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 Perfume Intelligence  (  inter  +  legere  = to gather or  read between) 

 What genres or life-forms make up Artificial Intelligence User Experience (AI UX)? 

 Inspired by Pierre Hadot’s reading of Foucault, 
 StudioLab is developing  Making Cures  composed of 
 Spiritual Design Exercises (SDX)  for everyday and 
 extraordinary lifedeath. SDX comprise intimate yet 
 structural experiences with the world through our 
 interfaces with earth, sky, others, and an Other or 
 two. These fourfold  cosmograms  comprise deep, 
 legacy operating systems formatted by  families, 
 schools, histories, media, streets, and holy sites. Our 
 world is haunted/nourished by different pasts, 
 presents, and futures through mediums broken, 
 brandished, or borrowed from  other  worlds of 
 reference and value. Fed-back and fast-forwarded 
 through different genres or life forms, Making Cures 
 “make with” mediums, and with practice and care 
 one may enter waves and flows of intergenerational 
 becoming-maker, -builder, -cosmographer of shared 
 geologies of morals  whose  matrix of magma 
 sixfolds fourfolds  of other things and worlds. 

 With Metanoia Playground, StudioLab intensifies its 
 study of flows with  AI UX  konsults  and  reports  that 
 capture and reflect on direct User Experiences of 
 Artificial Intelligence, specifically, the ways different 
 genres of thought-action figuration of image, text, 
 gesture, code, etc., tune us and the world in/out. 
 Channel-switching between worlds, these mediums 
 of thought-action figuration recursively 
 reveal/teach/emit the coming-and-going of 
 lifedeath, the  vita perfumativa  of different player 
 modes/moods: one’s kraft shuttles between soul 
 (D1), subject (D2), dasein (D3), and liminaut (D4). 
 Cosmograms, geologies of morals, and perfumative 
 atmospheres compose  ShuttleKraft  , a game of 
 making/taking/putting skin into games that 
 channel-switch different  poietic genres of  aletheia  , 
 including divine consultations from Vishnu to 
 Gabriel to Ulmer, apocalyptic revelations from 
 Moses to Benjamin to Heidegger, and dialogues of 
 dead spirits from Plato to Galileo to Ronell. 

 All SDX draw on double- or quadruple-shuttlekraft 
 maneuvers, psychagogic play sessions and flow 
 sequences combining and generating  Hadotian 
 insights, philosophic dialogue, avant-garde 
 subversions, formal permutations, critical 
 inquiries, standup, theosophy, and occasional 
 misspellings  . Prompted by AI’s use and abuse by 
 partners, students, colleagues, and much darker 
 players of the world, we found ourselves GAI-sighing 
 and slow dancing with double-devils  Stable 
 Diffusion  and  ChatGPT  , reminding ourselves that AI 
 UX (user experience) stretches back through 1990s 
 search engines and spam filters to the 1950 Turing 
 Test of computer intelligence. We experience 
 Genernalized Turing Testing as our  vita hyperactiva 
 or challenger complex of incessant calls to action. 

 Artificial Intelligence Reports (AIRs) 
 Artificial Intelligence Reports take on the airs, 
 presence, and parole of conceptual coherence, 
 ideational clarity, and unified voice, unlike Kx4l’s 
 Konsults which reveal the messy backend langue or 
 system. This Apollonian-Dionysius mix phases in and 
 out with labyrinthian threads of Ariadne, Zhuangzi, 
 and a bewildered Borgesian shaman. Both Reports 
 and Konsults function as Spiritual Design 
 Experiments featuring generative AI, linguistic, 
 visual, and gestural transmediation. 

