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The collection closes with “The oracle of Chemnitz” by Karola 
Köpferl and Albrecht Kurze. It is a concrete, sensory demon­
stration of what RESIZE, REMIX, and REGEN can look like in 
urban space: an old garage transformed through retro tech­
nology and storytelling into a site where forgotten artefacts 
find new cultural life.

Together, these ten contributions do not converge on a single 
answer. They circle the same questions from different angles: 
What scales fit? What already exists that we could work with? 
What might we restore rather than merely sustain? The con­
versation continues.

We wish you a great read and hope it offers inspiration for a 
regenerative future of emergent technology! We are always 
open for responses via riot@thingscon.org. 

Andrea Krajewski & Iskander Smit, editors of RIOT 2026

Notes:
To assist with the linguistic revision, condensation and sum-
mary of individual text passages, Anthropic Claude Opus 4.5 
was used. Responsibility for the content, verification of state-
ments and selection of sources lay entirely with the authors.
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Maja Riemann

41 Arcane Designing:  

On the regenerative 

potential of magic

Radically expands the space of  

possibilities: magic, fantasy and  
more-than-human worldviews as  

a resource for regenerative design 

imagination.

Albrecht Kurze

49 Resize, Remix, Regen: 

Frankensteining  

IoT Design Methods

Makes the transition to methodology: 
how can existing design methods be 

practically deconstructed, combined 

and revitalised? 

Rob van Kranenburg, 

Maarten Lens-FitzGerald

59 Kenner Futures: 

Backcasting a new 

deal for mobile  

infrastructure 

Translates the methodological  

question to infrastructure policy:  
6G is reimagined as the commons,  
a citizen-led process and democratic 

infrastructure.

Contents

02 Editorial

05 Imprint 

Sen Lin

08 The politics 

of design

Key premise: Design is never neutral; 
rather, it shapes power, behaviour and 

social norms.

Martijn van Loon	

12 Invisible Debris:  

Rethinking digital 

waste in an era of 

perpetual storage

Illustrates political responsibility through 

an everyday yet invisible problem:  
digital waste, cloud storage and  

resource consumption.

Joanna Montgomery	

17 The things we  

cannot throw away

Shifts from ecological materiality to 

emotional materiality: objects are not 
merely resources, but vessels of  

memory and meaning.

Phil van Allen 

23 Uneasy symbionts 

in the clearing

Opens up the broader AI framework: 
beyond the hype, we need a different 

understanding of AI as part of  

complex ecologies.

Iskander Smit

29 Rethinking  

intelligence:  

immersive AI and  

the regenerative 

turn

Deepens this idea and shifts AI 

from centralised large-scale  

systems to local, relational and  

collective intelligence.

Kars Alfrink, Sunjoo Lee,  

Lena Trotereau, Fieke Jansen

34 Mud and models: 

Does making matter 

for regenerative AI 

speculation? 

Brings the AI debate down to earth: 
making, mud batteries and ‘Grounded 

Futures’ show how speculative design 

can be materially anchored.
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Franciellen Albuquerque,  

Manuela Conte, Yağmur Erkisi, 
Sara Klaverstijn  

92 Rooted in you

An interactive installation in which  

children playfully explore their  

connection to the ecosystem through 

AI-generated natural worlds.

Nicolas Jester, Tajin Popo, 

Silve Pott, Leon Stil

93 Symphony 

of servos 

An interactive music wall that gives 

people with low literacy skills a  

self-directed way to engage  

with the library through movement, 

sound and a sense of achievement 

gained through play.

88 Exhibition of  

student projects

Jesse Birnage, Anna Both, 

Maaike Hoevenaars,  

Anniek van de Velde

90 Echo of  

expectation 

An interactive installation that  

challenges our usual everyday logic 

and demonstrates just how unsettling 

simple tasks can be for people  

with low literacy levels. 

Barbora Halanova,  

Mehraneh Miriramsheh,   

Iskje Vogelenzang de Jong, 

Damian Westerborg, 

91 Doctor diagose

The game playfully highlights the 

risks of jumping to conclusions  

when self-diagnosing.

Karola Köpferl, Albrecht Kurze

67 The Oracle of  

Chemnitz:  

An interactive art in-

stallation to  

reanimate old things 

in a garage featuring 

a rotary phone

Demonstrates a concrete, sensory,  

local implementation of remix, reuse 

and regeneration in urban space. 

Peet Sneekes

84 ThingsCon 

Hot Takes:  

Starting  

at the End 

Conclusion as an open forum: 
voices, friction and a debate  

open to further exploration.
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In this year’s RIOT publication, we are welcoming ten articles 

that renect on our theme of 2025—2026: 
RESIZE < REMIX < REGEN, which we took as a guiding 

theme for our conference last December. As an introduction, 

let’s both present the theme and the lessons from the renec­

tions by the different authors.

