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Since the industrial revolution, 

technology has had a defining role in 

society. From the built environment 

to domestic needs, technology has 

increasingly automated the world; 

the world has become immersed 

and increasingly in service to these 

advancements. However, in a world 

saturated in technology, the real-world 

still matters; a persistent blindness 

to social, discriminatory and racial 

matters is still heavily ingrained and 

needs addressing. 

This thesis is an investigation of the 

current machine age - a development 

of the First and Second Machine ages 

described by Banham, then Pawley, in 

the second half of last century. Today's 

'Third Machine Age' is less mechanical 

- our machines are commercial, silent, 

and out-of-sight algorithms that use 

our own personal data as fuel: for 

the convenience of social media, we 

blindly provide our identities as grist to 

this mill.

Abstract



vi

But there are also opportunities for 

a socially-engaged architecture 

in this digitally saturated and 

persistently blind Third Machine Age. 

This research explores the idea of a 

national museum for the twenty-first 

century (with its Third Machine Age 

implications), offering an alternative 

to the singular, authoritative (colonial) 

interpretation of national identity 

and its curation in static ('iconic') 

built form. The objective is a nimble, 

critically-engaged, digitally augmented 

and ephemeral place-based 

intervention that foregrounds multiple 

and competing cultural and personal 

histories.

In an age where the idea of 'place' is 

being challenged by the architectures 

of 'non-place' and physical experience 

is increasingly supplanted by 

virtual engagement, it is difficult for 

architecture to remain relevant. This 

thesis is a provocative statement of 

one such way that architects can take 

a stand and make socially meaningful 

contributions to the Third Machine 

Age.
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How can 

contemporary 

arch i tec ture 

be  employed  to 

appropr ia te ly 

address  and 

i l l uminate  p lace- 

spec i f i c  contes ted 

narrat ives  in  New 

Zea land?

research quest ion
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aims

To define and arrive at an appropriate 

position on ‘contemporary 

architecture’ and the opportunities 

and drawbacks that come with it.

To understand and arrive at an 

appropriate position on issues relating 

to contested cultural narratives in the 

New Zealand built environment.

Test outcomes of Aims A and B in 

a design strategy and developed 

proposal for a national museum 

that appropriately addresses and 

illuminates place-specific contested 

narratives in New Zealand.

A

b

C



x

B. 1

Explore technological paradigms put 

forward by architectural theorists 

Banham and Pawley as First and 

Second Machine Ages.

Explore contemporary cultural 

paradigms that place architecture 

in current global/ corporate/ digital 

contexts.

Identify and define the characteristics 

of a contemporary architecture (as an 

extrapolation of Banham and Pawley’s 

work (Objective A.1), placed within the 

context developed in Objective A.2)).

B.2

a. 1

Explore recent local debates that 

have brought contested colonial and 

indigenous narratives to popular 

attention.

Explore national museums as 

significant cultural institutions where 

contested narratives may be seen to 

been ‘curated’ in ‘major’ architectural 

responses.

Develop a set of principles that must 

be observed in order to ‘curate’ 

contested narratives in built form 

(based on issues raised in Objectives 

B.1 and B.2.

a.2

a.3

B .3

Object ives
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xi
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Violent Legalities, an exhibition held 

in Te Pataka Toi/ Adam Art Gallery 

“combines anthropology, art, 

architecture and software design to 

create an exhibition that provokes 

us to acknowledge the widespread, 

systematic and ongoing instances 

of violence against non- Pakeha in 

Aotearoa New Zealand” (Kiddle in 

Architecture New Zealand, 2020, p. 

113). 

The exhibited material focuses on 

terror, treaty and moral legalities. 

Kiddle (2020) highlights several 

issues with the exhibition in how it 

articulates the subjects. “Much of the 

material of focus centres on Maori 

communities, and yet there is no clear 

understanding of how connected 

the researches/ artists are to these 

communities”. The actual material, the 

way it is interpreted and represented; 

“those making the decisions to bring 

their conscious and unconscious 

biases … to the table” lends the 

curation of narrative towards the sole 

curator (p. 113).

This thesis, A Persistent Blindness, 
illuminates’ opportunities and 

problems of our contemporary age. It 

combines technology and architecture 

that addresses social, cultural and 

political issues in a post- curation 

national architecture. It goes some 

way toward addressing the types of 

issues raised by Kiddle.

In our contemporary age, we live 

with the problems of ubiquitous 

technology: our world is saturated 

in information and increasingly in 

service to the uncontrollable forces 

of this technology. Both driven by 

and technological development and, 

perversely in spite of it, architecture 

clings to traditional ideas of authentic 

practice, rendering an image 

expressionless, bland and static. But, 

in this same technologically driven 

age, the real- world still matters. Our 

society deals with social, cultural 

and political issues. It deals with a 

disproportional westernised colonisers’ 

influence on place and people, inviting 

sole practitioners, be they architects, 

designers or creators, to define and/ 

or solve these issues usually with 

traditional ideas.  

The question posed by this research 

arises out of contemporary digital 

opportunities that exist for an 

architecture that can illuminate social, 

cultural and political issues and allow 

for multiple ways to converse and 

interpret.

This thesis investigates the 

opportunities and problems of 

architecture and technology to define 

a position in our contemporary age 

and Third (digital) Machine Age.

It transfers design and theoretical 

research into a user- centered national 

architecture that embraces 

Introduct ion



5

culture and people challenging static 

traditional notions of place.

Chapter one researches the historical 

advancements of technology through 

a theoretical lens specifically focusing 

on the symbiotic relationship between 

technology and architecture. The 

industrial revolution followed by the 

First and Second Machine Age, as 

defined by Reyner Banham and Martin 

Pawley, explores this relationship 

and sets the theoretical context and 

framework for the thesis. 

Chapters two and three look at our 

contemporary relationship with 

technology, place and society and 

defines conditions for a Third Machine 

Age.  

Chapter four explores a post- curation 

national architecture through the 

analysis of museums and curation 

spaces. It uses the framework 

established in chapter one to discover 

a potential Third Machine Age 

museum. 

Chapter five explores and proposes 

a design outcome and chapter six 

reveals the developed design. 

The design outcome invites 

conversation about what matters, 

allowing people to curate their own 

exhibitions and interpretations 

with augmented technology and 

architecture.
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Since the start of the industrial 

revolution, the world has been 

influenced by the evolving 

advancements of technology. From 

the built environment to domestic 

needs, technology has automated the 

world. The world is now immersed 

and increasingly in service to these 

advancements. 

The industrial revolution was “a 

process which gathered a particular 

momentum in the late eighteenth and 

early nineteenth centuries”(Hudson, 

2009). An increase of world trade, 

rate of capital formation, autonomy 

in knowledge, increasing productivity, 

a growth of Laissez-faire and 

liberalised venture caused the unique 

process’ that are continued into the 

21st century. This shift to internal 

consumption, the population boom 

and transition from agricultural to 

industrial based industry saw a great 

societal change that embedded the 

symbiosis between technology and 

society (Hudson, 2009). Following the 

industrial revolution, the evolution 

of technology has changed focus to 

address the needs of humans and 

domesticated life. From ownership to 

consumerism, it allowed humans to 

live easier. 

All these changes have had 

implications for the built environment 

and architecture. Theory and Design 
in The First Machine Age (1980) by 

Reyner Banham and Martin Pawley’s 

sequel, Theory and Design in The 
Second Machine Age (1990), present 

a coherent scheme for understanding 

the relationships between technologies 

and architectural developments of 

the twentieth century. The following 

section outlines the conditions of the 

machine ages.

The First Machine Age outlined in the 

book Theory and Design in The First 
Machine Age by Reyner Banham, one 

of the most influential architectural 

historians of the time, critiques the 

attitude that gave shape to the 

modern movement or international 

style. From small to large technologies, 

the development of domesticated 

machines throughout the 20th century 

was a move away from the industrial 

scale mechanics. It also brought about 

a clash with the ornamental styles of 

the 19th century. 

The 20th century transitioned to a 

domesticated technology: an age 

of ownership accompanied by an 

architecture that was clean, subtle and 

powerful. The age of ownership and 

the mass production of technology, 

enabled people to own the light, 

subtle and clean “fabulous 60’s” 

(Banham, 1980). “Miniaturization, 

transistorization, jet and rocket travel, 

wonder drugs, and new domestic 

chemistries, television, computer” and 

the list goes on.

The Machine Ages

Industr ial  Revolut ion

F irst  Machine Age
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The age of ownership could offer the 

“effortless conquests of time and 

space” that was being explored at the 

time and with it came a technology 

readily available for the domestic 

environment (Banham, 1980).  

The great architects of the early 1900s, 

the likes of Le Corbusier, Mies Van 

de Rohe and Walter Gropius, ‘the 

machine minders’ or the modernists, 

believed that a better way forward 

for society arose with access to this 

new technology. Society, architecture 

and culture would reflect the simple 

mechanics of the machines that 

drove society. They responded to 

technological advancements with 

simplification. 

