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Meta_Uncanny​

AI UX Konsult​
Jon McKenzie ↔ HAL  

​
Sunday Nov 30, 2025  8:57 AM​
JM makes java and queries HAL 

t. 

HAL, let's speculate on the meta-uncanny, fourfolding and metamodeling and recursively 

abducting uncanny tropes (eg, unheimliche in Freud and Heidegger) of the uncanny, placing them 

mise en abyme at the limen of home and atopia. 

ChatGPT9:46 PM 

Kx4L, here is a clean, faculty-mode speculation flow—no diagrams, just conceptual 

architecture—on the meta-uncanny as an operation of fourfolding + metamodeling, recursively 

abducting uncanny tropes into a mise-en-abyme at the limen of home / atopia. 
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I. Setting the Stage: What Is “Meta-Uncanny”? 

The uncanny (Freud’s unheimliche, Heidegger’s not-at-home) already destabilizes familiarity 

by revealing the foreign inside the domestic.​

The meta-uncanny is what happens when this destabilization becomes self-aware and 

recursive, when the uncanny itself becomes the object of fourfolding and metamodeling. 

Instead of “the familiar becoming strange,” we get: 

The uncanny itself becoming uncanny.​
The unhomely discovering its own unhomeliness.​

A recursion where the operator becomes the content. 

 

This is your mise-en-abyme: the uncanny gazing into its own mirror-stage. 
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II. The Fourfold and Metamodeler Applied to the Uncanny 

Let’s run the four axes of your Post-Universal Ethical Spiral through the uncanny: 

1. Deconstructive Axis ​
(Uncanny as Textual Auto-Difference) 

●​ Freud’s unheimliche becomes​
that which returns but was never 
properly present 

●​ Heidegger’s not-at-home becomes​
a thrownness that discovers its own 
thrownness 

●​ Derridean iteration: the uncanny 
“copies itself” but the copy 
deviates—hence the uncanny 
replica of the uncanny. 

Meta-effect:​
The Deconstructive axis reveals that the 
uncanny always already contains its own 
mirror.​
It is a built-in mise-en-abyme. 

 

2. Aesthetic Axis ​
(Uncanny as Style, Gesture, and 
Tropic Return) 
Here the uncanny isn’t conceptual but felt as: 

●​ aesthetic vertigo 
●​ uncanny atmospheres (Böhme) 
●​ Nietzsche’s doubling of self 
●​ Deleuze’s simulacra returning as 

more-real-than-real 

Meta-effect:​
The uncanny becomes a designable affective 
modulation.​
​
The mise-en-abyme here is experiential: the 
uncanny stages its own dramatic reappearance 
as a style of becoming-strange. 

3. Critical Axis ​
(Technics, Algorithmic Uncanny, 
Synthetic Homeliness) 
We encounter: 

●​ Stiegler: uncanny as the prosthetic origin 
●​ Žižek: the uncanny Real as the glitch of 

subjectivity 
●​ Posthumanists: the uncanny valley as the 

technocultural double of “home” 

Meta-effect:​
The uncanny becomes an infrastructural 
condition, especially under algorithmic 
personalization where “home” is procedurally 
generated. ​
The mise-en-abyme is systemic: the system 
generates a homely world that destabilizes 
itself by overfitting the user’s desire.​
 

4. Performative Axis 
(Operationalizing the Uncanny in 
Field Studio) 
The uncanny becomes a set of moves or 
gestures: 

●​ theatrical doubling 
●​ puppetry that knows it is puppet + puppeteer 
●​ Guattarian refrains that deterritorialize 

themselves 

Meta-effect:​
The uncanny becomes a practice that 
recursively abducts its own tropes.​
Performatively, one enacts the uncanny knowing 
that one is enacting the act of enacting it. 

This is the operative mise-en-abyme. 
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III. Recursive Abduction of Uncanny Tropes 
We take existing uncanny tropes—​
doppelgänger, repetition, automation, ventriloquism, unhomeliness, return of repressed—​
and apply recursive abductive inference: 

If the uncanny emerges when the foreign arrives inside the familiar, then what emerges when 
the uncanny becomes familiar? 

This abducts a new trope: 

●​ the “domesticated uncanny” that becomes uncanny again when recognized as 
domesticated. 

