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STREET
 
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 
the street, resulting in the design 
of a neighbourhood 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 the street; as a 
connection between buildings, and 
as a public space. It will draw on 
case studies from science fiction 
and architecture to consider the 
street as a shared environment 
which is occupied through activity.

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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• Who can occupy the street?
• What form does the street take?
• What activities does it support?
• What actions are limited by 

street architecture or by social 
rules?

In the opening of the movie The Fifth 
Element (1997), we are introduced to the 
character Leeloo, a Supreme Being of 
the Universe, who has just arrived on 
Earth. Throughout the film, we watch 
as Leeloo learns to navigate her way 
around; she has never experienced 
this world, this city, this street before. 
Everything here is very strange.

Despite the film being set in a 
speculative future there are still 
familiar visual references that the 
audience is expected to recognise. 
For example, taxis fly but they are still 
the yellow colour of the American taxi. 
High-rise buildings are present but their 
relationship to the ground is unknown 
and the traditional functions of the 
ground for pedestrian and road traffic 
has been elevated.

THE FIFTH 
ELEMENT

WHO IS THE 
STREET FOR?

In cities like Hong Kong which are 
built on a steep slopes, ground level 
varies between buildings. So the idea 
of the ‘street’ is not linked to ground 
level. Instead, elevated bridges and 
submerged tunnels, aerial walkways 
and suspended passages create:
 
“a continuous urban scaled 
interior.”
Adam Frampton, Jonathan D Solomon,  
and Clara Wong (2012)  
Cities Without Ground, p.17

There are unspoken rules of 
engagement for the pedestrian 
in this new world, but Leeloo is 
forced to break these rules as 
she is pursued by the police. 
She navigates her way around 
the city through vents and 
pipes which defy tradition and 
make her a radical pedestrian 
in a world set up for automotive 
transport.  

IMAGE BY JALLEN
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Science fiction narratives often explore 
ideas of ‘strangeness’. This can be 
represented by setting the story in 
an environment which attempts to 
be unfamiliar, sometimes drawing on 
architecture which has non-western 
connotations and perspectives.  
 
Movies such as Blade Runner and 
science fiction sub-genres such as 
Cyberpunk frequently depict futuristic 
American cities as being infused 
with elements of Asian cultures. This 
association of Asian cultures with the 
‘unfamiliar’ makes an assumption that 
the audience is more familiar with 
European or American city imagery. 
The idea that Chinese and Japanese 
urban design in particular is inherently 
‘futuristic’ is also problematic as it 
stems from fears that technological 
advances in these countries will lead 
to them dominating the future. 
 
In his work on Orientalism, Edward 
Said looks at the origins of these 
ideas, to ask why this non-western 
environment is presented to us as 
unfamiliar and perhaps threatening.

“The Orient was not (and is 
not) a free subject of thought 
or action … European culture 
gained in strength and identity 
by setting itself off against the 
orient as a sort of surrogate 
and even underground self.”

Edward Said (1978)  
Orientalism 

BLADE RUNNER
BLACK OUT 2022

Blade Runner Black Out 2022, directed 
by Shinichiro Watanabe was 
released at the same time as Blade 
Runner 2049. This film features 
a robot uprising during which a 
car crashes into the famous sign 
from Blade Runner which depicts a 
Geisha’s smiling face. By drawing 
attention to this image and 
symbolically destroying it, Watanabe 
asks whether science fiction can be 
used to combat the same techno-
orientalist fantasies it created.

The Orient was a made-
up concept by Europeans, 
a mish-mash of different 
Asiatic and Middle Eastern 
cultures, all in an attempt 
to create a place that was 
different, so that Europe 
could very clearly define 
itself.