Banham, however, observed the 

shallowness of their ‘forward thinking’ 

endeavours. They simply “peeled off 

yesterday’s exterior embellishment 

and put on instead formalised 

novelties of quasi-simplicity”... 

a statement of “formalism and 

illusionism” not respondent to the 

advancements and materialistic 

functions of technology (Banham, 

1980). 

However, Dymaxion House by 

Buckminster Fuller, designed in 

1927, addressed the availability of 

technology with a prefabricated 

design. It was a house fully integrated 

with the technology of the time, 

“harmonising environment and man, 

and exploiting every benefit of science 

and technology” (Banham, 1980). It 

embraces and integrates technology 

of the age. Mechanical equipment 

was centred in the house, and it’s 

materiality more associated to that of 

the aircraft industry. 

As time went on, the great architects 

of the early 20th century or as Banham 

describes, the ‘machine minders’, 

lost control of the growing force of 

the machine. This human-scaled and 

domesticated technology evolved into 

a machine far too smart and large 

for humans to catorgorise. Advancing 

technology drove information overload 

and, accompanied by public opinion, 

modern architecture was“now finally 

in disrepute” (Banham, 1980).

The ‘machine minders’ transformed 

into a society of self-believers and, in 

turn, developed a new age.

Fig 1.01. Buckminster Fuller 
and a model of the futuristic 
Dymaxion House (Merin, 
2019).

The F irst  Machine Age

Image removed for 
copyr ight reasons .



10

The Machine Ages

Theory and Design in the Second 

Machine Age, written in 1990 by 

architectural historian Martin Pawley, 

unpacked Banham’s claims and 

argued that not much had changed 

since the First Machine Age. 

Pawley (1990) writes architects and 

designers “are not in the sociology 

business but in the imaging business” 

(p. 4). The Second Machine Age, 

based around the 1970s to the 1980s, 

is predicted on the advancement of 

air travel, computer technology and 

the car rendering the availability 

of a technological world and its 

advantages. Pawley observed that the 

technology transfer to architecture 

did not see the same technological 

advancement. Where“[c]onstruction 

clung to its tradition of long-life, 

loose fit buildings: the car industry 

developed a new capacity to build 

short-life, tight fit cars” (Pawley, 1990).  

The public, according to Pawley, 

wanted an escape route from the 

utopian world of modernism. The 

‘machine minder’s lifeless mass 

public housing, a solution to a post- 

war housing shortage, did not fulfil 

social and cultural necessities. As 

Pawley notes, “[t]he active modern 

perspective of architecture as a tool 

in the re-organisation of society for 

the collective betterment of man gave 

way” (p. 24). 

An answer to the lifeless brief era of 

modernist architecture, architects 

reformed old looks, into new and 

communicated the current culture, 

and technology aesthetic of the 

time. This repressive architecture 

now known as Post- Modernism was 

pitched (and built) as an answer to 

this utopian world. 

Richard Horden, Richard Rogers 

and Michael Hopkins however 

were architects that to some 

degree embraced technological 

advancements in construction. 

Buildings reinforced the power at play 

with sleek, high- tech designs with 

materials and structure. However, this 

style was repressed with the public’s 

conservative views who preferred 

the traditional aesthetics of colonial 

typology.

Second machine Age

Image removed for 
copyr ight reasons .
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Fig 1.02. (LEFT) Richard 
Roger's Lloyd's Building, 1986 
(Pawley, 1990, p. 33).

The Second Machine Age

Pawley (1990) calls for a solution 

to the overload of information that 

characterises the Second Machine 

Age, drawing attention to medieval 

architecture as one potential 

precedent - what he calls the ‘gothic 

solution’. He states, 

“[g]othic cathedrals and churches 
were public information buildings. 
Their huge windows were picture 
screens designed to use natural 
light to convey visual information to 
large numbers of people” (p. 119). 

The clarity of structure and design of 

gothic architecture provides an answer 

to public desire for a traditional 

architecture and from an architects 

perspective, one that could deal with 

the overload of information in the 

Second Machine Age.

The Second Machine Age celebrated 

the availability and power of 

technology extending the society of 

consumption, a place fixating on the 

‘micro-aesthetic’, the image, and 

motifs rather than real-world issues. 

There was a disorder of information 

throughout architecture and society, 

established from the advancements 

of mechanical processes to electronic 

(which is discussed further on). Pawley 

outlines and gives conditions for a 

second machine age, but suggests 

that it is too late, that architects and 

designers are not taking advantage 

of technological progression and that 

the power of technology was out of 

our reach. The search for meaning in 

this consuming and saturated power 

and the search for an architecture that 

deals or embraces these forces was 

non- existent.

Fig 1.03. (ABOVE) Nectar 
Homes geodesic timber house, 
1985. A product of technology 
plus micro- aesthetic 
(Pawley, 1990, p. 65).

Image removed for 
copyr ight reasons .
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As a society, we speculate about the 

possible world and how it might look 

like. Speculative architectural ideas 

were explored during the 1960s and 

70s, ‘the First Machine Age era’, with 

the likes of Archigram, Archizoom and 

Cedric Price using design to critique 

the ‘given is given’ giving people the 

possibilities of the current technology. 

Their radical ideas explored the 

potential of technology and its effect 

on society and architecture. These 

architects, ahead of their time or 

perhaps more in their time, as Banham 

might have defined it, answered 

a future problem of ‘information 

saturation’. This influenced the 

decisions and outcomes in the design 

phases of helping to shed light onto a 

potential Third Machine Age. 

Design is, by its nature, a speculation 

on possible futures. Every single 

architectural design drawing is exactly 

that.

“[T]he idea of possible futures 
and using them as tools to better 
understand the present and to 
discuss the kind of future people 
want, and, of course ones people 
do not want” (Dunne & Raby, 2013, 
p.2). 

There are opportunities with 

technology and architecture to allow 

people to have unique experiences 

and architecture to respond to 

technology and society in ways that 

are memorable and progressive.

Though these architects show some 

possibilities, enabling us to dream and 

realise potential, these are unbuilt 

speculations and do not hold a position 

in the real world. 

The Machine Ages

A Note On Speculat ive  Arch itecture

Fig 1.04. Section of 'The 
Plug-In City' by Archigram 

(Cook, 1964).

Image removed for 
copyr ight reasons .
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Fig 1.05. 'The Plug-In City' 
by Archigram (Chalk, 1964).

Speculat ive  Arch itecture

Image removed for 
copyr ight reasons .
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architecture ,  technology,  society

Introduct ion
Banham and Pawley’s books 

outline 20th-century technological 

advancements and the implications 

for society and architecture. Pawley’s 

book, published in 1990, shows how 

little has changed in how technology 

is influencing society and architecture 

from the criticism made by Banham a 

decades earlier. With the development 

of computer-driven, autonomous and 

immersive technology in the thirty 

years since Pawley, new problems 

and opportunities face the world. 

Technology has fragmented away from  

‘human- control’, leaving us in a world 

in service to technology. 

In reaction to and extending from 

the First and Second Machine Age, 

a theory can be formulated around 

discussion of our current paradigm. 

But rather than a Third Machine Age, 

our current digital age can be defined 

in terms of global economic systems 

and increasingly intelligent electronic 

devices. In order to understand our 

current age, the following chapter 

explores: globalisation, global 

architecture and place with relevance 

to technology and society.

Fig 2.01. 'A global place'. 
What if all of New Zealand's 
landmarks were situated next 
to each other?
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Supermodernism

Globalisation has been established 

as a phenomenon since technology 

enabled us to fly across the world. 

People can travel to a place and feel 

comfortable due to the relatable 

environment. With the domestication 

of technology, our world is getting 

smaller and smaller, each a 

microcosm of another. Ibelings (2002) 

notes that everything is accessible, 

making the environments “familiar or 

is assumed to be familiar” in the reign 

of the western aesthetic (p. 64). 

Technology has paved the way for 

global tourism. With advanced air 

travel, places once out of reach are 

now within hours. The influx of people 

in different parts of the world has 

created a place catering for visitors, 

draining cultural integrity, and 

replacing it with similar characteristics 

and predictive patterns. Ibelings 

(2002) noted, “tourists visiting these 

spots [have] no mental picture 

or even the slightest notion of the 

geographical location of their holiday 

destination, therefore not as strange 

as it might at first appear” (p. 150). 

The technological grip on the world has 

influenced place, rendering conditions 

of familiarity. 

Global isat ion

g
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Supermodernism, an architectural 

style described by Hans Ibelings at the 

end of the 20th century, rejects the 

postmodernist era of symbolism. 

“The focus is on an abstract 

architecture that refers to nothing 

outside itself and here, too, a lot 

of attention is devoted to formal 

reduction” (Ibelings, 2002, p. 62). 

The complexity of globalisation led, 

by the increase of technology, has 

tended toward an architecture that is 

expressionless, large and neutral. 

In Ibelings’, ‘non- places’ are defined 

as spaces where concerns of relations, 

history, and identity are erased. 

Such non-places are consequences 

to the mobility and consumption 

of globalisation. Airports and malls 

are examples of non- places that by 

nature are less reactive, leading to 

experiences that are meaningless 

(Ibelings, 2002, p. 65).  