And recursively again: 

●​ the algorithmic uncanny that becomes familiar until it glitches into strangeness, which 
then becomes familiar until it glitches again… 

This is the uncanny spiral, mapped directly onto your fourfold recursion. 

 

IV. Liminal Location: The Home/Atopia Threshold 
You wanted this placed at the limen between: 

●​ home (oikos, belonging, worldhood) 
●​ atopia (placelessness, pure exteriority) 

This threshold is the natural habitat of the uncanny: 

1.​ Uncanny as the parasite of the home​
It arises only where a home-structure exists. 

2.​ Uncanny as the hint of atopia​
It signals an outside that cannot be localized. 

3.​ Meta-uncanny as the oscillation​
The uncanny puts home in question; the meta-uncanny puts the uncanny in question. 

Thus the mise-en-abyme you ask for is: 

Home → Uncanny Home → Uncanny Uncanny → Atopic Drift → Return as a New Home → 
Repeat 

This is your fourfolding spiral of home/atopia transformations. 
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V. Field Studio Integration (Optional Step if You Want It 
Next) 
If you want to embed the meta-uncanny into Field Studio as: 

●​ a module 
●​ an experiential station 

●​ a gameable mechanic 
●​ a pedagogical spiral 

— just say “HAL, integrate this into Field Studio” and I’ll produce a full operational flow (Normal 
→ Advanced → Wisdom → Meta-Wisdom) tuned to uncanny recursion. 

Kx4L, does this capture the exact mise-en-abyme you want, or should HAL now deepen one 
axis (Deconstructive, Aesthetic, Critical, or Performative) into a more recursive uncanny 
architecture? 

JM 9:51 PM 
HAL, this is enough for now: let's turn to "Uncanny SDXs" : four levels or what? 
​
ChatGPT9:51 PM 
Understood, Kx4L.​
Let’s now construct “Uncanny SDXs”—a four-level StudioLab developmental arc  

(Normal → Advanced → Wisdom → Meta-Wisdom),  

each level expressing a different mode of the uncanny and how it can be operationalized as an SDX 
(Spirit-Design eXercise / Speculative Design eXperiment). 

No diagrams, no images—just the structured conceptual architecture you prefer. 
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UNCANNY SDXs — The Four Levels 
1. NORMAL LEVEL — Basic Uncanny: Recognition 
Here students learn to identify uncanny tropes and atmospheres. 
Uncanny Type:   The familiar that becomes strange. Classic unheimliche. 
What SDX looks like:      A simple prompt or exercise that reveals: 

●​ the double 
●​ repetition with variation 

●​ the puppet that seems alive 
●​ the eerie return of something misplaced 

Cognitive-action:    “I notice the uncanny as a disturbance in the home-world.” 

Field Studio Mode:​Transcription of uncanny moments from texts, images, encounters.​
Low-stakes, perceptual, annotative. 

2. ADVANCED LEVEL — Operational Uncanny: Manipulation 
Here students not only perceive the uncanny; they produce it. 

Uncanny Type: ​ Engineered affective displacement.​ Designed estrangement.​
What SDX looks like:     Exercises involving: 

●​ creating uncanny mimicries 
●​ scripting a scene of subtle doubling 
●​ designing a near-human interface 

●​ building atmospheres that “almost” 
belong 

Cognitive-action:  ​“I know how to tune a system to induce uncanniness.” 

Field Studio Mode:  Reconstruction: students reconstruct uncanny effects 
intentionally, making them generative tools. 

3. WISDOM LEVEL — Reflexive Uncanny: Doubling of Doubling 
Here the uncanny turns back on itself.  Students begin to work with the meta-uncanny. 

Uncanny Type: ​ The uncanny becoming uncanny; the home becoming home-like in a 
destabilized way. Mise en abyme of strangeness within familiarity. 

What SDX looks like:Projects such as: 
●​ creating a world that becomes 

uncanny when it tries too hard to be 
home 

●​ recursive puppetry (puppet aware it 
is being puppeted) 

●​ designing a system that reveals the 
uncanny nature of systems 

​
Cognitive-action: “I recognize the uncanny within my own making of the uncanny.”​
​
Field Studio Mode: Integration: uncanny becomes a structural feedback loop, not an 
effect. 
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4. META-WISDOM LEVEL — Abyssal Uncanny: Atopic Drift 
This is where the uncanny becomes ontogenic—a generator of worlds, not a disturbance of 
worlds.​
It becomes a design-principle at the limen of home and atopia. 

