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ABSTRACT

Emotions are a common human language and as such are
a powerful tool for a cosmopolitan, inclusive, and socially-
conscious architect. If a pedagogy to support the development
of a cosmopolitan architect is rooted in public engagement
through lived experience, then an emotion-driven approach may
be particularly useful as it can create a common communication
platform across disciplines, backgrounds, and values.
Additionally, an emotion is engendered by a personal investment
in lived experience, thus creatinga common connection amongst
individuals relative to a collective imagination.

Emerging game-based technologies offer new avenues
for architects and faculty alike to create emotion-centric
communication platforms, or narratives, as we can all relate to
the visually stunning cinematic experiences in popular animated
film and the thrill of first-person exploration of worlds seemingly
beyond our imagination. This scholarship explores an emotion-
focused pedagogy via immersive game-based experiences
through an explication of the author’s ‘Biofutures’ course. The
course’s pedagogical structure and strategy demonstrate the
power of emotion-centric storytelling through video games.
They also demonstrate how such pedagogy is historically and
procedurally rooted in architectural history. Both faculty and
students alike can engage in immersive game based media,
not only to explore new ways to design a better future, but also
as a means to engage the public through a common narrative.
By speaking through the languages of gaming and emotion,
students are empowered to work in an inclusive and cross-
disciplinary manner. Course taught Fall 2023.

Videogames are ultimately ‘allegories of space’ that
‘rely on their deviation from reality in order to make the
illusion playable.

—Espen Aarseth, ‘Allegories of Space. The Question
of Spatiality in Computer Games’, in ‘Architectures of
deviation: exploring the spatial protocols of contemporary
videogames’ by Luke Pearson

COURSE STRUCTURE

New Course Development - Background: 3 credit required course
for Fall 2023; ARCH 5624 - Urbanism and Societal Change; 25
Graduate Students; Hybrid (online asynchronous then in-person
live); “Societal Change” - new concepts, new technologies, etc.

Course [Draft] Thesis: Cities can become more livable as they
adapt to a changing climate when designed through an emotive-
critical or communal-critical lens
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| Cities can become more //vable as they adapt te} a chang/ng cI/mate When deSIgned
through an emot/ve critieal or communalacn ca/t\lens .

Student Project by Jack Waselewski. The thesis project was

designed, built, shared, and presented within the Unreal Engine -
game environment. The thesis focused on gentrification in
Durham, NC, USA. ‘
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