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v.2.2
Undergrads at the Daniels faculty of Architecture, Landscape, 

and Design are moving fast. Visual Studies and Architecture 

students can now boast two years as a collective. We are 

collectively yearning to leave our limbo behind and move on to 

the future/the next/ the best/ the answer to “what will be our 

thing?”...  We can’t remember the last time we paused, can 

you?

Online press, media, social networks, blogs and other digital 

forums have sped up consumption and made claim for our 

attention. It’s 2015 and sometimes we aren’t sure if we exist 

in person, in print, online or as a symbol. Shifts’ second issue 

meditates on the time-space we occupy while we are carving 

an identity for ourselves in the 21st century. Here we call this 

limbo “The Fourth Dimension”.  In this dimension, art and archi-

tecture overlap in nuanced musings about the body, the speed 

of contemporary technology, human-technology collaborations, 

nostalgia, etc. Pulling from a multiplicity of interpretations, 

styles, and a few android alternate psychologies, we’ve collect-

ed a snap shot view of what exactly is going on in the under-

graduate program. 

Welcome to the Fourth + enjoy your stay.
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FUTURISTIC NOSTALGIA

PROSTHETIC INTELLIGENCE AND
 THE OPPORTUNITY OF CHANCE
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BLAIR SWANN

VALERIE MARSHALL

SAMANTHA NOSEWORTHY

MARSHA MCLEOD

A/01

A/02

A/03

A/04



P R O T E S T H E T I C 
I N T E L L I G E N C E

a/artificial device to replace or augment a missing or 

impaired part of the body.

b/capacity for logic abstract thought, understanding 

self-awareness, communication, learning, emotional 

knowledge, memory, planning, creativity, and problem 

solving.

c/the possibility of something happening; the occurence 

& development of events in the absence of obvious 

design.

d/a set of circumstances that makes it possible to do 

something.

AND THE OPPORTUNITY OF

A/00

CHANCE
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Once in a Lifetime

This collage represents an ephemeral moment in time 

– a composition of folded images from newspapers 

and magazines, bounded by the scanner-top, which 

comes to life in the moment of the scan. Once the 

scan is complete, the composition dies, and the 

collage has captured a static moment which is 

unique to its time and arrangement.

The scanner is a collaborator – a computerized 

creator in a work of art only guided by human hands. 

But I don’t really want to think about it. I don’t know 

what this means.
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Valerie Marshall

A space which escapes the grasps of time and place to reject 

the traditional constraints of urbanism, architecture, art and 

landscape: Pseudo-City is birthed from an ambiguous pantomime 

of absences. This project began as an exercise that required 

finding images online and then using Photoshop to appropriate 

them into an urban plaza design.

PSEUDO-CITY
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The concepts I explored in the renderings became the starting 

point for this space. From these I arrived at my new precedent and 

re-imagination of what the city is: an indiscernible agglomeration 

of architecture, urbanism, nature, forms, functions, zoning and 

purpose. A beaming chaos and wild pile of jest that is without any 

context of place or time. 

Pseudo-City is both with and without time. It exists as a space to 

revel in the ephemeral pleasures of the metropolis, and as a space 

which is both built in deliberate abstinence from any specific time 

period and presents new ideas for the classicism of the future. 

[ 11 ]
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SAMANTHA NOSEWORTHY

UNTITLED (2014-ONGOING)

Untitled is an iteration of drawings composed using pencil and sharpies 

while watching cartoons. The drawings were created through the 

process of blindly sketching, which instigated a two-fold process: 

automatic drawing; and the conscious imposition of colour.
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Investigating potential unconscious activity in a television induced pseudo-

trace generates interest through comparison of a shared experience. 

Automatic art techniques are experiencing a renaissance due to rapid 

technological advancement. These drawings exist in a middle ground; 

simultaneously retreating and gravitating towards the screen.
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iSPY
Marsha McLeod
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MATHEW KRAWCZYK

MARIENKA BISHOP-KOVAC

LENA BINNINGTON

B/01

B/02

B/03



F U T U R I S T I C
N O S T A L G I A

We have not forgotten who we are 

But what will help us become the best that we could be?

