THE AI-POWERED FUN PALACE
WHERE TECHNOLOGY MEETS CREATIVITY

Artificial intelligence has tremendous potential to reimagine the latent poten-
tial of unbuilt architectural projects. Through innovative applications of, and
collaboration with, emerging technologies, it is possible to generate a more
profound understanding of an unrealized design as if recovering or recollecting
a memory. Al can be used to generate videos and images that creatively me-
morialize an unbuilt work and create a shared emotional space, a compelling
experience, and new insights into the past.

Cedric Price’s Fun Palace serves as an exemplary case study for exploring the
use of Al in this way, as its design intent was to shape innovative and shared
spatial experiences. This thesis explores how artificial intelligence can create a
shared experience of architecture as media, complementing traditional physical
memorials with a new approach to commemoration. Through experimentation
with flexible design frameworks and Al tools which allow direct collaboration
among us, Price, and Al, our goal is fo generate a design that reimagines the
kinds of shared emotional linkage between visitors and the space that inspired
the design of Fun Palace. Our program is generated from Price’s own words.

The project uses one architect’s voice to guide another architect’s voice and fo
guide an audience as they visualize a version of Fun Palace that Price could not
have imagined but that we hope he would admire. This collaboration between
Cedric Price and us, and between humans and machines, aims to increase
visitors’ sensitivity and curiosity about the project’s potential, fostering a deeper
connection with the architecture of Fun Palace. The project aims to extract the
possibility of collecting the disowned memories scattered in the technological
and built environment and turning them into bonds that connect individuals.
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Artificial intelligence has tremendous potential to reimagine the latent poten-
tial of unbuilt architectural projects. Through innovative applications of, and
collaboration with, emerging technologies, it is possible to generate a more
profound understanding of an unrealized design as if recovering or recollecting
a memory. Al can be used to generate videos and images that creatively me-
morialize an unbuilt work and create a shared emotional space, a compelling
experience, and new insights into the past.

Cedric Price’s Fun Palace serves as an exemplary case study for exploring the
use of Al in this way, as its design intent was to shape innovative and shared
spatial experiences. This thesis explores how artificial intelligence can create a
shared experience of architecture as media, complementing traditional physical
memorials with a new approach to commemoration. Through experimentation
with flexible design frameworks and Al tools which allow direct collaboration
among us, Price, and Al, our goal is to generate a design that reimagines the
kinds of shared emotional linkage between visitors and the space that inspired
the design of Fun Palace. Our program is generated from Price’s own words.

The project uses one architect’s voice to guide another architect’s voice and fo
guide an audience as they visualize a version of Fun Palace that Price could not
have imagined but that we hope he would admire. This collaboration between
Cedric Price and us, and between humans and machines, aims to increase
visitors” sensitivity and curiosity about the project’s potential, fostering a deeper
connection with the architecture of Fun Palace. The project aims to exiract the
possibility of collecting the disowned memories scattered in the technological
and built environment and turning them into bonds that connect individuals.
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