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Future directions for development are digital tech-
niques that couple principles of performance with 
principles of generation.

However, much of the problem of future re-
search in the design of performative architectural 
systems for virtual prototyping lies in the need for 
new conceptualizations of the architectural proto-
type. What’s in a prototype? What is the content 
that will make both generation and evaluation 
possible?

The “Performative Wall” project has illustrated 
how simulations were employed as “design tools” 
in the hands of the designer. These simulations of 
the dynamic behavior of architectural systems in 
response to performative factors are an experimen-
tal medium for designing prototype systems. This 

direction can potentially promote the development 
of prototype-based user interfaces for performative-
based digital design. If the new conceptualization 
of such architectural prototype systems is the first 
prerequisite for research and development, then the 
model of the “designer as a tool maker”, must find ex-
pression in this important design space that we refer 
to as virtual architectural prototyping.

Here we have considered the dynamic proper-
ties of prototypical architectural models and how 
their dynamic evolution can support a performative 
process in virtual prototyping. Beyond such simula-
tions, what then might be the generative limits of 
design creativity of the virtual prototype? If perfor-
mative design takes us beyond the formal into a ter-
ritory in which form and formal preferences are not 

Figure 3
The two layered wall
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dominant considerations, is the “formlessness” of 
performative about to generate a world of “natural” 
forms that are predetermined only by their response 
to physical context? Where then is the dividing line 
between architect as form giver and tool maker as 
form receiver? When and how does one intervene 
through physical laws?

Summary and conclusions

Performative-based generative design potentially 
introduces directions in architectural digital design 
that have important implications for future develop-
ments through the concept of virtual prototyping 

for architecture. In performative-based generative 
design approaches to simulation models are em-
ployed that integrate form modeling, performance 
evaluation, and generative procedures into a virtual 
environment. Instead of using simulations for test-
ing and evaluation, design generation and design 
evaluation are integrated in digital technologies for 
modeling the physical qualities of design systems, 
simulations of their performance, and redesigning 
their form according to findings of performance 
evaluations.

In this paper we discussed and demonstrated 
how performative-based considerations can be for-
mulated as simulations and become an integral part 

Figure 4
Skin generated by activating 
a performative simulation of 
wind force
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of design models. An experimental project illustrat-
ed the conceptual content of this approach.

New developments in virtual prototyping will 
be based upon such integration possibilities of gen-
eration and evaluation in performative-based gen-
eration. One of the outcomes of these studies is the 
need to research the formulation and design of such 
integrated performative-based generation systems. 
Future directions for development are digital tech-
niques that couple principles of performance with 
principles of generation.

However, much of the problem of future re-
search in the design of performative architectural 
systems for virtual prototyping lies in the need 
for the new conceptualization of the architectural 
prototype. What’s in a prototype? What is the con-
tent that will make both generation and evaluation 
possible?

Furthermore, simulations might be employed 
as “design tools” in the hands of the designer. This 
is a novel direction that will promote the develop-
ment of user interfaces for the future digital archi-
tectural designer. If the conceptualization of the new 
architectural prototype is the first prerequisite for 
research and development, then the model of the 
“designer as a tool maker”, must find expression in 
that design space that we call virtual prototyping.
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