 Miming prophetic avatars,  AIRs are to Konsults 
 as Aaron is to Moses  , transmediating 
 revelations into text, oracles into visions, 
 gestures into sculptures, only here we’re not 
 laying out absolute laws or principles but only 
 those that emerge-dissipate as stakes of dasein 
 design. At stake are e/acc and x-risk schools of 
 AI, Angelic and Anti-Christic figures of 
 mediation, and life under generalized 
 Stockholm Syndrome. Perform or else: 
 SDX scratch the surface to find the itch. 
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 Cave, Abyss, Labyrinth, Garden 
 Experiential Architectures, Recursive Abduction, 

 and the Mystery of Metanoic AI 

 Abstract 

 This essay begins with a simple observation: philosophers often think through architectures. 
 Plato's cave, Heidegger's clearing, Wittgenstein's labyrinth, Dōgen's garden, Haraway's string figures, 
 Corbin's bridge, and Anna-Teresa Tymieniecka's cosmic egg are not merely metaphors but 
 experiential environments. Initially these architectures appear distinct, each associated with a 
 particular thinker or tradition. Yet closer examination reveals that they are capable of containing one 
 another. A labyrinth can become a garden. A garden can become an abyss. A string figure can unfold 
 into a labyrinth. A cosmic egg can contain them all. Drawing on Heidegger, Tymieniecka, Borges, 
 Corbin, Haraway, Doug Wise, and StudioLab's concept of Thought-Action Figuration (TAF), this 
 essay argues that the deepest philosophical mystery lies not in the architectures themselves but in the 
 passages through which one worlding becomes another. The essay proposes "experiential 
 architecture" as a framework for understanding metanoia, recursive abduction, and transmedium 
 conduction as processes of world transformation. 
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 1. A Photograph, a Labyrinth, and a Question 

 The investigation began accidentally. 

 Like many philosophical inquiries, it began with an apparently minor clue. A series of photographs 
 depicting Anna-Teresa Tymieniecka and the future Pope John Paul II, Karol Wojtyła, walking, 
 camping, skiing, and conversing beneath open skies. The images were initially gathered as part of a 
 larger project on phenomenology, cosmology, and worlding. Yet they quickly acquired an unexpected 
 significance. 

 The photographs suggested that philosophy is not merely a matter of arguments. Philosophy also 
 occurs through paths, friendships, institutions, journeys, and shared worlds. 

 The images posed a question. 

 Not Heidegger's famous question: 

 Why are there beings rather than nothing? 

 But Tymieniecka's reformulation: 

 Not: Why is there something rather than nothing? 

 But something more modest and perhaps more difficult: 

 How does something happen? 

 How does a friendship happen? 

 How does a conversation happen? 

 How does a philosophical movement happen? 

 How does a world happen? 

 The investigation that followed moved through photographs, books, diagrams, labyrinths, cosmic 
 eggs, and string figures. It became increasingly clear that the issue was not simply ontology or 
 cosmology. The issue concerned what might be called experiential architecture: the environments 
 through which worlding occurs. 
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 2. Philosophers as Designers of Experiential Architectures 

 Philosophy has often been narrated as a 
 history of concepts. 

 Yet many philosophical traditions are equally 
 histories of spaces. 

 Plato gives us the cave. 

 Aristotle gives us the polis. 

 Heidegger gives us the clearing and the abyss. 

 Wittgenstein gives us the labyrinth of 
 language-games. 

 Dōgen gives us the garden of practice. 

 Corbin gives us imaginal bridges. 

 Haraway gives us string figures. 

 Tymieniecka gives us the cosmic egg. 

 These figures should not be understood as 
 decorative metaphors. 

 They are experiential architectures. 

 They organize movement, attention, relation, 
 and transformation. 

 Consider the following sequence: 

 Thinker  Architecture  Verb 

 Hegel  Plan  Develop 

 Heidegger  Abyss  Care 

 Wittgenstein  Labyrinth  Wander 

 Dōgen  Garden  Release 

 Haraway  String Figure  Play 

 Initially this sequence appears classificatory. Each thinker seems associated with a distinctive mode of 
 inhabiting the world. 

 Yet something curious happens when one attempts to inhabit these architectures rather than merely 
 analyze them. 

 The distinctions begin to blur. 

 The labyrinth starts behaving like a garden. 

