Object (n.6) analyzes the concept of Allu
sion as a Real-istic Object within the notion of Ob
ject-Oriented Ontology [OOO]. Allusion obtains the 
Real Quality to operate as a tool for indirect access to 
Real Objects’ relationships. 
In Francis Bacon paintings the idea of Allusion is 
considered as the Sensual Object found beyond the 
Scream: mouths, teeth, hysteria, scream, hysterical 
distorted smile in Chimera figure. The allusion in 
Chimera figure implies there is a smile beyond the 
scream, and this smile is the Sensual Quality for this 
analysis. A smile Francis Bacon confesses he never 
got access to. 

• Pair 7: Diagram as Abstract Machine – multiple         
Realities through Allusions    

The Logic of Sensation του Gilles Deleuze, p.154 note 6+7. 41 
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The proposal of this paper is to generate the above dia
grammatic Abstract Machine of nine (9) Quadruple objects, 

elements and traits of Francis Bacon’s work that generate 
new Species of Objects connected through allusion. This re
lation through allusion43 is the way to approach Reality and 
reinvent Weird Realism44. 
The nine pairs above are the Quadruple45 Objects of Real 

architectural entities and Sensual objects generated to 
study a wider applied model. This Abstract Machine, the 
Diagram of nine Quadruple Objects is a research Tool to 
reinvent any potential weird Realism. This model of nine 
uses Artificial Intelligence techniques and processes and 
can be applied to any Creator’s work in order to extract its 
quadruple elements and approach his work as a Realistic 
Object. 
The final outcome of Francis Bacon as a Quadruple Ob

ject is generated by applying Artificial Intelligence tech
niques on his work. Artificial Intelligence techniques are 
not suggested to be applied in an indexical way. Suggestion 
is to use words that indirectly relate to the Object. The ap
proach of Allusion again appears as a tool to Reinvent Re
ality. 

Quadruple Object (n.7) analyzes the concept of Dia
gram as a Real-istic Object. The Diagram as an Ab 
stract Machine 42 obtains the Realistic Quality to 
construct a new type of Reality. Speculative - allusive 
Diagrams (abstract machines for generating Typol
ogy) lead to multiple Realities (Real concrete assem
blages for generating Topology). Diagram as an Ab
stract Machine is a link between Abstract and Real. 
In Francis Bacon paintings the power of a Diagram 
is a Sensual Object that operates in an allusive way: 
Bacon can be translated through allusion, as an Ab
stract Machine that adapts to any Lieux. Repeats as 
autonomous Form after mutating or transforming an 
abstract geometry -conceptual geometry- like an au
tonomous system with internal rules. The idea of Di
agram in Francis Bacon’s work constructs multiple  
Realities through Allusive Diagrams.    Sensual 
Qualities such as allusive signs, autonomous objects, 
diagrams of sensations organize his work. Diagram is 
the possibility of a Reality and not the Fact itself. 

• Pair 8: Mutated Species – New Speciation        
Quadruple Object (n.8) analyzes the concept of Mu
tated Species  and genres as a Real-istic Object under 
the notion of Autonomous Form. The singular rep
etition of a unit or the formal mutation of eternal 
growth are conceived as its Real Qualities. 
In Francis Bacon paintings New Species  of the Fig
ures are the Sensual Object. Within transformation 
Bacon reboots a re-enrollment of its appearance. Sen
sual Quality is conceived as the Redefinition of the 
Object. 

• Pair 9: Unfamiliar Affekt - Weird Realism        
Quadruple Object (n.9) analyzes the concept of Un
familiar Affekt therefor weird, as a Real-istic Object 
within a familiar Context. As a Real Quality there is 
this strange fleeting moment of a familiar object re
lated to objects detached. 
In Francis Bacon paintings Weird Affekt -as a sensual 
Object- achieves to re-Invent Realism through Allu
sion. Sensual Qualities such as horror through allu
sion, grotesque but cute, horrific but sweet generate 
Weird Realism where there is no physical Realism. 
Realism is about the strange –weird- that is not pro
jected onto Reality by us. Realism is ‘already there’ 
as a result of being real. It is a kind of Realism that 
doesn’t have common sense. 

