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NOTE TO READER

Note to the reader:

James Mathew Barrie was a successful novelist and playwright born in Scotland in 1860, most famously known as the creator of Peter Pan, the boy who 
wouldn’t grow up.  Peter Pan is widely known to children and adults around the world through many forms and adaptations – seen flying across the stage in 
theatrical performances, animated in Disney’s film or additional films or read about in one of the many adapted books and stories that have transpired since 
his creation. This thesis acknowledges and references these adaptations and variations however, is predominately based on the original 1911 novel titled Peter 
and Wendy, although more commonly known simply as Peter Pan. 
It may also be important to recognise that this thesis is written by an individual of the demographic cohort labelled ‘Millennials’ – also known as Generation Y. 
Born in 1991 and having turned 25 during the process of completing this thesis, with some first-hand experience trying to negotiate and ‘grow up’ in a today’s 
world. 

Although Peter and Wendy is a narrative with a start and a finish, the millennials cannot be contained within a book commencing with a beginning and 
concluding with an ending. The millennials are a misunderstood generation, fluctuating between a child’s world and an adult world and an offline and online 
world. Therefore, this thesis is not contained within one volume, as that would be an inaccurate representation of the generation. While the millennials cannot 
be contained within a book, nor can they be contained within a box, however, this became the only apparent way to collect the research and fragments. In the 
practice of opening the box, one is presented with a multitude of books and pieces, symbolising the millennial world and characterising the thesis. The output 
is influenced by Chris Ware’s Building Stories, who meaningfully draws from fine arts, architecture and design and entertainment culture to create an 
architecture of visual information in comic illustration.  His work is uniquely appealing, related to the everyday moods and feelings of human beings and 
distinguished by constant experimentation with form and narrative, capturing emotion and the individuality of the character as well as time and mapping. 
Richard Coyne, author of “Mood and Mobility,” also explores human emotions and moods, in particular, emotional spaces of digital social networks, arguing 
that “not only do we communicate, process information, and entertain ourselves through devices and social media; we also receive, modify, intensify, and 
transmit moods.”  While this thesis does not embody the graphic style of Ware’s comic or Coyne’s particular focus on mood, it does seek to embody the 
mapping of millennials, time and the individuality of the generation, including their engagement with architecture. These influences allow this thesis to draw 
from other disciplines outside of the immediate architecture orbit which “supports healthy and vital architectural research – especially design research, which 
is further aided by the growing use of online media.”  

Abstract: 

Millennials or Generation Y (those born between the1980s and 2000s) are the demographic cohort also known as the Peter Pan generation. They are relocating 
from the nursery – the safe haven of living at home with mum and dad - much later in life than previous generations, but are being propelled into a world of 
reality, responsibilities and experiences shaped by the information revolution. 

‘Searching for Neverland: Architecture of the Millennial Generation’ embodies a close reading of the millennials and J.M. Barrie’s famous novel, Peter and 
Wendy, to establish a new Neverland in the context of a modern millennial world. The Peter Pan narrative depicts the conflict between the innocence of 
childhood and the responsibility of growing up and facing adulthood – a conflict echoed in today’s society. In the novel, the coming of Peter Pan disrupted the 
lives of Wendy and her brothers through their journey to Neverland and subsequent adventures, while today, the coming of the internet, the growth of social 
media and globalisation have disrupted the lives of millennials. 

As a generation predicted to hold contrasting traits including open-mindedness, confidence and tolerance versus narcissism and entitled tendencies, this thesis 
interrogates who the millennials are and how they experience architecture, predominately through technology and social media. 

The vehicle for investigating these ideas are, architectural provocations that critique the life and traits of the millennial generation and unveiled in London’s 
Kensington Garden – a theme park where the statue of Peter Pan welcomes all visitors, inviting them to step through the window into the Millennial 
Neverland. The park negotiates the kaleidoscopic map of life in an ever-changing world unknown to previous generations. Feeding on the experience of the 
Peter Pan generation’s existence, the Millennial Neverland proposes a variety of rides and entertainment attractions. 
Through the manifestation of a Millennial Neverland, this thesis argues that millennials as a cohort experience architecture and life in rather different ways to 
their baby boomer parents. Their comprehension of growing up with rapidly advancing knowledge, amplified by engagement and competency in technology, 
provides new understanding of world experiences that shape their perceptions. 