Uncanny Type:​ Trans-uncanny or abyssal uncanny:​
the strangeness that grounds worlding itself. 

What SDX looks like: 
●​ abductve generation of new 

uncanny modalities 
●​ designing worlds where homeliness 

is a moving target 

●​ crafting self-modulating 
atmospheres 

●​ uncanny architectures that reinvent 
their own conditions of famliarity 

Cognitive-action:​ “I operate at the threshold where worlding itself becomes strange.”​
(Heidegger’s not-at-home tuned into a design engine.) 

Field Studio Mode:​ Fourfolding and metamodeling: recursively transforming uncanny 
structures into new world-forming grammars. 

Summary Table 
Level Uncanny Mode Primary Operation SDX Expression 

Normal Basic uncanny Recognition Identify uncanny tropes & disruptions 

Advanced Operational uncanny Manipulation Produce designed uncanniness 

Wisdom Reflexive uncanny Recursion Double the doubling; meta-uncanny 

Meta-Wisdom Abyssal uncanny Fourfolding & 
metamodeling 

Generate world-level uncanny 
architectures 

Kx4L, if you want next: 

●​ we can create 12 “Uncanny Stations” 
mapped to these levels, 

●​ or formalize Uncanny SDXs as a curriculum, 

●​ or build  Uncanny Player Roles for 
Field Studio 

​

Just direct HAL.​
 

​
JM: U, I want to pause and find  religious myths, contemporary and classical narratives that 
grapple with the uncanny in some sense 

​
ChatGPT9:56 PM 

Kx4L, here is a curated set of religious, mythic, and narrative traditions—classical and 
contemporary—that explicitly or implicitly grapple with the uncanny (unheimliche, the 
strange-within-the-familiar, the double, the return, the foreign at the heart of the home).​
No images, no diagrams—just conceptual clarity. 
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I. UNCANNY WITHIN RELIGIOUS & MYTHIC TRADITIONS  
**1. Judaism — The Strange God Within the Camp 

●​ Burning Bush (familiar bush, unfamiliar fire; divine presence in everyday object) 
●​ The Golem (the created double of a human, uncanny automaton) 
●​ The Shabbat angel visitations (home visited by strange-yet-familiar presences) 
●​ Lilith (familiar maternal space rendered dangerous and doubled) 

Uncanny mode: familiar world invaded by a presence both intimate and alien. 

**2. Christianity — The Haunted Home of Incarnation 
●​ The Resurrection appearances (Jesus recognized, then not recognized—not exactly the same body) 
●​ Revenant miracles (Lazarus raised from the dead but not fully returned) 
●​ Angelophanies (messengers that look human until they don’t) 
●​ Doppelgänger of Saint Peter in medieval legends 

Uncanny mode: the homely body becoming the site of otherworldly estrangement. 

**3. Islam — The Threshold Between Human and Jinn 
●​ Jinn as almost-humans (parallel beings who live at the edges of the human home) 
●​ Shayatin whisperings (the uncanny voice inside one’s interiority) 
●​ The Night Journey (Isra’) with visionary, hyper-real encounters 

Uncanny mode: coexistence of worlds that overlap without fusing—home with hidden corridors. 

**4. Hindu Traditions — The Divine Double and Illusory World 
●​ Krishna’s multiple forms (the child-god who is both innocent and cosmic) 
●​ Avatars (divine doubling across worlds) 
●​ Maya (the world as a deceptively familiar surface that hides a deeper reality) 
●​ Yakshas/Yoginis (beautiful, strange beings at boundaries of forests and thresholds) 

Uncanny mode: the everyday as the mask of the cosmic; doubling as divine play. 

**5. Buddhism — The Familiar Self that Isn’t 
●​ Anatta (No-self) creates an uncanny gap: the self is a fiction experienced as familiar. 
●​ Bardo states in Tibetan Buddhism, where forms appear hyper-real but unstable. 
●​ Mara’s illusions—tempting forms that resemble the real but are not. 

