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This booklet aims to provide 
architectural and imaginative 
inspiration. It draws on the work of 
science fiction scholars, architectural 
thinkers, designers and architects 
who enrich our understanding of the 
worlds we inhabit.

Alongside case studies and critical 
thinking, this booklet includes writing, 
drawing and model making exercises. 
These exercises are designed to  
develop the critical thinking and 
imaginative making skills which 
are a vital part of architectural 
practice. The work produced from 
these exercises could form part of 
an architectural design portfolio for 
architects-in-training, or provide a 
creative jumping off point for anyone 
with an interest in walking the streets 
of imagined worlds.

You can go through this publication at 
your own pace as many times as you 
want. You might quickly read it over 
coffee to discover a new building or 
architect, or spend time developing 
your own design propositions. If 
you have a phone in hand you can 
discover further worlds and different 
communities by following the QR 
codes.
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Science fiction can be used to 
help us imagine the experiences 
of others, to envisage other worlds 
and possible futures. In this booklet 
we will draw on science fiction to 
consider the future possibilities of 
a home, resulting in the design of a 
dwelling for an imagined character. 

“Science fiction, 
particularly visionary 
fiction, is where I go 
when I need the medicine 
of possibility applied to 
the trauma of human 
behaviour”
adrienne maree brown (2017)  
Emergent Strategy, p.37

This booklet explores what we 
mean by home; as a place, as a 
feeling, and as an architecture. 
It will draw on case studies, 
examples from science fiction and 
architecture to consider home as 
a place of personal and shared 
identity or belonging.

Before construction all 
architectural projects are works 
of science fiction - speculative 
proposals for an imagined future. 
The four booklets in this series: 
Home, Street, City and World
use science fiction to explore and 
examine architectural design.

When read together, the four 
publications build on one another 
to lead you through the design of a 
home, street, city, and world for an 
imagined character. It is a science 
fictional process of imagination 
through which you can develop 
your own architectural project, 
explored and expressed in a 
portfolio of work.

INTRODUCTION
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“Home is no longer just 
one place. It is locations. 
Home is that place which 
enables and promotes 
varied and ever changing 
perspectives, a place 
where one discovers new 
ways of seeing reality, 
frontiers of difference.”

bell hooks (1989) 
‘Choosing the Margin as a Space of 
Radical Openness’, p.149

WHAT IS 
HOME?  

EARTHLY 
OCCLUSION

IMAGE BY SINJINLI

• How is our personal identity 
shaped or created by the world 
we encounter?

• How is our experience of a 
place related to our bodily 
senses?

• What might it be like to 
experience a place through 
the senses or in the body of 
someone else?

• What might ‘home’ mean to 
someone else?

Earthly Occlusion is a science-fictional 
piece of sculptural work by Sinjinli 
that was designed as if it would be 
interacted with by extra-terrestrial 
beings, attempting to communicate 
with them about Earth through visuals. 

It considers how we might express 
central ideas about humanity to 
unknown beings - ideas of time and 
seasons, of life and death. In doing so 
it prompts us to reflect on how much 
our human senses inform how we 
understand the world.

A fundamental part of the design 
process for this piece was model 
making - to consider how this 
object might be interpreted by the 
intended user. Model making is also 
a fundamental skill in architectural 
design as it allows us to imaginatively 
explore proposals in three dimensions.
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In Up The Walls of the World we 
follow a group of telepaths on 
Earth who reach out to another 
planet, Tyree and its inhabitants 
who are manta-ray like creatures. 
Through this connection the 
human characters are able to 
imaginatively inhabit the bodies of 
these alien beings, to experience 
their world through their senses. 
This extract is the moment where 
the consciousness of one human, 
Daniel Dann, is transported by 
accident into the body of an 
alien and is also merged with 
that of one of the other humans, 
Val. It is a moment of merged 
consciousness, he is himself, and 
he is also Valerie, but both in this 
strange and unfamiliar body.

Because of this displacement he 
has a revelation of what it means 
to experience another person’s 
body, their thoughts, and life. When 
we think about this in relation 
to architecture, this extract 
challenges us to imagine how 
another person or a non-human 
being might experience a place.

“He reels on the wind and - without 
warning, literally falls through her mind. 
He has no idea what is happening, 
though afterwards he thinks it must have 
been like two galaxies colliding, two 
briefly interpenetrating webs of force.

