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Abstract

When connecting the concrete with the abstract - magic happens. This master thesis
explores new possible boundaries in designing the urban space for a public that has moved
into the digital. More than an exercise of imagination or proof of technological advance, this
paper follows to understand the architecture behind this magic, which is the language of
interaction with it, which are the implications and how is sustainable to relate to it.

The theoretical discourse is driven by intense discussions and speculative design in times of
uncertainty, with ecological imbalance, technological disruption, and social instability.
Unpredictable by nature, magic may not be what expected or imagined, however least
sustainable to be ignored. Mapping the unknown in times of turbulence on multiple levels can
find a sense of stability in relating the reality that has been built with the reality that is to be
desired.

Narrating the urban and storytelling has the potential to do so and the present paper explores
the historical background of Karlskrona in search for possible threads to connect the past
with the future while articulating the physical with the digital. A detailed proposal for one of
the main historical structures of the city shall open the case and lay the scenography and
motivation of the following pages.
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1 Introduction

“We shall not chase from exploitation and the end of our exploring
will be to arrive where we started and know the place for the first time”
(Eliot, 1942)

This paper finds itself on the verge of addressing the future while questioning the past and
the role and extension of urban design in accompanying a social process of instability and
change, towards an unprecedented urban scale. The necessity to address the history that
has been built in order to plan for the future, comes not an aesthetic reasoning, but from the
need to share and exchange the collective creative process, that proved to change and
push society forward, regardless the field of activity.

However, the collective creative process has had its costs and conflicts, of which one is the
question of sustainability. To what extent, and which are the implications and expenses to
learn from a creative process that is on the verge of emerging high tech and limited natural
resources? Rather than a bounded, sharp defined concept of sustainability, the lesson of
any creative process is to find the right balance between limited energy and resources,
intuition and imagination, premonition and happening.

Sustainability has been a central focus in planning and designing the urban environment.
However, the urban, as well as the concept of sustainability, are ongoing processes to
which planners stay open and adjust constantly. It is dilemmatic why the same process of
planning for wealth and development is determining, as well, the problems in relating with
the Nature. Over time, this relation has changed: from cosmological landscapes, sacred
geometries, scenography of greenery, seen through different cultural aesthetics, to the
latest approach and discussions on a common sense of Nature as a medium and a limited
reservoir.

As unclear the future is, while sustainability is intensifying under the pressure of climate
change, it may be useful to reflect on the process of learning from the past and on the
transformative changes that have opened not only between us and Nature, but as well
between us and us, as part of the Nature. The core of this paper does not balance towards
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us, nor Nature, but in between them, as a learning experience, where the lessons of the
past influence the course of the future.

An increasing number of scholars (Ruddick, 2015; Davoudi, 2014; Benson & Craig, 2017;
Newman, 2005; Vale, 2015) are writing that it is time to expand the concept of sustainability
and find a way to “narrate the phenomenon of climate change as an illustration of why new
cultural narratives are necessary in the Anthropocene” (Benson & Craig 2017, p. 25), the
new ecological era that we are now passing into. Furthermore, the existing literature has
tackled this term from different perspectives such as ecological, social or technological point
of view and it is viewed as “a new dimension of sustainability” (ibid.).

History has recorded important events, such as natural disasters (earthquakes, tsunami,
volcanic eruption), historical conflicts (wars, famine, suppressions) and terrorist attacks, that
have called for immediate action and resilience, a term already being attached with multiple
definitions and adaptations in order to be better prepared for an eventual transformative
change. While historical facts are recorded in a time frame, memory is the behavioral
outcome along societal transformations. Resilience, in this sense, is a desirable exercise
and a conscious reflex built in the collective memory, able to address better the history to
come.

Narrating the city and storytelling has the potential to “build back better” (Vale, 2016) while
considering history, memory, and imagination elements which can link the reality that has
been built with the reality that is to be desired of a common sense. While technology
enables and hosts a live societal conversation, it is developing, in parallel, new tools and
platforms of collaboration and interaction. In effect, it is challenging the conceptual
boundaries of physical space and of urban design, and it is inviting a different relationship
with the out-world.

This paper explores the academic literature and current debates on the axe sustainabilityresilience-technology and considers urban narrativity and storytelling in order to connect the
historical background in an open public discussion towards the future. The case study for
illustrating the course of debate will be concentrated on the city of Karlskrona, that has
seen, in time, profound changes regarding both the physical and cultural dimension. The
city, which is located in the south of Sweden (fig. 1), was from the beginning a simple
fisherman’s village until the moment when King Karl XI decided to build and remodel the
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place due to its strategic placement (Swahn, 1993). As a result, in 1860 Karlskrona was
transformed into the main military base of the country and continued to develop ever since.

fig. 1: Location of Karlskrona

Due to Sweden’s neutral position during the World Wars, Karlskrona has not participated to
any historical conflicts that it has been prepared for. However, the planning concept
complementary to the defense strategy of the city proves to be a unique opportunity to
experience the intense different time frames, still in a peaceful context. Even though
Karlskrona has not participated in direct conflicts, the dynamic of the experience in
preparing for them has gathered much unspoken, that can be seen in the physical realm,
through the defense structures or military gear, and can be experienced within simple
details of daily life.

This master thesis intents to follow back this dynamic, release the experience and effort that
may have not reached its purpose and express this unspoken through an open vision,
informed and enabled by the past that has been inherited in the fabric of city structure and
life. The vision relates to all the thinking process and design of a city that aimed to be the
main defense and strategic spot of Sweden and reinterpret it within the contemporary
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culture. Interacting with the history would be more than revisiting it but becoming
empowered and encouraged to meet different realities that are constructive and creative.

The methodology chosen to address this thesis is research by design and it aims to explore
the urban scenography and narrative of Karlskrona by designing the urban space at the limit
between the concrete - physical and the abstract - virtual. In order to approach this duality,
the analysis and the design process have been developed together with Hyper Island, an
international digital school based in Karlskrona in a cross-disciplinary creative process, in
order to have the full expertise in addressing the task.

The final outcome will synthesise the literature review, conclude the experience and input
following the workshop and contribute, in the end of this thesis, with a design proposal for
one of the main historical objectives of Karlskrona, the Tunnel under Trossö Island. The
proposal aims to encourage reflection and a public conversation, that may be more effective
if left unspoken, but encountered and acknowledged. Engulfing both the physical and
digital, the proposal aims to set the scenography for a live and interactive field of debate
upon the abstract and the material, and how to engage with them as a way to engage with
ourselves.

Problem
On the one hand, sustainability in the sphere of urban planning is focusing on the quality of
life, the distribution of resources and on building a culture of awareness on the carbon
footprint. On the other hand, new infrastructures and technologies are developed in order to
optimise flows of natural resources and manage consumption in real time, based on
collecting, storing and reassembling live data.
This necessary step on monitoring and balancing consumption in order to address direct
issues of climate change, doubled by intense discussions on the topic in social media, that
has gathered the public attention on digital platforms, is challenging the design of the
physical public space as a platform of interaction and debate.

Designing a platform of interaction and debate at the intersection between physical and
digital may require an effort from both planers as citizens and citizens as planners to reach
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a common sense in constructing an environment of resilience and balance. The problem is
not focusing the attention on this intersection as a technical happening, but on the
immateriality of a phenomenon challenging the social construct.

Research Gap
The new tools and technologies that articulate the built environment with the digital one is
sliding the attention and interest of citizens in between them, challenging the design of the
physical construct. Theoreticians (Wakefield & Braun, 2014; Davoudi, 2014; Ruddick, 2015)
consider that technologies today advanced beyond the ability to conceptualise their
implications and gaps shall appear on multiple levels (environmental, social or political),
creating a confusing and unsustainable environment of living.
Regarding urban design, the gap is not in the technical understanding of the interaction
between the physical and digital, but the role of the built environment in accompanying this
social process, while creating a climate of resilience.

Aim of Study and Research Question
The changing times that we are living now, when nature and humans have a closer
interaction, lead to uncertainty and social instability, while experiencing ecological
imbalance and technology disruption. When balance, limits, boundaries, borders, and
freedom become unclear - what is sustainable to rely on? The purpose of this paper is not
to answer this question, but lay the scenography for it, using the language of urban design.

Revisiting history and recalling memory may set the narrative for this scenography and
Karlskrona is a well preserved and compact example that, as well, has gathered more than
it had the chance to express. The case chosen, illustrated in the Tunnel of Trossö and
extending it further in the city, will surf the dilemmas of the contemporary digital culture for
an audience from all coordinates, that happen to visit the city.

Like a healthy plant, that is stable as long as the roots are well grounded and nourished, the
journey of this study will follow back into the deep history, explore the insights and
foundation of the city and bring up to the urban surface a coherent narrative blending
theory, reality and ‘magic’. The question that arises is:
7

How can the history of Karlskrona illustrate and contribute to a sustainable approach and
reinterpretation of the built heritage through new emerging technologies?