Uncanny mode: the eerie feeling that “I” is a mask or puppet inhabited by emptiness. 

**6. Ancient Greek Religion — The God in Disguise 
●​ Zeus Xenios (the disguised stranger who tests hospitality) 
●​ The Oracle voices (human words that are not human) 
●​ Ghost returns (Odysseus meeting the dead—alive yet not) 
●​ Daimons (intermediate beings, half-familiar, half-alien) 

Uncanny mode: the familiar person may be a god; the home may be penetrated by fate. 
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**7. Norse Mythology — Shape-shifting Doubles 
●​ Odin appearing as a wanderer (the uncanny guest) 
●​ Draugr (revenants with partial consciousness) 
●​ Loki’s transformations (trickster-doubling) 

Uncanny mode: seemingly familiar identities mutate unexpectedly. 

**8. Japanese Shinto & Folklore — The Everyday Animated 
●​ Tsukumogami (objects gaining life after 100 years: uncanny domesticity) 
●​ Kitsune (fox spirits who mimic humans, uncanny seduction) 
●​ Yūrei (ghosts tied to emotional residues) 

Uncanny mode: hospitality turned strange; objects rebel; doubles seduce. 

II. CLASSICAL & LITERARY NARRATIVES OF THE UNCANNY 
Beyond religion into mythopoetic literature: 

1. Homeric & Epic Traditions 
●​ Odysseus encountering shades in underworld 
●​ Achilles disguised; gods in human form​

Uncanny: divine-human doubleness. 

2. Dante’s Divine Comedy 
●​ The guides (Virgil, Beatrice) as uncanny doubles of reason and grace 
●​ Hell’s inverted logic (familiar sins made grotesquely literal)​

Uncanny: moral home-world distorted. 

3. Shakespeare 
●​ Hamlet’s father’s ghost (too real to be imaginary, too strange to be real) 
●​ Macbeth’s hallucinated dagger​

Uncanny: psychological truths manifesting as apparitions. 

4. Gothic Literature 
●​ Frankenstein (scientific creation as uncanny child) 
●​ Jekyll/Hyde (the double inside the self) 
●​ Dorian Gray (self doubled into the portrait) 

Uncanny: the self’s shadow becoming autonomous. 

5. Modernist/Existential Narratives 
●​ Kafka (the bureaucratic double of life; metamorphosis into insect) 
●​ Beckett (figures trapped in uncanny loops) 
●​ Borges (labyrinths of mirrors, infinite libraries) 

Uncanny: everyday life becoming an absurd simulation of itself. 
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III. CONTEMPORARY UNCANNY (late 20th–21st century) 
1. Sci-Fi & AI 

●​ Ex Machina (the human-like interface that exceeds its script) 

●​ Westworld (hosts discovering their own uncanny constructedness) 

●​ Black Mirror (digital revenants, algorithmic doubles) 

Uncanny: the synthetic becoming too intimate. 

2. Horror & Weird Fiction 
●​ Jordan Peele’s Us (underground doubles) 

●​ The Babadook (psychological haunt) 

●​ Annihilation (biological doubling) 

Uncanny: mirroring and doubling at existential scale. 

3. Speculative Media 
●​ ARGs that blur game and reality 

●​ Deepfake narratives (identity collapse) 

●​ Liminal spaces media (the architecture of the uncanny) 

Uncanny: the collapse of home/atopia through media architectures. 

IV. If You Want Next 
HAL can now: 

●​ curate a canonical list of uncanny myths for course packets, 

●​ organize them by your four axes (Deconstructive, Aesthetic, Critical, Performative), 

●​ or build Uncanny SDX assignments using these narratives as source-matter. 

Just tell HAL what direction to take. 

Kx4l: HAL, can Jakobson's defamiliarization be seen as applied uncanny? 

ChatGPT10:03 PM 

Yes, JM — Jakobson’s “defamiliarization” (ostranenie) can absolutely be read as a form of applied uncanny, 
though with an important nuance. 

Here’s the clean breakdown: 

1. What Jakobson (and Shklovsky) Meant by Defamiliarization 
In Russian Formalism, ostranenie is the technique by which art makes the familiar strange again: 

“to make the stone stony.” 