Many locations around the world are 

attractive due to their architectural, 

cultural, or natural beauties. We travel 

to see these locations in the flesh. 

Places like Las Vegas and cities in 

China have rendered a pastiche model 

of a cluster of landmarks or even 

whole cities that mirror reality to near 

perfection. As Ibelings (2002) explains 

“all these projects are deliberately 

intended as representations of 

authenticity, identity and meaning, 

the same qualities that crowds of 

tourists are increasingly searching 

for in these vain days” (p. 70). The 

authenticity of place is diminished by 

architects and designers, creating a 

‘uniform’ or ‘autonomous’ architecture 

mimicking an idealistic culture and 

influencing familiarity in place. He 

notes that, “autonomy applies to 

much contemporary architecture 

and urbanism... autonomous worlds 

that have little or nothing to do 

with their surroundings” (p. 78). 

More recently, in 2020, the Trump 

administration passed an executive 

order promoting Beautiful Federal 

Civic Architecture, a project to ‘unify’ 

the country in classical architecture. 

This, it can be argued, is an example of 

autonomous architecture influencing 

the authenticity of place in much the 

same way.

In the current age of globalisation, 

from 2000 to 2020, technological 

integration with everyday life is an 

underlying ubiquitous force changing 

our social interaction and connection 

with place. With the public fixated on 

the micro-aesthetic, in architecture 

and increasingly in the digital world, 

there are opportunities for people to 

explore this fixation in experiences of 

identity, place and meaning. 

Architects will continue to ignore 

technological advancements due to 

disarranged information and public 

opinion and therefore continue to 

communicate current culture with 

materialism and pastiche. 

Supermodernism -  global arch itecture



19

Global isat ion

Change is needed to current 

architectural presence, an architecture 

clinging to a traditional and authentic 

approach.

Fig 2.03. 3 and 4 World 
Trade Center. Sleek glass 
skyscrapers a common sight 
around this area of New York 
(Author's own image, 2018).

Fig 2.02. Supermodern 
high rises replacing a once 
industrial area of Mexico City.
Plaza Carso, Mexico City 
(Author's own image, 2018).

su
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Fig 2.04. 'Globalisation- an 
intense place two'. A grocery 
store, hall, house, marae and 
a church. 
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Technology and Place

The ubiquity of technology enables us 

to live our current lives. Technology is 

helping our societies become smart 

with data driving change in cities 

and helping them overcome their 

most pressing issues. Data addresses 

issues of security, pollution, traffic, 

and development. Traffic lights help 

keep the vehicles moving, GPS helps 

us travel to the places we need to 

go, and vehicles enable us to have a 

comfortable trip. Technology has a grip 

on our contemporary understanding of 

place.

The ubiquity of smartphones enables 

us to share, connect and socialise 

immediately with people all around 

the world. The experiences we have 

now, compared to a century ago, are 

near impossible to compare due to the 

increase of ubiquitous technology. In 

any given situation, the fact that 

“... pervasive media devices might go 

unremarked and unnoticed positions 

them among the ordinary, the 

habitual, the banal, and the everyday” 

(Coyne, 2010, p.73).  

Technology can have an effect on our 

relation and contribution to place by 

adding another level of interpretive 

relation, aiding or hindering our 

experiences. Technology such as 

Google Maps, Google Earth and even 

games like Pokémon Go, invite a better 

understanding of place through their 

medium. They allow and encourage 

us to navigate and open up places not 

experienced beforehand (Coyne, 2010, 

p. 71). Temporal immersion in these 

virtual worlds opens up opportunities 

and problems. Computers and video 

games immerse the user in a temporal 

environment. The virtual world opens 

up new experiences not faced before.  

These virtual and augmented 

environments can make the user 

feel unique spatial experiences. They 

are able to explore these worlds as 

a removed role of self that is not like 

their physical original. It challenges 

social engagement, image and the 

reality of the real world. Since the 

global pandemic started in 2020, 

the world has become accustomed 

to Zoom, a video chat app that 

has changed how we interact with 

each other from the home to the 

office. Something brought upon 

by global pandemic has taught us 

how important and how immersed 

technology we are.

Space has been expanded through 

technology enabling many levels of 

interpretations that open up a liberal 

sociability. “Pervasive digital devices 

have obvious spatial aspects: phones 

connect across distances, GPS locates 

people in space, computer games and 

streamed media synthesise spatial 

environments ... all of these devices 

are distributed across space” (Coyne, 

2010).  

Technology and Place
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There is also the augmented space of 

mobile phones and social media, a 

virtual extension of ourselves. “Social 

media has removed all the barriers of 

interaction and communication. We 

can communicate with our family, 

friends and relatives regardless of the 

distance we have” (Phogat & Sharma, 

2015). 

Varnelis adds that, with technology we 

can have “an extension of intimate, 

personal space into our surroundings” 

a ‘telecocoon’ (2006). This can 

be a positive enhancement or a 

demoralising experience. Technology 

has changed our social ways and can 

enable a “new kind of place-making, 

enabling us to dwell more creatively 

in both “real” and network space” 

(Varnelis, 2006). 

Though technology gives a sense of 

presence and memorable experience, 

the fidelity of these experiences 

is problematic. When we imagine 

something, the direction or events 

of the place are of will from the 

user. That imagined or happening 

scenario has had pre-conceived or 

lived experiences, so we are able to 

feel a sense of presence. There is a 

consistency of technology influencing 

people into different worlds that may 

appeal as utopian but are actually an 

immersion of dystopic proportions. 

In the current world, we have 

a disorganised multiplicity of 

information. There are opportunities 

for technology to reassert reality and 

enable a better understanding of our 

world. The fact is that there is no ‘real’ 

world anymore or even a binary sense 

of a real and virtual. Technologies’ 

immersion will increasingly mediate 

our experiences and have a supreme 

reign and influence on society and 
architecture bringing about more 

implications that potentially could 

have demoralising and dystopian 

effects. 

There is an opportunity to use our 

current augmented space that society 

is embracing or in most cases sub-

consciously embracing and with 

architecture communicate social, 

cultural and political implications that 

have been and are apparent today. 
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Technology and Place

Fig 2.05. Subtract the 
machine. The relationship 
between technology and 
place (Author's own image, 
2018).
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As much as technology has its own 

problems and influence on society, 

there are the ‘real’ realities of social 

and cultural problems. Real-world 

situations are ‘real’ and have direct 

meaningful effects on society. 

What has been of discussion lately is 

our stubborn “persistent blindness” 

to discrimination. This “[b]uilt 

discrimination endures because it is 

often hard to change and knowledge 

on its own is not enough” 

(McCarthy, 2021). In a recent opinion 

piece, The Politics of Public Spaces 

in Stuff NZ, McCarthy discusses the 

discrimination happening in society. 

For too long, society has gone about 

life oblivious to the fact that there are 

still racial problems, discrimination 

and violence. “New Zealand’s history 

of the built environment is clearly not 

immune from discrimination – whether 

it be the displacement of ethnic or 

poor communities by means of ‘slum’ 

clearance, motorway construction or 

gentrification...” (McCarthy, 2021). 

There is an increase of concern for 

social justice in society - something of 

a breakthrough for modern society. 

New Zealand’s Treaty of Waitangi/ 

Te Tiriti o Waitangi is the grounding 

foundation of our contested history 

(a colonial history the outcome), but 

is now being challenged frequently in 

Treaty claim research. Throughout the 

world and in New Zealand, the rise 

of Black Lives Matter has created a 

snowball effect in change towards a 

more just future, emerging from what 

is a violent legacy. 

In a recent editorial of Architecture 
NZ, Barton discusses the problematic 

nature of contested statues and 

monuments around the world. “Many 

of these memorials have long been 

problematic - in America and Britain, 

representing slavery and in the 

Antipodes, the legacy of colonialism” 

(Barton, in Architecture New Zealand, 

2020, p. 8). Statues are being toppled 

in the wake of Black Lives Matter 

protests, rightly so, and in New 

Zealand, similar matters are arising 

from what some think is a peaceful 

past of colonisation and racial matters. 

Captain John Fane Charles Hamilton, 

who killed Maori in the Waikato land 

wars, has been removed in Hamilton’s 

Kirikiriroa Civic Square. In Wellington, 

statues such as Queen Victoria and 

Edward Wakefield were blindfolded 

with red scarfs. There are many 

statues standing in pride position in 

our parks, squares and avenues that 

celebrate a colonial history, remnants 

of blindness to their actual legacy 

and its effects on New Zealand of all 

ethnicities. 

As much as technological influences 

have become a problem, real-world 

issues are still the most important.

The Real World Matters

architecture ,  technology,  society
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The Real world Matters

Fig 2.06. Captain Hamilton 
being removed from Civic 
Square, Hamilton (Yardley, 
2020, as cited in McCarthy, 
2021).