Abstract Machine as per Deleuze s thinking. 

The key for this strategy is to rely on Allusion as the way to approach Reality and reinvent Weird Realism. 

Francis Bacon claims that ‘We have to reinvent Realism. There is no such a thing as Realism.’ 

‘Quadruple Object is a fourfold structure of two kinds of Objects and two kinds of qualities: Real and Sensual in both cases. Real objects 
and qualities exist in their own right, while sensual objects and qualities exist only as the correlate of some real object, whether human 
or otherwise. Since objects cannot exist without qualities and vice versa, there are only four possible combinations, indicated by the four 
lines between the circles of the fourfold scheme.’ Graham Harman 's book 'Object-Oriented Ontology A New Theory of Everything p.52. 
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Stills from animation ‘Ai Francis Bacon – Chimera’ : 
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This paper explores the transformative influence of Text-to-Image (TTI) generative 
artificial intelligence (AI) on architectural visualizations, posing a critical inquiry into 
whether it serves as an optimized visualization tool or signals a paradigm shift in 
architectural design methodologies. Tracing the evolutionary path of TTI models—from 
early generative adversarial networks to contemporary diffusion models—the study 
underscores their integration into architectural workflows. Emphasizing the synergy 
between human creativity and AI insights, the research advocates for a redefined 
approach to conceptualization, self-knowledge, and collective imagination in design. 
Through iterative explorations, architects engage in a dialogue with TTI systems, 
fostering self-discovery and refining design identity. The paper further explores TTI’s 
potential in stimulating creativity, drawing parallels to surrealistic collage practices, and 
challenging designers to venture into unexplored conceptual realms. The study concludes 
by highlighting the hyper-dimensional nature of Text-To-Image generation, while 
unraveling the intricate web of authorship in the AI creative process, recognizing the 
intertwined roles of humans, engineers, algorithms and vast datasets. While emphasizing 
the imperative need for ethical frameworks, the paper acknowledges that Text-to-Image 
technology has the potential to stimulate architectural imagination in unprecedented 
directions, functioning as a catalyst for creativity rather than merely serving as a 
visualization tool. 

1. Introduction   

Text-to-Image (TTI) generators, fueled by generative ar
tificial intelligence, have become a focal point of fasci
nation across various creative disciplines (Oppenlaender, 
2022). These innovative tools possess the capability to 
translate textual descriptions directly into visual represen
tations, ranging from realistic scenes to imaginative con
cepts. This technological advancement has sparked signifi
cant curiosity, particularly amongst the field of design and 
architecture, signaling a departure from conventional visu
alization techniques. 

The allure of Text-to-Image generators lies not only in 
their ability to bring textual ideas to life but also in the 
profound questions they raise about the creative process. 
Beyond serving as mere tools for visualizing predefined 
concepts, these generators are positioned as potential cat
alysts, influencing not only the visual aspects of design 
but also the very methodology and cognitive processes em
ployed by architects. This explorative study lays the 
groundwork for a deeper examination of how text-to-image 
generators may reshape workflows, narratives and ways of 
thinking in early stages of conceptual design. 
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2. Objectives   

Departing from the main research question, discerning 
whether text-to-image generators represent a new visual
ization tool or signal a paradigm shift in design method
ologies, there are three main objectives to be investigated 
when looking into the potential of these tools: 

Looking into the aforementioned objectives, this study 
proposes an evaluation framework for practitioners and 
creatives, positioning text-to-image generators as tools for 
concept articulation. The main parts of this framework are: 

3. Text-to-Image AI    

The integration of such tools into design workflows ne
cessitates a fundamental understanding of their inner logic 
and evolution in the field of artificial intelligence (AI). Gen
erative AI is a subfield within the broader realm of artificial 
intelligence that focuses on the development of systems 
capable of creating, generating, or producing new content 
autonomously. Unlike traditional AI approaches that often 
rely on explicit programming and rule-based systems, gen
erative AI leverages advanced machine learning techniques, 
to enable systems to learn and understand patterns within 
vast amounts of data – or in a more precise description, 
built semi-reliable statistical correlations of information 
relationships found in the given data (Bernstein, 2022). The 
hallmark of generative AI is its ability to generate novel 
outputs, such as images, text and multimedia by “learning” 
from those datasets. (Goodfellow et al., 2020) 