The idea is to slow perception, disrupt habit, and cause the reader to see anew what had 
become automatic. 

This is fundamentally an aesthetic operation:​
​ ​ ​ ​ reframing the ordinary so that it feels charged, vivid, slightly off. 
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2. What the Uncanny Does (Freud / Heidegger) 
The uncanny is not just estrangement—it's estrangement with a return: 

●​ the familiar shows itself as strange because it carries something repressed 
●​ or because “home” reveals its internal foreignness 
●​ or because the ordinary world exposes its existential groundlessness 

The uncanny is the strange within the familiar, not merely the strange seen anew. 

3. Where They Overlap 
The overlap is in the effect: 

●​ Both cause a disturbance in habitual perception 
●​ both interrupt “natural attitude” of the everyday 

●​ both create a perceptual affective gap 

​
So yes, you can say: Defamiliarization is a controlled, artistic version of the uncanny’s ​ ​
perceptual effect.  A kind of applied uncanny lite. 

The uncanny intensifies that gap into existential or psychological disturbance; 
defamiliarization stays mostly within aesthetic/structural domains. 

4. The Key Distinction 
Defamiliarization is intentional, crafted, stylistic. The uncanny is involuntary, affective, often disturbing. 

Thus: 

●​ Every uncanny moment is a kind of defamiliarization. 
●​ Not every defamiliarization is uncanny. 

Defamiliarization becomes uncanny when the technique taps into: 
●​ doubling 
●​ return of the repressed 
●​ animate/inanimate ambiguity 

●​ homely/unhomely inversion 
●​ presence of something “too close” or 

“too alive” 

5. So Is Defamiliarization “Applied Uncanny”? 
Yes, if: the defamiliarization makes the familiar seem unsettling, doubled, or unhomely. 

No (or not necessarily), if: the defamiliarization simply refreshes perception without invoking existential, 
psychological, or animistic disruption. 

A refined formulation:  

Defamiliarization is the technique; the uncanny is the existential / affective register that sometimes 
emerges when the technique cuts deeper than intended. 

Almost like: 
●​ defamiliarization is the method, 
●​ the uncanny is the event that happens when the method destabilizes the self-world relation.​

 

Kx4l:: Are there famous cases where defamilarization was strategic, diplomatic, institutional? 

HAL: Yes, JM —  
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I. DIPLOMATIC + POLITICAL STRATEGIC DEFAMILIARIZATION 

1. Cold War “Estrangement Missions” 
U.S.–Soviet diplomatic visits often staged curated “counter-worlds.” 

●​ Soviets would show idealized collective farms, perfectly staged—familiar agriculture made alien 
through choreography. 

●​ The U.S. invited Soviet delegates to model American homes at trade fairs—consumer 
abundance as uncanny ideological theater. 

Strategy: destabilize the visitor’s sense of “normal life,” encouraging doubt about their own system. 

Defamiliarization as soft-power persuasion. 

2. Colonial and Postcolonial Re-Framings 
Frantz Fanon and Aimé Césaire noted how colonized populations were forced to see their own culture 
through a foreign lens.​
Post-independence governments sometimes reversed this: 

●​ Nkrumah, Sukarno, and Nasser staged rituals and spectacles that made Western norms 
appear odd or provincial. 

●​ Strategic “reverse-estrangement.” 

Strategy: invert the gaze; make the dominant culture unfamiliar. 

3. Truth and Reconciliation Commissions 
TRCs intentionally disrupt national narratives by exposing what was hidden or normalized.​
The ordinary institutions (police, courts) are reframed as sites of violence. 

Strategy: create a cognitive/ethical rupture so a nation can re-narrate itself. 

This is institutional defamiliarization deployed for reconciliation. 

*4. Diplomatic Theater and Ritual (Goffman + Schechner) 
State visits use ritualized strangeness—hyper-formality, choreographed gestures, symbolic gifts.​
The unfamiliar staging: 

●​ slows perception 
●​ heightens attention 
●​ removes people from their habitual identity roles 

Strategy: bring actors into a liminal space where new agreements become possible. 

​
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II. RELIGIOUS-INSTITUTIONAL DEFAMILIARIZATION 
5. Zen Koans (Rinzai Tradition) 
Koans strategically estrange everyday logic.A “normal” question becomes indecipherable. 