“He is suddenly in another 
world - a world named Val, a 
strange and vivid landscape 
in space and time, composed 
of a myriad familiar scenes, 
faces, voices, objects, musics, 
body sensations, memories, 
experiences” 

DRAWING BY IRIS

• What does home mean to us as 
humans? 

• What do we need to feel at home?
• Can home be an extension of 

personal identity?

UP THE  
WALLS OF 
THE WORLD

His self incarnated in a familiar /
unfamiliar five-foot-three body; tender-
skinned, excitable, occasionally aching, 
wit sharp sight and hearing and clever, 
double-jointed hands; the only, the normal 
way to be. And all these are aligned in a 
flash upon dimensions of emotion - hope, 
pride, anxiety, joy, humor, aversion, a 
forcefield of varied feeling-tones, among 
which one stands out for which his mind 
has no equivalent: fear, vulnerability 
everywhere.

… Daniel Dann comes back to himself, 
spread on  the winds of Tyree beside 
another alien form. But he is not himself; 
not as he was nor will ever be again. For 
the first time he has really grasped life’s 
most eerie lesson: The Other Exists.”

James Tiptree Jr. (1978)
Up the Walls of the World
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Create an ‘avatar’ 
This can be a character as 
closely based on yourself or 
as fictional as you wish. This 
individual, who might be human 
or non-human, will be the focus 
of your design project.  

Make sure to consider details 
about your avatar that would 
affect how they live and the 
design of their home i.e. can 
they process oxygen, how old 
are they, how do they move etc. 

AGE:

AVATAR IMAGE BY SASHA

NAME:

APPEARANCE:

INTERESTS:

MOTIVATION:

TASK 1 
THE CLIENT

DRAW YOUR AVATAR 
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HOUSE NA, 
SOU FUJIMOTO 

Sou Fujimoto challenges typical 
conventions in residential design. House 
NA is constructed out of a white steel 
frame filled with glazed panels which 
creates the illusion that there are no 
walls. 

The house is made up of 21 different floor 
planes which are very loosely connected. 
The result is a building that resembles 
scaffolding, with its levels stacking on top 
of one another. It is like a staircase where 
some of the steps are rooms or spaces 
you can inhabit. 

Despite the confusing array of levels from 
the exterior of the building, the house 
is centred on three main levels with 
staggered platforms coming off of them, 
each of which has a specific function as 
part of the home.

In order to tame a seemingly random 
collection of ‘rooms’ each space was 
designed around furniture constraints and 
ergonomic data. The steps between each 
plane act as desks and seating for the 
residents and also acts as the boundary 
between spaces. 

ARIMASTON BUILDING, 
KEISUKE OKA

Before Keisuke Oka was an 
architect he was a dancer. Now, 
his unfinished Arimaston Building 
is an ode to his life and career 
both past and present. Everyday, 
by himself he adds another hand 
made concrete slab onto his 
towering creation of other slabs 
in an act of discovery and self-
expression. The result is a fluid 
form that dances as the light of the 
sun travels over it, a new step of 
the dance being added with every 
new slab. 

Does a house have  
to be finished?  

ARCHITECTURE 
AND HOME  

Oka uses found objects 
which are placed into the 
concrete mould which is 
known as the ‘formwork’. 
The concrete is then 
poured and sets around 
the found objects leaving 
impressions which not 
only add to the character 
of the building but 
capture its surroundings 
in an intimate and 
permanent way. 

Oka challenges the idea 
that a home has to be a 
finished form and place. 
Instead, he shows us that 
a home can continue to 
grow and expand whilst 
allowing its inhabitants to 
grow with it. 

Does a house have  
to have walls and floors? 
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CASA DE VIDRO, 
LINA BO BARDI 
Lina Bo Bardi’s Casa de Vidro in Brazil 
challenges the notion that a house has to 
sit on the ground. The entire house is sat 
on top of a number of pilotes which are 
thin circular columns, and on top of these 
is a relatively thin concrete floor slab. 

The building was designed to have 
minimal impact on the ground so Bo Bardi 
constructed the exterior walls out of glass 
which is not only lightweight but also 
gives the impression that the house is 
floating on top of the columned structure. 
The open floor plan and lack of interior 
walls also contribute to this illusion. 

Does a house have to  
sit on the ground?  