Responsible Emergent Technologies 

Technology does not arise in a vacuum. It is built from raw 

materials, powered by energy, organised within supply 

chains, embedded in social practices, and impacts land­

scapes, bodies, cities, institutions and ecosystems. 

Emergent technologies are therefore never just technical 

innovations. They are material, social, ecological and 

political interventions. Those who design, develop, build, 

plan or communicate today are not simply shaping products, 

services or infrastructures, but the conditions of coexistence 

— between people, technical systems and non­human life 

forms.

Against this backdrop, the theme of ThingsCon TH/NGS 2025 
in Amsterdam, RESIZE < REMIX < REGEN, cannot be read 

as a friendly call for sustainable innovation. It is a challenge to 

the routines of design. It questions the widespread assump­

tion that technological development must above all become 

bigger, faster, more powerful, more scalable and smoother. 

The crucial question is no longer simply: What else can be 
automated, networked or optimised? But rather: Which tech­

nologies need to be conceived on a smaller scale, introduced 

more slowly, anchored more locally, made usable for longer, 

distributed more fairly, or even abandoned?

In this sense, RESIZE does not simply mean downsizing. It 

means re-examining scales: the spatial scales of data cen­

tres, cities and supply chains; the temporal scales of use, 

maintenance, repair and disposal; the ecological scales of 

material, energy and substance cycles; the social scales of 

access, dependency and responsibility. Technologies are not 

responsible simply because they function more efmciently. 
They only become responsible when their scales mt the con­

texts of life into which they intervene. Resize therefore also 

means: pausing, limiting, slowing down, unlearning and ac­

knowledging that not every technical possibility is a legitimate 

design perspective.

These limits are not abstract. They manifest themselves in 

raw material chains, energy consumption, data infrastruc­

tures, urban surveillance, digital waste, unequal access and 

outsourced risks. The cloud is not placeless; it consists of 

data centres, energy infrastructures, cooling systems, ca­

bles and specimc locations. AI is not immaterial; it relies on 
raw materials, data processing, computing power and supply 

chains. Sensor technology does not end with the measured 

value; it requires maintenance, calibration, evaluation and ac­

countability for what it makes visible. Automation is not with­

out consequences; it transforms work, responsibilities and 

dependencies. Platforms are not neutral intermediaries; they 

organise access, rules, visibility and power. Responsible de­

sign begins where these conditions are no longer invisible.

REMIX points to a different way of relating knowledge and 

practice to one another. Not every future has to consist of 

new devices, new platforms and new proprietary ecosys­

tems. Much of what we need already exists: materials, infra­

structures, repair knowledge, local practices, craft routines, 

open standards, communal forms of organisation, ecological 

Editorial 
Andrea Krajewski, Iskander Smit

https://thingscon.org/events/things-2025/
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knowledge, indigenous and diasporic knowledge systems, 

critical design methods. Remix does not mean combin­

ing these resources arbitrarily or exploiting them culturally. It 

means bringing them into dialogue with one another carefully, 

contextually and responsibly.

Such a remix is not a smooth amalgamation, but a produc­

tive juxtaposition of perspectives that are also allowed to con­

tradict one another. Technology design must learn not only to 

translate between disciplines, but also to mediate between 

different temporalities, materials, ways of life and knowledge 

systems. Designers, developers, architects and urban plan­

ners will then no longer work just on solutions, but on relation­

ships: between biology and technology, city and soil, data 
and energy, interface and everyday life, repair and the future, 

human needs and non-human dependencies.

REGEN(erate) goes even further. Sustainability is often under­

stood as damage limitation: consuming less, polluting less, 
destroying less. That remains necessary, but it is not enough. 

Regenerative design asks not only how technology can 

cause less harm, but whether it can contribute to the restora­

tion, maintenance and strengthening of ecological, social and 

cultural connections. This is not about the heroic notion that 

humans can technically “repair” the planet. It is precisely this 

fantasy of control that is part of the problem. Regeneration 

demands, rather, a different self-understanding: humans are 
not the external managers of nature, but part of dynamic, vul­

nerable and interdependent systems.

For Responsible Emergent Technologies, this means that ma­

terials, organisms, forms of energy, data, labour and knowl­

edge must be understood as interwoven ecologies. A prod­

uct does not end at its surface. A building does not end at 

its façade. An app does not end at the screen. An AI system 

does not end at the model. Everything designed is part of 

larger cycles, connicts and interdependencies. Regenerative 
design must therefore take biodiversity, interdependence, 

care, reparability, local responsibility, cultural memory and 

ecological literacy seriously. It must ask which forms of life 

are supported by a technology — and which are rendered in­

visible, displaced or harmed.