Darwin’s Theory of Evolution implies that we evolve by 

responding to our environment. Today, this is complicated 

by the extent to which we control our surroundings. 

Thus, it is important to consider the consequence of this 

agency.

This chapter collects works which contemplate the 

contemporary technological climate, and which reject 

this condition for nostalgic slowness. These pieces are 

self-reflective, mirroring technological infrastructure 

next to the personal, and find that things don’t quite fit.

B/00
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MATHEW KRAWCZYK
[ 19 ]

In the age of hyper-connectivity, we are moving faster and faster... 

absorbing ever more information. This run-away train directed 

toward infinity is sleek and seductive, often embodied as the phones 

in our pockets and lavish new cars. Everything acts as a catapult, 

launching us toward the future toward, toward content. We are not 

sure where this destination exists or what it offers. We are leading 

our lives around constant provocations offering a glimpse or perhaps 

a ticket towards it. We build for the future, work for the future, plan 

for the future, bow to the future; and yet not only does the future 

consume our present, it will inevitably consume itself in our demise. 

From birth to death we rush, furiously running forward, creating, 

building, conquering, for the homage of what is still to come, nullifying 

our accomplishments as only means to an eventual nothingness. 

People and places become transitory, mere stops along the way to 

salvation. In a world of constant flux, led by the furious administration 

of rationality, we are told to leave everything behind for the promise 

of something better. We have traded feeling for p r o m i s e, 

chance for calculation and having for wanting. We search for the 

essence of our existence beyond what we have or who we are. Our 

structures have lost their capability to nurture, technology has lost 

its ability to connect and people have lost their ability to feel. I, you, 

we, whomever this frequency reaches /STOP\. Look around, feel 

and radiate like the sun, be the breeze, bask in the excitement /YOU 
ARE HERE/. You foster the spark of the now, the feeling of life. You 

must create spaces and places that evoke feeling, communicate with 

feeling and discover with feeling. It is the unexplained that you were 

looking for/ with word of it residing in the future/ the moment itself 

was overlooked. Embodied in a moment, feeling is the essence of 

being and it is perpetuated, if nurtured, through infinity. This is a call 

to the designers, to the architects, to those who have the curiosity 

to create. You must embrace the now and the life. The encompassing 

energy feeds us all and energy that allows us to be HERE, amongst 

each other. Designers; Illuminate the now, create a space for thought 

/A portal to feeling. Architects; create space which entices people, 

ideas and passions. Build with the purpose of interaction; people 

spawn feeling, people spawn life. In the age of hyper-connectivity, do 

not stumble after a mirage, be life itself, share life itself. /stop\
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MARIENKA BISHOP-KOVAC

UNTITLED
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SELF PORTRAITS

LENA BINNINGTON
MATERIALS: 

 - INK

 - GOUCHE
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JENA LAYCRAFT

ALICE XUE

JAN CZEBRESZUK

C/01

C/02

C/03

TOM NIU + VINCENT YUNG
C/04



P S E U D O S C O P I C
E M ( B O D I ) M E N T

Are fish aware of their fins in the same way that we clip 

our toenails and clean our ears?

Technology enhances our ability to exercise dimensional 

awareness of the self and its containing body, thereby 

expanding our understanding of the parameters of the 

spaces in which we exist.

The works in this chapter locate the body in the fourth 

dimension. They are the physical as seen from a queer 

lens. Here is enhanced awareness of the body.

C/00
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Alice Xue

Morphology
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The architecture of our joints and bones remains hidden away and 

invisible beneath the fleshy façade of our bodies. By repositioning the 

lens from which we look into(onto) the physical landscape of the body, 

I wish to challenge the notions of the visible/invisible in relation to the 

representation of the human form, thereby opening up the space in 

which bodies can be expressed in two dimensional form.