If the Orient was mystical, 
then Europe was proper 
and refined in comparison. 
If the Orient was 
backward, then Europe 
was progressive and 
forward looking. And most 
importantly, if the Orient 
was a place that required 
conquering and aid from 
greater, mightier powers, 
then Europe was perfectly 
poised and justified to 
extend out into the world 
and conquer it.”
Chloe Gong (2019) 
‘Techno-orientalism in Science Fiction’

STRANGE 
STREETS

BLADE RUNNER 
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What would the avatar you 
created in the last project think 
about the city of The Fifth Element 
or Blade Runner?

• What is familiar?
• What has been made strange?
• Would they feel welcome here?

Science fiction can prompt constructive 
forms of thinking but we also need to 
critically analyse these films and texts 
to understand their influences and how 
tropes, or commonly occurring images 
affect the way we imagine the future, 
and how we understand the cultures of 
different people. 

This way of critically thinking is 
an incredibly important part of an 
architectural mindset too. When 
designing as architects we need to be 
able to identify when we are presuming 
a norm which has been perpetuated 
by wider society or personal bias, and 
whether this may negatively impact on 
other people as a result.

TASK 1 
FAMILIAR PLACES

COLLAGE BY MERLE
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Architectural design can dictate  
how we experience and move around 
the street. 

Marked crossings, roads and 
pavements, for example, control 
how people move around the street, 
whilst laws govern acceptable 
and unacceptable behaviour. Even 
performing on the street requires 
permission and licences.

As well as legal requirements, 
architecture can be used to create 
environments that are hostile to 
certain activities or people. Benches 
are often deliberately textured to 
prevent people from sitting from 
long periods of time or lying down 
on them, making them particularly 
hostile to those who are street 
homeless.

Films like The Fifth Element show us 
that it is possible to subvert the 
rules and avoid surveillance but by 
doing so we might risk our safety. 
Alternatively we can choose to obey 
the rules and neglect those that the 
street works against. 

Jane Jacobs was a prolific activist 
and writer who highlighted issues on 
urban renewal and slum clearance. 
She was particularly concerned about 
how these ideas influenced urban 
planning decisions in the US where an 
area deemed ‘undesirable’ might be 
demolished or extensively renovated, 
displacing the existing residents.

Jacobs desired higher density, mixed 
used complexes, in walkable cities 
with short blocks. She spoke openly 
against car-centred urban design which 
was dominating the US and much of 
Canadian planning at the time, an 
opinion which is now considered an 
environmental necessity. 

Her book, The Life and Death of Great 
American Cities has since become key 
reading for politicians and city planners 
and has helped create a blueprint for 
community-based design and social 
urban planning.
  
Jacobs sought to uplift people and their 
communities. She encouraged people 
to learn about where they live, work 
and play, and use this knowledge to 
comment on how their neighbourhoods 
were being developed. 

HOSTILE
ARCHITECTURE

JANE  
JACOBS

“Streets and their sidewalks, 
the main public places of a 
city- are its most vital organs.”
Jane Jacobs (1961)  
The Life and Death of Great American Cities, 
p.37 
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There are often unspoken rules 
which inform our behaviour in 
public spaces. As architects we 
need to be aware of how these 
rules are created by architecture, 
considering what activities are 
restricted and who is affected.  
• Sketch the street outside your 

home or a home you know well. 
• Add a piece of tracing paper 

or greaseproof paper over the 
top. Draw in and annotate all 
the activities that you have 
observed on that street – these 
can be the obvious everyday 
activities like driving / walking 
but also the smaller or informal 
uses like putting unwanted 
household objects out on the 
wall for anyone to collect, 
stopping to chat with friends, 
children’s games...  

TASK 2 
RULES OF THE STREET

“The Puerto Ricans who come 
to our cities today have no 
place to roast pigs outdoors...”
Jane Jacobs (1961)  
The Life and Death of Great American Cities 

Having critically analysed 
your street, reflect on the 
activities you would want 
to see. Think about what 
architectural changes or 
changes to the ‘rules’ of 
using the street might be 
needed to enable those 
activities to happen. 
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The playgrounds represented a 
rejection of popular urban planning 
at the time and favoured what van 
Eyck called the ‘in-between realm’. He 
wanted to create architecture which 
empowered dialogue and stimulated 
community life, especially for children 
who were often disregarded in large 
urban planning projects. 