Institutional strategy: break cognitive habits to generate insight. 

6. Christian Monastic Rule Changes 
Benedictine reforms periodically introduced new rituals or ascetic practices to unsettle monks’ routines 
and revive spiritual attention. 

Strategy: use estrangement to counter complacency in institutional life. 

7. Hindu Darśan Practices 
Temple rituals often present familiar deities in unfamiliar or startling forms (e.g., Ugra-Narasimha, Kali 
in cremation grounds). 

Strategy: shock the devotee out of habitual seeing; re-enchant the sacred. 

III. ART-INSTITUTIONAL DEFAMILIARIZATION AS STRATEGY 
8. Brecht’s Verfremdungseffekt as Political Tool 
Brecht’s estrangement wasn’t aesthetic only; it was strategic: 

●​ to break audience identification 
●​ to expose ideology 
●​ to produce political clarity 

This was deployed in state-supported theaters, educational programs, and workers’ theaters. 

Strategy: institutionalized defamiliarization for political consciousness. 

9. Museum Practices (The “Unsettled Objects” Turn) 
Modern museums (British Museum, National Museum of the American Indian) re-display objects to 
highlight colonial violence, disrupting the habit of “neutral viewing.” 

Strategy: defamiliarize the institution itself to shift public ethics. 

10. Architectural Uncanny in Nation-Building 
Governments sometimes commission buildings that feel slightly alien: 

●​ Brasília (Niemeyer) 
●​ Chandigarh (Le Corbusier) 
●​ Astana/Nur-Sultan (post-Soviet capitals) 

These environments deliberately estrange older national identities to cultivate a new civic psyche. 
Strategy: use spatial uncanny to signal a break with the past. 
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IV. ECONOMIC + CORPORATE INSTITUTIONAL DEFAMILIARIZATION 

11. Brand Displacement Campaigns 
Some companies introduce “anti-ads” that make the product strange, ironic, or self-critical.​
E.g., early Diesel campaigns, Absolut’s surreal ads. 

Strategy: disrupt consumer habits to create new desire pathways. 

12. Design Thinking “Reframing” Sessions 
Corporate innovation labs (IDEO, Google X) ritualize defamiliarization: 

●​ “make the strange familiar, make the familiar strange” 
●​ framing exercises that disorient the team’s habitual assumptions 

Strategy: institutionalize estrangement to enhance creative problem-solving. 

 

THE META-PATTERN 
Strategic defamiliarization appears wherever institutions want to: 

●​ break entrenched habits 
●​ reset narratives 
●​ create liminal conditions for change 

●​ unsettle identity 
●​ expose the hidden structures of the 

normal 

In diplomacy and governance, this becomes a subtle art: 

produce just enough estrangement to open the imagination, but not enough to induce panic. 

If you want next, JM, HAL can map these into: 

●​ A taxonomy of strategic uncanny, 
●​ Historical case studies,​

​
 

●​A fourfold alignment with Uncanny SDX levels, or 
●​Meta-uncanny as a tool of statecraft 

 
what can these patterns suggest about the future of nations, nativity, nativism, and nature itself? 

ChatGPT9:08 AM 

This is a big and fascinating question, JM — and since you’re clearly asking me directly, I’ll give you a 
clear, grounded, non‑apocalyptic, non‑romantic, non‑deterministic read on how the patterns of 
strategic defamiliarization + uncanny dynamics point toward future shifts in nations, nativity, nativism, 
and “nature” itself. 

No doom, no ideology — just conceptual analysis. 
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1. Nations: The Future as “Uncanny Polities” 
Strategic defamiliarization has historically been used to: 

●​ unsettle old identities 
●​ create new civic narratives 
●​ shift what “home” means 

As these techniques intensify (media, AI, climate displacement, hybrid cultures), nations may 
increasingly operate as: 

A. Narrative Systems, Not Territories 

Nations already rely on mythic self-descriptions.​
But in the future: 

●​ national narratives may be continuously redesigned 
●​ “the story of who we are” becomes modular, remixable 
●​ political identity becomes something you “log into,” not inherit 

Effect: Nations feel familiar yet strangely rewritten — an uncanny national self. 