Structure
The structure of this paper will present, at first, the current theoretical discourse upon the
concept of sustainability and the necessity to expand it in relation to the Anthropocene, the
new ecological era that we are entering now. According to the literature review, the field of
urban design will need to adapt and accompany a process of intense social transformations,
while exploring the “anatomy and behavior of the hyperconnected global social-ecological
system” (Stockholm Resilience Center, 2017).

To what extent, and which are the limitations of this attempt, since technology is seen in the
academic literature as a medium disrupting almost all domains of activity and bringing a
new freedom of expression and governance? As challenging and intense the advance of
technology is, the methodology chosen, as a participatory creative process, aims not only to
influence the design decisions, but as well to stir reflection on the implications and aftereffects of the entire decision process.

While the conceptual boundaries, as known until now, become unclear, an increasing
number of scholars and institutions (Stockholm Resilience Center, 2017; Metahaven, 2015;
Vale, 2016) find urban narrativity and storytelling as one way to rely on, in relating the reality
that has been built with the reality that is desired of a common sense. In this frame of ideas,
the historical background of Karlskrona will be interpreted and the theoretical ideas shall be
illustrated into urban narrativity at the intersection between physical and digital.
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Methodology
The methodology chosen aims to engage two different fields of activities, namely, urban
design and digital media, in a cross-disciplinary workshop. Simultaneously, it intends to
create a solution for a common task: to design the public space at the limit between physical
and virtual. However, the literature chosen to address the topic and to inform the
methodology, is less regarding the interaction between the physical and digital, and more
focusing on the role of the built environment in accompanying this social process, while
creating a climate of resilience.

Even though it is widely discussed and reflected on the contemporary digital culture, the
exchange and co-dependence between urban design and the new developing technologies
has not been entirely explored so far. For this reason, the following aspects were
considered when choosing this method to address the research question.

First and foremost, the collaboration with Hyper Island was necessary to gather insights and
expertise from the field of digital media. During the entire process, the academic literature
regarding urban design was exchanged and mediated with the experience and approach of
digital media. After reaching a common sense and language, both sides were engaged in a
participatory creative process that aimed to create a vision for the urban narrative of
Karlskrona. Synchronising and merging perspectives has been an engaging and insightful
process in itself and created the proper conditions to co-design a vision for Karlskrona,
rooted in the past and looking for the future through interactive technologies.

Design Proposal
Followed by the experience and input of the Hyper Island Workshop, the final design
proposal will conclude by contributing to one of the concepts proposed by the students: to
transform the long underground tunnel under the main island as the main entrance gate of
the city. The contribution adds a critical dimension, in relation to the literature review and
illustrate it into a silent urban narrative, that may be shared, or left unspoken. The Tunnel of
Trossö, will begin the story and the journey throughout the city, while experiencing the past
as well as the present while reflecting on the future in a live, interactive and magic, field of
experiences.
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2 Literature Review

Sustainability has been an important topic in the last decades since it has been referred to
as a concept of balance and long-term stability that would not compromise the progress of
next generations (Søfting & Wijkman, 1998). The discourse has intensified recently due to
the instability in ecological, technological, and social conditions and due to changing
practices and perspectives upon Nature, to which the city has been constantly adapting.

Climate Change - Discourse, Narrative, and Actions

Human-Nature relation has been a continuous adjustment while encountering values
expressed differently in time and across cultures. More than learning about nature, from
ancient symbolism to pure economy, this relationship has provided the framework to
understand ourselves as part of a phenomenon of an undetermined scale.
The Newtonian age has seen nature as a clockwork and a mechanical machine (Davoudi,
2014). It has, as well, opened the perspective to consider it as a powerhouse for the
Industrial Revolution, during the Enlightenment. Designing and planning the urban
environment during this time has concentrated all efforts to adapt the conditions for the
developing society.
Sustainable development started to be considered in the theoretical framework while
discussing environmental problems and implications, as consequences of intense
exploitation and consumption. Following public debates and conferences, Nature has been
reimagined as a finite asset, which should and could be safeguarded for the generations to
come (Søfting & Wijkman, 1998).
Although the importance of the ideas rendered in Søfting & Wijkman (1998) are highlighted,
it is argued, as well, on the rhetoric of the “eternalised sustainability”, focusing less on the
limits and more on the possibilities (Davoudi, 2014). While the theoretical discourse is
balancing between limits, capacities and risks, the current economic framework is driving
consumption and the flow of resources, according to the protocols and official laws. As
consequence, “we are collectively creating something that nobody wants” (Scharmer, 2016,
p.18).
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Davoudi (2014) argues that seeing nature as a risk, rather than an asset in urban design
and planning is a departure from the core of sustainability. For instance, Beck et al. (2003)
focused on questions of uncontrollability, ignorance, and uncertainty in the modern age, and
they developed the terms “risk society” and “second modernity” or “reflexive modernization”.
Consequently, Beck et al. (2003, p.22,) consider that “the basic problems are not of
environment or nature, social irresponsibility or lack of respect, but of the way in which
nature is socially interpreted and culturally constructed in late modernity”. A socially
interpreted ‘nature’ may have a sharper approach in shifting the perspective from seeing ‘us
and nature’ to ‘us and us as part of the nature’, a culture of exchange that transcends
spoken languages, while developing a mutual resilience.
Moreover, Davoudi (2014) writes that for such risks, the city is its own solution, while
translating the concept of ecology to society in terms of self-sufficiency and selfgovernment, as nature does for itself. In order to optimise flows of natural resources and
economic exchanges, as well as reducing risks, new infrastructures and technologies able
to predict and respond in real time are developing a new kind of planning based on live
data. This new process is able to monitor and calibrate both activity and people and is
determining a new medium of interaction and mediation.

2.1.1 The Anthropocene
While hosting the ongoing discourse human-nature, it became a truism to regard the urban
as both cause and cure for the anthropogenic climate change (Ruddick, 2015). To
illustrate this, Ruddick (2015) writes on a new necessary condition of thought for the new
geological era that we are entering - the Anthropocene. In this new age, a shift between
humans and environment, both quantitative and qualitative, is taking place as an effect of
progress and development.

Following the Holocene, this new era has brought into sharp focus the capacity of our
society to influence the global environment to the extent that it rivals the forces of nature.
The beginning it is thought to coincide with the Industrial Revolution, time until when the
natural ecosystems or atmospheric levels could not modify their chemical composition since
the human-nature relationship was, at large-scale, agricultural.
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However, this has changed in the 21st century and one of the most controversial twists is
the accelerating drive, not only to understand the molecular or genetic basis of life, but to
synthesise life itself. Advanced researches drive knowledge to the level of creating new
forms of life in the exchange of succumbing the existing ones from Earth’s biological
diversity. To this extreme of progress, existence has started to reverse its foundation. While
sustainability has reached molecular dilemmas, and everything is quantified in data, one
qualitative question for the genesis of the “new condition of thought” (Ruddick, 2015) may
be Why?
In the 21st Century, the Anthropocene is considered to be “the age of man” (Davoudi, 2014)
for which the theoretical discourse is constructing new concepts, changing perspectives,
and enlarging the scale of adaptation. Consequently, there are being created conditions of
existence in equilibrium and stability for new forms of life, that are created under laboratory
control, by the will of professionals. Beyond the controversy and ethics of this threshold, it
may lie the pedagogy of understanding the meaning of ecology by re-creating it.
Theoreticians such as Wakefield & Braun (2014) consider necessary to translate the
concept of ecology to society as self-sufficiency and self-governance, as nature does for
itself, into an “ecological urbanism”.

The “safe city” (Davoudi, 2014), creates new infrastructure and technologies that are
designed to respond to threats in real time, simultaneously being social, political, and
environmental. This has led, as Davoudi (2014) explains, to urban surveilling practices,
encountering all aspects of urban governance - ranging from monitoring of crimes and civic
disobediences to environmental control and energy consumption. In this securisation turn,
“one common corollary is the concept of resilience”, a key strategy for urban securisation
for a whole range of risks from terrorism to climate change (Stockholm Resilience
Center, 2017).