Image removed for 
copyr ight reasons .
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architecture ,  technology,  society

The First Machine Age, an age of 

ownership and the Second Machine 

Age, an age of consumerism, are 

‘out of date’. Much has changed 

since Pawley wrote about the second 

machine age. The mechanism of the 

world has grown to a colossal size; a 

world lost in information. As Pawley 

(1990) states, “a state of war does 

exist, but not only between man and 

nature; between the age of science 

and the accumulated infrastructure 

of centuries as well” (p. 176). This 

war exists today, just on a grander 

scale.  It is now 2020, and this war 

on technology, globalisation and 

economies has grown to a NASA 

spacecraft- so out of this world, it 

doesn’t make sense.

The Third Machine Age is an age of 

ubiquitous technology within society, 

a technological grip on the world 

influencing place; the pervading nature 

of supermodernism, an architecture 

expressionless and meaningless 

clinging to a traditional and authentic 

approach; the phenomenon of 

non- place, a place with little or no 

relation to people and lastly an age 

demanding of the rise of social justice 

in society; a much-needed change 

to our persistent blindness. Though 

it does not sound much different to 

the theory and design of the second 

machine age by Pawley (we are still 

people of ‘conscientious objection’ 

and self-belief) it is a dual reality (an 

‘augmented’ reality) that is real, that 

we must embrace- an age saturated 

in information and contested truths.

Our Contemporary Age =  The  th ird Machine Age
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Our contemporary age =  The  th ird Machine Age

Fig 2.07. Think 'augmented 
connections' - what does 
augmented space do to our 
relationship with the real 
world?
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Exploring our current age. 

How might technology effect our 
relationship  to place?

What does this  place look l ike?

Fig 2.08. City blocks. 
Gathering places that are 
of interest and then realised 
through augmented reality.
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The real and v irtual

The following chapter outlines 

the current digital and real-world 

opportunities for architectural design 

in our Third Machine Age. It shows how 

technology can render experiences 

obsolete but also enhance and replace 

them, bringing about real-world 

opportunities in our built environment 

that we see today.  

Technology can render a place void 

of relatability through ubiquitous 

computing, where the likes of 

computer processes and designs 

take out satisfaction and memorable 

experience of process degrading the 

experience of the place.

 

Technological processes are a strange 

and crucial part of our relationship 

with technology. These technological 

narratives inform us of a humanised 

connection to technology. “[S]oftware 

languages determine how we currently 

understand, categorize, organize, 

and reference reality” (Lerenzo-

Eiroa in Karandinou, 2018, p. 212). 

The metaphors associated with tasks 

that once were hand done and are 

now processed by data or aided by 

technology. For example, Shepheard 

(2003) states, “menus and windows 

on screen that operate like roller 

shutters, or time-lapse films of flower 

petals, as in the case of the iris shutter 

effect on the iPhone camera” (p. 189). 

Technology imitates reality, leading 

to a phenomenon of intelligence. 

Technological processes reveal a 

clever process but with a facade of 

false identity. 

People’s connections and relationships 

to technology interpret a new 

common place continually developing 

and evolving. Sociable places can 

become void of potential real social 

connections with the power of data 

and technology re-establishing place 

and the narrative associated. 

architecture in  the  Th ird Machine Age

Fig 3.01. Technology 
wrapping itself around 
buildings in Newtown, 
Projecting an image to change 
the experience of the place.
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Introduct ion to the th ird Machine Age

Fig 3.02. Technology 
wrapping itself around 
buildings in Oamaru, 
Projecting an image to change 
the experience of the place.

technology transfer/

/augmented state

Fig 3.03. # 1 - Exploring our 
current age of technology 
through drawing. 
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The real and v irtual

Fig 3.04. # 2 - Exploring our 
current age of technology 
through drawing. 
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Drawing out the current age

Fig 3.05. # 4 - Exploring our 
current age of technology 
through drawing. 
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The real and v irtual

Fig 3.06. A machine like 
form travelling around New 
Zealand exhibiting the stories 
of towns and cities like Times 
Square and Shibuya Crossing.

Experience in technologically driven 

architecture is predictive, familiar 

and saturated in a world that is 

culturally and socially sophisticated. 

The possibility of augmented and 

virtual reality enables us to interpret 

possibilities. Since the 1990’s an 

alternative virtual world has been 

developing. Augmented space is a 

phenomenon that addresses the 

commonplace of real and virtual. 

“Augmented space is the physical 

space which is ‘data dense’, as every 

point now potentially contains various 

information which is being delivered 

to it from everywhere” (Manovich, 

2006, p. 223). Augmented space has 

domesticated the technological realm 

allowing people to have first-hand 

experiences.  

Augmentat ion -  D iscover ing a new space
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Drawing out the current age

Fig 3.07. The potential 
to have places that were 
devoted to augmented 
realisations. What would the 
architecture look like?
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The real and v irtual

This domesticated world of augmented 

reality, a merge of real and virtual, 

is a hybrid space where people can 

realise an object in real life scenario 

through an app on a device, softwares 

or through augmented reality goggles. 

There are many options to realise 

digital forms in reality now. User 

friendly software such as Google AR 

Core and Adobe Aero enables the 

user to readily ‘drop in’ digital objects 

alter and move around in real life 

scenarios without having to learn to 

code. QR codes are used to locate and 

inform and even the likes of projectors 

and holograms bring virtually made 

objects into real space. 

AR can improve our experience with 

the likes of smartphones enabling 

us to discover new places. Tourists 

in new environments gain a better 

understanding by using augmented 

reality through their smartphones. 

Any potential points of interest “which 

visitors may easily miss if these are 

less well known or difficult to locate” 

can be located through augmented 

reality on smartphone devices 

(Ghouaiel et al., 2013). This use of 

augmented reality helps people find 

points of interest. 

Augmented real ity

Fig 3.08. Adobe Aero 
(Corazza, 2019).

Image removed for 
copyr ight reasons .
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Augmentat ion -  a  real ity

Fig 3.09. Google Just a Line 
(Hoff, 2018).

Fig 3.10. A set of structures 
where landmarks are realised 
through AR.

Image removed for 
copyr ight reasons .
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Architecture and technology 

integrated together can create unique 

and memorable spatial experiences. 

These examples of how technology can 

enhance place show the possibilities of 

the augmented world. 

Exhibitions, such as the examples 

below, show how augmented space 

can open up possibilities with space 

and tell what is not seen in the real 

world. 

The Lighthouse Residence designed by 

Doug Aitken is a house applied with 

projected images. The projections 

narrate a document of ephemeral 

elements of the surrounding context 

in which it exists. “The artwork 

phases in and out of synchronicity 

with its surroundings, capturing the 

transformation of the environment 

as it shifts between the seasons, and 

drawing on both micro and macro 

views. With ‘lighthouse,’ Aitken 

connects with the living environment 

to explore ideas of disappearance and 

transformation” (Azzarello, 2020). 

It is a hybrid design that establishes 

temporality to the design and 

maintains its existence in an ever-

changing world. 

Janet Cardiff and George Bures 

Miller’s Audio Walks are audio and 

visual narrations guiding people 

through the city to reveal a mix of 

fiction and non-fictional history. These 

narrations augment the experience 

of space, revealing qualities unseen. 

These stories bring up social and 

political implications of place. This 

specific audio walk reveals through 

audio and visuals through an iPod 

the historical accounts of Jews going 

off to concentration camps in Kassel, 

Germany. “Jews were taken from 

a different platform than what was 

believed ... in the video walk, we go 

to Platform 13; when you stand in 

that spot, there’s a modern train 

with people on it pulling away. It’s 

an overwhelming moment in the 

piece.” (Bures Miller cited in Cochran, 

2018). Technology can become an 

educational tool revealing stories 

of the past and revealing them in a 

specific time and place.  

Augmentat ion -  AN ARCH ITECTURAL real ity

The real and v irtual

Fig 3.11. Lighthouse (Aitken, 
2012, as cited in Azzarello, 
2019).

Image removed for 
copyr ight reasons .
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Augmentat ion -  aN Arch itectural real ity

Fig 3.12. A potential 
architectural design where 
architecture and technology 
combine.
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The projection of George Floyd on 

the Confederate General Robert E. 

Lee Monument in Richmond, Virginia 

reveals how technology can raise 

awareness and promote change for 

the better. This monument, graffitied 

by protestors and projected with 

BLM (Black Lives Matter), as well 

as George Floyd’s face, not only 

creates an intense and memorable 

experience but shows how the public 

can augment and change a place. This 

powerful stance, seen in the image 

by Graves, of people taking over and 

changing a monument in a public 

civic space reveals the disproportional 

westernised coloniser’s influence on 
place and people. 

In New Zealand McCarthy (2021) 

explains in a recent article, “[i]t’s 

only in 2019 that space was made 

available in Parliament’s debating 

chamber to commemorate those killed 

in the New Zealand Wars in among 

equivalent memorials of overseas 

conflicts”. This is an age of ‘power 

to the people’ and a demise of the 

political dictators in our environment. 

Public civic space should reflect the 

equivalent of a nation. In the United 

States, confederate monuments stand 

representing of a nation’s founding. In 

New Zealand, colonial statues stand in 

important places at the heart of public 

spaces. These statues and places are 

a figure of the past, some are being 

removed, most are still positioned in 

pride of place.

It is only fair that our public spaces be 

representations of who we are.   

