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Inquadramento

Il seminario tematico indaga il rapporto tra condizione ambientale e prospettive progettuali
aperte dall’avvento dell’intelligenza artificiale attraverso metodologie di ricerca radicale basate
sulla fabulazione speculativa applicate a figurazioni architettoniche capaci di porsi come oggetti
esperienziali di riflessione critica oltre il dualismo uomo/ambiente e techne/natura.

Articolazione e crediti formativi

Il seminario si svolge in due moduli didattici con assegnazione di corrispondenti crediti
formativi come di seguito elencati:

Primo Modulo: Critical Research, Story Telling & Design Visioning (4 CFU)

Secondo Modulo: Design Development, Project Communication & Exhibition (6 CFU)

L’articolazione dei temi e degli impegni previsti per ogni modulo didattico e specificata
nell’allegato Calendario delle lezioni.

Ammissione

La partecipazione e consentita agli studenti regolarmente iscritti al terzo anno o superiori dei
corsi di Laurea dell’Universita degli Studi di Firenze, previa selezione d’idoneita su curriculum
e comunque in un numero minimo di 8 studenti il cui raggiungimento e requisito
indispensabile per I'attivazione del seminario.

E consentita l'iscrizione anche a un solo modulo.

Risultati

Il seminario prevede una formazione generale indirizzata:

e all'apprendimento delle principali tematiche del dibattito ambientalista

e alla conoscenza dei fondamenti teorici delle tecnologie di generazione visuale basate
sull’intelligenza artificiale con particolare riferimento alla progettazione architettonica e
visiva



e in relazione ai due moduli didattici le seguenti capacita:

primo modulo:
e scrittura narrativa e uso di strumenti di generazione di testi basati su algoritmi di
intelligenza artificiale

e generazione di immagini e concept architettonici basati su algoritmi di intelligenza
artificiale

e grafica editoriale

e elaborazione di saggi teorici

secondo modulo

e generazione video e animazioni architettoniche basate su algoritmi di intelligenza artificiale
¢ modellazione tridimensionale e rendering

e animazione in computer grafica

¢ video editing non lineare

e grafica editoriale

e allestimento

Tema

Il seminario ha come tema di progetto: The Great Vortex Exodus in cui si propone la
colonizzazione della pit grande isola oceanica prodotta dall’ammasso di rifiuti plastici
denominata The Great Pacific Garbage Patch o altrimenti nota come The Pacific Trash Vortex sita
tra la California e I'arcipelago delle Hawaii.

Attivita

Il seminario prevede le seguenti attivita:

e letture critico-teoriche

¢ analisi quali-quantitative con rappresentazioni info-grafiche e ideogrammatiche
e workshop collettivi e tavoli tematici di discussione

e scrittura narrativa

e generazione artificiale di figurazioni architettoniche

¢ modellazione tridimensionale e rendering

e animazione in computer grafica e/o fabbricazione digitale
¢ video editing non lineare

e elaborazione di saggi teorici

e grafica editoriale

e allestimento

Modalita di verifica
La verifica si svolge mediante valutazioni intermedie finalizzate a valutare i seguenti risultati
conseguiti nei differenti moduli didattici:

e capacita individuali di ricerca, analisi critica, ed elaborazione teorica

e attitudini collaborative e capacita di confronto pubblico



e padronanza degli strumenti di rappresentazione grafica di dati e concetti

e originalita ed efficacia della comunicazione narrativa

e padronanza degli strumenti di generazione artificiale di contenuti testuali e visivi

e capacita di interpretazione digitale tridimensionale di manufatti e luoghi
architettonici

e padronanza delle tecnologie di video animazione ed editing non lineare

e padronanza delle tecnologie di post-produzione delle immagini

e eventuale capacita avanzate di fabbricazione digitale

e capacita curatoriali e maturita estetica

e attitudini collaborative

La valutazione di profitto finale avviene in maniera sintetica attraverso votazione espressa in
trentesimi per ogni singolo modulo didattico.

Collaborazioni

Il seminario e svolto in collaborazione con lo spazio espositivo Rifugio Digitale che ospitera
I’allestimento finale e comunicazioni di esperti. Le attivita computazionali saranno svolte con il
supporto delle risorse del Laboratorio di Ateneo MAILAB | Multimedia Architecture Interaction.
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CLASS SCHEDULE

1st MODULE: CRITICAL RESEARCH AND DESIGN VISIONING

UNIT. 1 Seminar Overview & Theoretical Foundation
Splash Screening Welcoming 30’
Seminar Overview. Contents, Program & Enrollment Procedures 30’
The Post-Environmental Condition. A critical reading on Ecology 30
The Great Pacific Garbage Patch. Living Colony on the Great Pacific Garbage Patch by GPGP Utopia 30
AL A new inspirational tool based on Generative Adversal Network algorithms 30’
Individual Work: Research on The Post Environmental Condition 90’
Individual Work: Research on The Great Pacific Garbage Patch (GPGP) 120’
UNIT 2 Als Ob. Different and critical approaches to model Reality and Designing
Fictions and Metaphors. Sublime Experience to grab the World 30’
Radical Architecture defining new inhabit paradigms and other Architectural Exoduses 30’
Story Telling. Ten Bridges at La Maddalena by G.Ridolfi & Traumnovelle 30
Other spaces. Sprawl and Drosscape experiencing the world peripheries 60’
How to build a City based on Roman Operating System by R. Koohlaas 30’
Individual Work: Which place could I imagine for the GPGP’s territory? 60’
Interactive Workshop: Defining the GPGP landscape identity and places articulation 60’
UNIT 3 Design Inception
Morning Briefing and Introduction to GPTChat 30’
La casa di... A fictional approach and videomapping installation for architectural design 30’
Individual Work: Looking for Characters and his story’s fabrication 90’
Midterm Briefing: Story Telling and Collective Discussion 90’
Group Work: Refining the story and how to present it 60’
Final Briefing: Final stories reading and comments 60’
UNIT 4 Design Development
Morning Briefing and introduction to AI image generation 30’
How to work with text to image online software 60’
Individual Work: image generation 90’
Midterm Review: Generated Image screening and Critique 90’
Group Work: Image versioning 90’
UNIT 5 Finals
Morning Briefing 30
Finals installation 90’
Screening & Exhibition View 120’
Conclusory Round Table 120’
UNIT 6 Finissage for Exhibition
Exhibition installation 120’




