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NEXT NATURE HABITAT VR

GANZFELD

A SPECULATIVE ARCHITECTURE PROJECT ABOUT THE FUTURE OF HUMAN 
HABITAT IN NEXT NATURE. WHERE WOULD YOU LIKE TO LIVE?

AN EXPERIMENTAL RETAIL SPACE CONCEPT, DESIGNED ACCORDING TO 
THE PRINCIPLES OF POST-ARCHITECTURE AND ONTOLOGICAL DESIGN. 

WOULD YOU BUY THESE SHOES?



06

The project revolves around 
four speculative scenarios. Each of 
them corresponds to a quadrant in 
the Born-Made-Controlled-Autono-
mous graph, an integral part of Next 
Nature philosophy. This graph

For each of these
quadrants, and as a result of the con-
ceptual research process, the “Gar-
den of Eden”, the “Techno Favela”, the 
“Hypernatural Resort” and the “Mod-
ernist Dream” were created. 

The essential question that this expe-
rience asks is this one: Human, what 
is your Natural Habitat?

This is a Speculative Architecture Re-
search Project, which evolved into 
a Virtual Reality Experience (2015-
2016). The Next Nature Habitat VR 
is a Speculative Architecture Story 
about the future of Human 
Habitat in Next Nature. It is based on 
the idea that nowadays,  we need to 
re-evaluate the relationship between 
Nature and Technology. What does 
it mean to live in a world where the 
Born and the Made are mingling?

I fully developed both the research 
(during my internship) and the whole 
Virtual Experience itself - such as the 
trailer, script and other visual media 
(during my traineeship)  under the 
Creative Direction of Dr. Koert van 
Mensvoort and the Art Direction of 
Hendrik-Jan Grievink.

NEXT NATURE HABITAT VR

074. Modernist Dream

WATCH 360º TRAILER HERE

https://www.youtube.com/watch?v=1Eyr1FvG21A
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3. Hypernatural Resort; Born 
and Controlled
Would you like to live in a world 
of genetically modified plants 
and trees, psychedelic fireflies 
and pink skies - where there is 
no wilderness anymore?

4. Modernist Dream; Made 
and Controlled
Or would you rather live in a 
world made of virtual spaces, 
screens and interfaces - where 
everything is an absolutely per-
fect simulation, and where 
“real” becomes a more fluid 
concept?

3. Hypernatural Resort

2.Techno Favela; Made and 
Autonomous
Or would you instead prefer 
to live in a world where ma-
chines, the internet and arti-
ficial intelligence have taken 
over, where humans are the 
secondary species on the 
planet - being thus free to 
explore and play in this new 
ecology?

1. Garden of Eden; Born and 
Autonomous
Would you like going back to 
living in Old Nature, in com-
munion with the animals and 
the plants - yet, forsaking sci-
ence and technology?

These are screenshots of each 
of the four scenarios, as they 
can be experienced in the Next 
Nature Habitat VR experience. 

The experience works like an 
11 minute long documenta-
ry, a “dreamlike” tour of the fu-
ture of human habitat, where 
the narrator explains to us what 
the story behind each space is 
about in a clear and thought 
provoking manner.
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1. Garden of Eden

2. Techno Favela



The “Virtual City”, which would 
end up enveloping the spectator 
midway through the final version 
of the “Modernist Dream”

Blueprint of the structures of con-
tainers in the Techno Favela

The Techno Favela’s or-
thogonal, regular layout

Top View of the spectator’s jour-
ney out of the “Cave” in the Gar-
den of Eden

The “Flower Field”, a positive 
space in Garden of Eden story

Study in points of view and spec-
tator journey
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GARDEN OF EDEN: A 50 million year rock 
formation - Born and Autonomous. This cave 
generated as a space by millions of years of 
geological processes.

TECHNO FAVELA: A conceptual represen-
tation of an artificially generated system; 
stacking containers according to streams of 
autonomous information. These coloured 
staples are stacked orthogonally, according 
to categories of information pertaining not to 
humans, but machines.

HYPERNATURAL RESORT: Genetically mod-
ified biolumenescent grass, from a world 
where wilderness is exchanged for total con-
trol and cultivation. 