The playgrounds integrated so well 
into the existing neighbourhoods that 
they were not fenced, allowing the 
playground and the city became one. 
This reflected van Eyck’s belief that 
children and play should be a part of the 
city, not isolated from it. 

AMSTERDAM 
PLAYGROUNDS

After World War II the Public 
Works Department in Amsterdam 
commissioned Aldo and Hannie 
Van Eyck and Jakoba Mulder to 
design and build areas for play 
amongst the hundreds of sites 
around the cities that had been 
damaged in the war. The design 
of each play area was different 
and often featured simple shapes 
painted on the floor or structures 
that were intended to stimulate 
children’s creativity. These parks 
have since been studied by a 
wide variety of academics, from 
sociologists and psychologists to 
architects and art historians for 
their curious designs. 

Whereas typical play equipment 
such as swings limit your 
interaction with that space, van 
Eyck’s simple designs allowed 
children to create their own 
interactions and games - allowing 
each individual to reimagine the 
way that they wanted to use the 
space.

MODEL BY RYANMODEL BY RYAN

“Architecture must extend 
those narrow borderlines, 
persuade them to loop 
generously into articulated 
in-between realms”
Aldo van Eyck (1986)
Not all the Same – Yet of Equal Value, 
p2. 

PLAYGROUNDS 

MODEL BY RYAN
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There are aspects of this animation 
which echo historical moments. In the 
film these events are depicted with 
robots in the place of humans, in order 
to prompt the viewer to reflect on the 
way communities of people have been 
treated. 

In the animation the robot’s homes 
and workplaces are stormed by the 
police which results in an outbreak 
of violence, reflecting the violence 
that occurred in 1981 between the 
Metropolitan Police and protestors in 
Brixton.

The film also depicts the area 
surrounding the Black Cultural 
Archives known as Windrush Square, 
to deliberately evoking the history of 
the Windrush. It uses science fiction 
to reflects on this history of migration 
and the subsequent scandal in the UK 
around the treatment of people who 
had migrated from Caribbean countries 
who were unlawfully arrested, denied 
legal rights and deported.

ROBOTS OF 
BRIXTON

Robots of Brixton by Kibwe Tavares 
explores the daily life of robots 
inhabiting Brixton. Because of their 
presence, the skyline has been 
changed, with new housing grafted 
onto the existing buildings to create 
new living spaces.

This creation of new housing in 
response to population change is 
evident in the architecture of many 
cities in the UK. For example, the 
Industrial Revolution which saw 
huge migration of people from the 
countryside to the city led to the 
rapid construction of row housing 
and terraces, often providing a small 
amount of space for their inhabitants. 

The short movie Robots of 
Brixton was produced as part 
of Kibwe Tavares’ work on an 
architecture course. It makes 
use of collage-style imagery 
to show new construction 
overlaid onto existing 
buildings.

COLLAGE BY ERIN
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Architects use collage as a technique 
to modify existing images such as 
street photographs and explore 
proposed changes.  
• Take a photograph of a street you 

know well or have visited. Draw 
over this image or print it out.  

• Using tracing paper or greaseproof 
paper draw new elements into the 
street such as people, furniture, 
games or plants which would 
change the way it is used. 

• Draw each element separately and 
then cut them out. You can also 
cut out parts of other images to 
incorporate into this street scene. 

• Experiment with arranging these 
new elements onto the base image 
and take photos of the different 
‘options’ you have explored. 

• Once you have an option you are 
happy with, glue these onto the 
original image. 

Annotate your collage answering 
the following: 
• Who are you adapting the 

street for?
• Why are you adapting the 

street?
• What positive impact does 

adapting the street have?  
• Have you adapted your street 

to cater for a variety of 
different groups or people?

