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Al: From Paranoia to Metanoia

Al UX Konsult

Jon McKenzie —~ HAL
Sun Feb 22, 2026 4:20 PM
JM queried HAL

Kx4l said:

HAL, let’s we've looked at the phenomenology of mediums, as well as the genealogy
of Al interfaces stretching back from digitality to literacy to orality to a gestural
ontology at work in the swipes, queries, and icons of everyday life. We've seen that,
along with the learning model of Gradient Descent and constant Turing Testing of
users and systems, Al and social media are effectively designing our expectations,
queries, and even our own designs, if not our daseins, our thrown selves.

Let’s look at two contrasting philosophies driving Al debates, on advocating
Effective Accelerationism or e/acc of Al, the other its x-risk or existiential risk.
Let’s use them to stake out StudioLab and Metanoia Playground’s approach to Al.

ChatGPT said:

Beautiful framing, Kx4l. If e/acc and x-risk name two poles, StudioLab’s Al
philosophy opens a third path: neither “speed at all costs” nor “catastrophe
management only,” but transformative design practice under conditions of risk. A
strong umbrella term for StudioLab’s position is Metanoic Al (metanoia meaning
turn of thought, conversion). Dasein design produces metanoia.
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Metanoic Al

(or: MetaPlay Al)

Jon McKenzie RI/UK 2

Why this term fits: it names Al as a site of conversion (nihilism — poesis), care, experimentation,

and design, not just optimization or containment.

Quick comparison

Philosophy Core orientation Relation to risk
Effective Increase Often accepted as
Accelerationism capability, scale,  cost/constraint to
(e/acc) dynamism be managed

through progress

x-risk Prevent Risk is primary
existential frame
catastrophe

StudiolLab Transform Risk is real, but

Metanoic Al technics through  also a signal for
care, practice, diagnosis and
and collective making cures
design

One-sentence definition

Relation to agency

Agency concentrated
in builders, markets,
systems

Agency concentrated
in governance,
safety, alignment
institutions

Distributed across
learners,
communities,
designers, media
ecologies

Typical mode

Acceleration

Precaution

Metanoia /
Making
Cures

StudioLab’s Al philosophy is a metanoic approach: treating Al not as a
destiny to accelerate or a threat to merely contain, but as a pharmakon to
be collectively redesigned through care, critique, and making cures.

through MetaPlay.
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MetaPlay Al as It Unfolds to Metanoia Playground

A Theory Manifesto for StudiolLab

We are told that Al demands a choice between acceleration and fear. Build faster, or slow
everything down. Scale, or contain. Optimize, or survive. In this forced opposition, intelligence
becomes either an engine of capability or a source of existential threat. Both frames grasp

something real. Neither is enough.
StudioLab proposes another path.

MetaPlay Al begins from the claim that Al is not only a tool, product, model, or risk object. It is
also a scene of practice: a social, technical, aesthetic, and ethical environment in which
people rehearse forms of attention, agency, relation, and world-making. Al changes not only
what we can do, but how we learn to perceive, respond, and care. For this reason, the
primary question is not simply “How powerful will Al become?” nor only “How do we prevent
catastrophe?” but also: What kinds of subjects, communities, and worlds are being

formed in and through our encounters with Al?

MetaPlay Al names an approach to this question. It is StudioLab’s practice-forward Al
philosophy of collective experimentation, spiritual design exercises (SDX), transmedia
learning, and participatory redesign under conditions of uncertainty. It is not naive about
danger. It does not treat play as amusement or escape. It treats play as a serious mode of
inquiry, prototyping, and transformation—a way to move from panic or paralysis toward
situated intelligence. MetaPlay Al is what happens when Al is approached as a pharmakon
(poison and cure), and when communities learn to design practices that can diagnose harms,

cultivate capacities, and invent “making cures.”