A demonstration of generative AI’s prowess is witnessed 
in text-to-image (TTI) generation. TTI refers to a technol
ogy that involves the generation of visual content, such 
as images or graphics, based on textual descriptions or 
prompts. TTI operates by utilizing advanced deep learning 
models, trained on extensive datasets containing pairs of 
text and corresponding images, enabling them to learn the 
intricate relationship between textual descriptions and vi
sual elements (Chaillou, 2022, p. 30). As a result, Text-
To-Image systems can automatically generate high-fidelity 
images that closely match complex text descriptions. The 
synergy between generative models and large language 
models has played a pivotal role in enhancing the perfor
mance of TTI generation (Koh et al., 2023), often blurring 
the lines between human-created and AI-generated visual 
content. The most effective TTI algorithms have generally 
been trained on massive amounts of image and text data 
scraped from the web. Some of the most popular TTI mod
els available online include: DALL-E by OpenAI, Imagen by 
Google Brain, Stable Diffusion by StabilityAI and Midjour
ney. 

4. Brief history of TTI evolution       

The evolution of TTI models is marked by the advent of 
deep learning in image generation around 2015 (Zhang et 
al., 2023). Generative adversarial networks (GANs) served 
as the primary backbone for TTI models, efficiently pro
ducing images through a generator-discriminator structure. 
GANs operate in tandem. The generator creates new data 
samples mimicking the training data, while the discrimina
tor distinguishes between real and generated data. These 
networks undergo joint training in a zero-sum game, where 
the generator aims to create increasingly realistic samples, 
and the discriminator identifies fabricated ones. This 
process continues until the generator achieves the ability 
to generate data samples indistinguishable from authentic 
ones (Goodfellow et al., 2020). Through the collaborative 
training of these networks, GANs can develop the capability 
to generate high-quality images closely resembling those 
found in the real world. 

• Redefining Conceptualization   
Can Text-to-Image generators transcend their con
ventional role as visualization tools and actively con
tribute to the conceptualization process, reshaping 
architects’ approaches to conceiving and formulating 
design ideas? 

• Unleashing Self Knowledge    
In what ways do Text-to-Image generators serve as 
catalysts for self-discovery in architectural design? 
How do they enable architects to explore their cre
ative potential and deepen their understanding of the 
intricacies of their own design thinking through iter
ative engagements? 

• Acknowledging the Influence of Collective Imagi     
nation  
How does the collaborative nature of creative 
thoughts, facilitated by Text-to-Image models trained 
on extensive datasets of various creators’ works, con
tribute to fostering creativity within distributed cog
nition? To what extent does this process form the 
foundation for innovative architectural expressions 
by tapping into a shared creative consciousness? 

• Iterative Explorations   
Text-to-image generators streamline the iterative de
sign process, empowering designers to experiment 
and refine their ideas effortlessly. The emphasis is on 
reducing effort while facilitating idea iteration and 
maintaining the quality of design evolution. 

• Workflow Transformation   
The study suggests mapping of the design process to 
understand how these tools reshape workflows in ar
chitectural practice. The pivotal shift occurs as they 
enable the exploration of concepts through high-de
finition visualizations, advancing photorealistic pre
sentations in the workflow beyond their current stage 
and eliminating the need for preliminary design, time 
investment and effort. 