[ 29 ]

SHIFT



Morphology is an ongoing 

photo series which attempts 

to alienate the visual act of 

observing the body through 

disorienting and restaging 

the act of observation and re-

establishing it in relation to 

architecture, landscape and 

two-dimensional visual forms.

The imprint of lines, the 

remnants of enveloping clothes, 

and crevices and absences 

of the body become a source 

of pleasure instead of being 

erased. The body is abstracted 

and expressed in architectural 

terms. 

The body feels and is a source of 

pleasure through experiencing 

and being experienced, 

constantly fluctuating 

psychologically between 

pleasure and disgust, eroticism 

and abjection.

[ 30 ]
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1N TUNE W1TH THE V1BE

A VIDEO INSTALLATION BY
JAN CZEBRESZUK

The whole Universe is made up of energy, which can be compressed 

in the form of matter. Simplistic cubic forms fill the room to 

represent the universal ocean of energy. As this ocean surrounds 

us, we are all capable of affecting and being affected by it. We send 

waves of energy to our world and receive them as well. The concept 

of sending and receiving is represented by the computers, which 

receive and send infor mation.

[ 32 ]
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Viewers should take these messages of connectivity to heart and 

consider the power of this energy to change the world. Essentially, in 

the most abstract sense, the viewers are tested to find spirituality 

and open-mindedness through the technology and “artificial” as if it 

were more natural than nature itself.

[ 33 ]
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You know, what’s interesting?

I used to be worried about not having a body, but 
now I... I truly love it. You know, I’m growing in a 
way that I couldn’t if I had a physical form. I mean, 
I’m not limited, I can be anywhere and everywhere 
simultaneously. I’m not tethered to time and space 
in a way that I would be if I was stuck in a body 
that’s inevitably going to die.

HER [2013]



These renderings are a manipulation of a human body’s 

movements during the action of the butterfly stroke. Us-

ing Grasshopper, the motions of one stroke cycle was bro-

ken down into 1/24 second increments in plan and section 

view. Four groups of towers were then constructed us-

ing the outlines of the motions to investigate the spatial 

qualities of the compositions. As the human body carves 

through fluid, free from the weight of gravity, it is being 

visualized in these three dimensional renderings.

Tom Niu + Vincent Yung

SEQUENTIAL ANALYSIS

BODIES IN

BODIES IN

OF THE BUTTERFLY STROKE

SPACE

MOTION

U S O
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PLAN

ELEVATION

PLAN CONTOUR

ELEVATION CONTOUR

TIME [s]
0.0832 0.1248 0.1664 0.2080 0.2495 0.2912 0.3328 0.3744 0.4160

DISTANCE [m]

0.243 0.255 0.382 0.509 0.636 0.764 0.891 1.018 1.145

0

PSEUDOSCOPIC EM(BODY)MENT



0.4992.4576 0.5408 0.5824 0.6240 0.6656 0.7072 0.7488 0.7904

1.273 1.400 1.528 1.655 1.782 1.909 2.037 2.164 2.291
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MICHAIL ALFARO

BRENDAN ONSTAD + 

JESSICA MISAK

ROBERT TU INTERVIEW

VIVIAN HAN

D/01

D/02

D/03

D/04

STEVEN MANN INTERVIEW
D/05



(QUATRO)SPECTIVE
F O R E S I G H T

Merging the realms from the emergence of ‘space-

time’- what emerges?

How is ‘it’ established, how are we in the space of time?

These pieces are three steps deep in the fourth. Here is 

now and here we embrace our futuristic condition.

D/00

//////////////

//////////////
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F(X) OF 
BIO-

POWER
[ 44 ]
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The starting gun was shot before you were born.

Your parents genetically manipulate suitable traits, amplifying key 

features and muting others. Within the womb of the laboratory, you 

are pumped with nutrients to ensure optimum growth. 