This process, as Wakefield & Braun (2014) explain, leads to an “ecological urbanisation”,
reuniting humans and nature in a “cybernetic meshwork”, that is “simultaneously technical,
biological and geophysical” and determining an “immunological paradigm of administration
that safeguards life from threats, while incubating with it”. The cybernetic meshwork is a
medium of unforeseen structure and happening. In the process of being created, it is
developing simultaneously its own language of communication, a fact that asks in itself a
culture and climate of resilience.
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Furthermore, Easterling (2018, p.4) claims that “medium design is not what you think. It is
not new, it is not right, it is not magic, it is not free”. The medium is the invisible cloud
gathering, reassembling data flows and the internet of all things recorded. By processing
them in real time and, consequently, consuming increasing amounts of energy and natural
resources, determines a dilemmatic situation and a different language of interaction with
Nature, through technology. It inherits it as a phenomenon, reacting sharp the more we
explore and exploit it. Situated in between “us and nature”, the medium, being both
dependent on the data provided, and independent in creating its own language of
communication, is a message in itself for defining a climate of resilience: “The medium is
the message” writes McLuhan (1964).

The Anthropocene is focusing on the shortening distance and sharpness of Nature’s
response to our actions, where sustainability as a carbon footprint discourse is part of a
problem of larger proportions. While reuniting humans and nature in an “ecological
urbanisation” Wakefield & Braun (2014), Stockholm Resilience Center (2017) argues that
“this stream explores the anatomy and behavior of the hyperconnected global socialecological system”.

In understanding the meaning of ecology, as a social attribute, until reaching the level of
self-sufficiency and equilibrium in the “age of man” can be, as well, a question of freedom
and governance. In this sense, sustainability and ecology can be seen more than a human
versus nature reaction. It transforms into a human - nature interaction where resilience is
part of the language of interaction, in a climate of change.
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2.1.2 Resilience in The Anthropocene
In general terms, resilience is regarded as the ability of a system to cope with an unpredicted
situation that is generating change. More specifically, this concept can be further classified
into three categories:

First, the ecological resilience is seen the capacity of an ecosystem to respond to a
perturbation or disturbance by resisting damage and recovering quickly. Disturbances of
sufficient magnitude or duration can profoundly affect an ecosystem and may force it to
reach a threshold beyond which a different regime of processes and structures
predominates (Walker et al., 2004).
Second, psychological or the so-called social resilience is a positive adaptation after an
adverse situation. Resilience is one’s ability to bounce back from negative experience with
“competent functioning” (Newman, 2005) and it should be considered a process of
individuation through a structured system with gradual adaptation, rather than a trait. It is
highly correlated to cohesion and peer support that can enhance adaptive stress reactions.
Third, cyber resilience the ability to continuously deliver the intentioned outcome, despite
adverse cyber events that negatively impact the availability, integrity or confidentiality of
networked IT systems and associated information (Wieland & Wallenburg, 2013). The
notion “continuously” denotes the ability to restore the regular delivery mechanisms after
such events, as well as the ability to continuously change or modify if needed in the face of
risks.

2.1.3 Resilient Urbanism - Between Metaphor and Metamorphose
In understanding each and the overall of the above resilience (ecological, psychological and
cyber resilience) lies an internal transformative process that - like any organism that absorbs,
processes information and synthesis - follows a metabolic adaptation and change called
metamorphose. The same transformative process happens by understanding the meaning of
ecology while re-creating it: a social adaptation driven by the purpose to fully participate to
the phenomenon of Nature.
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This social adaptation towards a climate of resilience is the main challenge of the age of
Anthropocene. Not only it changes the perspective upon nature, shortening the distance
from it, not only distributes resources and balance in equilibrium with it, but acts from within
it as constituent element. A change of perspective in creating a sense of equilibrium, both
individual and social, and a culture of resilience may require efforts from both planers as
citizens and citizens as planers to reach a sense of sustainability, through a continuous
collective creative process.

As the “safe city” is becoming a wired infrastructure able to respond live to threats that are
simultaneously social, political, and environmental, this effort requires diligence as well
since “seeing nature as a risk, rather than an asset is a departure from the core of
sustainability” (Davoudi, 2014). In front of this, Wakefield & Braun (2014) rise two questions:
“How to govern this totality?” and “Through what modes of interaction can resilience be
achieved?”
The wired infrastructure that gears the built structure of the city with hardware and software
communicating live is determining a complex adaptive system (Wakefield & Braun, 2014),
an apparatus, as Foucault (1977) is describing it. This system, as Wakefield & Braun (2014)
explain, reunites “humans and nature into a cybernetic meshwork”, a digital environment
that is “simultaneously technical, biological, and geophysical” and is characterised by
communicating in and across these domains.

As Ruddick (2015) writes, the emerging truth about the urban - is not its form or shape, but
along the edges, the dividing lines. Ruddick (2015) considers these divisions hard to read,
not because they do not exist, but because they are internalised as the digital expands. This
process, as invisible as magic is, is enchanting both technical and social aspects, and
determines a “new cognitive map of the urban”.
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2.1.4 Collaborative Storytelling: New Trajectories for Resilience in the New City
Though magic may not be a reliable encounter in planning the urban, it has a materiality
that is open to the affective register of citizens. In the “hauntology of the Anthropocene”
(Ruddick, 2015), everything can become anything under the influence of ubiquity. For this
reason, it may be a sustainable departure to question for what kind of past do we plan the
future?

Vale (2016) writes on how the history of urbanism helps complexify our understanding of
resilience and on the importance to approach it critically, since the term has become both
ubiquitous and contested. While mapping different approaches of resilience, Vale (2016)
questions if there is a common understanding of it and who is entitled to define it since it is
rather an individual process occurring by chance.
The same author reviews past traumatic events that famously recovered, after “famously
destroyed” (Vale, 2016). However, the author considers that a simple physical and economic
recovery does little justice to the profound complexity of what resilience means as imprinted
in the collective memory. Along Vale (2016), there is a shared recognition that the events of
9/11 attack determined a profound change of perspective upon the role of the built
environment.

Easterling (2005) argues that this event has changed architecture, as building and
urbanism, into an apparatus of provocation and war. Since then, Easterling (2005) explains,
buildings and cities became, not only national and international icons, but active players in
global markets and political conflicts, to be assessed for their weakness and resilience,
violence and aggression, collusion and resistance.

History, as it happens, creates a narrative and imprints the collective identity and behavior.
A coherent narrative, with all the conflicts, victories, and actors, has been supported by the
concrete structure of the built environment and powered by a vision of well-being, even
though different versions of it have collided. In front of ubiquity, beyond the discomfort,
immateriality and uncertainty, there are created the conditions for reflection backward and
inward and the premise to “build back better” (Vale, 2016).
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Goldstein et al. (2013) write on a holistic notion of resilience, more attached to an emotional
reconstruction and on crafting the plot of the narrative such as diverse players find common
threads that bind them to a shared vision or that opposing parties begin to work out of
catharsis and healing. In addition, they consider that narratives are able to transcend and
move across scales and time frames in a way that enables shifts in the rationales and
practices of both natural and cultural (Goldstein et al., 2013).

For the history yet to come and for the next generations to develop further, resilience and
self-governance, as Bratton (2016a, p.38) explains, does not lie in a “chain of parliamentary
representation or a monadic individual unit, but in the immanent, immediate and exactly
present interfaces that cleave and bind us”.

The Urban - Between Physical and Digital
According to theoreticians (Manovich, 2006; Wakefield & Braun, 2014; Easterling, 2018;
Bratton, 2016a; Bauman & Lyon, 2013) the urban between the physical and digital is not
simply a design of a new hybrid environment for leisure and entertainment, but also a
moment in history when we align in front of a phenomenon that questions the individual, as
much as the collective. At the intersection between these two realms, it is largely discussed
on the structure, dynamic and poetry of this challenge to envision and project the future to
come.

2.2.1 Ubiquity: A New Cognitive Map of the Urban
Ubiquity is considered the state or capacity of being everywhere, at the same time.
Omnipresence is the synonym of this term. For instance, one can talk about “the ubiquity of
magical beliefs” or in theology it is often discussed about the omnipresence of God or
Christ.

While migrating between two different fields - the physical and the digital - existential
dilemmas occur not only for the individual, but for the urban design as an entity, equal as
any other. More than a new urban form, as Ruddick (2015) suggests, it may be less
complicated to relate to it as a non-form with a different mechanic. In order to adapt, she
argues for the necessity of a “new cognitive map of the urban” (Ruddick, 2015) that would
help to conceptually navigate between the concrete - physical and abstract - virtual and
17

understand how the medium functioning is, while being influenced by every input and data
processed in real time.
Since cognition is as ubiquitous as the digital environment, the new cognitive map can set
new trajectories while connecting fluently the historical narratives of the past with the ones
of the future. In the digital environment, the anthropological machine is a dispositive
(Foucault, 1977) that grounds the man in a sense of civility, secured through a division
within and between human and non-human (Wakefield & Braun, 2014). Furthermore,
Ruddick (2015) draws attention not on the after-effect of civilising, that is built on a
resilience of free will, but on the very foundation of this apparatus.