The real and v irtual

THE Real World I ssues/  MATTERS
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Fig 3.13. In a recent 
National Geographic article- 
A projection of George Floyd 
on the Confederate General 
Robert E. Lee Monument in 
Richmond, Virginia. (Graves, 
2020, as cited in Goldberg, 
2020).

‘Augmented ’  Opportunit ies

Image removed for 
copyr ight reasons .
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The real and v irtual

Fig 3.14. A place to 
speculate, a new type of 
'National Architecture'.
Cathedral Square, 
Christchurch.
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In the Second Machine Age Pawley 

concludes, 

“the information part of the city 
is assembling... [and] immobile 
architecture is disassembling... [p]ut 
together, these two images create a 
stereoscopic picture in which what 
was once the public realm, the civic 
vistas and spaces, the now clogged 
and useless streets and the crime- 
prone squares and parks of the city 
have been engulfed by the war zone 
and converted into an exhausting 
topography of obstructions” 
(Pawley, 1990, p. 178). 

Pawley is saying that too much 

information and a pastiche 

architecture has dire consequences - 

consequences that are all too evident 

in the world we currently live in.

In the Third Machine Age, there are 

opportunities to embrace technology 

to start to categorise this overloading 

of information. Architecture and 

technology can be used to bring clarity 

and communicate current culture and 

social matters. It can teach people of 

real-world issues. Opportunity exists 

to use software on smartphones such 

as Google AR Core, where users can 

draw freely and create spaces, and 

Adobe Aero, where objects can be 

animated in real world scenarios to 

move about where the user pleases. 

The domestication of technology can 

enable people to create, share and 

interpret. 

In the wake of BML, the removal 

of statues and monuments and 

realisation of our contested past, there 

is an opportunity to use architecture 

and the latest technology to illuminate 

our past and create a new type of 

‘national public architecture’. An 

architecture that translates the 

availability of technology to the 

public, the importance of good and 

memorable architecture in society, 

and the goodbye to a pastiche world- 

seen through rose-tinted glasses.

‘AUGMENTED ’  OPPORTUNIT IES

‘Augmented ’  Opportunit ies





44
p

r
e

c
e

d
e

n
t

 
s

t
u

d
y

a
 n

a
ti

o
n

a
l 

a
r

c
h

it
ec

tu
r

e



46

Fig 4.01. Natural History 
Museum in London (Trustees 
of the Natural History 
Museum, 2019).

A nat ional arch itecture

Museums are spaces where the public 

is invited to participate at a cultural 

level. They are a reflection of the best 

interests of the public. Previously 

mentioned was the monument of 

graffitied Confederate General Robert 

E. Lee. This is a similar cultural space 

to a museum, however, the publics 

interests are at heart.

In a recent article in Architecture 
New Zealand our local museums and 

galleries were of subject. As Barrie and 

Gatley (2020) state, all seek to express 

the ‘now’ in “facilities, exhibits and 

events that will draw people in and 

contribute to the richness of local life, 

particularly for those who, previously 

might have felt museums and galleries 

were not places for them” (p. 119). 

Museums and galleries can be seen as 

places of education or “the museum 

as-living-room” (Barrie & Gatley in 

Architecture New Zealand, 2020, p. 

119). A place either as “extension(s) of 

the sequence of learning” or a place of 

“comfort and exchange”. All in all, our 

local museums and galleries present 

curated interpretations that educate 

users about their (or other) places.

Introduct ion -  Museums -  a  c iv ic  publ ic  space

Fig 4.02. (ABOVE RIGHT) 'A 
First Machine Age Museum' 
("Maori Hall at the Dominion 
Museum, Buckle Street, 
Wellington," ca. 1936).

Image removed for 
copyr ight reasons .
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A f irst  Machine Age Museum

Curation and Architecture 

Traditional ‘old school’ museums 

such as the Natural History Museum 

in London and the original national 

museum for New Zealand, the 

Dominion Museum and National Art 

Gallery are examples of First Machine 

Age aesthetic and experience. 

Artefacts are exhibited in glass boxes 

and guarded behind red velvet ropes 

still prevalent in today’s society. The 

scale of artefacts are relevant to the 

buildings size and are arranged in 

a circulation driven narrative. The 

aesthetic and experience of the space 

suggests a machine like production line 

for viewing cultural artefacts, a brief 

understanding, rather than a space 

for conversation. The architecture is 

reflective of the eras style and location, 

grand and opulent, exerting authority 

and status in the city. The experience 

of the architecture ‘unchangeable’ due 

to the concrete construction and large 

light- filling windows.

F irst  machine Age Museum

Image removed for 
copyr ight reasons .
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A nat ional arch itecture

The Second Machine Age is reflective 

in today’s museum such as Te Papa 

Tongarewa, built in 1998 and National 

Museum of Australia founded in 1980 

and later built in 2001 (the idea comes 

from the design of Te Papa). These 

museums invite people to participate 

and learn in a hybrid space (The 

Designing of Te Papa, 1998) (Reed, 

2002).  

Curation 

Technology has had an increasing 

role in defining the experience of 

artefacts and objects for users in the 

museum. The artefacts or objects in 

the museum are showcased in curated 

exhibitions. Some are permanent, 

some are temporary, and catogorised 

into relevant rooms. As Coon (2010) 

states, “in others, their role is clearly 

a reduced one; in still others, objects 

have virtually disappeared from 

galleries, replaced by other didactic 

devices—audio-visual, interactive 

technologies, and so on” (p. 20). In San 

Francisco Museum of Modern Art, 

“[t]he Learning Lounges are 

challenging for curators because 

they are hybrid spaces that breach 

the curatorial space with a personal 

and social space for education and 

engagement with the artwork” 

(Bautista, 2014, p. 111). 

Museums have the opportunity to 

express participatory processes but 

are bound by museum’s authority 

and associated tradition. According to 

Bautista (2014),  

“[m]useums are empowering 
their visitors with new digital 
experiments that allow common 
voices to be heard in the same 
space as curators— for online 
visitors to “curate” personalized 
online spaces and galleries, to judge 
works, and to be involved in other 
participatory practices— but the 
empowerment is bracketed within 
a deeply hierarchical space where 
the museum retains final authority 
over curation, installation, didactics, 
acquisition of works, and more” (p. 
228). 

Te Papa Tongarewa, the National 

Museum of New Zealand, exhibits 

a range of natural, cultural and 

social qualities of New Zealand. The 

exhibition spaces are both temporary 

and permanent and engaging with 

their design and information. Few 

exhibition spaces use the architecture 

as a means of influencing the user, 

neither does the architect use the 

architecture to inform or curate 

the exhibitions- there is a level of 

disconnect. The interior of Te Papa 

is a blank canvas, most of the walls 

painted blank with the curated 

exhibitions sitting just inside this. It 

allows curators to build whatever 

they please. A couple of exceptions 

are made, one being the Treaty 

Second machine Age Museum
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A Second Machine Age Museum

Fig 4.03. The interior of Te 
Papa showing an artefact in 
a glass box in a dark room 
(Author's own image).

Fig 4.04. An interactive exhibition in Te Papa showing the 
technology used. This permanent exhibition was updated and 
modernised in 2019 to keep up to date with technological and 
social change (Author's own image).

Fig 4.05. Another exhibition 
space showing a more 
traditional approach to 
exhibited artefacts (Author's 
own image).

Fig 4.06. Treaty of Waitangi: 
Signs of a Nation a permanent 
exhibition located in the 'void' 
of Te Papa's building (Author's 
own image).
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Fig 4.07. Image of Te Papa 
Tongarewa, Museum of 
New Zealand (Author's own 
image).

a nat ional Arch itecture

of Waitangi: Signs of a Nation a 

permanent exhibition located in 

the ‘void’ of Te Papa’s building- a 

space in between the Maori half and 

pakeha half. The architecture signals 

this exhibition as being the centre of 

the museum and influences people 

to return to. The more permanent 

the exhibition, the more it has been 

integrated into the building. 

At the National Museum of Australia, 

the building’s layout and architecture 

allow exhibitions to express 

themselves. There is a narrative 

defined by the architect and an 

exhibition telling a narrative as well. 

“Rarely does an exhibit occupy a 

space designed around the story line” 

(Reed, 2002, p. 161). This allows the 

exhibitions to speak freely from the 

architectural language. This duality of 

spaces reflects a complicated story 

of how to best represent a country’s 

cultural and social implications in 

architecture. 

Architecture 

The Second Machine Age museums of 

today are more commonly associate 

to their architecture to be a defining 

role in the city. Take for example 

Frank Gehry’s Guggenheim Museum 

causing the ‘Bilbao effect’. It is more 

about the role of architecture and 

its economic opportunities for the 

cities. According to Conn (2010), “... 

all this new museum building, often 

showcasing the work of a fashionable 
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Te  Papa Tongarewa

Fig 4.08. Analysis of Te 
Papa.
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a nat ional arch itecture

architect, or ‘starchitect,’ hasn’t simply 

added to the inventory of museums” 

(p. 1). The artefacts themselves 

though see the same treatment as 

First Machine Age museums and 

therefore have a similar engagement 

from people. However, the material 

presence of the architecture is still 

relevant in the development of the 

museum. The image and presence of 

the museum, even in the digital age, 

is core in “defining their authenticity, 

authority, and most importantly, their 

idiosyncratic representations of place, 

culture, and community” (Bautista, 

2014).  