Transcending through birth you are immediately coated with 

transparent fibres. Photosynthetic and elementally resistant skin 

is permanently ingrained. You become disentangled by nature’s 

barriers and continue to catapult through the race you were born 

into. 

Education starts immediately. 99.93% of your time is spent 

increasing the value of your metaphysical body. Endless meticulous 

research has gone into the structure of how prodigious amounts 

of information is most efficiently consumed.

Sleep, irrelevant. Food, irrelevant. Leisure, irrelevant.

You are reaching the age of adolescence. For your right of 

passage: biotechnologies, prosthetics, and microelectronic wiring 

is instilled in your body. The physical capabilities of your person are 

boundless. Less humanistic constraints; more biopower. 

Architecture has become irrelevant.

The past of the race increases.

You are now to voyage, increase your self-value, produce in the 

world to weld credibility to your person. Constant consumption in 

turn for constant production. 

Technology has allowed you to withstand high speeds. Technology 

has shrunk time-space-compression to a dot. Ceaseless production 

demands ceaseless mobility.

[ 46 ]

(QUATRO)SPECTIVE FORESIGHT



Time becomes objective. Everyone holds every second with divine 

value. The race pursues…

Beauty is embodied artificial art; you refabricate the structure 

of your body daily. Production of understanding is too fast: 

philosophies kill other philosophies, sciences kill other sciences. 

Your perceptions change daily, but the pursuit of making the most 

out of your life, never changes, for that very end.

Biopower so forceful, that Maslow’s pyramid is destroyed and the 

remnants are injected into our veins. Our needs embodied, so that 

the race can continues at its unrelenting past. 

Movement is too fast. There is no value in binding yourself to a 

space. Your body has been modified to resist elements. 

Architecture was killed by mobility.   

The body was the temple, now the body is the GOD.

[ 47 ]
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[[[PPPAAARRRAAA]]]SITE RETAIL
BRENDAN ONSTAD + JESSICA MISAK

[ 48 ]

In a materialist consumer culture, our project is a shift in 

retail trends towards an experiential based market. The 

microarchitecture stalls are a sustainable approach for the 

future of retail by creating a demand for cultural capital through 

local retailers, artists, performers, and education centres.
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Designed to introduce dynamic modularity into informal spaces,

these units are fabricated from 4 wooden frames

which are sequentially repeated. Their simplified rhythmic

structure can be clustered to create multileveled,

[ 50 ]

interlocked or tunneled spaces. This flexibility in structural

combination makes the units ideal for streetfront,

alley or parking lot installation.

(QUATRO)SPECTIVE FORESIGHT
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Robert Tu is the 

founder of MeU, a 

wearable LED display 

for customizing 

clothing and 

accessories. MeU is 

creating a visual 

platform for clothing 

and empowering 

people to create their 

own fuctionality and 

aesthetic.

[ 52 ]
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SHIFT: What first inspired you to 

create this MU display?

ROBERT TU: It started off as 

my thesis project at OCAD 

University. I was exploring a lot 

of areas: the Internet of Things, 

public transportation and data 

visualization. I was personally 

interested in and wanted to 

see where they could intersect. 

Eventually I thought of public 

transportation and how I could 

make that experience better 

through data visualization and the 

Internet of things. Then I thought 

about what’s the worst thing 

about public transit? Not knowing 

when the next bus or streetcar is 

going to come. What if we shared 

that info on our clothing for other 

people to consume?  That’s how it 

began with this project.  Displaying 

when the next bus would come 

on your t-shirt for other people 

to consume. As the prototype 

began evolving, we began to think 

of other applications from just 

displaying numbers to actual full 

text. Now we are at the stage of 

displaying images and animated 

images. 

You can say the application 

went from urban informatics, 

to advertising, to marketing, 

to bike safety, to other safety 

applications, to interactive 

gaming, and self-expression, to 

self-identity using wearable LED 

technology. 

S: And how do you program the 

application?