Easterling (2018, p.39) refers in “Medium Design” on Foucault’s dispositive as a “thoroughly
heterogeneous ensemble consisting of discourses, institutions, architectural forms,
regulatory decisions, laws, administrative measures, scientific statements, philosophical,
moral and philanthropic propositions” (ibid.). Consequently, Easterling (2018) refers to the
overall ensemble as an “economy of pieces”, that are co-dependent, coded in an abstract
architecture and encrypted in a certain chain of reactions.

In the Cloud Polis, as Bratton (2016a) explains, ubiquity is not only a technical architecture
that gathers, processes and reassembles data, but as well an institutional form with laws of
its own and the body of an “accidental megastructure” that he calls The Stack. This body is
defined by its content distributed throughout six overlapping layers, as they come: Earth,
Cloud, City, Address, Interface, and User (ibid.).

The Stack, explains Bratton (2016a), is an accumulation of interactions between the six
layers, operating with a modular and interdependent order, that occupy the same terrestrial
location horizontally, while vertically gathering and subdividing their processes. The
emerging structure, while producing and reproducing its scale, dimension and contour,
determines a “super-computational geography” where the city acts as an “airport urbanism”
(ibid.).
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2.2.2 Platforms: Intersecting the Physical with the Digital
The descriptive geometry used today in designing the physical platform, with top-sidebottom views, linear measurements and a topography, ads a layer of description while
transcending into the digital. Enacted by a topology of computational nodes, the new
descriptive geometry becomes live, dynamic, and drives the new urban narrative while
being activated by its citizens.

Berardi (2015, p.74) argues on the new “abstract value, which is not money, but algorithms
and electronic impulse, where digital abstraction virtualizes the physical act of meeting and
the manipulation of things. These new levels of abstraction tend to encompass all spaces of
social life”. However, abstract it may be imagined, the physical act of meeting is given value
and quantified by intelligent technologies that wire the concrete urban structure.

The digital platform is a virtual world that exists parallel to the concrete. Manovich (2006)
describes the electronic suburb as an invisible envelope with a physicality that does not
depend on gravity. This suburb is filled with data that is set in motion by sensor networks,
wi-fi, video surveillance, tangible interfaces, wearable computers, augmented reality,
context aware computing, or intelligent buildings. In this environment, Manovich (2006)
argues that every point in space has a particular value of a possible continuum, while the air
is filled with waves of electronic sound. The dynamic inside the electronic suburb is set on
motion by both physical and computational nodes. In other words, the author describes the
interfaces that have been removed from the physical architectures where the radio waves
that connected the cell spaces are refracted and reflected by the same obstacles (ibid.).

The poetics of this hybrid realm at the intersection between the physical and the digital
platforms is a medium of unforeseen possibilities and options - from cultural and aesthetic
practices to clues of political, economic and environmental visions, where ecology will have
merged with our understanding of Nature.

When it comes to Medium Design, Easterling (2018, p.46) writes on “the underexploited
powers of medium that inspire alternative ways to register the design imagination”. As
imagination is a part human nature, it allows us to plan and take decisions. Consequently,
Easterling (2018, p.57) argues that “inverting the authority given to declarations, master
plans, standards or laws, medium design discovers extra-political and aesthetic capacities
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in indeterminacy”.
While the medium of this electronic suburb is both the scene and scenography, its motion
and narrative are set and enacted by the citizens. The poetics of media surfaces, driven by
the rhythm of the online media culture, is also driven by the rhyme of political and economic
perspectives and visions. In contribution to this poetical perspective, Bauman (2000)
characterises the culture at the intersection of the two platforms as a “liquid modernity”,
where “liquid surveillance” (Bauman & Lyon, 2013) is one practice that describes today’s
regime of in/visibility, driven by data flows and surveillance agencies.

“Black Transparency: The right to know in the age of mass surveillance” is a book and
manifest written by Metahaven (2015) about the power of internet, the platform for almost
anything from our daily needs, to our innermost feelings and relationships to the others, to
physical desire, culture, literature, music, art, and various kinds of geopolitical force.
Metahaven (2015, p.63) questions who governs “the cloud, the giant abstraction that carries
our information.”

In between speculations and showcases on WikiLeaks, Facebook, NSA, Metahaven (2015,
p.88) argues that “we should be able to explain the network to each other in the simplest
terms, in mutual agreement. We deserve to wake up from the dreamless lethargy that is
induced by the techno-managerial matrix and look in each-other’s eye”. Having a face-toface contact, beyond “our luminous screens” (Young, 2016), becomes a practice fading
under the online rush to share and exchange information, like or dislike, stand for one or
another case in a practice of commoning.

Easterling (2005, p.32) defines this online

interaction as “a contemporary chemistry of power”.
“The cloud seems transparent, always visible, hanging in the air, on screens, in waves,
appearing and disappearing. Yet at the core of this ghost dance is pure materiality: an
enormous energy-slurping a steel and concrete data center dependent on electricity, water
and people” describes Metahaven (2015, p.63). The discourse of sustainability, that has
moved into the digital, as a culture and practice bouncing back and forth on social
platforms, consumes in itself enormous amounts of energy that may be far from balancing
with the effects that it actually produces.

Moreover, the topic of sustainability has changed over time as a question not only between
us and nature, but as well between us and us as part of the nature. Accordingly, Metahaven
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(2015, p.86) considers that “resilience is much more than sustainability”. As history
happens, constructing the narrative forward can find coherence backward. In doing so, it
may be reflected on how conflicts, wars, enemies have forced physical and conceptual
boundaries, have collided conflicting visions of wellbeing and have eroded assumptions of
sovereignty. While the scale of interaction has reached a peer-to-peer exchange through
technology, resilience may not only be a reaction to a conflicting situation. It is the refracted
and reflected response to what has been inherited, in terms of culture and practice, from the
past.

Looking towards the future, Berardi (2015, p.128) considers that “the emergent civilisation
writes a new code of behavior for us and carries out beyond standardisation,
synchronisation and centralisation”. The emergent generation, given birth in a culture of
transition and open boundaries which is fully automated and quantified, may or may not
take advantage of the current debate on resilience, as an embodied discourse on the social
nature of our environment, on balance, consumption, and sustainability. What comes to be
yet measured, assessed and given value to, may be still a “question of sensing” (Bratton,
2014). “Sensibility is the excess, the surplus of vibrational life that cannot be translated into
algorithm” (Berardi, 2015, p.155)

Conclusions
In the age of Anthropocene, the discourse on sustainability has intensified as a result of the
impact of human activity and development. As consequence, a shift between humans and
environment is taking place, that is both quantitative and qualitative, changing our
perspective upon Nature and the relation to it. In the ‘age of man’, theoreticians regard the
urban both the cause and the cure. For instance, it is considered important to translate the
concept of ecology to society in order to balance the activity and its consequences.

A new approach of the urban it is seen in terms of social infrastructure and physical design.
The effort in optimising this balance and manage risks that are social, as much as
environmental. Furthermore, this has determined an entanglement of infrastructures and
technologies into an “accidental megastructure” (Bratton, 2014) which is an invisible layer of
information mediating between ecology and city through a social adaptation.

Transformations on multiple levels, as well as the uncertainty of this process, concentrate
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on possible threats and risks and determine an approach through collaborative storytelling,
a reflective planning that aims to “build back better” (Vale, 2016), considering history as a
foundation for the choices that we are taking now for the future. Urban narratives, as they
have accompanied the historical line, are given the opportunity to imagine possible
scenarios of a shared future, built on the lessons of the past.

Each city has a narrative that has accompanied its development and all social
transformations throughout it. Some stories have been forgotten while other have been
celebrated. However, all are imprinted in the collective memory which is influencing the
course of the urban narrative forward. The research question that arises is: “How can the
history of Karlskrona illustrate and contribute to a sustainable approach and reinterpretation
of the built heritage through new, emerging technologies?”
As seen in the literature and academic discourse, the concept of sustainability becomes
part of an enlarged perspective on resilience. A sustainable approach and reinterpretation
of the built heritage proposes to be a reflection and a mirrored manifest on the course of our
actions and on the after-effects, encountered today. The foundation of Karlskrona has been
built with a certain perspective on war, sovereignty, and one urban layout that followed this
narrative. In spite of all efforts invested, no war has happened and most of the city’s
purpose has been left unspoken.

As to follow back and engage with the urban narrative, what is today considered to be war
and sovereignty, and which are the “contemporary chemistries of power” (Easterling,
2018)? “Who is governing?” (Metahaven, 2015). While new emerging technologies enable a
closer peer-to-peer interaction, it is to be reflected on how it is sustainable to approach to
each other as an emerging culture and which is the role and extension of the built
environment to accompany this social process of transformation, while creating a climate of
resilience.