This fundamentally shifts the role of designers. Designers are 

not simply the friendly interpreters of ready-made technol­

ogies. Developers are not simply executors of technical re­

quirements. Architects and urban planners are not solely co­

ordinators of physical spaces. All these professions share 

responsibility within socio-technical and socio-ecological sys­

tems. They help determine which questions are asked, which 

stakeholders are involved, which consequences are deemed 

relevant, and which harms remain hidden. This responsibility 

is particularly great when it comes to emerging technologies, 

because their effects often only become visible in use, in the 

interaction of many systems, and over longer periods of time.

That is why Responsible Emergent Technologies requires a 

different professional ethic: less solutionism, more care; less 
growth narrative, more impact assessment; less user-cen­

tredness as a market tool, more focus on the common good; 

fewer abstract visions of the future, more accountability to­

wards those affected. Those affected include not only pay­

ing users and institutional clients. They also include chil­

dren, older people, marginalised groups, workers in supply 

chains, residents of data-intensive cities, future generations, 

animals, plants, soils, water bodies and the atmosphere. 

Those who shape technology must expand the circle of those 

whose interests are considered to be malleable and worthy of 

protection.

Against this backdrop, the annual report does not see itself as 

a celebration of the next big thing. It is a stock-taking exercise 

and a challenge. It brings together positions, projects and 

questions from a community that neither rejects nor roman­

ticises technology. It asks what an Internet of Things, an AI, 

a city, an object, an interface or an infrastructure would have 

to look like if they were not based on extraction, acceleration 

and displacement. It asks which methods we must unlearn 

and which new alliances might emerge — between design, 

technology, research, politics, education, civil society and the 

living systems on which every future depends.

The ThingsCon motto RESIZE < REMIX < REGEN is thus 

more than just a conference theme. It is a working pro­

gramme. It calls on us to take stock, to responsibly reweave 

what already exists, and to design technologies in such a way 

that they not only take less, but also strengthen the conditions 

of life. This is uncomfortable because it limits the familiar idea 

of innovation. But that is precisely where its urgency lies. The 

future of emerging technologies does not become responsi­

ble simply by ethically framing them after the fact. It only be­

comes responsible when responsibility itself becomes the 

material of design.

The articles of 2026

Sen Lin opens with a foundational claim: artefacts are 
never neutral. They shape social rules, power relations, and 

possibilities for action. Designers therefore face a choice: 
avoid harm defensively or actively design toward fairer alter­

natives. This political framing sets the stage for what follows. 

Martijn van Loon makes the political concrete through an 

everyday yet invisible problem: digital waste. “Invisible debris” 
confronts the myth of immaterial data, tracing cloud storage 

through electricity, water, server space, and raw materials. If 

data has weight, design must develop systems for decay, lim­

itation, and conscious archiving. Joanna Montgomery then 

shifts from ecological materiality to emotional materiality. “The 

things we cannot throw away” asks what happens when con­

nected products outlast their technical usefulness but contin­

ue to hold meaning. It witnesses intimate moments for which 

design has developed neither language nor rites of passage.

From objects to systems. Phil van Allen‘s “Uneasy symbi­

onts in the clearing” anticipates the cooling of AI hype as an 

opportunity: a chance to stop treating AI as a tool that per­
forms tasks and start seeing it as entangled with people, in­

frastructure, environment, and other living beings. Iskander 

Smit deepens this reframing, arguing that regenerative AI is 
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not about making large models slightly less harmful but about 

redesigning intelligence itself as smaller, local, relational, 

and collectively accountable. Kars Alfrink, Sunjoo Lee, Lena 

Trotereau, and Fieke Jansen bring this debate down to earth 

in “Mud and models,” grounding speculative AI futures not in 

astract scenarios but in mud batteries and embodied making.

Maja Riemann‘s “Arcane designing” radically expands the 

space of possibilities, proposing magic, fantasy, and folklor­

ic worldviews as legitimate design materials — challenging 

the Western separation of human, body, and Earth. Albrecht 
Kurze then turns to methodology: if there is no universal IoT 
design method, we might as well start Frankensteining: de­

liberately breaking down, adapting, and reassembling ex­

isting tools to mt context rather than convention. Maarten 
Lens-FitzGerald and Rob van Kranenburg translate this 

methodological nexibility to infrastructure policy in “Kenner fu­

tures”, where citizens shape 6G networks through backcast­
ing workshops, reimagining mobile infrastructure as demo­

cratic commons.
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