However, in New Zealand the 

problem for most of these spaces is 

the architecture that museums and 

galleries inhabit. The spaces are not 

typically reflecting the exhibitions and 

community entirely. As Barrie and 

Gatley (2020) state many “[reflect] 

the scales of towns and cities in which 

they are built... the majority... are 

adaptive reuse or renovation projects” 

(p. 119). Much of the architecture 

expresses a Second Machine Age 

culture. The architecture of museums 

is problematic currently:“steadily 

rising expectations coupled with 

ongoing underfunding will eventually 

stretch their more-with-less ingenuity 

to the point of crisis” (Barrie & Gatley 

in Architecture New Zealand, 2020, p. 

119). 

However, Te Papa’s form derives 

from the contextual narratives of the 

European urban grid, Te Ao Maori 

design and surrounding natural 

elements (The Designing of Te Papa, 

1998). Te Papa may be able to adjust 

and update exhibitions and the 

technology over the decades to engage 

people but its architecture stays 

unchanged. The architecture is static, 

stuck in a time irrelevant to the issues 

of today. Socially we are influenced by 

the form and its experience through 

politicised narratives; the architect’s 

way to subconsciously influence 
the user. A person walking into the 

museum just sees it as a building with 

cultural significance, nothing to do 

with the applied narratives. Only the 

exhibition and its technology can alter 

our understanding and experience of 

the context as these can be updated 

and added over time. These are fitted 

to best interest. 

In Australia, the National Museum of 

Australia (NMA) is a social historical 

museum exhibiting the knotted 

combination of the people and place of 

Australia. The museum sets to reveal 

the national identity of Australia in 

the city Canberra. It positions itself 

politically in line with Canberra city 

and parliament projecting itself to 

align itself with the other state capitals, 

contextualising and connecting itself 

with Australia (Reed, 2002). 

Its concept, a visual of knotted ropes, 

reflects the combination of people and 
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places that is Australian. The main hall 

generates its form from a ‘subtracted 

knot’. The design is realised through 

the technology and the culture of the 

time with cutting edge technology such 

as the Boolean tool to subtract and 

divide forms (Reed, 2002).

Museums in a final sense are “places 

where knowledge is given shape 

through the use of objects and 

exhibitions” (Coon, 2010, p. 5). 

Fig 4.09. Birds eye image of 
National Museum of Australia, 
Canberra, ACT (Reed, 2002).

Fig 4.10. Close up birds eye 
image of National Museum 
of Australia, Canberra, ACT. 
Note the use of colour and 
form to represent the stories 
of Australia (Reed, 2002).

NMA

Image removed for 
copyr ight reasons .

Image removed for 
copyr ight reasons .
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Speculat ive  Des ign -  A  Precedent for The Th ird 
Machine age Museum
Cedric Price’s Fun Palace speculates 

on a possible scenario where we allow 

the user to be the dictator of their 

own experince. Realised and designed 

around 1960, the First Machine Age 

era, Cedric Price’s ‘Fun Palace’ creates 

a multi-functional space for its users. 

This case study is relevant to this thesis 

for its approach to an architecture 

that moulds to the user. What is 

also particularly interesting is how 

its timely technology is available to 

all- not just an object for the wealthy. 

Its a realisation of how and what 

technology can do to include the public 

in a technological experience.  

“The Fun Palace would challenge 
the very definition of architecture, 
for it was not even a conventional 
‘building’ at all, but rather a kind 
of scaffold or framework, enclosing 
a socially interactive machine - a 
virtual architecture merging art and 
technology” (Mathews, 2005, p. 
75).

The overall scheme is one of the key 

drivers for a current, socially engaging, 

technologically enhanced, memorable 

architecture. The design translates 

well with it being a place of emerging 

art and technology. It renders the first 

machine age with all of its verve and 

vigour. These socially encompassing 

ideas drive an architecture that 

moulds to the user. This project 

challenged the then current day 

1960’s architecture with a theatrical 

place where there were, “players and 

active participants in a drama of self-

discovery” (Mathews, 2005, p. 76).  

The sense of openness and mobility 

enables the structure to bring a set 

of opportunities where people derive 

their own narratives. It speculates 

the possibilities of architecture’s 

capabilities today in a Third 

Machine Age setting. Spaces such 

as workshops, observation decks, an 

auditorium, theatre and exhibition 

area allow for people to engage 

with people creating a sociable 

environment and a culture of openness 

and freedom. 

a nat ional arch itecture
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Fun Palace

Fig 4.11. 'Interior 
Perspective for Fun Palace' 
(Price, ca. 1963).

Fig 4.12. 'Typical plan of 
Fun Palace complex' (Price, 
ca. 1964).

Image removed for 
copyr ight reasons .

Image removed for 
copyr ight reasons .
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a nat ional arch itecture

Fig 4.13. 'Fun Palace: 
section showing potential use 
of interior spaces' (Price, ca. 
1963).

Image removed for 
copyr ight reasons .
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Fun Palace
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The Th ird Machine Age Museum

Te Papa and NMA allow a problematic 

contemporary understanding of how 

a westernised culture and indigenous 

culture are reflected in a building. 
It is a contemporary reflection of a 
nation in architecture in the age of 

globalisation. Australia followed New 

Zealand with their National Museum 

located in Canberra representing 

its society. Both buildings, narrative 

derived, try to showcase complicated 

history with their architectural 

expressions and with the exhibitions 

themselves. The museums are set to 

reveal the identity of a nation. With 

time moving on, these museums are 

paralyzed in their context; stuck in the 

parameters of time. 

Curation 

The issues of place come about 

where the exhibition is held in an art 

gallery of an academic institute, “its 

dissemination limited to the middle- 

class few who frequent art galleries 

followed by a flat white and Florentine” 
(Kiddle in Architecture New Zealand, 

2020, p. 113). The exhibitions and the 

relevance to communities through 

New Zealand should consider where 

the exhibition is held and how it is 

formatted. 

The current ‘post curation’ approach 

in museums such as technology 

engagement and learning zones 

are bound by the tradition and 

authenticity of housing artefacts in 

a white box. In a post curation world 

technology can have a more defining 

role allowing the user to curate their 

experience dismissing the traditional 

role of the curator or architect. 

“The digital age has spawned a 
participatory culture— particularly 
with the younger generation— that 
is accustomed to immediacy, visual 
enticement, less entry barriers, and 
an abundance of publicly available 
information” (Bautista, 2014, p. 5). 

In Architecture New Zealand, an 

opinion piece by Simmons, discusses 

the importance of conversations. 

Conversation “forms the basis of our 

continually developing societies and 

ideals, through the testing and re- 

testing of what we believe” (Simmons 

in Architecture New Zealand, 2021, 

p. 15). Exhibitions in museums can 

be places of discussion. People, 

architecture and technology can 

negotiate what is of significance to 

the specifics of the community. “There 

are conspicuous absences, such as 

the dedicated museums often seen 

abroad {agriculture? design?} and 

specialist Maori and Pacific museums” 

(Barrie and Gatley in Architecture New 

Zealand, 2020, p. 119).  Interpretation 

is at the heart of any history. 

Architecture 

From looking at the past an idea can 

be formed around the role of the 

The Th ird Machine Age Museum
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Explor ing form

museum in our current third machine 

age. A museum now is not defined 

by the parameters of its context but 

by the people that inhabit it. The 

artefacts and objects that inhabit this 

place should be curated towards the 

individual and not curated by a biased 

curator. This opens up wide scope for 

potential and in turn create a more 

personalised experience. 

The museum can become a 

speculative space, open to discussion, 

an architecture that truly molds to its 

people and context and a place for 

observation but also conversation. A 

Third Machine Age architecture, in this 

case a museum, reflects its people, 
an ever- evolving society and is an 

architecture where people and their 

beliefs are at the fulcrum. The space 

sets itself up for ‘plugin’ of narratives 

to reflect the best interests of its 
people.  

Fig 4.14. 'The Third Machine 
Age Museum' travelling 
through New Zealand.
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The TH ird Machine Age Museum

Des igning the Th ird Machine Age Museum
In the current world, globalisation 

caused by technological advancement 

is causing a sense of familiarity in 

architecture losing the integrity of 

culture and memorability in place. 

The agency of architecture contributes 

to place and therefore the sense of 

presence. It can shape and influence 

the experience for people. Architects 

and designers have an opportunity 

to make a difference to how we 

interact with our past and create a 

more immersive and memorable 

experience in architecture. They have 

the opportunity deal with real world 

issues such as social injustice and 

a saturation of information through 

current technology and architecture 

that best reflects people.  

A Third Machine Age architecture 

should respond to our current world 

by giving people multiple ways to 

understand a specific place and for 

them to find their own interpretation- 

a sort of ‘spatial clarity’. The space 

invites people to understand through 

architecture and technology tools 

enabling the user to find a personal 

experience and in turn becoming 

aware of the importance of the space 

they are in. 