“Home might then 
be considered as an 
adverb modifying our 
world experience, 
the hyphen 
between us and 
our environment… 
a constant re-
engagement with 
the self through 
architecture” 

David Fortin (2011) 
Architecture and 
Science-fiction Film 
p.210 
 

For David Fortin, science 
fiction provides vivid 
depictions of homes as 
places where we negotiate 
between our individual self 
and the wider environment. 
In the security of our homes 
we can develop our own 
sense of self - who we are 
and how we interact with 
others. 

Home is an expression 
of our individual identity, 
a place we might have 
decorated or shaped to 
reflect our interests, and 
which is arranged to 
support our own specific 
ways of living. But it is also 
the place where we test 
out how we interact with 
the world around us and 
the environments that exist 
beyond the walls.

HOME AND THE 
ENVIRONMENT

When the house was 
first constructed Bo 
Bardi replanted the 
rainforest around 
it. The result is a 
dramatic growth of 
vegetation around 
the house, with trees 
growing through 
the central opening, 
creating a vision of a 
floating tree house. 
The glass panels used 
on the exterior walls 
are also designed 
to slide and move 
horizontally allowing 
the walls to open up 
to the outside and 
blurring the lines 
between the home 
and the surrounding 
environment. 

In this way the building 
challenges the power 
balance between 
humans and the 
environment.

IMAGE BY SASHA
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Name 5 things that are 
currently a part of your world, 
that make you feel truly at 
home. These could be objects, 
emotions, places, people, etc.
You can include a short 
note explaining each one, or 
develop a series of images to 
convey the idea of home as 
a feeling as much as it might 
also be a physical place.

Name 5 things that are not 
currently part of your world, that 
you would like to have access to in 
the future. These could be objects, 
emotions, places, people, etc.
You can include a short note 
explaining each one, or develop a 
series of images.

TASK 2 
WHAT MAKES A HOME?

IMAGE BY HANI
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NAUSICAÄ OF THE VALLEY 
OF THE WIND 
In the Studio Ghibli movie Nausicaä of The 
Valley of the Wind (1984) the protagonists 
home includes horticultural laboratories. 
This is where she grows spores, which 
the rest of her kingdom presume to be 
poisonous. By working in this space she 
has found a way to make them grow, 
cleaning the water and air without 
releasing toxins. 

Her home is where she comes to think 
of the future for herself but also for her 
people. This future is made possible by 
her efforts to invite plant growth into 
her home, rather than shutting out the 
surrounding environment.

HOWL’S MOVING CASTLE
Howl’s Moving Castle (2004) follows the 
interweaving lives of a ‘found family’ 
who are brought together in mutual 
bonds of friendship and support. The 
‘Moving Castle’, a structure on legs 
where they all live, continually shifts 
and adapts to suit the needs of these 
characters. 

From the outside the Castle can 
seem dis-organised and disorderly, 
and inside it is forever changing. But 
whatever state it is in, it provides 
sanctuary for its inhabitants.

HOME IN  
STUDIO GHIBLI

DRAWING BY RYAN
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Take items from around your 
home that could be adapted to 
create a home for your avatar. 
Think about how a small shift 
in scale might transform the 
familiar into the architectural 
or science fictional.
Using these ‘found objects’ 
take photos and draw over 
them to show your avatar 
inhabiting the space.

TASK 3 
SCALE MODELS

Architects use scale models to 
design and communicate projects. 
They are a quick way to express 
and explore a design intention in 
three dimensions.

Scale models can incorporate 
found objects which re-purpose 
our everyday items to create new 
architectural landscapes.

Photography Tips 
 
Focus on the object:
• Put your object against  

a plain background
• Use a light to cast  

a strong shadow

Create scale:
• Take the photo from eye level
• Add in a ‘scale person’.  

This could be: a twist of paper /  
or a pin / or a figure drawn onto 
the image 

MODEL BY LENAMODEL BY LENA
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ATTACK THE BLOCK
The film Attack the Block (2011), written 
and directed by Joe Cornish, is set in a 
London high-rise and is centred around 
a group of teens who band together to 
prevent an alien invasion. 

The imagery of the high-rise is often 
used in science fiction and is commonly 
associated with dystopian narratives. 
In this film, however, the tower block is 
not presented as a strange dystopian 
space. Instead, this is the space of 
home which we defend from the science 
fictional aliens. The dark corners and 
raised access walk ways which might 
be seen as a place of fear or unease are 
beneficial when it comes to defending 
the tower block from alien invasion 
because only the locals know their way 
around. Its inhabitants are the saviours 
of humanity and the architecture of the 
high-rise is recast in a positive light. 
The high-rise is familiar ground which 
we can work together to protect.