PART FOUR:
‘The Island Come True’
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ABSTRACT:
 

Millennials or Generation Y (those born between the1980s and 2000s) are the demographic cohort also known as the Peter Pan generation. They 
are relocating from the nursery – the safe haven of living at home with mum and dad - much later in life than previous generations, but are 
being propelled into a world of reality, responsibilities and experiences shaped by the information revolution. 

‘Searching for Neverland: Architecture of the Millennial Generation’ embodies a close reading of the millennials and J.M. Barrie’s famous 
novel, Peter and Wendy, to establish a new Neverland in the context of a modern millennial world. The Peter Pan narrative depicts the conflict 
between the innocence of childhood and the responsibility of growing up and facing adulthood – a conflict echoed in today’s society. In the 
novel, the coming of Peter Pan disrupted the lives of Wendy and her brothers through their journey to Neverland and subsequent adventures, 
while today, the coming of the internet, the growth of social media and globalisation have disrupted the lives of millennials. 

As a generation predicted to hold contrasting traits including open-mindedness, confidence and tolerance versus narcissism and entitled 
tendencies, this thesis interrogates who the millennials are and how they experience architecture, predominately through technology and social 
media. 

The vehicle for investigating these ideas are, architectural provocations that critique the life and traits of the millennial generation and unveiled 
in London’s Kensington Garden – a theme park where the statue of Peter Pan welcomes all visitors, inviting them to step through the window 
into the Millennial Neverland. The park negotiates the kaleidoscopic map of life in an ever-changing world unknown to previous generations. 
Feeding on the experience of the Peter Pan generation’s existence, the Millennial Neverland proposes a variety of rides and entertainment 
attractions. 

Through the manifestation of a Millennial Neverland, this thesis argues that millennials as a cohort experience architecture and life in rather 
different ways to their baby boomer parents. Their comprehension of growing up with rapidly advancing knowledge, amplified by engage-
ment and competency in technology, provides new understanding of world experiences that shape their perceptions. 

NOTE TO THE READER:
James Mathew Barrie was a successful novelist and playwright born in Scotland in 1860, most famously known as the creator of Peter Pan, the boy who 
wouldn’t grow up.1 Peter Pan is widely known to children and adults around the world through many forms and adaptations – seen flying across the 
stage in theatrical performances, animated in Disney’s film or additional films or read about in one of the many adapted books and stories that have 
transpired since his creation. This thesis acknowledges and references these adaptations and variations however, is predominately based on the 
original 1911 novel titled Peter and Wendy, although more commonly known simply as Peter Pan. 

It may also be important to recognise that this thesis is written by an individual of the demographic cohort labelled ‘Millennials’ – also known as Gener-
ation Y. Born in 1991 and having turned 25 during the process of completing this thesis, with some first-hand experience trying to negotiate and ‘grow 
up’ in a today’s world. 

Although Peter and Wendy is a narrative with a start and a finish, the millennials cannot be contained within a book commencing with a beginning 
and concluding with an ending. The millennials are a misunderstood generation, fluctuating between a child’s world and an adult world and an offline 
and online world. Therefore, this thesis is not contained within one volume, as that would be an inaccurate representation of the generation. While the 
millennials cannot be contained within a book, nor can they be contained within a box, however, this became the only apparent way to collect the 
research and fragments. In the practice of opening the box, one is presented with a multitude of books and pieces, symbolising the millennial world 
and characterising the thesis. The output is influenced by Chris Ware’s Building Stories, who meaningfully draws from fine arts, architecture and 
design and entertainment culture to create an architecture of visual information in comic illustration.  His work is uniquely appealing, related to the 
everyday moods and feelings of human beings and distinguished by constant experimentation with form and narrative, capturing emotion and the 
individuality of the character as well as time and mapping. Richard Coyne, author of “Mood and Mobility,” also explores human emotions and moods, 
in particular, emotional spaces of digital social networks, arguing that “not only do we communicate, process information, and entertain ourselves 
through devices and social media; we also receive, modify, intensify, and transmit moods.” 2While this thesis does not embody the graphic style of 
Ware’s comic or Coyne’s particular focus on mood, it does seek to embody the mapping of millennials, time and the individuality of the generation, 
including their engagement with architecture. These influences allow this thesis to draw from other disciplines outside of the immediate architecture 
orbit which “supports healthy and vital architectural research – especially design research, which is further aided by the growing use of online media.” 