If “the emergent civilization writes a new code of behavior for us” (Berardi, 2015, p.128),
Karlskrona, through its urban narrative of war that never ended in a conflict, may set the
scenography for the academic discourse upon the nature and source of our actions, and
their after-effects in the future to come. Sustainability, as an embodied discourse in constant
change and adaptation, beyond the culture of algorithms and big data, may be still a
negotiating sense at the edge of our interactions.
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3 Methodology

Research by Design
Research by design is “both the study of design and the process of knowledge production
that occurs through the act of design” (Roggema, 2016). The field, writes Roggema (2016),
involves the investigation of strategies, procedures, methods, routes, tactics, schemes and
modes through which people work creatively.
Hauberg (2011) considers, as well, that research by design is a research strategy well
suitable for architectural and spatial practice, taking that both practices stretch from natural
science, to sociology, art, in achieving new cognition and perspectives for developing further
this domain. Roggema (2016) writes, as well, that design involves testing ideas materials and
technology, innovative conceptual development, evolution and modification. Among them, he
argues, it also encounters research into cultural, social, economic, aesthetic and ethical
issues.
Hauberg (2011) writes on the “expressive element” and the possibility of expressing the
qualitative aspects of the world by adding something new to the existing, through
experiments and proposals. Roggema (2016) argues, as well, about the “specific context”
that contains a field of related problems that aim to be solved in combination. He considers
that it has to produce new possibilities by bringing together the desirabilities of stakeholders
and specialists into a concept.
The design proposal of this master thesis, through the chosen methodology, relates to the
“specific context” of Karlskrona and adds an “expressive element”, through a new layer of
social discourse on top of the existing one. This happens by bringing together stakeholders
and specialists into the concept designing process, in a cross - disciplinary workshop.
In research by design, argues Roggema (2016), it is essential that designing, decisionmaking and research meet in different modes of inquiry and different kinds of language in the
developing team. He continues and delves into the urban science, saying that spatial design
is no longer just a plan, but at the same time has become a tool for the exploration of the
potential of the site and means of communication and negotiation between the parties
involved. The traditional order, he argues, when there is first research, then defining the
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programme and finally making a design is, “turned on its head”. The process of planning has
lost its linear character and has transformed into a process of multiple feedback” (Roggema,
2016).

Cross-disciplinary Workshop
The current discussions and literature are aiming to reach a conclusion and a common
sense upon terms such as sustainability, resilience, and a climate of tolerance in an age of
technological disruption and social instability. Bringing together these terms and ideas that
may seem far from narrowing towards the same goal. The reason in doing so, is that, the
challenging and dilemmatic situation for urban design to bridge between concrete built and
abstract virtual, has been foreseen for a long time ago in the academic environment and
today is a fact.
From the large conceptual scale written in the 1930s by Benjamin (1936), McLuhan (1964),
Foucault (1977), Lyotard (1984), Baudrillard (1981), Deleuze & Guattari (1986), brought to a
more recently articulated literature through Manovich (2006), Bauman (2013), Bratton
(2014), Metahaven (2015), or Easterling (2018), the reality portrayed in words is
encountered today in detail. Bounded by a disrupting culture of virtuality and new freedom
of expression and governance, urban design has the potential to set the scenography for a
narrative binding the past with the future through collaborative storytelling: “we should be
able to look in each other’s eyes and explain the network to each other in simplest terms”
(Metahaven, 2015, p.88).

As resilience brings sustainability to a debate and exchange not only between us and
Nature, but as well between us and us as part of the Nature, an increasing number of
academic voices and institutions call for “new cultural narratives in the age of
Anthropocene, that explore the anatomy and behavior of the hyperconnected global socialecological system” (Stockholm Resilience Center, 2017). The methodology chosen aims to
translate the academic literature and debate into a language that may be absorbed by any
creative process engaged with the digital environment: “The power of medium inspires
alternative ways to register the design imagination” (Easterling, 2018, p.46).
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Following the ideas of Research by Design, the method to approach the topic of this thesis
is with a a one-week workshop with a local and international digital school called Hyper
Island, having the task to propose together a vision for the defence structure and warfare
strategy of Karlskrona. The reasons for choosing this methodology regard the necessity for
expertise and insights from the field of digital media, as well as to share the academic
literature of urban design in exchange, in a participatory creative process aiming to create a
vision for the future, influenced by the past, in an interactive urban narrative for Karlskrona.
In a first encounter with concepts of war and defense, the literature questions what conflict
and sovereignty is today in a “liquid modernity and surveillance” (Bauman, 2013). ”Who is
governing the giant abstraction?“ (Metahaven, 2015). If the conflicting visions of value and
resources generated conflict and the need for defense, today “the new abstract value, is not
money, but algorithms and electronic impulses, where the digital abstraction virtualizes the
physical act of meeting” (Berardi, 2015, p.74). Two equally important questions arise:
Where is the ‘war’ today? and How to create a resilient climate in a virtual medium?

The reason of choosing research by design as a methodology is the necessity to share the
creative process to the emergent generation that “writes a new code of behavior for carrying
out beyond standardisation, synchronisation, and centralisation” (Berardi, 2015, p. 128). By
finding in both fields of activity (urban and digital), a common sense in the creative process,
the aim of the chosen method is to translate the academic literature into an interactive,
iterative, and flexible language of approach.

Storytelling and urban narrativity comes into this discourse while addressing further the
research question: “How can the history of Karlskrona illustrate and contribute to a
sustainable approach and reinterpretation of the built heritage through new, emerging
technologies?” First, by mirroring two different concepts of war and defense into the urban
built narrative. Second, by reflecting on the consequences of our actions in time and on the
lessons inherited so far. Third, by referring to sustainability as an ongoing creative process
to find the right balance between limited energy and resources, intuition and imagination,
premonition and happening.

Karlskrona was built with the purpose to create a sense of stability in the area. Its
foundation was built on a rich imagination and profound enquiries that had little chances to
unfold their lessons. For this reason, the method chosen is to engage the narrative of its
foundation and bring to the urban surface the unspoken history that aims to become live,
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interactive, and collaborative.
The process will first visit shortly the history of Karlskrona in order to have a sense of the
city, followed by an explanatory process of the one week-workshop with Hyper Island, that
will delve into the design thinking and its approach. Finally, this will contribute to one of the
proposals in a design proposal for one of the main historical objectives: The Tunnel.

Case Study: Karlskrona City
The narrative of the past of Karlskrona City has a dynamic that will ascend in its early
development, promising a future of pride and prosperity. However, the historical course did
not follow as planned and the city has entered in decline that recover little until today. From
the rhythm of life of the first fishermen’s village on Trossö to the growing pulse of a coming
war and a fast-industrial development, Karlskrona has gathered more experience than it
had the chance to express.

3.3.1 The Story of Karlskrona
At the end of the 17th century, Sweden was a major European power and had managed to
acquire territory in parts of northern Germany and what is now Finland, Estonia, and Latvia
(Hillbom, 1986). The Navy was the principal instrument by which the country could exert
control of its new territories on the other side of the Baltic, and after years of deliberations,
the Swedish authorities decided to relocate the Royal Swedish Navy from Stockholm in the
archipelago of Blekinge, an area which have been used mainly for farming and grazing.

The terrain of Trossö and the other nearby islands provided a favorable location for the new
naval base due to the topography, as well as the geographical position, with a perfect
narrow and deep fairway. The new site could easily be defended and had sufficient room to
construct a large protected dock.

Without delay, the Kingdom’s foremost shipwrights, architects, fortification engineers, and
builders began their labors and streets, squares, defense structures of the future town were
marked out. The whole undertaking was carried out with the single-minded energy and
determination of King Karl XI, establishing it finally in 1680.
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When Gustav III took over the power in 1771, the Navy entered a new period of prosperity.
A new era began for Karlskrona when F.H. Chapman was commissioned to create a
completely new fleet for the coming war with Russia. Being the principal naval base and the
largest garrison of Sweden in the period 1683-1892, a large number of troops were
deployed in the city center (Lepasoon, 2005).

The garrison consisted of 800 enlisted soldiers, 500 enlisted merchant sailors, 500 enlisted
powder monkeys, and 640 sailors belonging to the allotment system and serving for twelve
months on a rotation basis (Hillbom, 1986). This created a constant flow of people in the
naval city of Karlskrona, encouraging a distinctive kind of social stratification due to the
production of war. By 1750, the population had rapidly reached 10.000, becoming one of
Sweden’s biggest cities (ibid.).

Together with the standing garrison of recruited sailors, soldiers, and powder monkeys, the
Swedish Royal Navy could command the labor for shore production. The naval shipyard
and the surrounding industrial plant established at almost the same time as the city was a
necessity following the heavy losses suffered in 1659. By 1711, the yard was Sweden’s
largest industrial employer with naval productions and expertise across borders (Swahn,
1993).