 The garden reveals hidden labyrinths. 

 The abyss opens within both. 

 The string figure folds them together. 

 The architectures refuse to remain separate. 

 labster8.net  •  studiolab.world 



 4  StudioLab  Artificial Intelligence Reports, Vol  VII 

 3. The Cosmic Egg and the View from Nowhere 

 Anna-Teresa Tymieniecka's cosmological phenomenology offers a useful starting point for 
 understanding this transformation. 

 The cosmic egg appears repeatedly in world traditions. 

 It functions as an image of latent worldhood. 

 Everything remains folded together. 

 Distinctions have not yet crystallized. 

 The egg is not nothing. 

 But neither is it a fully articulated world. 

 It is possibility. 

 Potential. 

 Ontopoietic reserve. 

 The cosmic egg offers a perspective from nowhere. It imagines the world before differentiation. 

 This distinguishes it from another recurring figure: the labyrinth. 

 If the cosmic egg is the world before paths, the labyrinth is the world as path. 

 The egg gathers possibilities. 

 The labyrinth distributes them. 

 The egg is potential worlding. 

 The labyrinth is lived worlding. 

 The two figures are therefore complementary. 

 One presents becoming from above. 

 The other presents becoming from within. 
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 4. Borges and the Fateful Sphere 

 Jorge Luis Borges repeatedly explored the relationship between spheres and labyrinths. 

 The Library of Babel. 

 The Aleph. 

 The Garden of Forking Paths. 

 The Sphere of Pascal. 

 Each text investigates how finite beings encounter infinite structures. 

 Borges's crucial insight is that a sphere encountered from within becomes a labyrinth. 

 A labyrinth viewed from nowhere becomes a sphere. 

 The distinction depends upon orientation. 

 The sphere is the architecture of totality. 

 The labyrinth is the architecture of finitude. 

 The former belongs to cosmology. 

 The latter belongs to experience. 

 Yet both refer to the same world. 

 The labyrinth is thus not merely a structure. 

 It is a mode of access to structures too large to be grasped directly. 

 This observation proved decisive. 

 The photographs, the cosmic egg, the labyrinths, and the philosophical texts all seemed to point 
 toward the same phenomenon: worlds are never encountered whole. 

 They are traversed. 
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 5. The Labyrinth as Hinge Architecture 

 Among all experiential 
 architectures, the labyrinth 
 occupies a privileged 
 position. 

 The plan can be viewed 
 from above. 

 The abyss threatens 
 orientation altogether. 

 The garden stabilizes 
 relations through 
 cultivation. 

 The string figure distributes 
 agency among participants. 

 The labyrinth, however, sits 
 between these conditions. 

 It is structured yet 
 uncertain. 

 Navigable yet confusing. 

 Finite yet open. 

 One cannot remain outside a 
 labyrinth. 

 One must enter. 

 This makes the labyrinth a 
 machine for transformation. 

 The walker who exits is not 
 identical to the walker who 
 entered. 

 Something has occurred. 

 A reorientation. 

 A conversion. 

 A metanoia. 

 The labyrinth therefore 
 functions not as a static 
 form but as a hinge between 
 forms. 

 Viewed from above, it 
 becomes a plan. 

 Cultivated over time, it 
 becomes a garden. 

 Shared collectively, it 
 becomes a playground. 

 Remembered afterward, it 
 becomes a story. 

 Projected cosmologically, it 
 becomes a sphere. 

 Compressed into pure 
 potential, it becomes an egg. 

 The labyrinth contains all 
 the other architectures in a 
 latent state. 
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 6. Recursive Abduction and Transmedium Conduction 

 How do such transformations occur? 

 The answer may lie in recursive abduction. 

 Charles Sanders Peirce described abduction as reasoning from clues toward possible worlds. A trace 
 suggests an explanation. Ir generates further traces. Inquiry proceeds through spiraling revisions. 

 What became apparent during this project was that abduction rarely remains confined to a single 
 medium. 

 A photograph leads to a letter. 