 

TASK 3 
COLLAGE

COLLAGE BY LENA
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In Barcelona, city-planners designed 
a scheme which has become known 
as the Barcelona ‘Superblock’. This 
scheme restricts access for cars to 
some of the roads which run between 
the city blocks. This means that the 
streets that separate the blocks can 
be opened to pedestrian traffic and 
cyclists. 

These superblocks consider the 
human scale with community-based 
design, creating space for children 
and older people. They could lead to 
a reduction in pollution in the city and 
reduce traffic considerably. The city is 
planning on introducing green spaces 
and community infrastructure like play 
spaces into these car-free roads.  

The Aranya Housing Project is an 
example of building for an existing 
community in a way that respects 
their culture. Balkrishna Doshi 
was commissioned in 1983 by the 
Indore Development Authority in 
response to the housing crisis that 
was affecting the country. The 
project was based on an approach 
of creating serviced land rather 
than complete housing, with plots 
that have a foundation plinth 
with services such as water, and 
a kitchen. These could then be 
developed by the inhabitants. The 
result was organic development of 
6,500 residences which allowed 
for mixed-use spaces and areas for 
activities between buildings. 

Unlike many developments, the 
project does not focus on a single 
green space but rather a series 
of interlinked parks and green 
spaces allowed the community and 
it’s culture to flourish. There was 
also an emphasis on the greening 
of public spaces by planting trees 
and limiting roads and vehicle 
access. The masterplan sets out 
this series of linked public spaces 
which means that a green space is 
only a few minutes walk away from 
any one home in the project and 
made up around 9% of the overall 
scheme.  

BARCELONA SUPERBLOCK

ARANYA HOUSING, 
BALKRISHNA DOSHI

NEIGHBOURHOODS 
AND BLOCKS

COLLAGE BY SASHA
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Design a street or neighbourhood for 
your avatar. 
• Start by photographing the model 

you made for the ‘home’ booklet.
• Print out several copies of this 

photograph, or draw over it and 
cut out these drawings. 

• Using the collage techniques you 
have learnt, experiment with how 
you might arrange or stack these 
homes to create a public space. 

• Consider whether they all face 
onto a street or courtyard? Think 
about ‘street level’ - will the public 
space be raised onto roof level or 
on terraces? 

• What kinds of activities will be 
possible in these public spaces 
and who will be able to use them?

• Photograph and document all the 
options you explore. Once you 
have an arrangement you think 
works well, glue the arrangement 
down and draw or collage and 
annotate the activities within the 
public spaces.

This example created by Lena 
showcases her design of a vertical 
street. 
There is no ground level, so the 
relationship to the street and the 
associated sense of hierarchy 
is blurred. The street isn’t 
constrained by traditional issues 
such as gravity and this allows for 
both the design and the circulation 
that occurs in the model to be fluid.  

TASK 4  
PUBLIC SPACE

MODEL BY LENA
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While the word ‘Street’ will summon 
different imagery in different people’s 
minds it is likely that it will include two 
common aspects; the street as a linear 
entity linking two points, and the street 
as a space between buildings which sit 
on either side. 

The cover artwork for ‘Street’ aims to 
challenge this common perception. It 
draws on OMA’s Yokohama masterplan to 
depict a space for circulation which is not 
linear, where the directions of movement 
are not forced by the architectural form. 
Rather than showing the street as the 
gap between spaces flanked by a series 
of buildings on either side, this artwork 
considers the street as a public space. 

These qualities of the street as a public 
space are not tied to ground level, and 
so this artwork shows the street as one 
of many geological layers. In doing so 
it questions the relationships and the 
impact that human inhabitation has on 
the surfaces of the Earth.

Text and Artwork by Dennis Karolev

Katie Stone is a research fellow 
based at Birkbeck, University 
of London. She is interested 
in childhood, utopianism and 
feminist science fiction. 

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.

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:



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.
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was produced by the participants of the 
STORE Architecture and Science Fiction 
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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
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