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ABSTRACT

Artificial Intelligence significantly promotes humans’ production efficiency
and facilitates our daily life. Meanwhile, the climate of people’s employment
is also under great impact. Through a group interview with six scholars
and designers from the fields of Architecture, Urban Planning, Landscape
Architecture, and Industrial Design, Landscape Architecture Frontiers
attempts to provoke public attention on the challenges and opportunities
(would be) brought by Artificial Intelligence (Al) by asking three questions:
What is Al? How would Al influence on designers’ working process and
final results? And, what lifestyles would we have in the future under the
influence of Al? Most interviewees agree that, though Al has largely helped
us lessen workload on repetitive or routine tasks, nowadays it can neither
intelligent enough to have self-consciousness or perform creative jobs, nor
to offer ethical solutions or value judgments, because it is operated under
weighted computing which is programmed by the majority rule. However,
all the interviewees believe that Al will make a big change on people’s
future lifestyles, far beyond our imagination.
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How do you define Artificial Intelligence
(AI hereafter) in simple words?

Linghao CAI: Nowadays, Al is not that
“intelligent” yet. A true intelligence
should have self-consciousness that can
do creative work. But, at present the
operation of Al is still based on big data,
high-speed computing, and human logic
chain, through which machines divide
complicated questions into numerous
simple “yes or no” questions to get
possible answers after computing all the
weights — it is also the essence of Al Al
can be used to help humans understand
the world faster and more clearly in a
given field or from a certain dimension,
and to better predict possibilities;
however, Al fails to offer original thoughts
independently. I am afraid that there is
no true Al before machines form self-

consciousness.

Xiangyang XIN: From a philosophical
perspective, Al is a projection of human
intention on agencies of learning, which
has evolved and been iteratively redefined
by the interaction between machines’
increasingly stronger learning ability
and humans’ new needs. Thus, the
technologies in the realm of Al need to be
able to upgrade themselves continuously.
Technically, so far, Al is about imitating
human’s reasoning ability, such as the
neural networks and planning strategies
applied in AlphaGo, and more efficiently
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and perfectly doing certain tasks by
employing advanced technologies, such
as the sensory and pattern recognition

technologies used in autonomous driving.

Ying LONG: Current efforts on Al
largely depend on human intelligence and
are supported by massive data processing
work such as manual annotation.

Peng WANG: Al means that machines
can imitate human intelligence to
think and to make decisions; AI makes
machines capable of doing jobs that could
only be done by humans in the past.

How would Al influence on designers’
working process and final results?

Ling FAN: Many Al scientists envision
that Al will completely take over human
labor in the future, while some thinkers
have expressed their worry about the
harm it might bring — When it comes
to the relationship between Al and
professionals in design industries, I am
afraid that the wording “replace” or
“take over” would imply that “ATl might
be a threat to human beings” which is
likely to misguide public attention or
provoke prejudice; “brain-machine ratio”
is the phrase I suggest to describe the
relationship between Al and designers —
It is true that for many jobs, the increasing
employment of machine would decrease
brain effects and the indispensability of

human labor. But for quite a few other
jobs, the great help from machine can
stimulate the potentials of human brain
and further encourage creativity. Design is
a typical example to the latter, for which
the brain-machine ratio would not decline,
and the important role of human would
never be replaced.

Designers’ work is to embrace
uncertainty. Therefore, the application
of Al in design fields would nicely
contribute to designers’ creativity, which
is often limited by personal experience,
conventional logic, and proved methods.

Wenbo LAI: Al is one of the key
areas of future science and technological
development. As professionals who work
on combining arts with technologies,
designers need to embrace Al by
proactively learning related knowledge.
For designers, Al is more like an effective
tool, or a dimensional and modular
database, because it can independently
produce the “best” solutions. However,
one of the paradoxes of Al is that the
“best” solutions are not “smart” solutions
since they are simply automatically
generated results by weighted computing
and lack ethic, aesthetic, or cultural
considerations. For example, “Smart
Taobao,” one of the most widely used
Al applications in our daily lives, offers
the “best choice” for its users basically
under the majority rule — presenting the
goods that are most bought by Taobao
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users. This application not only disregards
minority preference, but also overlooks
the shopping complexity and users’
preference changes. In other words, Al
cannot truly design, because design is

an act with considerations of ethics and
values. Moreover, our dependency on Al
would limit the possibilities of human
social development. Designers need to
make more efforts in improving their own

artistic and ethical cultivation.

Linghao CAI: Design in general is
a work of creativity. But such creative
work is supported by massive work of
investigation, analysis, assessment, and
prediction on real contexts. The targets of
planning and design are often complicated
giant systems, and design works need to
meet different demands for diverse usage
scenarios where “butterfly effects” would
be easily caused in such intricate design
process. The quantity, complexity, and
scale effect of required data are too huge
to be fully and objectively comprehend
by human brains. In contrast, based on
big data and cloud system, Al can help us
scan and structure such vast information
and explore the potentials and possibilities
for future research and creative work. In
brief, Al is to help us observe and think,
but not to create.