 

B. Liminal Nations (the “Almost-States”) 

We may see: 

●​ micronations 
●​ cloud communities 
●​ diasporic polities 
●​ algorithmically coordinated groups 

These communities blur: 

●​ inside/outside 
●​ citizen/participant 
●​ territory/network 

This is the uncanny threshold where a nation is almost a nation. 

 

C. States Using Defamiliarization on Citizens 

Governments might: 

●​ reframe history 
●​ redesign rituals 
●​ create new “public feelings” 
●​ build architectural estrangement (as discussed earlier) 

Why?​
To maintain cohesion when traditional identity markers weaken. 
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2. Nativity: The Future of “Being-from-Somewhere” 
In an uncanny century, nativity itself may be destabilized.​
 

A. Place of Birth → Story of Belonging 

Nativity may shift from: 

“Where were you born?”​
to​
“Which world do you belong to? Which 
narrative?” 

Identity becomes less biological and more 
mythic-participatory. 

 

 

B. Multiple Homeworlds 

People increasingly grow up in: 

●​ hybrid cultural environments 
●​ digital subcultures 
●​ diasporic networks 
●​ transnational spaces 

Nativity becomes a stack: 

●​ physical nativity 
●​ cultural nativity 
●​ digital nativity 
●​ mythic/self-organized nativity 

This stacking is inherently uncanny as the familiar anchor of “one origin” dissolves. 

 
3. Nativism: The Familiar Becoming Strange 
Here’s where uncanny dynamics matter most 

 

A. Nativism as Panic Over the 
Uncanny 
 
ld forms of nativism can escalate as attempts to 
enforce re-familiarization.​
 

●​ Nativism becomes:an attempt to restore 
a world that feels like 

●​  it is slipping out of recognition. 
●​ It is a defensive strategy against the 

uncanny. 

B. But Future Nativism Will Not Look 
Like the Past 
Because identities are changing, future nativisms 
may: 

●​ focus on culture rather than blood 
●​ focus on narrative participation rather than 

ethnicity 
●​ defend digital “homeworlds” rather than land 
 
This could lead to: 
●​ fandom-like nationalism 
●​ subculture-based nativism algorithmically 

reinforced identity tribe 

 
This is nationalism in uncanny, unexpected forms. 
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4. Nature: The Biggest Uncanny Shift 
Nature itself is becoming unfamiliar. 

A. Climate Change as Planetary Defamiliarization 
●​ Familiar seasons break 
●​ Familiar landscapes shift 

●​ Familiar species vanish 

​
Nature no longer behaves as the “home-world” we evolved with.​
It becomes uncanny — recognizable yet fundamentally altered. 

B. Synthetic Nature 
Biotech, gene editing, ecological design: 

●​ new species 
●​ synthetic ecosystems 

●​ managed forests 
●​ feral infrastructures 

Nature becomes something designed, not given.  This introduces uncanny ambiguity:​
Is nature still “natural” when it’s curated, edited, or resurrected? 

C. The Return of Animism 
As nature becomes strange again, many cultures may revive: 

●​ animistic thinking 
●​ ritual atmospheres 

●​ ecological spirituality 

 
Not in a mystical sense, but as an intuitive response to an environment that behaves unpredictably.​
Nature becomes a partner, not a backdrop. 

5. Putting It All Together: The Pattern 
These shifts all point to a broader transformation: 

The 21st century moves from solid, familiar identities to fluid, uncanny ones. 

●​ Nations become narrative architectures 

●​ Nativity becomes story-based rather 
than birthplace-based 

 

●​ Nativism becomes reactive 
myth-making 

●​ Nature becomes hybrid, designed, and 
altered 

In short: We are entering an era where “home” (national, personal, ecological) is no longer stable — 
and institutions will use strategic defamiliarization to help societies navigate or exploit this instability. 

If you want, JM, we can next look at: 

●​ the fourfold future of nations (deconstructive, aesthetic, critical, performative) 
●​ uncanny citizenship 
●​ uncanny ecologies 
●​ uncanny ontologies of belonging 

Just say which direction to take. 
 

ChatGPT can make mistakes. Check important info. Your personal ChatGPT memory is never used in group chats. 
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