The millennials are a fragmented generation negotiating the puzzle pieces that make up the adult world. Each book within the box can be read discrete-
ly as separate entities or as an amalgamation of all the pieces and fragments that create a framework in understanding the combination of the protago-
nist (Peter and Wendy) and the millennials in order to comprehend what has shaped the generations coming of age and its engagement of architecture. 

The following work is about both the realities of the real world and the fantasies of a make-believe world.

The drawings are not to scale due to the composition of the books.

 J. M. Barrie, Peter Pan: Peter and Wendy and Peter Pan in Kensington Gardens, ed. Jack Zipes (New York: Penguin Books, 2004), 1.
 “Mood and Mobility” Reflections on Technology, Media and Culture, accessed December 11, 2016, https://richardcoyne.com/books-by-richard-coyne/#m0 
 Richard Coyne. “Even More than Architecture” in Design Research in Architecture, edited by Professor Murray Fraser, 185-205 (Surrey: Ashgate Publishing Limited, 2013), 185.
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NOTE TO READER

Note to the reader:

James Mathew Barrie was a successful novelist and playwright born in Scotland in 1860, most famously known as the creator of Peter Pan, the boy who 
wouldn’t grow up.  Peter Pan is widely known to children and adults around the world through many forms and adaptations – seen flying across the stage in 
theatrical performances, animated in Disney’s film or additional films or read about in one of the many adapted books and stories that have transpired since 
his creation. This thesis acknowledges and references these adaptations and variations however, is predominately based on the original 1911 novel titled Peter 
and Wendy, although more commonly known simply as Peter Pan. 
It may also be important to recognise that this thesis is written by an individual of the demographic cohort labelled ‘Millennials’ – also known as Generation Y. 
Born in 1991 and having turned 25 during the process of completing this thesis, with some first-hand experience trying to negotiate and ‘grow up’ in a today’s 
world. 

Although Peter and Wendy is a narrative with a start and a finish, the millennials cannot be contained within a book commencing with a beginning and 
concluding with an ending. The millennials are a misunderstood generation, fluctuating between a child’s world and an adult world and an offline and online 
world. Therefore, this thesis is not contained within one volume, as that would be an inaccurate representation of the generation. While the millennials cannot 
be contained within a book, nor can they be contained within a box, however, this became the only apparent way to collect the research and fragments. In the 
practice of opening the box, one is presented with a multitude of books and pieces, symbolising the millennial world and characterising the thesis. The output 
is influenced by Chris Ware’s Building Stories, who meaningfully draws from fine arts, architecture and design and entertainment culture to create an 
architecture of visual information in comic illustration.  His work is uniquely appealing, related to the everyday moods and feelings of human beings and 
distinguished by constant experimentation with form and narrative, capturing emotion and the individuality of the character as well as time and mapping. 
Richard Coyne, author of “Mood and Mobility,” also explores human emotions and moods, in particular, emotional spaces of digital social networks, arguing 
that “not only do we communicate, process information, and entertain ourselves through devices and social media; we also receive, modify, intensify, and 
transmit moods.”  While this thesis does not embody the graphic style of Ware’s comic or Coyne’s particular focus on mood, it does seek to embody the 
mapping of millennials, time and the individuality of the generation, including their engagement with architecture. These influences allow this thesis to draw 
from other disciplines outside of the immediate architecture orbit which “supports healthy and vital architectural research – especially design research, which 
is further aided by the growing use of online media.”  