However, the promising perspectives of the city entered a cone of shade during the 19th
century due to financial reductions and change of strategic priorities. This has affected
Karlskrona’s economical basis and the very foundation for which it has been built. Today,
the city it is a well-preserved sample of baroque era and a compact structure ready for a
war that never happened.

3.3.2 Heritage as Resource, Potential, and Challenge
World Heritage Committee has agreed that Karlskrona is an “exceptionally well-preserved
example of a European planned naval town, which incorporates elements derived from
earlier establishments in other countries and which was in its turn to serve as a model for
subsequent towns with similar functions” (UNESCO, 1998, p.28). The criterion for declaring
the city a UNESCO World Heritage was that “in the context when naval bases played an
important role in the centuries of naval power as determining factor, Karlskrona is the best
preserved and most complete of those that survived” (UNESCO, 1998, p.30).
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The Naval base is a product of military strategic thinking concentrating on defense. As
stated in the official report of the Committee, the naval town of Karlskrona contains within
itself an “encyclopedia of ideas about fortification from a period of more than 300 years”
(UNESCO, 1998, p.44). In the area there can be found many different types of technical
constructions for defense, where most are based upon classical naval thinking, however
containing as well, several elements that are unique.

The period of middle 17th Century and the following one hundred years is seen as the era
of greatness in the science of fortifications, with ideas both artistic and technical. One of the
reasons is that the effects of the artillery remained unchanged from the end of the 1600s
until the beginning of the 1800s, time during which architects and engineers could refine
their constructions.

The creation of Karlskrona, with the town and works of defense, given priority due to the
strategic plans, was based on a grandiose plan where the city, dockyard and harbor were
encircled by fortifications of different shapes and strengths. This constellation of built
structures blending with the natural shape of the archipelago was thought to experience the
coming war in an entanglement of scenarios.

Hiding into the landscape, tunneling underwater or under earth, spotting the enemy from
unknown angles, confusing him in an interlude and finally capturing in the trap may have
inspired Erik Dahlberg, the leading mind of Sweden’s group of experts in defense structures
and military strategy. In terms of innovation, Dahlberg was considered at highest level,
equal to Vauban1 and Coehoorn2 (Swahn, 1993).

Following a trip of intense fortifications study across Holland, France, and England he
designs a well thought plan for Karlskrona (fig. 2), which unfortunately proved to be
enormous and far too expensive. The final implementation was downsized and executed in
a modest way. Even though few of his ideas were implemented, still Karlskrona reserves its
place in the UNESCO Heritage and the perfect preservation may be accounted in
1

Sébastien Le Prestre de Vauban (1633 – 1707) - was a Marshal of France and the foremost military engineer of his age. He is
known for his skill in both designing fortifications and breaking through them. His ideas were the dominant model of siegecraft
and fortification for nearly 100 years.
2

Menno, Baron van Coehoorn (1641 – 1704) - was a Dutch soldier and military engineer. He made a number of influential
weaponry innovations in siege warfare and fortification techniques. Known as the “Dutch Vauban”
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Dahlberg’s effort and refinement.

fig. 2: Karlskrona's Archipelago. Blue - The Clock Tower, Green - Drottningskär Citadel

In front of the possible enemy, Karlskrona prepares today with both inner and outer
fortifications in a network of blocks. While advancing towards the city from the sea, the first
fortress Drottningskär Citadel (fig. 3) can be seen in the archipelago. Inside it, a massive
granite donjon houses the artillery, magazine, living quarters and four bastions that are all
named after the Queens of Sweden.

fig. 3: Drottningskär Citadel
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Until approaching the city, the landscape hides various structures on the islands, as well as
in between them, on the water, playing different roles: coast guarding, gunpowder supply, or
artillery. The inner fortifications, that until recently were being kept closed for the public, are
now opening: The Dockyard and Harbor, keeps, several bastions and, most hidden, the
Tunnel under Trossö that collects the warfare rail tracks until the end, where the Clock
Tower stops (fig. 4).

fig. 4: The Clock Tower
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Workshop with Hyper Island
Hyper Island is a creative business school focusing on real world industry training using
digital technology. The school was founded in Stockholm in 1994 by multimedia pioneers
Lars Lundh, Jonathan Briggs, and David Erixon. Its first headquarter was established in
Karlskrona. Since then, it has spread further across borders reaching Brazil, UK, US, and
Singapore. The educational concept is based on learning experiences in collaboration with
industry practitioners in order to engage with contemporary practices and future challenges.
The method is based on experiential learning, deep reflection, and self-assessment. In
parallel, real projects with real clients are paving the ground for lifelong learning process.
In February 2017, Hyper Island together with the Municipality of Karlskrona commissioned a
one-week workshop that aimed to promote the city’s unspoken history. This collaboration
was done through the Municipality’s Department of Commerce (DoC) and the company
Utveckling i Karlskrona AB (UiK). The latter was, and still is, a destination marketing concern
owned by the Municipality and managed by the local Tourist Information Center. Despite
these local representatives, so-called external industry professionals, from both digital media
and urban design, were invited. My personal contribution to this workshop came from the
latter side. Based on my interest in the topic, previous research and other cooperation that
cross pollinated different field of activities, I was invited to attend the cross-disciplinary
workshop in order to share ideas, insides, and experiences from the industry’s perspective.
The audience that was targeted ranged from local individuals, schools, and businesses to
domestic and international visitors. Because of the digital profile of the workshop, the young
public was a valuable asset and the attention was focused on certain keywords such as: user
experience, edutainment, interaction, lights, sound, connectivity, sharable, playful, edgy.
All the stakeholders were brought together in order to develop a new way, at the limit
between the concrete - physical and the abstract - virtual, to make Karlskrona’s unspoken
and unique part of Sweden’s cultural heritage more visible. The unique history has remained
untold due to strategic reasons. Namely, most part of the military area was closed for the
public until the early 1990s. Nowadays, almost three decades later, after the city has opened
to the broad public, the time for change has come. First step would be to ‘disarm’ the defense
walls and unclose fourteen objectives/environments to the public. This procedure was started
through

a

long-term

detail

development

plan

that

was

approved

politically

(Översiktsplan 2030 Karlskrona Kommun, 2009). The new initiative intends to unfold and to
transform these
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key locations of the city that are part of the World Heritage into ‘tourism magnets’ in order to
attract both local and foreign visitors. Furthermore, this action regards the monuments both
as self-standing as well as a chain of touristic objectives that would display the country’s
military history in more a visible and concrete way, making possible to follow the timeline
from the foundation in 1680 until today.

For this reason, two of Karlskrona's main objectives were chosen as a starting point for the
workshop: Drottningskär Citadel which is situated on Aspö Island and the Tunnel which is
located under Trossö Island. On the one hand, Drottningskär Citadel is already part of the
touristic circuit of the city and it is seasonal accessible to the public. On the other hand, the
Tunnel is aiming to open up to the public. The reason for this initiative is to offer the visitors
the chance to “enter and literally come out of more enlightened and educated” (Johansson,
2017), while having a direct contact with Karlskrona’s hidden history and heritage.

3.4.1 Vision, Interaction, and Cross-Disciplinary Approach
One week before the workshop took place, we all gathered together to set the framework
and the timetable for the following week. As the establishment of a common language
between the two fields of interest was needed, the coaching started with introductions to 3D
Projection Mapping and Urban Design. After that, a team-building session was planned
which was followed by brief presentations and field trips to study the two areas proposed by
the workshop’s commission: Drottningskär Citadel and the Tunnel of Trossö.
Furthermore, short debriefing sessions took place together with an introduction about the
UNESCO Heritage emphasising the position of Karlskrona Kommun an intensive course
instruction about User Experience Design (UX Design). While the first part of the week has
focused on sharing information and forming teams of four-five students around one of the
two areas, the latter part has focused on the brief and the delivery of the final result. During
all this time, we guided the groups of students and we participated as well to throughout the
ideation process and to the elaboration of the final outcome, which was presented to the
public and celebrated in the last day (fig. 5).
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fig. 5: The Schedule of the Workshop