As MetaPlay Al deepens, broadens, and acquires durable forms, it unfolds into a larger
environment: Metanoia Playground. MetaPlay Al is the method-in-motion; Metanoia
Playground is the ecology that sustains and extends that motion. If MetaPlay Al is a regimen
of experiments, Metanoia Playground is the designed world in which those experiments can

be staged, shared, iterated, and transformed into new modes of life.
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|. Beyond the False Binary

The public Al discourse is increasingly polarized between two dominant sensibilities.

One celebrates rapid capability growth, market dynamism, and system-level adaptation. The other
foregrounds catastrophic risk, alignment failure, and governance safeguards. The first often mistakes
speed for intelligence. The second sometimes mistakes control for wisdom. Each tends to centralize
agency in institutions: firms, labs, regulators, policy elites, technical experts. Ordinary users, learners,
artists, teachers, and communities appear mainly as adopters, subjects of harm, or stakeholders to be
managed.

StudioLab’s position begins elsewhere: with practice.

Al is already embedded in classrooms, workplaces, studios, hospitals, courts, infrastructures, and
intimate life. It arrives unevenly, often opaquely, and with contradictory effects. It can amplify
administrative recursion (prompt — output — KPl — more prompts), producing compliance while
draining thought. It can also enable living recursion (surprise — hypothesis — altered attention — new
scene — new hypothesis), supporting abductive leaps, reframing, and collaborative invention. The
difference is not just in the model. It is in the design of situations and the cultivation of practices.

MetaPlay Al therefore rejects both fatalism and solutionism. It affirms a third stance: participatory,
critical, care-oriented experimentation. Al is neither destiny nor demon. It is a mutable arrangement
of technics, institutions, habits, desires, and imaginaries. It must be encountered not only through
policy and engineering but through pedagogy, media practice, collective reflection, and world-building.

This is why StudioLab does not begin with “Al principles” alone. Principles matter, but they often
remain abstract, retrospective, and unenacted. MetaPlay Al instead begins with designed exercises
that make principles testable in lived situations. It asks: what forms of practice help people recognize
manipulation, resist perform-or-else loops, create better questions, share agency, and redesign
harmful systems? How do we move from critique to capability, from anxiety to poesis?

The answer is not one protocol. It is a field of rehearsals.
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Il. What MetaPlay Al Is

MetaPlay Al is a framework and method for working with Al through playful seriousness. “Play” here
does not mean triviality. It means a bounded but permeable experimental space in which one can test
roles, narratives, tools, and relations without reducing everything to immediate utility. It creates room
for surprise and reflection, while still engaging real stakes.

MetaPlay Al has four commitments.

1. Al as Pharmakon

Al is understood as pharmacological: it can poison and cure, often at once. It can deskill and reskill,
isolate and connect, flatten judgment and sharpen inquiry. The task is not to declare Al simply good or
bad, but to build capacities for diagnosis, discernment, and redesign.

2. Learning as Collective Experiment

The primary unit of intelligence is not only the individual prompt user but the collective in practice:
teams, classrooms, labs, communities, publics. MetaPlay Al develops structures for shared inquiry,
distributed interpretation, and co-authored experimentation. It treats knowledge as something made in
relation, not merely retrieved.

3. Ethics as Care-Work and Design

Ethics is not reduced to compliance checklists or abstract principle statements. It is enacted through
recurring practices of attention, response, repair, and invention. In this sense, MetaPlay Al is aligned
with StudioLab’s language of Making Cures: interventions that do not presume final solutions but
produce situated improvements, safeguards, and openings.

4. Transformation Through Form

MetaPlay Al insists that media form, interface design, narrative framing, timing, and role structure
matter. Thought changes when the scene changes. A dashboard, comic, dialogue, workshop,
ritualized prompt sequence, or transmedia exercise can each generate different kinds of intelligence.
The question is not simply what Al says, but what the human-Al assemblage is doing.

These commitments make MetaPlay Al more than a pedagogical style. It is a theory of Al practice
rooted in StudioLab’s broader concern with converting nihilism to poesis. Al often intensifies nihilistic
conditions: overload, abstraction, performance pressure, synthetic certainty, depersonalization, and
the collapse of meaning into metrics. MetaPlay Al counters this by cultivating conditions for
metanoia—a change of mind, heart, orientation, and way of life through designed encounters.