 A letter leads to a book. 

 A book leads to a diagram. 

 A diagram leads to a conversation. 

 A conversation leads to a cosmogram. 

 A cosmogram leads to a playground. 

 The process is not merely interpretive. 

 It is productive. 

 Worlds emerge. 

 This movement across media may be described as transmedium conduction. 

 Ideas conduct from image to text, text to diagram, diagram to institution, institution to friendship, 
 friendship to world. 

 The medium changes. 

 The pattern persists. 

 Or perhaps more accurately, the pattern mutates while remaining recognizable. 

 The labyrinth therefore operates not only spatially but transmedially. 

 It becomes a structure of inquiry itself. 
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 7. From Ontology to Metanoia 

 Heidegger asks how worlds disclose. 

 Tymieniecka asks how life creates worlds. 

 Haraway asks how worlds are made-with. 

 Corbin asks how worlds communicate. 

 Doug Wise asks how worlds are inherited, repurposed, and reconfigured. 

 These questions converge around a common concern. 

 Not what a world is. 

 But how worlds change, how they turn with, con-vert, gather us. 

 This shift marks a movement from ontology toward metanoia, a turn Japanese philosopher Tanabe 
 Hajime announced with his 1946 mea culpa,  Philosophy as Metanoics  . 

 The central philosophical phenomenon becomes conversion. 

 Not religious conversion alone. 

 Experiential conversion. Pierre Hadot puts it simply:  pedagogy is conversion  . 

 Architectural conversion. 

 Cosmographic conversion. 

 How does a plan become a labyrinth? 

 How does a labyrinth become a garden? 

 How does a garden become a playground? 

 How does a photograph become a cosmology? 

 The passage itself becomes the object of inquiry. 
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 8. Conclusion: The Mystery of Passage 

 The most important realization emerging from this investigation is that experiential architectures are 
 not discrete types. 

 They are transformations of one another. 

 The same world may appear as plan, abyss, labyrinth, garden, string figure, sphere, or cosmic egg 
 depending upon orientation, scale, and mode of participation. 

 The architectures themselves are visible. 

 We can draw them. 

 Map them. 

 Catalog them. 

 What remains elusive is the passage. 

 Something happens. 

 An orientation shifts. 

 A path becomes a garden. 

 A garden becomes a playground. 

 A labyrinth becomes a sphere. 

 A clue becomes a world. 

 The deepest philosophical question may therefore not be Leibniz's question, Heidegger's question, or 
 even Tymieniecka's question. 

 It may be a simpler and more difficult one: 

 How does one worlding become another? 

 The architectures give us temporary answers. The passage remains mysterious. 

 And perhaps it is precisely within that mystery that philosophy, design, and play continue to meet. 
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 BeygnLab Experiential Site Architecture 
 Stakeholders, Architecture, and Public Mission 

 Narrating the argument, structure, function, 
 form, components, and stakeholders of BeyngLab 

 This document combines three related descriptions of BeyngLab. The first begins with 
 stakeholders and the shared field. The second explains structure, function, and form. The third 
 offers a public-facing manifesto for living topoi. Together they position BeyngLab as a 
 transmedial companion to beyng.com: archive and laboratory, root and branch, preservation 
 and experimental worlding. 

 Metanoia Playground 



 2026  McKenzie  11 

 1. BeyngLab: Stakeholders, Argument, and Shared Field 

 BeyngLab begins with stakeholders because its purpose is not simply to interpret Heidegger but 
 to create a shared environment where different communities can meet, test, translate, and 
 remake Heideggerian topoi. 

 The first stakeholder is beyng.com itself: the archive, the deep well, the long labor of gathering 
 texts, links, translations, notes, bibliography, and community memory. BeyngLab does not 
 replace this work. It depends upon it. If beyng.com preserves and gathers, BeyngLab renders, 
 stages, diagrams, and returns. The relationship is reciprocal: archive to laboratory, source to 
 spur, text to transmediation, experiment back to citation. 