Abstract: 

Millennials or Generation Y (those born between the1980s and 2000s) are the demographic cohort also known as the Peter Pan generation. They are relocating 
from the nursery – the safe haven of living at home with mum and dad - much later in life than previous generations, but are being propelled into a world of 
reality, responsibilities and experiences shaped by the information revolution. 

‘Searching for Neverland: Architecture of the Millennial Generation’ embodies a close reading of the millennials and J.M. Barrie’s famous novel, Peter and 
Wendy, to establish a new Neverland in the context of a modern millennial world. The Peter Pan narrative depicts the conflict between the innocence of 
childhood and the responsibility of growing up and facing adulthood – a conflict echoed in today’s society. In the novel, the coming of Peter Pan disrupted the 
lives of Wendy and her brothers through their journey to Neverland and subsequent adventures, while today, the coming of the internet, the growth of social 
media and globalisation have disrupted the lives of millennials. 

As a generation predicted to hold contrasting traits including open-mindedness, confidence and tolerance versus narcissism and entitled tendencies, this thesis 
interrogates who the millennials are and how they experience architecture, predominately through technology and social media. 

The vehicle for investigating these ideas are, architectural provocations that critique the life and traits of the millennial generation and unveiled in London’s 
Kensington Garden – a theme park where the statue of Peter Pan welcomes all visitors, inviting them to step through the window into the Millennial 
Neverland. The park negotiates the kaleidoscopic map of life in an ever-changing world unknown to previous generations. Feeding on the experience of the 
Peter Pan generation’s existence, the Millennial Neverland proposes a variety of rides and entertainment attractions. 
Through the manifestation of a Millennial Neverland, this thesis argues that millennials as a cohort experience architecture and life in rather different ways to 
their baby boomer parents. Their comprehension of growing up with rapidly advancing knowledge, amplified by engagement and competency in technology, 
provides new understanding of world experiences that shape their perceptions. 
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Millennials or Generation Y (those born between the1980s and 2000s) are the demographic cohort also known as the Peter Pan generation. They 
are relocating from the nursery – the safe haven of living at home with mum and dad - much later in life than previous generations, but are 
being propelled into a world of reality, responsibilities and experiences shaped by the information revolution. 

‘Searching for Neverland: Architecture of the Millennial Generation’ embodies a close reading of the millennials and J.M. Barrie’s famous 
novel, Peter and Wendy, to establish a new Neverland in the context of a modern millennial world. The Peter Pan narrative depicts the conflict 
between the innocence of childhood and the responsibility of growing up and facing adulthood – a conflict echoed in today’s society. In the 
novel, the coming of Peter Pan disrupted the lives of Wendy and her brothers through their journey to Neverland and subsequent adventures, 
while today, the coming of the internet, the growth of social media and globalisation have disrupted the lives of millennials. 

As a generation predicted to hold contrasting traits including open-mindedness, confidence and tolerance versus narcissism and entitled 
tendencies, this thesis interrogates who the millennials are and how they experience architecture, predominately through technology and social 
media. 

The vehicle for investigating these ideas are, architectural provocations that critique the life and traits of the millennial generation and unveiled 
in London’s Kensington Garden – a theme park where the statue of Peter Pan welcomes all visitors, inviting them to step through the window 
into the Millennial Neverland. The park negotiates the kaleidoscopic map of life in an ever-changing world unknown to previous generations. 
Feeding on the experience of the Peter Pan generation’s existence, the Millennial Neverland proposes a variety of rides and entertainment 
attractions. 

Through the manifestation of a Millennial Neverland, this thesis argues that millennials as a cohort experience architecture and life in rather 
different ways to their baby boomer parents. Their comprehension of growing up with rapidly advancing knowledge, amplified by engage-
ment and competency in technology, provides new understanding of world experiences that shape their perceptions. 

NOTE TO THE READER:
James Mathew Barrie was a successful novelist and playwright born in Scotland in 1860, most famously known as the creator of Peter Pan, the boy who 
wouldn’t grow up.1 Peter Pan is widely known to children and adults around the world through many forms and adaptations – seen flying across the 
stage in theatrical performances, animated in Disney’s film or additional films or read about in one of the many adapted books and stories that have 
transpired since his creation. This thesis acknowledges and references these adaptations and variations however, is predominately based on the 
original 1911 novel titled Peter and Wendy, although more commonly known simply as Peter Pan. 