• Creativity and Concept Making     
Exploring the potential of these tools to foster gen
uine creativity. Drawing inspiration from surrealistic 
collage techniques, to examine unconventional cases 
that challenge architects to think creatively. The aim 
is not merely rapid architectural rendering but lever
aging the TTI generators to enhance creative thinking 
and conceive innovative spatialities. 
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Over time, researchers explored various architectures for 
text-to-image generation, leading to the emergence of au
toregressive models and later on the diffusion model. Au
toregressive models, also belonging in the domain of deep 
learning, are a category of models useful for generating im
ages from text. These models operate by predicting each 
pixel in the image individually, using information from the 
previous pixels. Essentially, the model sequentially gener
ates the image, with each pixel being produced based on the 
information gleaned from its preceding pixels (Shih et al., 
2022). This approach mirrors the way humans draw images, 
initiating the process with a basic sketch and progressively 
adding finer details. 

The latest approach involves diffusion models. They op
erate through an iterative diffusion process applied to a 
noise vector, progressively shaping this noise into a coher
ent image. The dynamics of this diffusion process are gov
erned by adjustable parameters fine-tuned during training 
to ensure the production of high-quality images (Saharia 
et al., 2022). This methodology allows for a controlled and 
gradual transformation, wherein the noise vector evolves 
into a visually meaningful representation, thereby bridging 
the gap between textual information and visual output. 

The ongoing exploration of different TTI model types, 
considering factors like model size, time efficiency, and im
age fidelity, illustrates a dynamic and competitive land
scape in the development of AI-generated images. This 
journey has made TTI generation a focal point of discussion 
within the broader field of AI generated content. Despite 
the diverse models and methodologies employed by the re
search community, the user interface designed for interac
tion remains exceptionally simple. Users engaging with TTI 
models are not required to possess knowledge or compre
hension of the underlying workings of the aforementioned 
algorithmic models, nor do they need any drawing or arti
sanal skills. From the user’s standpoint, all that is essen
tial is a prompt—a concise textual description of the en
visioned image outcome. The ease of use has contributed 
to the widespread popularity of TTI across diverse users 
and disciplines, prompting exploration and integration at
tempts in various fields, as these systems offer new possi
bilities for creative expression and cutting edge, photoreal
istic visualizations, requiring minimum amount of time and 
effort. 

Design and architecture, have embraced TTI generators 
with curiosity and both excitement and skepticism (Al
baghajati et al., 2023). The allure of achieving photoreal
istic results in seconds, a task traditionally time-consum
ing, seems to intrigue designers to a great extent. As TTI 
usage is still evolving, lacking rigid protocols or standard
ized implementation methods, designers engage in exper
imentation to uncover the potential outcomes of interact
ing with these tools. Therefore, a lot of research interest 
emerges among this area in order to evaluate the prospects 
of it (Paananen et al., 2023), hoping that generative tools 
can enrich the design process by facilitating serendipitous 
discovery of ideas and nurturing an imaginative mindset. 

5. Self-Knowledge through Iterative Explorations      

As stated above, creating images with AI visualization 
tools takes place in very user-friendly interfaces and may 
seem quite straightforward initially. Users describe their 
desired image in natural language, specifying details like 
format, context, and subject matter. However, this process 
is not always as linear as expected. Achieving the desired 
outcome requires users to assess the output and refine the 
initial prompt until they discover the precise combination 
of words that conveys their vision. This transforms the 
process into a dialogue, an ongoing exchange between the 
user and the algorithm to attain the desired creative out
come. In the area of neural architecture, this technique al
lows shape to be interrogated through language (del Campo 
& Manninger, 2022). 

This process introduces a dynamic interplay between the 
designer and the AI platforms, posing two critical ques
tions. Firstly, there’s the challenge of effectively conveying 
the designer’s mental image through words. Secondly, it 
questions whether the AI accurately interprets and compre
hends these verbal descriptions. The act of describing ideas 
with words transforms into a design process itself, fostering 
a continuous exchange. In this back-and-forth, the designer 
experiments with prompts, evaluates image results, and it
erates on the process. 