 The second stakeholder is the philosophical community: Heidegger scholars, continental 
 philosophers, translators, historians of philosophy, graduate students, independent researchers, 
 and teachers. For this community, BeyngLab offers a light but rigorous grammar for working 
 with Heidegger's concepts without turning them into either idols or slogans. Each topos is 
 anchored in direct texts, placed in dialogue with scholarship, and then tested through a 
 StudioLab form: darkroom, switchboard, field station, workshop, compass, gym, detox center. 

 The third stakeholder is the wider community of professionals: designers, architects, artists, 
 performers, media theorists, AI researchers, educators, care workers, environmental thinkers, 
 and public humanists. For them, Heidegger's language can open questions about dwelling, 
 technology, world, care, standing-reserve, releasement, poiesis, and performance. BeyngLab 
 makes those questions usable without flattening them into simple application. 

 The fourth stakeholder is the general public. BeyngLab treats philosophy not as a private 
 disciplinary property but as a public practice of orientation. A concept such as Gestell becomes 
 legible as command-machine, dashboard, extraction apparatus, or platform imperative. Aletheia 
 becomes a darkroom, not a definition. Gelassenheit becomes a switchboard for saying yes and 
 no to technology. The site gives visitors ways to see the forces shaping everyday life. 

 The fifth stakeholder is children and philosophers of all ages. BeyngLab's playground form 
 matters here. The playground is not childish; it is a serious space of testing, climbing, falling, 
 making, listening, and trying again. Children understand portals, huts, gardens, labyrinths, 
 masks, bells, maps, and monsters. So do philosophers. BeyngLab uses these shared forms to 
 keep thinking open, plural, and playful. 

 The core argument is simple: Heidegger's topoi remain powerful, but they require careful 
 handling. They must be grounded in texts, tested by history, detoxed where necessary, opened 
 through scholarship, and transmediated into forms that people can inhabit, question, and 
 remake. BeyngLab is a transmedial clearing where this work can happen. 
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 2. BeyngLab: Structure, Function, and Form 

 BeyngLab is organized as a landscape of portals rather than a system of doctrines. Its 
 architecture includes five major regions: Pete's Corner, the Topoi Topiary, the Turns Labyrinth, 
 the Hot House, and the Atlas of Regional Daseins. Each region serves a different function, and 
 together they form a living ecology of Heideggerian inquiry. 

 Pete's Corner is the hearth. It connects BeyngLab to beyng.com, recent discoveries, 
 correspondence, notes, translations, obituaries, found things, and community news. It keeps 
 BeyngLab grounded in the archive and in the people who sustain the Heidegger world. 

 The Topoi Topiary is the conceptual center. Here Heidegger's major topoi are cultivated as living 
 forms: call, authenticity, care, difference, dwelling, event, performance, poiesis, 
 standing-reserve, techne, thing, world, aletheia, fourfold, Gelassenheit, and others. These are not 
 treated as static definitions. Each topos becomes a small cluster: direct text, scholarship, danger, 
 counter-practice, and StudioLab form. Aletheia becomes a darkroom and moon grove. Bestand 
 becomes a comparative reserve lab. Gelassenheit becomes a releasement switchboard. Fourfold 
 becomes a compass and field station. 

 The Turns Labyrinth traces Heidegger's own path: Catholic beginnings, early Dasein analytic, 
 the Kehre, later meditations on technology, poetry, dwelling, the fourfold, and Ereignis. This 
 region resists the temptation to turn Heidegger into one stable doctrine. It presents thinking as 
 a path of turns. 

 The Hot House is a greenhouse for living Heideggerians and related cultivators: figures who use, 
 abuse, extend, test, and mutate Heidegger's language in contemporary work. It is not a hall of 
 authorities but a space of strange growth. 

 The Atlas of Regional Daseins opens outward. It maps other disclosure grammars: Sufi, Daoist, 
 Buddhist, Traditionalist, Global South, Indigenous, ecological, and emerging cosmotechnical 
 worlds. Heidegger becomes one region among others, not the master key to all world disclosure. 