MODERNIST DREAM: An abstract repre-
sentation of a space composed by screens, 
interfaces, information and virtual realities. 
Engravings in acrylic pieces, inspired by the 
Eames cards as a way to create “Spaces out 
of Information”.
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The Next Nature Network is currently offer-
ing the Next Nature Habitat VR as an exhi-
bition piece, after having had very succesful 
runs at VR Days, in Amsterdam, and at the 
world-renowned SXSW festival in Austin, 
Texas, where it stood shoulder to shoulder 
with some of the biggest names in VR. The 
positive reaction it garnered is due, in my 
opinion, to the fact that the VR experience 
is the result of a substancial and thought 
provoking design project. 

I personally delivered a talk at the festival 
on the project itself and the role of Specu-
lative Design in adressing the issues of 
contemporary society.

VR Narrator:
Kate M
Expo Design:
Monika Kozub
Production Leader:
Tim Hoogesteger
Music:
Brian Eno “The Water Garden”
Jeremy Soule “Skyrim: Atmospheres”
2814 “Recovery”
Aphex Twin “Blue Calx”
Hong Kong Express “Emotionless”

Sound Effects:
freesound.orga

Icons:
Letter by baboon designs
Graph by Phtam Thi Dieu Linh
Wifi by creative stall
Play by Gregor Cresnan
Search Applications by rohitMS
Location by Desginify.me
All courtesy of the Noun Project

Realized with the support of Creative 
Industries Fund NL and Stiching Doen.

© Next Nature Network 2017

Creative Director:
Koert van Mensvoort
Art Director:
Hendrik-Jan Grievink
VR Design and Development:
Daniel Fraga

TOP: Me, giving a talk at the 
New Dutch Wave house at 
SXSW 2017.

MIDDLE and BOTTOM: The 
Next Nature Habitat exhibit. 
Photographs and Expo design 
by Monika Kozub.

We used 4 sets of Samsung Gear VR + Sam-
sung S7 for this exhibit. In this way we could 
show it to many more people than if we 
used an Oculus Rift + Desktop PC, which 
was where the experience was originally de-
signed.

The experience was played in Monoscop-
ic, 360º video format. I captured equirect-
angular panoramic images of the virtual 
spaces in Unreal Engine 4, which were then 
transformed into 360º video in Premiere 
Pro - resulting in a practical, optimal quality 
mp4 file.  
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In Post-Architecture, one of the tech-
niques for investigating and produc-
ing innovative and transformative ex-
periences is to question the notion 
of  Architectural Program. This tradi-
tionally is considered as the detailing 
of the general type of use that will 
be given to a space. A kitchen is for 
eating and cooking, a bedroom is for 
sleeping.

But is program really about program-
ming space? Is it not instead about 
people? Program is but a social con-
vention, a social construct. As such, 
Post-Architects can also build it. Can 
we be creative with its definitions, 
and thereby actually Program differ-
ent experiences into people? Juxta-
pose distinct ways of being to engi-
neer moments of serendipity, joy and 
wonder? I think the answer is abso-
lutely yes.

I was fully responsible for the whole 
development of the project and its 
assets, except for the 3D assets listed 
below in the credits.

Ganzfeld is an Experimental Concept 
for Retail Spaces.

It is based on the Post-Architectural 
idea of cross-programming. In other 
words, this “Store” is the mix of two 
functions: being a store and being a 
ball pit.

You must dive into the ball pit to pur-
chase the product. The spatial expe-
rience you undergo is conceived in a 
total manner

As such, it reinforces the ethos of the 
hypothetical brand in a very particu-
lar manner. What is space for anyway?

To visiualize and market this specula-
tive concept, I’ve developed a Virtual 
Reality Project Showcase, 

GANZFELD: EXPERIMENTAL 
SPATIAL CONCEPT

- PROGRAM VS PROGRAM: Different 
activities are juxtaposed, informing 
each other, generating a new, hybrid 
program. Ball Pit vs Store. A Play-
ground-Shop with the brand’s vibe.
-SPATIAL BRAND CONCEPT: The 
total experience engenders a more 
positive emotional reaction to the to-
tal brand, to the product, to the place 
in itself, and ultimately to the story.

POST ARCHITECTURAL BECAUSE:

-MORE INVOLVEMENT: You are im-
mersed. The music, the luminous ath-
mosphere, the story, the way your body 
is the interface with the activity of shop-
ping - these and many other factors 
make it so that you are unescapably 
caught up in this space. Just like you 
are in the space you are right now - ex-
cept no one designed it consciously. 