Peng WANG: Currently speaking, Al

is still at the stage of machine learning

supported by massive data processing
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and statistics in order to derive or
discover general rules and principles for
classification and trend extrapolation
tasks, for example. For designers, Al
can take over most of their repetitive
or routine tasks such as information
collection and sorting, analysis and
assessment on sites, and estimation on
physical borders and effect thresholds.
But, Al is inadequate in doing creative
tasks, because creation is a process

of absorbing, comprehending, and
leveraging the knowledge what
designers have, and also a process of
producing new knowledge to respond
to and interact with the real worlds. In
other words, creation is what defines
designers’ role, which cannot be replaced
by Al in a short time, insofar. But one
thing is for sure: with Al’s help on the
repetitive and routine work, designers
will have more time left to think, to

conceive, and to create.

Xiangyang XIN: Although Al is
widely discussed in recent several years,
its application in design industries can
be traced back to the 1970s when shape
grammar was used in architectural
and product design. Alibaba’s Luban
Intelligent Design Platform and Ark
Design’s ARKie Intelligent Design
System are two well-known examples
of such applications for commercial
uses, which have inspired graphic

designers to review their professional

specialty and territory and to reflect

the contemporary design aesthetics

and technical philosophy. In the long
history of human civilization, technical
advancements always accompany with the
changes in social development. Designers
need to understand and make full use of
the convenience and possibilities brought
by AL This requires designers not only
to seek new opportunities for their
professional development, but also to
promote healthy social development by

using technologies properly.

Ying LONG: Al is developed to solve
today’s problems, while design is to
produce creative solutions for tomorrow.
Currently, failure is commonly found
among the design cases of planning
support systems, mostly resulting from
the underperformance of teamwork.
Beijing City Lab (BCL), the institution
I work for, has years of research and
practical experience in Data Augmented
Design. Our experience shows that the
most effective augmented design works
largely result from the close collaboration
between Al engineers and designers
throughout the development process of a
certain system or product, which requires
professions to equip themselves with
knowledge and abilities related to both Al
and design.

Shuchen XU: The current artificial

intelligence technology is still very limited
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in driving the environmental design. On
the one hand, the exploration of strong
artificial intelligence in the vertical field
of environmental design remains to be
deepened. In fact, most of the existing
research is driven by the interests of
research institutions and scientists, and
given the limitations of the researchers’
knowledge and control of resources
(data, experimental facilities, and
verification testing environments), it is
difficult to The overall study and control
of the interaction between the physical
environment and humans. On the other
hand, the application of current weak
artificial intelligence in the field of
environmental design is mostly based

on simple algorithm tools and simple
models (such as space syntax), and

these tools and models are compatible
with big data access, and the ability to
interface with environmental behavior
simulation and design practices. Are very
limited. It is worthy of recognition that
the current emerging research methods
in the fields of neuroscience and
environmental behavior and the methods
and tools for large data spatial analysis
are providing new exploration directions
and possibilities for researchers and
practitioners.

As a practical discipline,
environmental design has a strong
demand for efficient and easy-to-use
tools. Although we can conduct basic

research on the interaction between
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human psychology, behavior and
perception and the physical environment
in which we are located, we can

obtain the necessary parameters and
calculation formulas, and then use

the knowledge recognized by most
professionals to develop support and
design. Practical tools, but this process
of "research-explore knowledge and
parameter-tool R&D" is extremely
slow and relies on the participation of
multiple stakeholders such as designers,
researchers, developers, and owners.
Even so, this is still a path worthy of
attention by professionals in the field.
In addition, due to the differences in
industry ecology, investment models, and
forms of government participation, the
approach and road map for exploring
artificial intelligence in the Chinese
market is very different from other
countries. For example, how to combine
artificial intelligence with domestic

PPP development model should be the
direction that domestic researchers pay
close attention to.

What lifestyles would we have in the
future under the influence of AI?

Ying LONG: This question is
more about what influence would
be brought by the Fourth Industrial
Revolution driven by information
and communication technologies. The

history of the previous three industrial
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revolutions tells us that people tend

to underestimate the influence of new
technologies upon our lives and future.
Now we are in the age of the Fourth
Industrial Revolution. Urban space,
city life, and even the spatial experience
of wild places are all greatly changed
by advanced science and technologies,
and such influence will be increasingly
stronger in the future. So, I believe that
future lifestyles will be far beyond our

imagination.

Peng WANG: Al will be the core
of future smart cities. As it is being
introduced and applied in the hardwares
of Edge Computing-Internet of Things
(EC-10T), everything around us will be
more or less “intelligent” that would
substantially facilitate and benefit people’s
life. One example is the Sharing Economy:
by using smart hardwares of real-time and
online service, Sharing Economy separates
the rights to own and to use, maximizing
usage efficiency. It is imaginable that the
operation or usage of objects — from
bicycles to rooms or buildings — are
under revolutionary changes which would
further lead a big change of objects’ form
or shape.

Linghao CAI: In the future, people’s
lifestyles would be much more convenient,
diverse, and scenario-experience-based.
Yet, there is no big changes before the

true Al comes into being. LAF