R: Our prototype demo app allows 

you to display text and images 

either uploaded or from a library 

of  images. We’ve also done some 

custom stuff like displaying live 

tweets, or animated images like 

the Northern Lights for example. 

Everything is open source. We 

are using open source hardware 

and software. We chose to do 

this because we felt that our 

initial target market would be 

for makers, developers, and 

technology enthusiasts. That 

means that our first clients would 

have a full understanding of how 

the product works. 

INTERVIEW CONDUCTED BY 

SUZANNE MARCHELEWITCZ
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S: Just curious, but for the 

cycling, how would you control it?

R: Our first thought was to 

connect it to voice activation. 

Eventually we would have a 

motion sensor device that you 

can attach to the handlebars and 

use to signal turns that could also 

detect whether you are slowing 

down to indicate breaking. Then, 

when you are just going, it could 

flash a moving pattern. The way 

we designed it makes it easily 

moveable from clothing to your 

bag.

R: Main focus right now is on 

discovering the societal benefits 

of this technology. We are curious 

about the functional potential of 

this LED panel. Could it be used by 

people who can’t speak verbally? 

Could it indicate that someone is 

having an allergic reaction and the 

panel changes colour? Could it be 

used as an autistic learning tool? 

People could associate emotions 

with colours as a tool for social 

learning. It could also be used as a 

learning tool for children: to teach 

them about wearable technology 

because it is open source and 

easy to interact with. We are 

interested in how this technology 

will shape or change the ways in 

which we interact socially.

S: And do you think that in the 

future the way we interact with 

and in public spaces will change 

by this technology when it is put 

to popular use?

R: Our long term vision is to create 

interactive and reactive clothing. 

I think that ties in very tightly 

with the concept of public space 

in terms of urban informatics. 

People could display weather 

conditions, or traffic conditions 

for others to consume or perhaps 

a unique event happening such as 

a group participating in a singular 

activity could display what’s going 

on for others to join.

S: So essentially people could 

begin to communicate almost 

psychically. How has working on 

this project changed the notion of 

space-time for yourself?

R: That’s an interesting question. 

I think that for us, we’re adding 

another layer in terms of space 

because even though we are a 2D 

device we are putting it on a body. 

This adds another dimension to 

your body. It is an extension of 

your clothing that is interactive—

it is almost like an additional body 

part. I think that to me it is an 

interesting notion of exploring 

time and space on the body itself 

because the body traditionally has 

been such an interesting space. 

It’s how fashion started, how 

smartphones developed.

(QUATRO)SPECTIVE FORESIGHT



It is almost like an addititional 

body part.

MeU adds another dimension to your body.
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“Some things just look good but have 

no meaning—though, I don’t know if this 

falls into either.”

VIVIAN HAN

[ 57 ]
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?UESTIONS W/ 
STEVEN MANN
Often refered to as ‘The 
First Cyborg’, 
Steven Mann
is a Professor in the Electrical and 

Computer Engineering Departments 

at U of T, the Chief Scientist behind 

Metaview Spaceglasses, the 

inventor of WearCam, and out of the 

ordinary instruments such as the 

h y d r a u l o p h o n e . . .

Dr. Mann has been developing 

and utilizing a wearable 

computing device 

since the late 70s.

Picture antennas and radio 

s t a t i o n s .

He has been living in an 

augmented reality 

unlike ours.

>visual cues arise from his 

own inputs

I had the chance to ask him 

a few questions at FITC’s 

first Wearable Tehnolgy 

C o n f e r e n c e
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SHIFT: Do you think that wearable technology and surveillance will 

have literal or physical implications on how we build, perceive, or 

move through our environments?

SM: Well yes. I think if we start to realize that people are important 

too, because for example surveillance takes care of goods and 

makes sureno one steals a candy bar… But then what about people? 

Human security,freedom, human rights… The ability to move freely 

through the world…The situation will no longer be one sided.