The Third Machine Age museum 

articulates the Third Machine Age 

by not involving itself directly with 

its context but rather allows the 

exhibitions tuned narrative to derive a 

sense of place and space for the user. 

Architecture in the Third Machine Age 

does not politicise time or place like 

current static architecture expresses 

time and place. It disestablishes 

the political and social narratives 

with most architecture and place, 

opening up new interpretations of 

curating space and symbolic gestures 

that aren’t discovered by a general 

observation. 

The exhibition in the Third Machine 

Age museum allows the user to add 

and subtract objects, draw and alter. 

Augmented reality (AR) enables a 

series of narratives to explore that 

alter and change the arranged 

place- in this scenario are a series of 

contested statues in New Zealand. The 

exhibition can be approached from 

any direction. A user could start at the 

general exhibition and then go to the 

augmented experience. In a scenario 

a user could choose to only see one 

part of the exhibition or could choose 

to see everything. It illustrates that 

there is not only one way to interpret 

place (in this case the statue) giving 

way to levels of interpretations and 

participation. 
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a place reflect ing the now

Fig 5.01. A Third Machine 
Age Museum located in the 
city centres.Communities can design their 

own museums that best reflect 

and interpret the narratives of the 

place. We can use architecture and 

technology to drive a self-narrative 

into a political place defying traditional 

colonial typology and the constraints 

of underlying politics of the context 

increasing societal, cultural and 

political change throughout New 

Zealand.

The following chapter explores the 

design and idea of the Third Machine 

Age museum further focusing on the 

narrative of the statue and place as 

well as the augmented experience. 
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The Th ird Machine Age Museum

Fig 5.02. What does 
architecture look like in 
New Zealand? How might 
it decolonise European 
tradition?

Fig 5.03. The architecture 
is designed to reflect a 
collective New Zealand 
architectural style. The 
museum is designed to be a 
centre point of communities, 
engaging people with stories 
of their place, like seen 
here covering the streets of 
Christchurch, New Zealand. 
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Explor ing form

Fig 5.04. This concept reveals the potential of technology 
and architecture being able to engage people with stories. 
There are a smaller number of speciality spaces where users 
can engage with artefacts personally using augmented reality. 
There are shared exhibition zones where users can contribute 
to a larger communal space realising a space or artefact that 
reflects what people currently enjoy and feel leaving them with 
a memorable experience.
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The Th ird Machine Age Museum

Fig 5.05. Forms suggest how 
people view the artefacts.
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See the museum as some sort of speculative 
space, open for discussion- an artifact set in the 
city....

Rom Harré
Varieties of Realism

1. There is a direct experience to obtain,
2. That is observable with the right equipment,
3. Containing beings which are in principle     
 unobservable.

queen victoria
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Fig 5.06. (PREVIOUS PAGE) 
The virtual world 'holding up' 
the real world- technology's 
relationship with architecture.

NMNZAOTEAROA

Fig 5.07. Perspective one of 
the proposed kit set 'Museum 
of the Now'.

Fig 5.08. Perspective two 
of the proposed Museum of 
the Now.

The Th ird Machine Age Museum
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Explor ing form

Fig 5.09. Quick sketch of 
how the 'realisation pods' 
(augmented reality zones)
would interact with the 
pavilions. 
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Fig 5.10. 'Form influencing 
space'. Trialing the mobile 
architecture on the Queen 
Victoria Statue, Cambridge/ 
Kent Terrace, Wellington.

The Th ird Machine Age Museum
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national museumself politicising space

a third mach
in
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ar
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Fig 5.11. A depiction of 
a possible technologically 
influenced architecture. The 
museum is made up of a 
series of pavilions, pods, a 
core and overlaid with a 
technologically infused grid.

Explor ing form
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Fig 5.12. A plan of 
a proposed museum 
surrounding the National War 
Memorial, Wellington.
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Fig 5.13.  A plan of 
a proposed museum 
surrounding the Queen 
Victoria Statue, Victoria 
Square, Christchurch.

Fig 5.14. Close up plan. The 
architecture is designed to 
make a statement by taking 
over the surrounding streets. 
The orange, 'realisation 
pods' allow the user to see 
the augmented artefacts 
(purple).

The Th ird Machine Age Museum
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explor ing form

Fig 5.15. A national 
museum proposed for Bastion 
Point, Auckland. 
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Fig 5.16. A national museum planned to surround the 
Huntaway statue, Hunterville, Rangitikei. Though the statue 
symbolises the farming life of the surrounds it also could tell a 
story of hardship, colonisation and land reform.
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explor ing form

Fig 5.17. A proposal that 
is more about architectural 
expression than the narrative 
interpretation.
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Fig 5.18. Architecture and 
technology affecting place.

The Th ird Machine Age Museum
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Fig 5.19. The marae/ 
shed aesthetic paired with 
a scaffold grid. The statue's 
narrative effects the design 
of the architecture through its 
contested stories.

An arch itecture that i s  not symbol ic
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The Th ird Machine Age Museum

A kit  of Parts

A s imple array of elements to form 
the architecture.

Fig 5.20. Sketch elevation of  
the proposed scheme.

The kit set structure alludes to 

openness due to its refined and limited 

elemental structure of scaffolding and 

timber elements. It gives availability 

for people to erect the museum where 

ever they see fit.  
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a k it  of parts

a

b

c

d

e

f

a /// 
b /// 
c /// 
d /// 
e /// 
f /// 

post
beam
grating
wall
floor structure
roof structure

the kit of parts - responding to narratives

Fig 5.21. A diagram 
illustrating the kit of parts 
that can be assembled 
together by users to form the 
architecture.
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The Th ird Machine Age Museum
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a k it  of parts

D E

I J

N O

S T

Fig 5.22. An array of 
opportunities. This shows the 
many ways the kit of parts 
can be assembled to form 
many different forms. This is 
determined by the user, the 
community or council to best 
interpret the stories of their 
place.
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The Th ird Machine Age Museum

Fig 5.23. The proposed 
design surrounding the John 
Ballance statue outside 
the Parliamentary Library, 
Wellington.

The current form is made up of a 

grid, a series of kit set pavilions and 

the statue. These entities bring the 

museum to life. 

All are movable and are able to 

be adapted to the narrative the 

community wishes to exhibit. 

The characteristics of form and 

experience are reflection of the people 
who curate the space. The forms 

are simple, allowing the augmented 

spaces to be seen and not hinder 

the memorable experience of the 

technology.

A place for conversation.
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a k it  of parts
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A Post-  Curat ion Nat ional Arch itecture

The following examples show 

how people can curate their own 

interpretations and conversations by 

using architecture and technology. 

These proposed interventions are 

developed from the previous chapter.

/// The museum design challenges 

the idea of space through augmented 

reality and a kit set architecture to re- 

establish place.

/// The statue is a means of exploring 

the form and experience associated.

/// The kit of parts and augmented 

reality allows all people to engage with 

the stories of their place.

The design outcome invites 

conversations about what matters, 

allowing people to curate their own 

exhibitions and interpretations 

with augmented technology and 

architecture (a post- curation 

approach).

Introduct ion
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5 . 1

5 .2

5 .3

Zealandia museum

John Ballance Museum

Par ihaka Memorial Museum

Design Examples

P.  93  

P.  103

P.  1 1 3

A Post-  Curation 
National Architecture

Fig 6.01. The Coloniser 
and Colonised. How the 
westernised grid gets applied, 
Waimate, South Canterbury.

Developed des ign
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Experience A Experience B

Example Experiences - the opportunities of interpretations in the museum.

Approach

‘General’

Exhibition

‘Real’

Exhibition

‘Augmented’

Experience

‘Augmented’

Experience

return!

return!

Approach

‘General’

Exhibtion

‘Real’

Exhibition

a B

A Post-  Curat ion Nat ional Arch itecture
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explore -  example exper iences

Experience C

return!

c

‘General’

Exhibition

‘Real’

Exhibition

‘Augmented’

Experience

‘Augmented’

Experience

The example experiences bring to 

light how people can journey through 

the spaces. The exhibition can be 

approached from any direction. A 

person could start at the general 

exhibition and then go to the 

augmented experience. 

In a scenario a person could choose 

to only see one part of the exhibition 

or could choose to see everything. It 

illustrates that there is not only one 

way to interpret the statue or place.

Experience D D

‘Real’

Exhibition



92

6. 1

A Post-  Curat ion Nat ional Arch itecture
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zealandia museum

ZEALANDIA 
MUSEUM
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waimate south african war 
memorial

Fig 6.02. Design proposal 
surrounding the Waimate 
South African War Memorial 
Waimate, New Zealand.

A Post-  Curat ion Nat ional Arch itecture
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Fig 6.03. Axonometric 
drawing highlighting the three 
narrative derived exhibition 
spaces and scaffold grid.

zealandia museum
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1
2

3

4

5

Fig 6.04. Spatial plan of the 
Zealandia Museum revealing 
the exhibition experience.

A Post-  Curat ion Nat ional Arch itecture
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1.

2.

3.

4.

5.