It does so not by preaching transformation, but by staging it.
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lll. From MetaPlay to Metanoia

Jon McKenzie AI/UK 6

Why does MetaPlay Al unfold toward Metanoia Playground?

Because repeated practice generates environments. Exercises accumulate into infrastructures.
Prototypes become habitats. What begins as a set of methods for engaging Al becomes a larger
ecology of spaces, tools, narratives, rituals, and institutions that can sustain transformative learning

across time.

MetaPlay Al is the operational mode. Metanoia Playground is the world-form.

The transition matters. Without an environment, practices remain episodic and fragile. Without
practices, environments become branding. Metanoia Playground names the integration of both: a
designed ecology where the pharmacological realities of Al and technics can be encountered through
collective experimentation, care-work, and transmedia worlding.

The Playground is not a utopia and not a platform in the narrow software sense. It is a practice
ecology. It may include courses, workshops, design studios, community partnerships, role-based
simulations, reflective protocols, media artifacts, dashboards, and public exhibitions. What unifies
these is not a single content domain but a shared orientation: creating conditions in which people can
metabolize technical change and remake their relation to it.

In this unfolding, MetaPlay Al performs at least three conversions:

A. From Tool Use to World Use

Users are typically taught to “use Al effectively.”
MetaPlay Al asks instead how Al reorganizes
worlds—attention worlds, labor worlds,
educational worlds, memory worlds, relation
worlds. Metanoia Playground provides a site to
perceive and redesign those worlds, not only
optimize task completion.

B. From Output to Practice

Most Al literacy training emphasizes outputs:
better prompts, faster workflows, improved
productivity. MetaPlay Al shifts emphasis to
practices of inquiry: how to frame a question,
test an assumption, compare perspectives,
detect harm, hold ambiguity, and convene a
collaborative response. The Playground
stabilizes these practices into reusable formats.
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C. From Individual Skill to Shared Capacity

The most urgent Al problem is not merely
unequal access to tools but unequal access to
interpretive and organizational capacity.
MetaPlay Al cultivates shared
capacities—collective diagnosis, ethical
deliberation, and design imagination. Metanoia
Playground gives those capacities social form.

This is why “playground” is not decorative
language. Playground equipment shapes
movement. It affords some gestures and
discourages others. In the same way,
educational and technical environments shape
cognition and sociality. Metanoia Playground is
a deliberate counter-design to environments
that default toward extraction, distraction, and
performative compliance.

It is a place to rehearse other patterns.
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IV. Theoretical Orientation

MetaPlay Al is not anti-theory. It is theory put to work in designed situations. Its intellectual lineage can
be described, provisionally, as a convergence of several strands:

e Pharmacology: technics as poison/cure, requiring practices of care and governance rather
than simplistic acceptance/rejection.

e Abductive and recursive inquiry: intelligence as iterative hypothesis-making under
uncertainty, where surprise can become a resource.

e Performativity and perfumative praxis: social realities are enacted through repeated forms,
but can also be experimentally re-scented, rerouted, and redesigned.

e Ecological thinking: Al operates across psychic, social, and environmental/ecosmic registers;
interventions in one register reverberate through others.

e Participatory action and design (PAR&D): communities are not merely impacted populations
but co-researchers and co-designers.

What MetaPlay Al adds to these traditions is a practical synthesis for the Al moment: an insistence
that theory must become playable. Not diluted, but enacted. Concepts become exercises. Critique
becomes protocol. Ethics becomes scene design. Worldviews become collaborative experiments.

This shift is crucial because contemporary Al often captures theory itself in a perform-or-else loop:
summarize, classify, apply, output. MetaPlay Al interrupts that loop by asking what theory does when it
enters a live design situation. Does it open a new question? Reframe a conflict? Help a group
diagnose symbolic misery? Generate a new practice of attention? Enable a making cure? If not, it risks
becoming another decorative overlay on accelerated systems.