3D Projection Mapping is a projection technology used to turn objects, often irregularly
shaped, into a display surface for video projection. Instead of using a flat screen, light is
mapped onto any surface, turning common objects of any 3D shape into interactive
displays. Three particular softwares, namely, Resolume Arena, MadMapper, and D3, used
to align virtual content and physical object, set in motion the perception and augment the
reality with images of choice. This technology is also known as ‘video mapping’ or ‘spatial
augmented reality’. The spaces chosen are often industrial landscapes, buildings, theatrical
stages or small indoor objects. It is used for advertising, live concerts, theatre, gaming,
computing or decoration and adds extra dimensions, optical illusions and notions of
movement. At large, it is utilised for entertainment, but it also leads to further questions
when urban design becomes the stage of interaction.
User Experience Design (UX Design) represents a process of enhancing the user
satisfaction with a product while improving usability and accessibility. It encompasses
human-computer interaction design and address all aspects of that product as perceived by
its user. It is a design practice that has its roots in human factors and ergonomics and
includes elements of interaction design, information architecture, user research. The two
most relevant keywords employed in this case are user centered design, and humancomputer interaction. At the moment, this tool is mainly used for entertainment. When urban
design becomes the main focus point, this process and technology has to be taken to next
level, co-designed by all the involved parties.
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3.4.2 Urban Design Task
After a common language was established in terms of digital media, I was in charge to
present, on behalf of the industry, the next step of the workshop, namely, the urban design
task. My main challenge was to find a way to introduce the field of urban design in a threehour presentation in a manner that fifty students of digital media would be able to understand
this totally new field. The provocation was to adapt the language and field-related
terminology in order to make them able to filter the information through their own background
and then be able to sketch a design proposal in 72 hours for one of the two areas:
Drottningskär Citadel or the Tunnel of Trossö.
For this reason, the presentation that I had given was founded on these three questions:
1) What do the fields of digital media and urban design have in common?
2) Which are the essentials of urban design that worth sharing in a digitalised city?
3) What do I wish to share as a citizen, not as an urban designer?
1) To create a common base from which we can depart together into the proposal designs,

I found important to describe the creative process, that shares a common line with all
creative fields. As any creative process, when given a brief/project there is a moment of
chaos, when a mix of questions gather - from surroundings, location, lights, interiors, faith,
morality, pipes, floors, exit doors - into a multitude with no structure, but a task. After the
chaos, the process comes to a state of conclusion and a technical outcome that can be
seen in the blueprints of the final plans. Answer: the creative process (fig.6).
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fig. 6: The Line/ The Wall (1) - [Annex 1]

2) Because urban narrative is considered highly important in theory, I have chosen to

answer this question in a storyline which begins with the line, that from blueprint to realm,
represents the wall, namely, the most basic element in urban design/architecture (fig. 7).
To suggest the connection with the real brief of the students that address elements of war,
enemies, defense, the presentation started with the scenario of the movie “The Seven
Samurais” (1964), where a small mountain village is threatened by a group of bandits
willing to attack them and steal their crops and goods.
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fig. 7: The Line/ The Wall (2) - [Annex 2]

In the aforementioned movie, the villagers decide to build a Defense Wall, which actually
proves to be more a magnet and a line of interaction between inside and outside. The
storyline continues with a promise: ‘magic happens when turning fear into love’, a depart
into the history of The Line/ The Wall that I have called “The Wall Love Story”. Throughout
this parallel story that the presentation was based on, it was showed how the wall has taken
different expressions in time: from a thick defense line, to an art line that takes different
shapes until thinning to a simple glass wall beyond and behind which is nothing to fear,
nothing to hide.

Beyond the glass wall, there is no more wall since today we are surrounded by wi-fi and
ubiquitous technologies. The magic that I wish to suggest is not related to any of them, but
to the learning process that has taught us to transform “fear into love”, even though there
have been needed conflicts and wars to come to this conclusion. Answer: the learning
journey (fig. 8).
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fig. 8: The Line/ The Wal (3) - [Annex 3]

3) As a learning process must be circular and continuous, I have chosen to close the

session with a return of the plot of “The Seven Samurais” in which the students are the
actors, the villagers that will be attacked by the bandits. However, they have been through
history, learned from it and they possess the magic power to transform “fear into love”.
Furthermore, they can use all technologies available today connected to internet. The task
was to group together as a couple of villages, that are trapped in the same time frame, and
think of a strategy to disarm the bandit’s intention to attack. Answer: love / resilience (fig.
9).

37

fig. 9: The Line/ The Wall (4) - [Annex 4]

3.4.3 Site assessment, Process, and Outcomes
After the scheduled presentations and debriefing, the students have visited both locations:
Drottningskär Citadel and the Tunnel of Trossö. Following the site assessment, the process
began with a background reflection on the theoretical ideas and focusing on the real brief.
During this process, when concepts were developed and discussed, the students were
assisted by the staff of Hyper Island, by representatives of the Commission and by us, the
industry practitioners.
Drottningskär Citadel is an outer fortification on Aspö Island, that can be reached only by
ferry and, as well, is one of the main touristic objectives opened to the public and the touristic
circuit. Even though the construction is well preserved and has all facilities needed to be
visited, seasonality, lack of youth attraction, as well as not being in tune with the latest
technologies, were considered weak points for the potential of the place.
The bridge crossing the water towards the Citadel, the surrounding landscape, and the
indoors of the building have been used for sets of 3D Projection Mapping, where the static
view of the scenery became a dynamic landscape with narratives and games activating the
site and connecting it with the city. Moreover, prototypes of applications augmenting the
reality with smartphones were developed that aimed to provide useful information in a
positive and playful way.
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The Tunnel of Trossö is an objective still closed to the public, however, the local authorities
are starting to consider opening it and design it in relation to the urban environment. Unlike
Drottningskär Citadel, which is an outer fortress, the Tunnel is an inner fortification and
represents a hidden objective. The construction is a unique site that goes under the main
square of the main island of Karlskrona while the existing war rail lines that cross the city
center draw the attention of the people passing by (fig. 10). The Tunnel, after passing under
the central square of the island, it uncovers the ceiling towards the public space and before
reaching the end of its underground structure and the Clock Tower, it covers it back.

fig. 10: The Tunnel seen from the street level

The main challenge for the students was to work with the necessity of a protection helmet
that visitors are required to wear. This problem was turned into the main advantage while
being attached with new technologies that created an augmented experience while
traversing the Tunnel. The curved walls of the construction proved to be the perfect
background for digital landscapes or historical reviews.
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After a review into the deep history of Karlskrona, a revisit of the main turning points in the
development of the city as well of the lessons that can be drawn also as life encounters,
one of the teams proposed a vision for the Tunnel as being the entrance gate to the city. As
uncommon to be an entrance gate, the tunnel is long enough to experience the history and
present through an augmented helmet. The proposal was argued and animated by the
students and well received by the public and authorities3.

The time allowed for the entire process, from introduction to real case proposals, as well as
the technical adjustments to respond to the brief of the real client, was limited and did not
go beyond the conceptual phase. The objective of the Municipality and Tourist Information
Center to gather fresh, tech tuned ideas, focusing on the target audience of tourists and
youths, was the brief to be answered in this one-week session.
Having the aim of this workshop to envision the future for the city while considering its past,
the following pages of this paper will consider this conceptual phase accounting the
theoretical framework of the literature review and contribute to the proposal of the Tunnel as
an entrance gate to the city.

3

https://www.svt.se/nyheter/lokalt/blekinge/studenter-skapar-nya-turistparlor
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4 Design Proposal
Unspoken

Unspoken is a proposal that aims to translate the academic literature and current discourse
into a new approach to design the public space as a hybrid platform to host and accompany
a social process of change and transition through a cross-disciplinary creative process,
equally influencing the contemporary digital culture. By doing so, the question that intends to
be answered is:
How can the history of Karlskrona illustrate and contribute to a sustainable approach and
reinterpretation of the built heritage through new, emerging technologies?
This can be done by illustrating the academic literature interactively, while engaging the
historical urban narrative and bridging it with the contemporary digital culture. The foundation
of Karlskrona was built on the basis and strategy of war and defense. Throughout the city
fabric and out in the archipelago surrounding it, a scenography preparing for conflict may be
seen in a chain of defense structures - bastions, fortress, supply keeps, gunpowder towers,
underground towers and a clock tower - all connected by a warfare rail line, once transporting
in-between them supplies, munition and soldiers: a well thought strategy and a tight chain of
reactions, in case of war (fig. 11).