Urban studies scholars Lucy Hewitt 
and Stephen Graham look at science 
fiction stories set in urban tower 
blocks to think about the social 
relationships in real-world high-rise 
buildings. 

In several science fiction stories they 
found that:

“the vertical implies hierarchy; 
deployed in spatial terms 
the vertical highlights and 
concretises inequities”  

Lucy Hewitt and Stephen Graham (2015)
‘Vertical Cities’ p.929 

HIGH RISE 
HOMES  

In many science fiction works 
which feature high-rise buildings the 
‘penthouse’ location looking out over 
the city is a position of power. The 
occupant of this space looks down 
on those below them, and the layers 
of social class are translated into 
stacked floors of a tower.

Hewitt and Graham argue that 
engaging with science fiction stories 
like these makes us more aware of 
economic and social segregation in 
the world around us, an awareness 
that might influence us to make 
change.
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THINK ABOUT: 

• Scale and size of internal spaces
• Social spaces for family and friends
• Materials used for construction
• Environmental needs such as light
• How it might change over time 

HINTS:  

• The fabric from tights works well 
with toothpicks or wooden skewers 
to create tensile fabric canopies.  

• Clay or a mixture of flour and water 
can be moulded into organic flowing 
shapes and can mimic concrete. 

• Different thicknesses of paper such 
as watercolour paper or greaseproof 
paper can be easily folded into 
angular forms, or layered up to 
explore translucency and lighting. 

TASK 4 
DESIGN  
A HOME

Make a model of a home for 
your avatar.

Be experimental in your choice 
of materials. Architects use a 
wide range of model making 
materials in the early stages 
of design work to allow them 
to express the different 
atmospheric ideas they have 
about a space. 

MODEL BY MERLE
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Sinjin Li is a multidisciplinary 
art and illustration entity based 
in London, UK, with a particular 
interest in science fiction, the 
speculative, folk horror, and the 
Middle Ages.

COVER 
ART

CREDITS

Amy Butt is an architect and 
lecturer in architecture at the 
University of Reading. She 
is fascinated by the fictional 
worlds we imagine, and how 
they might help shape the future 
worlds under construction.

KEY COLLABORATORS:

The cover artwork for ‘Home’ draws on Aldo 
Rossi’s San Cataldo Cemetery in order to 
represent the spiritual essence of a home. 

The architectural form in the corner of 
the image does not feature the functional 
particulars of a home like a kitchen or living 
room, rather it only has four walls, some 
openings and minimal structural elements. 
In this way the idea of home is refined down 
to the simple idea of enclosure, a place that 
contains human life and experience. 

Through the worm’s eye axonometric view 
and irregular composition, the cover image 
also reveals the relationship between a 
person, their home and the world. The lack 
of a roof allows the viewer to experience 
the sky from the inside of the home. It 
blurs the edges between ourselves and our 
environments, suggesting that the home is 
a starting point for encountering the vast 
spaces of the world outside.

Text and Artwork by Dennis Karolev

This booklet was produced from the 
work of a STORE summer school, 
with the support of the University 
of Reading Arts Committee and the 
UROP programme.

STORE’s Summer Schools introduce 
people to design in action. They are 
open to both aspiring and established 
artists and designers looking to 
expand their skills and portfolios.



The work which illustrates this booklet 
was produced by the participants of the 
STORE Architecture and Science Fiction 
Summer School: 
 
Erin Lynas, Hani Ali,  
Iris Watson, Jallen Chen,  
Lena Lali, Lena Westerburg Burr,  
Merle Nunneley, Ryan Long  
and Sasha Haxell

These sessions were led by:  
Amy Butt, Avery Delany, Katie Stone, 
Sing Yun Lee and Rachel Hill 

Facilitated by: Tessa Geuze, Kevin Green 
and Stine Keinicke from STORE

Cover Artwork: Dennis Karolev
Text & Graphic Design: Joanna Vaughan  

Before construction all architectural 
projects are works of science fiction - 
speculative proposals for an imagined 
future. The four booklets in this 
series: Home, Street, City and World
use science fiction to explore and 
examine architectural design.

This booklet contains case studies 
and critical thinking alongside 
creative activities designed to 
support future architects and 
designers-in-training in developing 
their own imagined worlds.

It is through these acts of imagination 
that we can reflect on the worlds 
we currently inhabit, and shape the 
futures currently under construction.

 