“Iterating” is an intrinsic part of design (Wynn & Eckert, 
2017). Ideas and concepts find their form by molding 
through the laborious process of re-thinking, re-evaluating, 
re-sketching until one reaches the point where satisfaction 
and certain criteria are met. This way of operating is com
mon in most designers. Through all these iterative steps, 
many variations of the project are being produced as part of 
the design and conceptualization process. This methodol
ogy of creation holds strong similarity with the way some
one uses and explores ideas in AI generator platforms 
(Joyce, 2021). One can feed the same prompt into the al
gorithm and get different results. In advance to that, sev
eral platforms generate variations within the same prompt 
(Midjourney), providing the choice to the user to pick and 
re-iterate on the one that is deemed more preferable – 
somehow guiding them to their ideal outcome. AI’s ability 
to quickly generate visualizations can play a key role when 
“iterating” on architectural design. The capacity to gener
ate alternative design possibilities effortlessly is encourag
ing architects to explore new ideas and experiment with 
concepts and forms. 

Crafting the ‘perfect’ prompt becomes an art of posing 
the right questions. It demands an understanding of effec
tive communication with the AI, selecting keywords that 
precisely express intentions. Architect’s engagement with 
different iterations reveals personal preferences, and self-
knowledge emerges from recognizing design inclinations 
and biases. This interaction serves not only to refine the 
user’s concepts but also to enrich and shape their design 
identity. The designer refines prompts to better convey 
their vision, creating a symbiotic relationship between hu
man creativity and machine-generated insights. The focus 
extends beyond the final high-fidelity image; it encom
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Figure 1. "William Garner’s visualizations on architectural concepts, produced via natural language descriptions            
using text-to-image generators (2022). The initial variations were produced using Midjourney and targeted              
editing took place using DALL-E 2. "        

passes the evolving interaction with the tool, providing a 
new approach to self-reflection and concept articulation. 

6. Workflow Transformation    

In the field of architecture, the journey from conceptu
alization to construction involves navigating through vari
ous stages, each with distinct objectives. Architects lean on 
specified structured workflows to guide them through these 
phases (RIBA, 2021), with the technical aspects demanding 
a more rigid process, while the early stages allow for a flex
ible approach driven by creative thinking and intent. 

The integration of digital design tools and photorealistic 
rendering into the design process has prompted architects 
to utilize visualizations for effective communication with 
clients, engineers, and other stakeholders. Achieving a pho
torealistic image entails a sequential process that essen
tially involves designing the building to a certain extent. 
While not a strict protocol, a common practice involves 
creating a brief, conceptualizing an idea, drafting initial 
sketches manually or digitally, progressing to resolving 
drawings and synthesizing the building, and finally con
structing a 3D model as the foundation for photorealistic 
images. 

However, a notable shift is occurring with the emergence 
of text-to-image algorithms powered by generative AI. 
These algorithms enable architects to provide a textual de
scription of a building, generating remarkably realistic re
sults in a short span of time, usually within seconds. This 
algorithmic approach appears to almost instantaneously 
design a structure, complete with materials, textures and 
atmospheric qualities, offering a glimpse into the potential 

look and feel of the space. Therefore, the ability to intro
duce and experiment with early step visualizations prior to 
sketching, drawing and modeling any actual building can 
be seen as an opportunity to explore concepts and ideas 
without investing time and effort that would otherwise be 
prohibitive. This approach can be implemented into several 
stages of the design process including 1) General Study/
Analysis with attention to storytelling and visual represen
tations 2) Ideation/Synthesis with references and design in
spirations and 3) Design development with multimedia and 
presentations. (Albaghajati et al., 2023) 

The appeal of effortlessly acquiring impressive images 
might create a misconception that design is confined to the 
final visual representation alone. The risk is succumbing to 
cinematic effects without substantial design input, echoing 
a long-standing issue with the use of photorealism in de
sign (Nastasi, 2016). However, portraying the integration of 
these tools as a threat (Leach, 2023) pushes us towards ask
ing different kind of questions. Design is inherently mul
tifaceted, and the potential of these tools to deliver ex
ceptional results doesn’t hint at an upcoming automation 
utopia. Instead, it encourages designers to view it as an op
portunity—an open question challenging them to explore 
integration methods that enhance rather than undermine 
the design process. 