It may also be important to recognise that this thesis is written by an individual of the demographic cohort labelled ‘Millennials’ – also known as Gener-
ation Y. Born in 1991 and having turned 25 during the process of completing this thesis, with some first-hand experience trying to negotiate and ‘grow 
up’ in a today’s world. 

Although Peter and Wendy is a narrative with a start and a finish, the millennials cannot be contained within a book commencing with a beginning 
and concluding with an ending. The millennials are a misunderstood generation, fluctuating between a child’s world and an adult world and an offline 
and online world. Therefore, this thesis is not contained within one volume, as that would be an inaccurate representation of the generation. While the 
millennials cannot be contained within a book, nor can they be contained within a box, however, this became the only apparent way to collect the 
research and fragments. In the practice of opening the box, one is presented with a multitude of books and pieces, symbolising the millennial world 
and characterising the thesis. The output is influenced by Chris Ware’s Building Stories, who meaningfully draws from fine arts, architecture and 
design and entertainment culture to create an architecture of visual information in comic illustration.  His work is uniquely appealing, related to the 
everyday moods and feelings of human beings and distinguished by constant experimentation with form and narrative, capturing emotion and the 
individuality of the character as well as time and mapping. Richard Coyne, author of “Mood and Mobility,” also explores human emotions and moods, 
in particular, emotional spaces of digital social networks, arguing that “not only do we communicate, process information, and entertain ourselves 
through devices and social media; we also receive, modify, intensify, and transmit moods.” 2While this thesis does not embody the graphic style of 
Ware’s comic or Coyne’s particular focus on mood, it does seek to embody the mapping of millennials, time and the individuality of the generation, 
including their engagement with architecture. These influences allow this thesis to draw from other disciplines outside of the immediate architecture 
orbit which “supports healthy and vital architectural research – especially design research, which is further aided by the growing use of online media.” 

The millennials are a fragmented generation negotiating the puzzle pieces that make up the adult world. Each book within the box can be read discrete-
ly as separate entities or as an amalgamation of all the pieces and fragments that create a framework in understanding the combination of the protago-
nist (Peter and Wendy) and the millennials in order to comprehend what has shaped the generations coming of age and its engagement of architecture. 

The following work is about both the realities of the real world and the fantasies of a make-believe world.

The drawings are not to scale due to the composition of the books.

 J. M. Barrie, Peter Pan: Peter and Wendy and Peter Pan in Kensington Gardens, ed. Jack Zipes (New York: Penguin Books, 2004), 1.
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Figure 1. Mapping the minds of children 
- Peter Pan and the Millennials.
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‘ A L L  C H I L D R E N ,  E X C E P T  O N E ,  G R O W 
U P .  T H E Y  S O O N  K N O W  T H A T  T H E Y  W I L L 
G R O W  U P ,  A N D  T H E  W A Y  W E N D Y  K N E W 