Shoe Model Nike Air Mag 
(from the Back To the Future 
film) by robbryantjr is licensed 
under CC Attribution: 

Statue Model: Aphrodite Dec-
imated by Geoffrey Marchal is 
licensed under CC Attribution
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WATCH 360º SHOWCASE HERE

https://youtu.be/I0TI_IOhWhg
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Section01; scale 1:50;         Backlit Neon Panel 

Section02; scale 1:50;         Backlit Neon Panel 

LUMOTOP: The lit en-
vironment. The lights, 
mapped out on the 
side, should create a 
semi-lit atmosphere 
around tones of pink 
and blue. The concrete  
pannels should reflect 
much texture and 
shadow - this is a mod-
ern cave of “artificial” ar-
tificial stone.

PHONOTOP: Ambi-
ent music should at all 
times be playing. This 
music is an aesthetic 
resource in the spatial 
experience. Ambient, 
Experimental, Drone 
music with much re-
verberation, no lyrics. 
Spatial music like this. 
Each ball is embedded 
with a specific sound so 
that, when you move 
among the balls, a har-
monic sound is played 
that complements the 
ambient music. When 
you pick up a shoe, the 
panels on which the 
shoes are placed make 
a sound and change 
colour. Furniture Music, 
like Eric Satie called it.

“BUY” - O - TOP: 
The space where the 
transaction is made is 
near the central stat-
ue, where you self 
check-out. To reach 
the card-reader, you 
must gently genuflect 
- in effect, bowing to 
the statue, paying trib-
ute to the archetype 
of Afrodite manifest in 
the shoes.

1717Floor_Plan_01. scale 1:50

01

02

COSMOTOP: Trying 
rooms are places for 
cosmetic self-actual-
ization. But these are 
special - they are a per-
fect suspension of time 
and place. Fully backlit 
neon walls, assisted by 
the Godess. It is here 
that you pick the ava-
tar you’ll perform in the 
Myth of Afrodite’s Ball 
Pit Store. 



18

Overview of the ball pit, where we see the neon lit shelves and the mannequin-statues.

The Changing Room.

In the Ballpit

Shelves

1919
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EVERYWHERE HOUSE

SKYPE NEST

CREIXOMIL COMMUNITY CENTRE

BIEDRONKA SUPERMARKETS

AN ENORMOUS HOUSE, FILLED WITH 8400 SQ METERS OF FREE 
SPACE. REINTERPRETING WHAT “PROGRAM” MEANS.

A  BUILT SPACE FOR SECLUSION AND PRIVACY, BUILT AROUND THE 
CONCEPT OF “INFINITY MIRRORS”

A TRADITIONAL ARCHITECTURE PROJECT FOR AN AGRICULTURAL SCHOOL, 
MARKET AND COMMUNITY CENTRE IN GUIMARÃES

WORK DEVELOPED AT INTERNATIONAL ARCHITECTURE FIRM LEXARQ, DE-
SIGNING AND STANDARDISING DESIGN APPROACHES FOR THOUSANDS OF 

BIEDRONKA STORES.
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What if you lived in an 8400 sq me-
ter house? Where the notion of “Pro-
gram” was put into question because 
of sheer scale? That’s what Every-
where House is, a house that can fit 
anything that also fits in your imagi-
nation. 

This project is based on the notion 
of “Programmatic Volatility”, the idea 
that the architectural program actu-
ally programs us. Therefore, by pro-
viding such an enormous amount of 
free space, what is in effect happen-
ing is that I’m asking the inhabitants 
of this house to design themselves by 
inventing uses for these spaces. You 
can play sports; you can jog; you can 
play music, hold events, skate, etc. 
Your house, Your rules - really.

EVERYWHERE HOUSE
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WATCH SHOWCASE HERE

https://www.youtube.com/watch?v=kmO5czZX8UQ
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CREIXOMIL COMMUNITY 
CENTRE

On the next page:

1- Regularization Layer - Screed 0.10m
2- Waterproofing - Asphalt 
3- Insulation - Rock Wool 0.05m
4- Self-Leveling Pavement 0.03m
5- Interior Lining - Perfurated Plasterboard 0.02m
6- OSB Boards 0.02m
7- Waterproofing - PVC membrane
8- Air Box 0.17m
9- Tubular Metal Profile 0.10x0.10m
10- Outer Lining - Aluminum Plate 0.0015m
11- Concrete Containment Wall 0.20m
12- “I” Metal Profile 0.24x0.22m 

This Masterplan was also creat-
ed during my Master’s Degree 
(2013), where the brief required 
a community centre for the area 
of Creixomil. The programmatic 
requirements were three class-
rooms, three workshops, one 
common study room, a bar, a 
community service shop and a 
market.