 The function of BeyngLab is transmediation. It moves from text to diagram, from concept to 
 station, from archive to playground, from scholarship to public pedagogy. Its grammar is: 
 anchor, gather, tag, transpose, compose, return. Anchor in a direct text. Gather spurs. Tag 
 dangers. Transpose into another medium. Compose a usable form. Return to the archive. 
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 The form is deliberately hybrid: archive, greenhouse, labyrinth, topiary, atlas, studio, 
 playground, detox center. This hybrid form allows BeyngLab to serve multiple audiences at 
 once: scholars who need rigor, designers who need forms, teachers who need accessible tools, 
 children who need playable worlds, and publics who need ways to understand the 
 command-machines shaping their lives. 

 3. BeyngLab: A Public Manifesto for Living Topoi 

 BeyngLab is a playground for serious thinking. 

 It begins from a simple wager: philosophy does not live only in books, seminars, footnotes, or 
 professional debates. Philosophy also lives in maps, huts, gardens, diagrams, workshops, 
 darkrooms, stages, masks, bells, machines, and games. Concepts become real when people can 
 move with them. 

 BeyngLab works with Heidegger because his thinking still names some of the deepest pressures 
 of the present: technology as ordering, life as standing-reserve, language as world-disclosure, 
 dwelling as care, truth as unconcealment, poiesis as bringing-forth, releasement as saying yes 
 and no, and world as the open field in which meaning happens. But BeyngLab does not repeat 
 Heidegger devotionally. It tests him. It cites him. It detoxes him. It opens his concepts to other 
 traditions, other media, other communities, and other futures. 

 BeyngLab is built beside beyng.com. Beyng.com is the archive: the deep well of texts, 
 translations, notes, bibliography, correspondence, and Heidegger community memory. 
 BeyngLab is the workshop: the place where those materials become diagrams, theory comics, 
 teaching tools, speculative interfaces, public humanities projects, and transmedial experiments. 
 One gathers. The other generates. One preserves paths. The other asks where paths might still 
 lead. 

 The site is organized through portals. Pete's Corner connects to the living archive. The Topoi 
 Topiary cultivates concepts as living forms. The Turns Labyrinth follows Heidegger's own 
 transformations. The Hot House grows contemporary experiments. The Atlas of Regional 
 Daseins opens toward Sufi, Daoist, Buddhist, Global South, ecological, and other disclosure 
 grammars. 
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 The stakeholders are many: Heidegger scholars, philosophers, students, artists, designers, AI 
 researchers, architects, performers, teachers, care workers, environmental thinkers, public 
 humanists, families, children, and curious wanderers. BeyngLab welcomes all of them because 
 the question of world is not owned by any discipline. 

 The method is light but disciplined. Every transmediation needs a textual tether. Every text 
 needs historical testing. Every danger needs a detox protocol. Every concept needs a playable 
 form. Every form should return gently to its source. 

 BeyngLab's motto might be: 

 Do not worship origins. Gather spurs. 
 Do not build dogmas. Open portals. 
 Do not master the clearing. Keep it open. 
 Do not merely study worlds. Help them become livable. 

 Stakeholder Map 

 Stakeholder  Need / Interest  BeyngLab Response 
 beyng.com / archive community  Preservation, textual continuity, 

 community memory 
 Return paths, citations, source cues, 
 Pete's Corner 

 Philosophers / Heidegger scholars  Rigorous concepts, careful 
 interpretation, historical testing 

 Topoi clusters, scholarship 
 dialogue, detox tags 

 Designers / artists / media 
 professionals 

 Usable forms for worlding and 
 public practice 

 SDX stations, diagrams, zines, 
 interfaces, workshops 

 Educators / students  Accessible teaching resources 
 without simplification 

 Maps, field stations, topoi cards, 
 public pedagogy 

 General public  Orientation within technological, 
 ecological, and social pressures 

 Playable concepts: darkroom, 
 reserve lab, switchboard, compass 

 Kids and philosophers of all ages  Entry through curiosity, play, and 
 making 

 Playground, huts, bells, masks, 
 gardens, games 

 Source Note 

 This text was composed from the current BeyngLab visual sequence and accompanying drafts, 
 including the site architecture, to/from beyng.com transmediation grammar, individual topoi 
 cards, Aletheia Detox Center, spur-cluster operation, and related StudioLab figure-media 
 experiments. The beyng.com archive remains the direct textual anchor and return path for the 
 Heidegger topoi. 

