
homunuculus.agora (h.a), an architectonic art installation 

Mark-David Hosale 

Assistant Professor, Digital Media 
School of the Arts, Media, Performance, and Design 

York University 
Toronto, Ontario, Canada 

mdhosale@yorku.ca 
 

 
Abstract 

This article provides an overview of the development process and 
motivations behind the creation of homunculus.agora (h.a) an 
architectonic installation made of 41 sculptural bodies that were 
installed in the Main Gallery of the Markham Museum for two 
exhibitions that spanned from September 2013 to August 2014.  
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 Introduction 
homunculus.agora (h.a) (fig. 1) is a large-scale architecton-
ic installation of 41 sculptural bodies that were organized 
in a fluid-like cluster. The sculptural bodies are implanted 
with electronic circuits that give them the ability to express 
behavioural qualities through light and sound events. A 
selection of the homunculi are touch sensitive and are posi-
tioned on the floor to invite people to touch the work. In 
doing so, the touch sensitive homunculi react with emotive 
sound and light responses. homunculus.agora derives its 
name from an alchemically made creature that looks like a 
miniature of its creator. This is a metaphor for the relation 
of the technology we create to ourselves, which is deeply 
connected to our bodies and the way we perceive the 
world. The term agora is a Greek word describing a place 
for gathering [1]. The Homunculi gather in the museum to 
facilitate an exchange of emotive expression that contrib-
utes to an ecology of form, light, and sound. It becomes a 
gathering place for people to reflect on the connection we 
have with the environment and the world around us. 

Previous Works 
homunculus.agora is a solo work that was developed using 
knowledge and experience gained from my involvement 
with several collaborative works that integrate interactive 
technology in an architectonic installation context: 
 
The emotive InteractiveWall (2009) [2], a collaboration 
between Hyperbody [3], Festo [4], Burkhardt Leitner con-
structiv [5], was a dynamic wall composed of seven sepa-

rate wall components that display real-time behaviour. The 
components bend themselves back and forth, displaying 
patterns of light on their skins, and projecting localized 
sound in response to the presence of a participant.  
 

Figure 1. homunculus.agora (h.a). ©2014 M.D. Hosale. 
 
protoDECK (2009 - 2011) is a project developed by Marco 
Verde and MarkDavid Hosale for Hyperbody, TU Delft, 
The Netherlands [6]. A key physical subject of the proto-
SPACE 3.0 lab, protoDECK is a tool as much as it is an 
expression of architectural and interaction design. De-
signed as an open system, protoDECK is both physically 
and behaviourally a modular system developed to embody 
multi-modal interaction, and to be adaptable to the research 
and education needs of protoSPACE 3.0. 
 
The Quasar series (2007-2013)[7], which included Quasar 
(2007)[8], Quasar 2: Star Incubator (2012)[9], and Quasar 
3 [danger du zero] (2013)[10] was an iteration of immer-
sive interactive light and sound installations realized in 
collaboration with Los Angeles-based architect Jean 
Michel Crettaz and various other collaborators. The name 
of the series is derived from a mysterious astronomical 
occurrence, known as quasars, which are understood to be 
extremely ancient and highly luminous events that occur in 
the furthest known reaches in our known Universe. The 
significance of quasars to the work is that they represent 
the edge of what can be seen and known, they are a demar-
cation of our epistemological horizon. 



 
An interactive sound layer was developed as part of Philip 
Beesley's sculpture, Sybil [11] for the 18th Biennale of 
Sydney, June 27 - September 16, 2012. Sybil fuses textile 
based sculpture, distributed computing, mechatronics, and 
living chemistry. Sybil is an iteration of Beesley’s Hylozoic 
Series [12]. The installation is articulated with a variety of 
intricately designed and fabricated biomimetic sculptural 
objects that are kinetic and respond to the presence of 
overseers in the exhibition space. These responses trigger 
change reactions of behaviour that propagated throughout 
the installation. The interactive sound layer involved a 12-
channel, peripheral speaker system that monitored the 
sculpture's internal communication network and triggered 
global audio events that generate higher order emotional 
responses within the work. 

Motivation 
The motivation behind creating homunculus.agora was to 
explore the emotive connections we form with the techno-
logical objects we make. I believe we form these connec-
tions because the technology we make is part of our ideas, 
our culture, and our bodies and therefore is part of our-
selves.  
 
In legend a homunculus is an alchemically made creature 
that looks like a miniature of its creator. There are several 
recipes for making a homunculus, but they all commonly 
call for the use of the creator’s ejaculate as part of a potion 
in which the homunculus is grown. After the creature is a 
fully formed homunculus, “…he comes out and puts him-
self at your service. And they never die. Imagine: they’ll 
even put flowers on your grave after you’re dead!” [13] 
 

Conceptually, we form similar connections with our own 
technological creations as the alchemist did with the ho-
munculus. A product of our culture, technology, in turn, 
shapes our culture, our minds, and our bodies, having a 
lasting impact on the organization and manipulation of our 
World. As we pass on the technology remains, it holds our 
thoughts and extends our impact beyond the grave to future 
generations.  
 
The plan of homunculus.agora is a reflection of the Ontar-
io Green Belt [14], which is a protected horseshoe shaped 
zone that surrounds the Greater Toronto Area (fig. 2). ho-
munculus.agora responds to this non-urban territory rec-
ognizing it as techno-symptomatic of the urban condition. 
The Green Belt is in part designated as a "wild" (i.e. non-
human) zone, in part agricultural, motivated by the desire 
to strike a balance between nature and human develop-
ment. The Green Belt can be understood as a homunculus 
in itself, as it is a territory that has been constructed 
through human intervention, taking its shape based on ex-
isting (and anticipated future) urban population growth and 
development. Although the establishment of the Green Belt 
is motivated by the desire to strike a balance between na-
ture and human development, this territorialisation takes its 
shape based on existing human development and is con-
strained by the future needs and ambitions population 
growth and development. This is not intended to be a criti-
cism of the motivations behind the Green Belt per se, ra-
ther it is an observation that the formation of these zones is 
an extension of innovation and technology, and in turn an 
extension of ourselves. In this manner, human territoriali-
sation/extension covers the entire planet. No stone is left 
unturned, nothing is unaccounted for. 
 
 
 

 

Figure 2. The plan is most observable from the balcony above the work. ©2014 M.D. Hosale 
 














