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The earth has become uninhabitable. A spaceship must be designed to carry 10,000 
people to a new planet. The journey will last 150 years. We have two weeks to complete the 
design. 

This is the scenario laid out at the beginning of our intensive design and imagination 
workshop titled “The Generation Ship.” This workshop will be a multidisciplinary, 
process-driven collaboration which will culminate in the final design of a ship that fits our 
scenario. Below, I will detail the workshop’s goals, execution and framework, explain the 
importance of discipline commingling and scenario-based environments, and finally explore 
the possible future of this exciting work.  
 

The workshop has three primary goals.  
First, we aim to exercise the imagination of artists and scientists in a collaborative 

environment. The achievement of a full spaceship design necessitates input from grandiose 
imaginations, hard research and creative thinking; input from graphic designers to industrial 
engineers to anthropologists alike.  

Second, we aim to develop a rich final product. Solutions and designs must be 
translated into blueprints, renderings, graphs, models and stories. Allowing the public to 
witness the beauty and complexity of this work is paramount to the workshop’s success.  

Third, we aim to gather research on our specific model of the multidisciplinary 
collaborative process. We will be instituting a creative framework that all groups will follow, 
which was inspired by a role playing game called “Microscope.” This workshop is also an 
experiment to test the viability of the “Microscope” framework in large, creative settings.  

 
This workshop will take place over two weeks wherein participants will be put into 

small groups with diverse disciplines. At the beginning of each day, each group will receive 
a specific question to focus on that day, e.g. “How will the sewage on the ship be handled?” 
or “What recreational activities would be provided?” At the end of each day, the groups 
must provide specific, complete answers to the questions they are given. The workshop 
facilitators then collate all answers and determine which questions must be asked the next 
day. In this way, the creative process actively evolves with the decisions being made rather 
than being trapped in stasis.  

 Decisions made are characterized by three main attributes: specificity, urgency and 
immutability. Specificity manifests itself through deliverable materials: blueprints, renderings 
and the like. Urgency is a product of the framework--questions asked that day must be 
answered that day. Immutability is a way of ensuring progress forward and encouraging 
creative solutions, e.g. If “Basketball will be played on the ship” is an immutable decision, by 
its nature it becomes an interesting design constraint rather than a subject of a tiring debate.  

The workshop will have two culminating events.  
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First, a final, public presentation of the full ship design. Groups can present solutions 
to questions, give mini-lectures on their thought processes, display material they produced 
and share issues they encountered. 

Second, there will be an internal debriefing on the process framework. This will 
serve both as a casual decompression after two weeks of intense work and as valuable 
research into our “Microscope” model of collaboration.  
 

The world of imaginative technology and art is defined by questions to which there 
is no “right” solution, only “best” solutions. When approaching large and complex scenarios 
(like designing a generation ship) good solutions may be found by a group of architects or a 
group of engineers, but brilliant solutions can only be achieved through rigorous 
multidisciplinary creation. 

In this workshop, we will be asking questions that no one is “qualified” to answer. 
The question “How do we organize sex and breeding within a limited population?” may 
require a psychologist, a geneticist and a sociologist to answer, but how can engineering 
answer that question? How can architecture? How can fashion design? The microcosmic 
world of a spaceship is the perfect environment in which to produce brilliant, unwarranted 
solutions. The kind of solutions the future of our planet needs.  

Scenario-based creativity is also uniquely positioned to circumvent the doldrums of 
bureaucracy. There will be no lobbyist groups vying for profits and no rigid traditions 
demanding to be upheld. The creative solutions and designs we produce can work to inspire 
scientists and artists alike to think positively about the future of our species and get to work 
solving problems in new and exciting ways. 
 

After the workshop, there are many possible mediums, both artistic and scientific, in 
which our material may flourish.  

Foremost, this work could meaningfully advance thoughts on extraplanetary travel. 
With the advancements of SpaceX and NASA’s Europa mission, our work is actively 
relevant to emerging fields of space travel.  

This workshop could also be the ignition for new works of science fiction; we have, 
after all, just created a fictitious spaceship. This could take the form of theatre, visual art or 
creative writing, focusing on the characters and stories that may inhabit the ship we design. 
Science fiction has a rich history of inspiring new technologies and is paramount to 
engendering optimism and excitement about the future.  

Finally, the material we create could be offered, in it’s raw form, for public 
consumption and interaction. Designing an app, website or museum exhibit of the work 
would allow for minds outside the process to become inspired. Giving this work to the 
world creates new opportunities for involvement, research and discovery about the future 
and about ourselves.  