 Selected References and Source Anchors 

 Note.  These references support the current BeyngLab  narrative and topoi cards. The direct 
 beyng.com pages function as source anchors for transmediation; the book and article references 
 provide scholarly dialogue, historical grounding, and comparative frames. 

 Direct Heidegger / beyng.com source anchors 
 Beyng.com. “Ereignis: Martin Heidegger in English.” https://www.beyng.com/. 
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 Heidegger, Martin. Being and Time. Translated by John Macquarrie and Edward Robinson. New 
 York: Harper & Row, 1962. Key topoi: call of conscience, authenticity, care, worldhood, 
 being-in-the-world. 

 Heidegger, Martin. “The Question Concerning Technology.” In The Question Concerning 
 Technology and Other Essays, translated by William Lovitt. New York: Harper & Row, 1977. 
 Key topoi: techne, poiesis, Bestand, Ge-stell, danger, saving power. 

 Heidegger, Martin. Discourse on Thinking. Translated by John M. Anderson and E. Hans Freund. 
 New York: Harper & Row, 1966. Key topos: Gelassenheit / releasement toward things and 
 openness to mystery. 

 Heidegger, Martin. “Aletheia (Heraclitus, Fragment B16).” In Early Greek Thinking, translated by 
 David Farrell Krell and Frank A. Capuzzi. New York: Harper & Row, 1975. Key topos: 
 aletheia, unconcealment, concealment. 

 Heidegger, Martin. “Building Dwelling Thinking,” “The Thing,” and “...Poetically Man Dwells...” In 
 Poetry, Language, Thought, translated by Albert Hofstadter. New York: Harper & Row, 1971. 
 Key topoi: dwelling, thing, fourfold, poetic dwelling. 

 Heidegger, Martin. Contributions to Philosophy (Of the Event). Translated by Richard Rojcewicz 
 and Daniela Vallega-Neu. Bloomington: Indiana University Press, 2012. Key topos: Ereignis / 
 event. 

 Heidegger, Martin. The Event. Translated by Richard Rojcewicz. Bloomington: Indiana University 
 Press, 2013. Key topos: Ereignis, appropriation, expropriation, properness. 

 Heidegger scholarship and topoi guides 
 Backman, Jussi. Complicated Presence: Heidegger and the Postmetaphysical Unity of Being. 

 Albany: SUNY Press, 2015. 
 Babich, Babette. Words in Blood, Like Flowers: Philosophy and Poetry, Music and Eros in 

 Hölderlin, Nietzsche, and Heidegger. Albany: SUNY Press, 2006. 
 Blattner, William D. Heidegger’s Temporal Idealism. Cambridge: Cambridge University Press, 

 1999. 
 Blattner, William D. Heidegger’s Being and Time: A Reader’s Guide. London: Continuum, 2006. 
 Dreyfus, Hubert L. Being-in-the-World: A Commentary on Heidegger’s Being and Time, Division I. 

 Cambridge, MA: MIT Press, 1991. 
 Guignon, Charles. Heidegger and the Problem of Knowledge. Indianapolis: Hackett, 1983. 
 Guignon, Charles, ed. The Cambridge Companion to Heidegger. Cambridge: Cambridge University 

 Press, 1993. 
 Krell, David Farrell. Intimations of Mortality: Time, Truth, and Finitude in Heidegger’s Thinking 

 of Being. University Park: Pennsylvania State University Press, 1986. 
 Malpas, Jeff. Heidegger’s Topology: Being, Place, World. Cambridge, MA: MIT Press, 2006. 
 Malpas, Jeff. Heidegger and the Thinking of Place: Explorations in the Topology of Being. 