One can certainly argue that text-to-image AI models 
and the features they offer can optimize production time 
in renderings using automation. The broader question is 
poses is looking into how- and if - it can be implemented 
into concept design stage to augment our capacity of cre
ative thinking, rather than just facilitating photorealism. 
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Figure 2. “The shift of visualizations’ implementation during common architectural workflows at concept and             
schematic design stages.”    

7. Creativity and Concept Making      

As discussed above, one effective application of text-to-
image AI generators is streamlining time-consuming tasks, 
particularly in the refinement of “rendering” and the cre
ation of photorealistic visualizations, which were tradition
ally perceived as laborious and time-intensive tasks. More 
than that, the iterative nature of engagement with such 
tools showed the ability to enhance a designer’s self-reflec
tive approach in design. But more than that, do these tools 
possess any potential to fundamentally reshape the way we 
approach design thinking? Rather than simply expediting 
established practices, can these tools inspire novel ideas 
and creative concepts that may not have emerged through 
conventional methods? This inquiry challenges us to ex
plore the transformative possibilities that extend beyond 
time-saving measures and consider whether these tools 
contribute to a more profound evolution in our creative 
processes. 

In architecture, referencing and quoting from the past to 
inform new designs has been a longstanding practice, no
tably embraced by post-modernist architects who creatively 
reinterpret historical architectural forms within their own 
work, challenging notions of originality and authorship. 
This approach serves as a form of meta-representation, re
flecting upon the act of representation itself. When algo
rithms in text-to-image visualizations are trained to un
derstand and interpret concepts, they essentially create a 

representation of them. Subsequently, they translate these 
representations into visual images. This process constitutes 
a second-level representation, where the original represen
tation is reconsidered or represented anew. This mode of 
operation, characterized by referencing, quoting, and cri
tiquing existing architectural forms and ideas, aligns with 
what can be termed as content-aware metarepresentations 
(Moras, 2020). The aim of content-aware metarepresenta
tions is to engage with architecture’s historical and theo
retical heritage while exploring fresh interpretations and 
expressions within established frameworks. 

Therefore, the main objective here is far from asking if 
AI can itself be creative. The big question is how can we get 
more creative by implementing such tools into our work
flows, moving beyond the fear we shall be amputated by 
them. The scope is to pay attention to the ways we can uti
lize these tools to extend and expand the notions and ideas 
we already have, and see ourselves as augmented entities 
of creativity. Do such tools have the capacity to impute and 
ignite more creativity into our thinking or the way we use 
them only iterates and reflects on our very own human cre
ativity? If the latter is the case, then one should consider 
such tools only as means for time efficiency and optimiza
tion in our creative production. 

Exploring the alternative perspective, the proposed 
methodology draws inspiration from the creative practices 
of the surrealists, particularly the art of surrealist collage. 
Surrealist collage is a technique that enables artists to 
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swiftly combine and juxtapose pre-existing elements, be 
they words or images, to shape entirely new compositions. 
This seemingly irrational combination of disparate ele
ments mirrors the construction of dreams, where unrelated 
elements converge to form peculiar narratives and scenes. 
(Cramer & Grant, 2020) The Surrealists viewed collage as 
a method to enact what they deemed the fundamental po
etic activity of the unconscious mind: the fusion of diverse 
entities to generate something entirely novel. The Surre
alist approach to collage manifested unconscious thought, 
serving as a conduit to authentic creativity. While these al
gorithms don’t function precisely like collages, as they are 
trained to learn concepts via associating text to images (a 
process analogous to a child’s learning), the objective is 
to leverage the concept of assembling irrational conceptual 
juxtapositions. These can serve as means of defamiliarisa
tion and estrangement, offering the opportunity to observe 
the world differently than it is commonly understood or 
perceived (del Campo & Manninger, 2022). By experiment
ing with these juxtapositions on AI platforms, the aim is to 
explore how they can potentially deliver novel concepts and 
show genuine creative potential. 