Waimate South African War Memorial

‘Real’ Exhibition (Kitset Architecture)

‘Augmented’ Exhibition

‘Image’ Exhibition

‘General’ Exhibition (Scaffold Structure)

zealandia museum
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Fig 6.05. Approaching 
one of the kit set forms. This 
museum's structures are 
based off three narratives of 
Zealandia.

Fig 6.06. Looking through the grid structure to Zealandia. 
The grid, in this case, represents the westernised tradition of 
dividing the land up to a 'humanised' proportion. It also allows 
a series of walls to be implemented to exhibit the stories of the 
statue.

A Post-  Curat ion Nat ional Arch itecture



99

Fig 6.07. One of the kit set 
forms exhibiting the stories of 
Zealandia and the Boer War.

Fig 6.08. An augmented experience where Zealandia's 
representation of 'a male dominated society' is augmented 
with  a figure of Donald Trump. The augmentation of contested 
statues like this one can be augmented by the user. 

zealandia museum
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Fig 6.09. Another augmented experience where the narrative 
selected by the user chooses to interpret Zealandia as being 
fought by warriors with taiaha.

A Post-  Curat ion Nat ional Arch itecture
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zealandia museum
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6.2

A Post-  Curat ion Nat ional Arch itecture
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JOHN 
BalLance
MUSEUM

John Ballance museum
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Ballance statue

john ballance museum

Fig 6.10. Design proposal 
surrounding the Balance 
Statue, Wellington, New 
Zealand.
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5

2

3
4

1

john ballance Museum

Fig 6.12. Spatial plan of 
the John Ballance Museum 
revealing the exhibition 
experience.
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1.

2.

3.

4.

5.

Spat ial  plan

Ballance Statue

‘Real’ Exhibition (Kitset Architecture)

‘Augmented’ Exhibition

‘Image’ Exhibition

‘General’ Exhibition (Scaffold Structure)
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john ballance Museum

Fig 6.13. Approaching 
one of the kit set forms. The 
statue is disfigured by the 
architecture removing the 
powerful image of the statue.

Fig 6.14. The architecture 
allows people to create their 
own space. Here, stories are 
revealed to teach people 
about the statue.
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museum of the now

Fig 6.15. The kit set 
architecture brings to life a 
story of John Ballance.
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john ballance Museum

Fig 6.16. An augmented 
experience showing a 
multitude of stories.
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museum of the now

Fig 6.17. An augmented 
experience showing John 
Ballance adorned with feather 
cloak.
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6.3

PAR IHAKA MEMORIAL museum
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museum of the now

PARIHAKA 
MEMORIAL

MUSEUM
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PAR IHAKA MEMORIAL museum

The architecture steps out of the way. 

Augmented reality takes over the 

architecture to further explore how 

people can change the space. The 

‘real’ environment can only go so far 

limiting the narratives and the user’s 

interpretation. 

The augmented experience allows 

anger and chaos to be heard.

The user takes full control.
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museum of the now

Fig 6.18. The architecture 
becomes an artefact in 
amongst the scaffold. The 
form suggests a New Zealand 
style of architecture.

Fig 6.19. The architecture 
becomes a plinth for the 
augmented artefacts. 
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PAR IHAKA MEMORIAL museum

Fig 6.20. The architecture 
creates spaces for stories to 
be told. 

Fig 6.21. An augmented 
experience. What sense of 
presence is left in the space 
when the artefacts are 
removed?
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Fig 6.22. Looking through 
one of the forms. The 
architecture creates spaces 
for the curators to exhibit.

Fig 6.23. The form comes to life with augmented reality. The 
use of haptic gloves to select and move objects in the space 
gives the user more freedom.

museum of the now
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PAR IHAKA MEMORIAL museum

Interpretation is  at the heart of 
any history.

Fig 6.24. Diagram of the 
museum and statue.
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Fig 6.25. An  iteration of the 
above illustration illuminating 
a series of stories. The user 
starts to blur what is real and 
virtual. 

museum of the now

Fig 6.26.  (PP. 121) The 
voices of people take control. 
Any sense of familiarity of the 
architecture is lost.

Fig 6.27.  (PP. 123) 
'Conversation and 
interpretation'. A 
representation of stories at 
the Parihaka site.



120



121



122



123





77
c

o
n

c
l

u
s

i
o

n
s



126

Conclus ions

The aim of this thesis was to 

investigate the problems and 

opportunities of the digital and real-

world and formulate with architecture 

a space where people and voice was 

at the heart. 

It situated contemporary technological 

developments by extending machine 

age frameworks outlined by Banham 

and Pawley, a theme used to position 

and find our current age- the ‘Third 

Machine Age’ or, we may call this now 

‘The Third (subtract the Machine, add 

the Digital) Age’.  

In our current age place and culture 

are plagued by a western aesthetic. 

Architecture is problematic, its style 

expressionless, large, neutral and 

uniform.  

A new world has evolved where some 

are able to feel new and wonderful 

experiences, but this world is also 

problematic and social injustice has 

dire consequences. This technological 

world we live in, saturated in 

information. 

Society, now and into the future, 

will always be affected by the reign 

of technology. We live in an age of 

ubiquitous technology. The power 

of its force is ‘untouchable’ but its 

domestication useful. Augmented 

reality has created a dual reality where 

we are able to realise objects, things 

and place in real time. Technology may 

have a reign on society but when it 

comes down to real underlying issues 

of society; the real- world matters. 

The National Post- Curation Museum  

is a design proposal that attempts 

to address these issues, cuts to the 

chase and embraces readily available 

user-friendly technology and easy 

to assemble architecture that deals 

with the importance of culture, place 

and politics. Its clarity and simplicity 

provides an answer to the information 

saturated world we live in. It develops 

a user- friendly space with many ways 

to interpret. 

The museum allows multiple levels 

of curation. It invites conversations 

and interpretations across a space 

traditionally approached ‘top down’ 

by a single curator in the First and 

Second Machine age. In the Third 

Machine Age, the first level of curators 

‘curate’ narratives through the 

architecture. These people: mayors, 

the homeless and workers (just an 

example) set up a place/ narrative 

derived framework for a medley 

of users to come along and curate 

interpretations through technology. 

The users as curators manipulate the 

architecture by interpreting narratives 

by choices through augmented reality. 

The connectedness across narratives 

between two levels of curation defies 

the linear approach to understanding 

and representing place.

Conclus ion and reflect ion
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The, ‘what to do’ with our contested 

statues and places centred at the 

fulcrum of many public spaces can be 

answered with this design proposal. 

The architectural outcome is a product 

of an unwanted history. It is important 

that we learn from our past so we can 

go forward in the future, ‘Ka mua, Ka 

muri’ – architecture and technology 

can be that change. Society, if able 

to converse, share and interpret 

something that is of a public and civic 

nature, can evoke change. 

The design is only one solution to 

a large swathe of problems with 

societies understanding and use 

of architecture and technology. 

Technology can be worked into all 

architecture to create user friendly and 

memorable space. Architecture can 

go further than the current traditional 

‘bricks and mortar’ approach. Further 

research could have been done into 

the action of augmented reality and 

the exploration of this technology as 

well as more innovative materials 

that reflect our digital age. In the First 

and Second Machine ages materiality 

was a focus in conveying the aesthetic 

and experience of architecture. Third 

Machine Age architecture, in this 

case, is more concerned about less 

visible contextual elements such as 

people, culture and the importance 

of conversation deriving an 

ephemeral and nimble architecture. 

An architecture offering itself to the 

people will invite innovation and be 

reflective of current culture.

The findings and design have the 

potential to re- establish how we 

embrace technology, converse and 

interpret our history and think about 

the role of our national architecture as 

being at the fulcrum and reflection of 

our towns and cities. 

It challenges the idea of national 

history and associated identity 

by inviting people to share and 

collaborate decolonising the dominant. 

The design allows voices to be heard 

in a public civic space and hopefully 

radiate a change throughout society. 

It has the opportunity to decolonise 

the western reign and associated 

narratives of Aotearoa New Zealand 

and start a conversation about our 

turbulent history and pave a new way 

forward. 

“Decolonisation... takes individual 
and collaborative action to root 
out the weeds of colonisation and 
provide space for Indigenous ways 
of knowing and being – and more 
besides. All together, these actions 
can lead to radical personal and 
societal change” 
(Mercier in Imagining Decolonisation, 
2020, p. 42- 43).

The design does not necessarily 

decolonise but helps to create 

conditions in which decolonising 
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acts can be inacted as provocative 

challenges to current societal ways.

But most of all the design challenges 

the ‘starchitects’ and designers and 

the cultural art they practice- an 

architecture bland and meaningless. 

The architectural aesthetic should not 

be placed as key to a practice’s image 

rather the associated people and 

places.

Here’s to the demise of the prejudice 
‘starchitects’ and designers!

Conclus ions
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Conclus ions

The Proposed

What could have been proposed...

Fig 7.01. (THIS PAGE 
AND LEFT) An abstract 
interpretation of the 
experiences
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Real Interpretation

Interaction Interpretation

Augmented Interpretation   

Image Interpretation
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