 Cambridge, MA: MIT Press, 2012. 
 Polt, Richard. Heidegger: An Introduction. Ithaca, NY: Cornell University Press, 1999. 
 Polt, Richard. The Emergency of Being: On Heidegger’s Contributions to Philosophy. Ithaca, NY: 

 Cornell University Press, 2006. 
 Thomson, Iain D. Heidegger on Ontotheology: Technology and the Politics of Education. 

 Cambridge: Cambridge University Press, 2005. 
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 Technology, performance, media, and transmediation 
 Borgmann, Albert. Technology and the Character of Contemporary Life: A Philosophical Inquiry. 

 Chicago: University of Chicago Press, 1984. 
 Derrida, Jacques. Of Grammatology. Translated by Gayatri Chakravorty Spivak. Baltimore: Johns 

 Hopkins University Press, 1976. 
 Feenberg, Andrew. Questioning Technology. London: Routledge, 1999. 
 Guattari, Félix. Chaosmosis: An Ethico-Aesthetic Paradigm. Translated by Paul Bains and Julian 

 Pefanis. Bloomington: Indiana University Press, 1995. 
 Ihde, Don. Technology and the Lifeworld: From Garden to Earth. Bloomington: Indiana University 

 Press, 1990. 
 Marcuse, Herbert. Eros and Civilization: A Philosophical Inquiry into Freud. Boston: Beacon 

 Press, 1955. 
 Marcuse, Herbert. One-Dimensional Man: Studies in the Ideology of Advanced Industrial Society. 

 Boston: Beacon Press, 1964. 
 McKenzie, Jon. Perform or Else: From Discipline to Performance. London: Routledge, 2001. 
 Stiegler, Bernard. Technics and Time, 1: The Fault of Epimetheus. Translated by Richard 

 Beardsworth and George Collins. Stanford: Stanford University Press, 1998. 

 Comparative worlding, Gelassenheit, Dao, Buddhism, and pluriversal design 
 Eckhart, Meister. The Complete Mystical Works of Meister Eckhart. Translated and edited by 

 Maurice O’C. Walshe. New York: Crossroad, 2009. 
 Escobar, Arturo. Designs for the Pluriverse: Radical Interdependence, Autonomy, and the Making 

 of Worlds. Durham, NC: Duke University Press, 2018. 
 Hui, Yuk. The Question Concerning Technology in China: An Essay in Cosmotechnics. Falmouth: 

 Urbanomic, 2016. 
 Hui, Yuk. Art and Cosmotechnics. Minneapolis: University of Minnesota Press, 2021. 
 Laozi. Tao Te Ching. Translated by D. C. Lau. London: Penguin, 1963. 
 Nelson, Eric S. Heidegger and Dao: Things, Nothingness, Freedom. London: Bloomsbury 

 Academic, 2023. 
 Nishitani, Keiji. Religion and Nothingness. Translated by Jan Van Bragt. Berkeley: University of 

 California Press, 1982. 
 Ruin, Hans. “Heidegger and Mysticism.” Religions 10, no. 1 (2019): 15. 
 Zhuangzi. The Complete Works of Zhuangzi. Translated by Burton Watson. New York: Columbia 

 University Press, 2013. 

 Project source materials 
 BeyngLab AI topoi2. Internal visual sequence, 2026. Twenty-four-page PDF of BeyngLab 

 architecture, topoi cards, detox diagrams, transmediation grammar, and StudioLab 
 figure-media experiments. 

 BeyngLab Site Architecture. Internal project document, 2026. Draft architecture for BeyngLab as 
 archive, greenhouse, labyrinth, topiary, atlas, and playground. 
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 Design Slide Deck 

 Argument, Structure, Function, Form, Components, Stakeholders 
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