fig. 11: The warfare rail lines coming out of the Tunnel and wandering in the city
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The war, however, never happened and all experience and effort to imagine and build the
city has remained unspoken, under a title of UNESCO Heritage. Reinterpreting the built
heritage in the light of the contemporary culture, first questions what war is today, which are
the “contemporary chemistries of power” (Easterling, 2018, p.32) and how “should we look in
each other’s eyes and explain in simplest terms and mutual agreement” (Metahaven, 2015,
p.88) the age of “liquid surveillance” (Bauman, 2013).
Built in an age when sustainability was no concept, and when value was counted in natural
resources, land and sovereignty, Karlskrona encounters today the new “abstract value, which
is not money, but algorithms and electronic impulse, where the digital abstraction virtualizes
the physical act of meeting and the manipulation of things” (Berardi, 2015, p.74). “Who is
governing?” and Which are the costs of this “enormous energy slurping of concrete data
centers, dependent on electricity, water and people” (Metahaven, 2015, p.63)?
If “the cloud seems transparent, always visible, hanging in the air, on screens, in waves,
appearing and disappearing” (ibid., p.63) magic may not be what expected or imagined,
however least sustainable to be ignored. How to react, when governance is mediated by
agents of an undetermined source and identity? To what extent may urban design
accompany this discourse without becoming a tool of propaganda? What is sustainable to
rely on and why did the term lost the connection with the digital culture? “Resilience is much
more than sustainability” (ibid., p.86).
In the new age of big-data governance, when “the emergent civilization writes a new code of
behavior for us” (Berardi, 2015, p.128), as an exponent of war and conflict itself, Karlskrona
may contribute to a sustainable and resilient approach, by following back its own narrative
and unspoken story and silently manifesting for peace in a scenography of war. In doing so,
Unspoken aims to translate the academic discourse and articulate it in a continuous urban
narrative, between past and future, into a live and interactive design proposal.
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The Tunnel
The Tunnel of Trossö is one of the main defense structures and is hiding, under the main
island of Karlskrona, the ending section of the warefare rail lines that are connecting the
other military structures of the city. Today, the warfare rail lines may be seen appearing and
disappearing in the urban landscape, sometimes at the ground level, crossing the roads or
paralleling them, sometimes going under and underlining the asphalt and sometimes going
out into the wild urban greenery.
As fragmented as they appear today, no appeal or curiosity is stirred on where they go, what
they follow or if they are connecting important objectives. The most visible and coherent part
is the section before entering the Tunnel of Trossö and inside it, where they are well
preserved and continue until reaching the Clock Tower, at the end of the underground
structure. The Tunnel, first envisioned by the Hyper Island students during the workshop as
a long entrance gate into the city, is creating the opportunity to access the unspoken history
of Karlskrona in a silent urban journey and narrative that this master thesis proposes further.
Once entering the Tunnel, the ‘human scale’ is adjusted by the wide dimensions of the
space, the acoustics that echoes the sounds, the wind that prolongs the length of the entire
construction, at the end of which the Clock Tower is found. For security reasons, inside the
new entrance gate, visitors are asked to wear a safety helmet, proposed during the workshop
to be designed creatively into an interactive device. The helmet augments the urban surface
with a virtual reality displaying inside interactive images and information about the place and
the history of Karlskrona.
The Warfare Rail lines are attached Arduino technology, and sensors in order to connect with
the Application. Arduino is an open source computer hardware and software company,
project, and user community that designs and manufactures single-board microcontrollers
and microcontroller kits for building digital devices and interactive objects that can sense and
control objects in the physical and digital world (fig. 12).

43

fig. 12: Rendering of the waving rail lines in the open section of the Tunnel. Right: Illustration and Detail of the
Augmented Helmet; Left: Design of ‘Magic Bridge’ App

Unspoken proposes to contribute and add a critical dimension in relation to the academic
literature, by using the warfare rail lines as a way to expand the experience. Once being in
the vicinity of them, Unspoken becomes an application (named ‘Magic Bridge’) that enables
the rail lines to connect to any smartphone and access the data inside it, with the permission
of its owner. Connected and synchronised, the steel structure may display videos and
images inside the tunnel-helmet and may output sounds into the urban space, once out of
the underground structure. Visitors may listen to their favorite songs, old conversations,
saved podcasts, today’s alarm clock, or weekly personal journal while walking along the
warfare rail lines (fig. 13).

fig. 13: Sketch of the waving warfare rail lines coming out of the Tunnel
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The experience prolongs outside the Tunnel, while following the warfare rail lines as they
continue the journey throughout the city. As a physical appearance, the steel rails become
dynamic, while being uplifted from the ground and waving into the air (between 0-70m),
sometimes accompanying the people, sometimes hiding into the landscape or under the
asphalt, however, secretly connecting with the old defense structure and system of buildings.
The first option would be to encounter this entire experience, in the tunnel or throughout the
city, alone and sliding the volume as desired. While some people may wish to experience
and reflect on this alone, some others may find it challenging to be open and share
unknown fragments of privacy.
The second option is to encounter this through a shared experience. This means that while
passing along other people experiencing Unspoken, personal data may be accessed or can
merge, allowing to hear each other’s favorite songs, old conversations, see each other’s
photos, movies, conversations and more.
Unspoken proposes to overlap the personal memory with the urban memory and bridge
them through a design proposal that visits simultaneously the past, as well as the future,
through the emerging technology of the present. When connecting the concrete with the
abstract, magic happens. A medium with no structure, body or appearance, magic brings
people closer in ways that surpass the experience of urban design as practiced by now.
“Medium design is not what you think, it is not new, it is not right, it is not magic, it is not
free” (Easterling, 2018, p.4).
Freedom of speech in the age of “liquid surveillance” (Bauman, 2015) is given value and
quantified by “algorithms and electronic impulses” (Berardi, 2015). All data being collected,
stored and processed by large consuming concrete centers, are demanding energy and
resources that may be far from balancing with the effects that it actually produces.
While balance, limits, boundaries, borders, freedom become unclear, what is sustainable to
rely on? If “resilience is much more than sustainability” (Metahaven, 2015, p.86), the answer
may be “in each other”. Resilience, as Bratton (2016a, p.38) explains, “does not lie in a
chain of parliamentary representation or nomadic individual unit, but in the immanent,
immediate and exactly present interfaces that cleave and bind us”.
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While following the warfare rail lines throughout the defense structure of Karlskrona, citizens
and visitors may imagine a scenario of conflict and war while hearing in the background old
conversations with friends, songs from graduation, favorite radio programme or today’s
morning alarm. Once thinking on how to spot and attack the enemy from unknown angles
and strategies, today “we should be able to look in each other’s eyes and explain the network
in simplest terms and mutual agreement” (Metahaven, 2015).

If allowing the ‘Magic Bridge’ smartphone application to merge data while following the rail
lines and passing by each other, personal challenges may occur when being accessed in
privacy. Karlskrona silently manifests for peace in a scenography of war, by allowing softer
versions of conflict and dilemmas to emerge. To what extent goes the transparency of
personal data beyond the defense background of Karlskrona? Who is defining the algorithms
of processing it and from what unknown angle?

How to create a climate of resilience at the limit between concrete and abstract? ‘Magic
Bridge’, as well being the concept and design of the workshop, aims to be right in between
them. Magic Bridge is the embodied interactive language, translating the academic language
to, both, students of digital media designing the public space, and to anyone encountering
this Design Proposal. The aim is to bridge between, both, individuals and the two fields of
activities. ‘Magic’ occurs in the middle, where resilience incubates in the “immanent,
immediate and present interfaces that cleave and bind us” (Bratton, 2016b, p.38).

“Medium design is not new, and it is not magic” (Eastering 2018). It is not new since it has
been written of, for an extended time (since 1960s) and it is not magic since it is stirring
softer versions of conflict and dilemma in an abstract environment. Magic may be magic
while questioning for what kind of past do we plan the future, manifesting for awareness
on the consequences in the future of the decision of the present. Bridge may be still a bridge
in translating and exchanging between abstract and concrete, rather being literature or built
surface, between past and future, and between war and peace.

Unspoken is all what Karlskrona gathered throughout its history and never had the chance
to express. Unspoken is, as well, all that silently builds the contemporary digital culture and
traverses between material and immaterial. Unspoken is, finally, all that rests in between
words, concepts and concrete matter, all that stirs imagination, drives progress and all the
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“surplus of vibrational life that cannot be translated into algorithm” (Berardi, 2015, p.155).
Taken from a distant past and brought in the present, Karlskrona may manifest for the future
all the surplus and unspoken experience, through its own vibrating urban language.
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5 Reflections

The enjoyment and endless possibilities of digital environment honors its foundation to the
pioneering efforts of Alan Turing, an English computer scientist, mathematician, logician,
cryptanalyst, and theoretical biologist who is considered today the father of theoretical
computer science and artificial intelligence.

Even though he played a key role for United Kingdom in World War 2, while managing to
crack the Enigma Code, a type of enciphering machine used by the German armed forces
to send messages securely, his personal story worth being shared while looking at the
lessons of the past. In 1952 he was prosecuted for homosexual acts and had to accept
chemical castration treatment as an alternative to prison.

Unbearably to him, he committed suicide, for which official regrets and posthumous apology
have been granted. It is to be reflected how assumptions of love or resilience back in history
have determined such consequences. In the name of love, we kill for love! Who’s love? Still,
today we are challenged to respond with it. Which one?

It may not be sustainable to build our future on a foundation of guilt or irony but reflect upon
the fact that a pure act of creation is done with pain and love in the same time. In a return to
the learning process mentioned throughout the pages and much cared about during the
workshop, it is on the responsibility of each creative journey, regardless the field of activity,
to find the wonder and essentials fermenting unspoken.
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fig. 13: Sketch of the waving warfare rail lines coming out of the Tunnel
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