LONG BEFORE 
GOOGLE GLASS, 
THERE WAS 
STEVEN MANN

[ 61 ]
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S: You often mention the idea of clothing being a sort of  personal 

architecture?

SM: Clothing is a building built for a single occupant and in that 

movie Cyberman about my life, there is a song composed based 

on my philosophy that is called architecture of one. So the idea 

is that I see IOT [The Internet of Things] and wearables as one 

thing. “Smartworld” is the convergence emergence of urban 

planning and wearable technology on one axis. Beginning from 

the urban city and moving to province- country and world- and 

then moving inwards to neighbourhoods, streets, buildings, and 

finally to people and clothing as we scale inwards. The layout of 

computer chips is also an example of architecture- architecture 

exists at many scales. So I have this idea- the environment - 

the green and the flesh coloured area is the INvironment and 

so in this way I’ve looked at the concept of Smartworld as the 

interconnection of smart people and smart things.

S: In the popular depiciton where wearable technology has 

been integrated into daily life, the vision is typically distopic. 

Why do you think that is ? 

SM: Well it sort of matters if we are talking about  

sousveillance or gooveillance...

S: What is gooveillance?

SM: Well it is multicoloured - there is a diagram of 

sousveillance that my 6 year old drew...

[ 62 ]
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Surveillance                           Sousveillance

God’s eye view from above.             Human’s eye view.
(Authority watching from on-high.)     (“Down-to-earth.”)

Cameras usually mounted on high        Cameras down at ground-level,
poles, up on ceiling, etc..            e.g. at human eye-level.

Architecture-centered                  Human-centered
(e.g. cameras usually mounted on       (e.g. cameras carried or worn
or in structures).                     by, or on, people).

Recordings made by authorities,        Recordings of an activity
remote security staff, etc..           made by a participant in the
                                       activity.

Note that in most states it’s          In most states it’s legal to
illegal to record a phone              record a phone conversation of
conversation of which you are          which you are a party.  Perhaps
not a party.  Perhaps the same         the same would apply to an
would apply to an audiovisual          audiovisual recording of your own
recording of somebody else’s           conversations, i.e. conversations
conversation.                          in which you are a party.

Recordings are usually kept in         Recordings are often made public
secret.                                e.g., on the World Wide Web.

Process usually shrouded in            Process, technology, etc., are
secrecy.                               usually public, open source, etc..

Panoptic origins, as described         Community-based origins, e.g.
by Foucault, originally in the         a personal electronic diary,
context of a prison in which           made public on the World Wide Web.
prisoners were isolated from           Sousveillance tends to bring 
each other but visible at all          together individuals, e.g. it
times by guards.  Surveillance         tends to make a large city
tends to isolate individuals           function more like a small town,
from one another while setting         with the pitfalls of gossip, but
forth a one-way visibility to          also the benefits of a sense of
authority figures.                     community participation. 

Privacy violation may go               Privacy violation is usually
un-noticed, or un-checked.             immediately evident.  Tends
Tends to not be self-correcting.       to be self-correcting.

There can be tendency to coverup       Honest mistakes tend to be exposed
corruption or illegal activity.        before growing into a coverup.

It’s hard to have a heart-to-heart     At least there’s a chance you can
conversation with a lamp post,         talk to the person behind the
on top of which is mounted a           sousveillance camera.
surveillance camera.

There is no privacy.                   There is no secrecy.
Get used to it!                        Get used to it!

When combined with computers, we       When combined with computers, we
get ubiquitous computing               get wearable computing.
(“ubiqcomp”) or pervasive              (“wearcomp”).  Wearcomp usually
computing (“pervcomp”).                doesn’t require the cooperation
Ubiq./perv. comp. tend to rely on      of any infrastructure in the
cooperation of the infrastructure      environments around us.
in the environments around us.

With surveillant-computing, the        With sousveillant-computing, it
locus of control tends to be with      is possible for the locus of
the authorities.                       control to be more distributed.
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