Creixomil is a fertile
agricultural valley in the city of 
Guimarães, a historic Northern 
Portugal city. The premise of my 
intervention was to make the 
building articulate the surround-
ing spaces in a valuable manner.

The building is permeable in the 
North South direction, 
inviting people to cross both the 
building and the agricultural fields 
around. In the East-West direction, 
the building makes itself a part 
of the city fabric both in a subtle 
and enriching manner. The fields 
around the Creixomil Community 
centre are thus formulated as use-
ful amenities for city folk who want 
to enjoy the delights of agriculture. 

On This Page:

1- Community Shop
2- Classrooms
3- WC’s
4- Common Study Room
5- Workshops
6- Bar
7- Market
8- Indoor Market

2

1

3

4

5

5

5

67
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BIEDRONKA SUPERMARKETS
These are some selec-
tions of work I collab-
orated in during my 
period at international 
architecture company 
LEXARQ (2017). 

They pertain to stan-
dardizing the
architectural interven-
tions to be made on 
thousands of Polish 
Biedronka supermar-
kets.

There are many differ-
ent types of BIEDRON-
KA supermarkets, and 
there are thousands of 
shops. The objective the 
work I was involved in 
was to produce draw-
ings and images that 
would communicate 
the strategies of inter-
vention that LEXARQ 
intended. This resulted 
in a 50+ page docu-
ment that I designed, 
which is to be used in 
corporate negotiations 
and in communication 
between architecture 
companies.

These drawings and 
images are property of 
LEXARQ. They should 
be regarded only as 
examples of the kind 
of work I developed 
during my period at 
the company.
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The skype nest was a space that I conceptual-
ized and executed for the Next Nature office, 
in Amsterdam. 

The brief was to occupy a small cupboard in 
a useful and creative way. It’s dimensions are 
180x180x360cm.

For that, I designed and executed a wooden 
structure which would hold a storage space 
in its lower part, and which would create a 
secluded space above. In the upper part, four 
mirrors were placed opposite to each other, 
so as to create the illusion of infinity. 

This resulted in the Skype Nest. A place where 
infinity meets privacy and interconnectivity. 

SKYPE NEST

Skype Nest lit in Pink by the Phillips Hue Lamps.

29
The decision was to go for the solution which posed the least noise in the reflections; thus, we stuck 
wigh a sitting-ag and the lamps .
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TALKS, INTERVIEWS

WRITING

A LIST OF  TALKS, INTERVIEWS AND ARTICLES WHERE ME AND MY 
PHILOSOPHY WERE THE MAIN POINT.

A LIST OF THE MOST RELEVANT ARTICLES THAT I‘VE WRITTEN,



WRITING

 
“BIG IDEAS IN VR: THE SPACE IS THE STORY”, for VR SCOUT 
 
“THE I’M FORMATION SPACE”, for T+U Architectural Publications 
 
 A CITY IN THE SKY: HYPERDIMENSIONAL DESIGN AND THE INFUSION OF BELIEF, for Bullshitist.
 
VIRTUAL REALITY AND POST ARCHITECTURE, for Bullshitist. 
 
NEW MEDIA SPACES, DREAMSCAPES AND MAGICK, at my Medium page. 
 
FATECRAFT 1: HIGHJACKING POWER GAMES, at my Medium page. 
 
FATECRAFT 2: HACKING THE MATRIX, at my Medium page. 
 
ON THE CYCLICAL AND ARCHETYPAL NATURE OF TIME, at my Medium page. 
 
POST-ARCHITECTURE: POWER, SPACE AND THE POSTHUMAN (Master’s Thesis, in Portuguese) 
 

THE DIGITAL MYTHOLOGY OF... SUPER MARIO,? for the Next Nature Network.
 
COULD BIOMIMICRY HELP US SOLVE THE REFUGEE CRISIS?, for the Next Nature Network. 
 
BREXIT: THE CULTURAL CLIMATE WARMS UP, for the Next Nature Network. 
 
LET’S TALK ABOUT VIRTUE SIGNALING, for the Next Nature Network. 
 