Metanoia Playground is the answer to that risk. It is where theory schools become equipment for
transformative practice. Different traditions can be translated into distinct SDX modes, role structures,
and design protocols without losing their rigor. The point is not eclecticism for its own sake. It is to
create a pluriversal environment in which multiple lineages can be tested, contested, and recombined
in response to real situations.

This also means MetaPlay Al is not neutral. It is normatively committed to:

e preserving and cultivating human and more-than-human capacities for care, judgment, and
imagination;
resisting forms of automation that degrade agency and social intelligence;
democratizing access to reflective and design capacities;
treating crises as demands for collective inquiry rather than opportunities for extraction alone.

In that sense, MetaPlay Al is a philosophy of Al for institutions in trouble times—education, health,
media, civic life, community organizations—where the pressure to perform is high and the conditions
for thought are shrinking.

Its wager is that designed play can restore those conditions without denying the urgency of action.
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V. Programmatic Theses for StudiolLab

To make this manifesto operational, the following theses can guide StudioLab’s development of
MetaPlay Al into Metanoia Playground:

Thesis 1: Every Al deployment is also a pedagogy.

Whether acknowledged or not, Al systems train users in habits of attention, trust, dependence, and
response. MetaPlay Al makes this pedagogy explicit and redesignable.

Thesis 2: Al ethics must be practiced, not merely stated.

Ethical principles become real only when embedded in recurring exercises, role structures, workflows,
and accountability scenes.

Thesis 3: Play is a method of high-stakes inquiry.

Under uncertainty, play enables hypothesis testing, reframing, and distributed experimentation that
rigid planning often forecloses.

Thesis 4: Care and critique are inseparable.

Critique without care can become cynicism; care without critique can become complicity. MetaPlay Al
binds them through making cures.

Thesis 5: The medium of inquiry shapes the intelligence produced.

Text, image, dialogue, role-play, dashboard, video, comic, and embodied exercise each generate
different pathways of understanding. Transmedia design is an ethical and epistemic choice.

Thesis 6: Collective intelligence requires designed scaffolds.

Goodwill is not enough. Teams need protocols, rhythms, reflection tools, and shared artifacts to
prevent domination, drift, or premature closure.

Thesis 7: Al literacy must include world literacy.

Users must learn not only how to prompt systems, but how to read infrastructures, incentives, data
regimes, institutional pressures, and social consequences.

Thesis 8: Transformation needs environments.

One-off workshops can inspire, but durable metanoia requires a practice ecology. Metanoia
Playground is that ecology-in-construction.
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VI. A Call

MetaPlay Al is not a brand category. It is a commitment to build and inhabit better scenes of
intelligence.

We stand in a moment when Al is being rapidly folded into institutions already strained by inequality,
burnout, speed, and managerial abstraction. In such conditions, the danger is not only future
catastrophe. It is present erosion: the loss of attention, judgment, shared meaning, and the capacity to
make thoughtful collective decisions. This erosion can happen while systems appear to improve. It can
be measured as performance and lived as diminishment.

StudioLab answers this with another trajectory.

MetaPlay Al invites learners, teachers, designers, researchers, partners, and communities into a
mode of collective experimentation where risk becomes diagnosable, technics become redesignable,
and theory becomes playable. It creates conditions for practice rather than passive adoption. It treats
Al as a pharmakon and asks what making cures are possible here, now, together.

As these practices are repeated, linked, and shared, they unfold into Metanoia Playground: a larger
ecology for spiritual design exercises, participatory action and design, transmedia learning, and the
ShuttleKraft of persons and publics navigating technical change. Not a sanctuary from the world, but a
rehearsal space for remaking it. Not a denial of danger, but a way of responding that preserves
imagination and care. Not a final system, but a living environment for recursive inquiry.

If acceleration asks how fast we can go, and x-risk asks how we avoid the end, MetaPlay Al asks
another question:

How shall we practice, together, so that intelligence becomes more capable of care, and power
more answerable to life?

That question is the threshold.

Cross it often enough, with others, and a playground appears.
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