The example of the “elephant-fly” offers an introductory 
investigation, using a metaphorical language approach to 
explore unconventional ideas. It starts with portraying a 
large mammal as an ethereal being flying in the skies and 
refines the prompt to introduce a cross-breed animal 
species resulting from merging an elephant and a fly. While 
the initial idea is easy for humans to grasp, the latter con
cept demands a degree of unconventional thinking that 
may prove challenging even for the creative human mind. 
The juxtaposition that may perplex human creativity is ef
fortlessly rendered by text-to-image AI, underscoring its 
capacity to generate imaginative constructs. The instances 
presented illustrate the algorithm’s ability to seamlessly 
combine apparently unrelated ideas and blend elements 
from different taxonomies to craft imaginative visuals. 

This approach doesn’t exclusively depend on employing 
text-to-image AI; it can also be executed through tradi
tional analog methods, a common practice in a designer’s 
workflow. The age-old practice of “gathering references” 
when delving into a design problem, creating an inspiration 
board, and outlining design objectives is a well-established 
creative method. As life becomes more intricate, designers 
increasingly gather diverse and unconventional references, 
which can connote various elements like style, aesthetics, 
historical significance, material technology etc. For in
stance, let’s consider a design concept integrating 
mycelium (a fungus with notable structure and mechanical 
properties which has been experimentally used as a con
struction material) either as a material or as a source of in
spiration for structural formation. Suppose the same design 
concept aims to capture the qualities of a specific style, mo
tion or expressiveness inspired by the Baroque movement. 
To illustrate, below are some reference images a creative in
dividual might have collected. How might these references 
be translated into design ideas integrated into a spatial ap
proach? Through an exploratory design process, a designer 

can follow the traditional path using sketches, models, and 
the unlimited source of creative thinking. 

Can text-to-image models facilitate a smoother transi
tion from design references to spatial concepts, or even 
generate new “synthetic” references to expand the creative 
thinking of the designer? (In this context, “synthetic” de
notes references not derived from real-life instances or ex
isting works but rather created by algorithms.) The aim is 
to provide the algorithm with a prompt equivalent to the 
analog concept board’s brief, seeking specific characteris
tics and qualities for the envisioned space. The generated 
images would then serve as an enriched concept board, 
showcasing initial digital spatial sketches – not a final pho
torealistic outcome. This approach harnesses creative visu
alization before embarking on any actual design steps, pre
senting potential scenarios that might escape the human 
mind. 

Notably, there is an inherent loss of control in this 
process. The outcome from the algorithm remains unpre
dictable. Yet, it is within this uncertainty that the potential 
for creativity unfolds. Here, the designer willingly embraces 
an open-ended approach, allowing for the exploration of 
uncharted territory in the design process. Understanding 
the genesis of these tools allows for more meaningful in
tegration into design workflows. Rather than being led by 
the technology, designers can leverage it to explore visions 
that might otherwise escape their purview. In essence, the 
medium becomes a conduit for design intention, capable 
of yielding both mundane and insightful results, hopefully 
surprising the designer with unforeseen possibilities. 

8. Conclusions and Considerations     

Can the generation of something “new” emerge from ex
isting frameworks of creation? The approach to conceptual 
design in this manner poses a risk of disrupting the coher
ence and continuity of a design’s conceptualization, poten
tially yielding a disjointed, fragmentary, and chaotic out
come. This risk is amplified by the absence of historic or 
social context in algorithmic creation and the blurred ethics 
associated with the massive datasets used to train these TTI 
algorithms. Critics argue that merging established aesthetic 
approaches with prompt-based images may lack the poten
tial for true creativity and originality, as the process may be 
confined to replicating the work of other artists. 

Considerations also surface regarding the interpretation 
of abstract concepts. Algorithms might represent the statis
tical average idea of “spatial expressiveness” based on their 
training data, potentially reflecting a specific cultural per
spective (Naik & Nushi, 2023). Addressing such concerns 
necessitates a well-informed and sensitive approach from 
the research community and practitioners. It is crucial to 
establish ethical boundaries and understand the biases in
herent in these creation workflows while also recognizing 
the power of collective imagination they offer to an open 
commons design community. Under certain conditions, 
these tools can foster creativity within the realm of distrib
uted cognition and the synergy of collective imagination, 
laying the groundwork for innovative architectural expres
sions. 
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