RACIST ROBOTS AND BLOODTHIRSTY CROWDS, for the Next Nature Network. 
 
OF OUTER SPACE AND VIRTUAL SPACES, for the Next Nature Network. 
 
THE RISK OF TECHNOLOGICAL UNEMPLOYMENT, for the Next Nature Network. 
 
GENOME EDITING: BRINGING THE ÜBERMENSCH TO A SHELF NEAR YOU, for the Next Nature 
Network.

32 33

TALKS, INTERVIEWS

VR: THE SPACE IS THE STORY, video of my talk at TORKE CC

AMSTERDAM LIVE: with Jason Silva, Daniel Fraga and Mark Bremerkamp

PHILOSOPHY AND THE FUTURE OF VIRTUAL CINEMA AT SXSW, profile by Rocketstock

NEXT NATURE HABITAT AT SXSW 2017

https://vrscout.com/news/big-ideas-vr-space-story/
https://vrscout.com/news/big-ideas-vr-space-story/
http://t-plus-u.com/portfolio/fraga/?id=55
https://bullshit.ist/the-city-in-the-sky-cce8e5871735
https://bullshit.ist/the-city-in-the-sky-cce8e5871735
https://bullshit.ist/virtual-reality-and-post-architecture-46cd9be08bf7
https://medium.com/@danielfraga/new-media-spaces-dreamscapes-and-magick-c77b293b4624
https://medium.com/@danielfraga/fatecraft-1-highjacking-power-games-e6a6bf3adfae
https://medium.com/@danielfraga/fatecraft2-hacking-the-matrix-5f1db8b95705
https://medium.com/@danielfraga/on-the-cyclical-and-archetypal-nature-of-time-f08042cae413
https://repositorium.sdum.uminho.pt/bitstream/1822/35167/1/Disserta%C3%A7%C3%A3o%20Daniel%20Fraga.pdf
https://www.nextnature.net/2017/02/digital-mythology-super-mario/
https://www.nextnature.net/2015/11/biomimicry-help-us-solve-refugee-crisis/
https://www.nextnature.net/2016/06/brexit-cultural-climate-warming/
https://www.nextnature.net/2016/05/lets-talk-virtue-signalling/
https://www.nextnature.net/2016/04/racist-robots-bloodthirsty-crowds/
https://www.nextnature.net/2016/01/outer-space-virtual-spaces-spaces/
https://www.nextnature.net/2015/10/technological-unemployment-robin-hood-next-nature/
https://www.nextnature.net/2015/09/genome-editing-bringing-ubermensch-shelf-near/
https://vimeo.com/216008004
https://vimeo.com/188210481
https://vimeo.com/188210481
https://www.rocketstock.com/blog/philosophy-future-virtual-cinema/
https://www.nextnature.net/2017/02/next-nature-habitat-vr-sxsw/


 I was born in Massachussets in 1991; I have a Master’s Degree in Architec-
ture from the University of Minho’s School of Architecture. The topic of my thesis 
was “Post-Architecture: Power, Space and the Posthuman” - and it has been my 

main topic of research ever since. 

 I have worked in Portugal and in the Netherlands. I’ve taken up the roles of 
Collaborating Architect, Speculative Architect, VR Designer and Developer. Some 

of my works have been exhibited at prominent events like SXSW and VR Days 
Amsterdam. I believe that VR can be a tremendously valuable asset for architec-

ture in the 21st century.

 I’m a jack of all trades. I am a freelance ghostwriter online, a writer on my 
own right on the topics of Post-Architecture, Design Theory and Virtual Reality, 

as well as a multi instrumentalist musician. I’m also versed in Creative Research,.

I’m an Architect and I’m heavily involved with Virtual Reality. And it is at this 
crossroads that I am positioned as a creative professional. I am passionate 

about how, through space, it is possible to cause  powerful and interesting ef-
fects on people - on their behaviour, on their emotions, their perceptions and 

their thoughts. Ultimately, I believe reality is contingent on perception: and as a 
Post-Architect, I’m a craftsman of perception.

about
me

35

https://medium.com/@danielfraga
https://medium.com/@danielfraga
https://open.spotify.com/album/1qrfSShuvh4LeT8Nx6sNc6


thank you.

visit me at www.fraga.space

contact me at 
daniel.fraga.daniel@gmail.com

it’s not about designing space.
it’s about designing 
people through space

©2017 Daniel Fraga