2nd MODULE: PROJECT DEVELOPMENT

UNI1 Seminar Overview, & Al animation

Splash Screening Welcoming 30

Seminar Overview. Contents, Program & Enrollment Procedures 90’

Artificial Intelligence Animation 60’

Individual Work: on AI Animation 120’

Animation Review 60’
UNIT 2 Architectural Video Animation

Morning Briefing 30

From 2D to 3D Video animation 60’

Individual Work: Path and strategies setting for video animation 90’

Midterm Briefing: Proposals review 60’

Individual Work: Video animation tests 120’
UNIT 3 Film Making Techniques

Morning Briefing 30

Film making. Non linear editing, Post production, Visual and motion graphic effects. 120’

Individual Work: Film making tests 150’

Class screening & Critique 60’
UNIT 4 Proposal Development

Morning Briefing 30’

Individual work and review 240’

Class screening & Critique 90’
UNIT5 Finissage

Morning Briefing 30’

Individual work and review 240’

Presentation rehearsal 90’
UNIT 6 Finals & Exhibition

Exhibition installation 120’
UNIT 7 Exhibition & conference preparation

Exhibition installation and dismanteling




EXPLORING AI ENVIRONMENTAL DESIGN

An architectural investigation upon eco-disaster & digital dreams

Language
English

Teachers
Proff. Giuseppe Ridolfi, Laura Andreini, Giulio Giovanoni,
Assistants and Adjunct Lecturers: Andrea Benelli, Arber Marra, Chiara Mezzabotta, Arman Saberi

Contents

The thematic seminar investigates the relationship between environmental conditions and design
perspectives opened by the advent of artificial intelligence through radical research methodologies
based on speculative fabulation applied to architectural figurations capable of acting as experiential
objects for a critical reflection beyond the dualism man/environment and techne /nature .

Articulation and Credits

The seminar takes place in two teaching modules with the assignment of corresponding training credits
as listed below:

First Module: Critical Research, Story Telling & Design Visioning (4 CFU)

Second Module: Design Development, Project Communication & Exhibition (6 CFU)

The contents of each module is specified in the CLASS CALENDAR.

Admission

This seminar is open to students regularly enrolled in the third year of the degree courses of the
University of Florence. The enrollment is based on a preliminary students’ curriculum evaluation.

The activation requires a minimum of 8 students.

Enrollment is also allowed for single modules in order to get the relative credits.

Results

The seminar includes general training aimed at:

¢ learning the main themes of the environmental debate

¢ knowledge of the theoretical foundations of visual generation technologies based on artificial
intelligence with particular reference to architectural and visual design

and in relation to the two teaching modules the following skills:

first module:

¢ narrative writing and use of text generation tools based on artificial intelligence algorithms
¢ generation of images and architectural concepts based on artificial intelligence algorithms
¢ editorial graphics

¢ development of theoretical essays

second module
¢ video generation and architectural animations based on artificial intelligence algorithms



¢ three-dimensional modeling and rendering
e computer graphics animation

¢ non-linear video editing

e editorial graphics

¢ installation setup

Methods of verification and expected

The verification takes place through intermediate evaluations aimed at evaluating the following results
achieved in the different teaching modules:

e individual skills in research, critical analysis, and theoretical elaboration
e collaborative attitudes and public presentation

e skills in data and concepts graphical presentation

e originality and effectiveness of narrative communication

e skills in artificial generation of textual and visual contents

e ability in architectural sites and artifacts 3D digital modeling

e mastery of video animation and non-linear editing technologies

e mastery of image post-production technologies

e advanced digital manufacturing capabilities

e curatorial skills and aesthetic maturity

e collaborative attitudes

The evaluation of the final profit takes place in a synthetic way through a grade expressed out of thirty
for each single teaching module.

Theme

The design theme of the seminar is The Great Vortex Exodus for the colonization of the largest oceanic
island produced by the mass of plastic waste called The Great Pacific Garbage Patch or otherwise known
as The Pacific Trash Vortex located between California and the Hawaiian archipelago.

Activities

The seminar includes the following activities:

- critical-theoretical readings

- gualitative-quantitative analyzes with info-graphic and ideogrammatic representations
- collective workshops and thematic discussion tables

- narrative writing

- artificial intelligence generation of architectural images
- three-dimensional modeling and rendering

- computer graphic animations and/or digital fabrication
- non-linear video editing

- elaboration of theoretical essays

- editorial graphics

-exhibition installation

Collaborations

The seminar is held in collaboration with the exhibition space Rifugio Digitale which will host the final
installation and communications from experts. The computational activities will be carried out with the
support of the resources of the University Laboratory MAILAB | Multimedia Architecture Interaction.