W A S  T H I S .  O N E  D A Y  W H E N  S H E  W A S 
T W O  Y E A R S  O L D  S H E  W A S  P L A Y I N G 

I N  A  G A R D E N ,  A N D  S H E  P L U C K E D 
A N O T H E R  F L O W E R  A N D  R A N  W I T H  I T 

T O  H E R  M O T H E R .  I  S U P P O S E  S H E  M U S T 
H A V E  L O O K E D  R A T H E R  D E L I G H T F U L , 

F O R  M R S .  D A R L I N G  P U T  H E R  H A N D 
T O  H E R  H E A R T  A N D  C R I E D ,  “ O H ,  W H Y 

C A N ’ T  Y O U  R E M A I N  L I K E  T H I S  F O R 
E V E R ! ”  T H I S  W A S  A L L  T H A T  P A S S E D 

B E T W E E N  T H E M  O N  T H E  S U B J E C T ,  B U T 
H E N C E F O R T H  W E N D Y  K N E W  T H A T  S H E 

M U S T  G R O W  U P .  Y O U  A L W A Y S  K N O W 
A F T E R  Y O U  A R E  T W O .  T W O  I S  T H E 

B E G I N N I N G  O F  T H E  E N D . ” 1

1  J.M Barrie, Peter and Wendy, (Great Britain, Hodder and Stoughton, 1911), 8-9.
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Figure 2. Millennial Kaleidoscopic Map.
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 One could argue that the journey initiating this 
thesis began in 1993; the year I turned two. The beginning 
of the end, when the inevitability of growing up began to 
intrude, or at least, that’s what the generation of Mr and 
Mrs Gibson would have assumed for the years following. Of 
course, they lived at 582, and before Belinda, came Nicholas, 
neither leaving the abode until beyond expectation. The 
Gibsons were a simple, happy family, nevertheless, the 
children experienced a childhood very different to their 
elders and generations come before. The children exist as 
appendages of the millennial generation, living in an era 
where the millennium has altered narrative and the internet 
has become the electricity powering the mind.3 While the 
coming of Peter Pan disrupted the lives of Wendy and her 
brothers with their journey to and subsequent adventures in 
Neverland, the coming of the internet, the growth of social 
media and globalisation has disrupted the lives of millennials. 

“Second to the right, and then straight on till morning. That, 
Peter had said was the way to Neverland.”4

Of course, there is more than one Neverland and they differ a 
great deal. They are however, more or less, always an Island; 
a mouth-watering one, full of dreams and imagination. But 
in a modern world, cities can be a dream too. Both are alive, 
with astounding splashes of colour although not averse 
to bleach; breathing, growing, negotiating, full of data, 
death and delights. There are zig-zag lines of transporting 
tendencies, coral reefs, techno temples, waterfalls with pits 
as deep as the endless powers of a you-tube warp; as well as 
boss babes, brogrammers and rotating circular platforms that 
gallop between vacancies, Google’s life directions and self-
diagnoses susceptibilities, flamingos, the round-pond, and 
lonely lairs. It would be an easy to map to negotiate if that 
were all, but there is also the first day of a new career, rivers 
that never end, corporate capital, soaring skyscrapers, the 
anxiety of capturing the perfect Instagram, Tinder mountains 
for climbing, wrapped in railroads on the search for ‘the one’ 
or maybe just some fun, the quarrels sandwiched between 
organic avenue and fatty lane, wireless whispers, augmented 
realities, the selfie hall of mirrors, debt, mermaids, mother 
nature, jets journeying, Wikipedia encyclopedias at the ends 
of fingertips, the dizzying sense of possibilities contrasted by 
disillusioned boundaries, and so on. Some can be seen as part 
of the island or some part of the city, or both; overlapping 
each other like a kaleidoscopic map charting both fantasies 
and realities, landmarks and events, and all very perplexing, 
slipping through butter fingers, because nothing stands still.5

Millennials must negotiate this kaleidoscopic map in an ever-
changing world unknown to previous generations. Now and 
then when travelling through the minds of their children, 
there were things Mr and Mrs Gibson could not understand, 
the children being part of a creation rather different to their 
Baby Boomer parent’s perceptions. 

2  58 Hebron Road. Referencing J.M. Barrie’s “Of course they lived at 14” [their 
house number on their street]
3  Nicholas Carr “The Web shatters focus, rewires brain.” Wired, accessed August 
14, 2016, https://www.wired.com/2010/05/ff_nicholas_carr/
4  J.M Barrie, Peter and Wendy, 37.
5  J. M. Barrie, The Annotated Peter Pan: The centennial Edition, ed. Maria Tatar. (New 
York: W. W. Norton & Company, Inc, 2011), 19.

SEARCHING FOR NEVERLAND: 

    AN INTRODUCTION
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 ‘Searching for Neverland: Architecture of the 
Millennial Generation’ begins with a close reading of the 
millennials and the story of Peter and Wendy and the relation 
to an architectural world. Peter and Wendy, written by J.M. 
Barrie and published in 1911 acts as a protagonist within 
the thesis, as the story of the boy who wouldn’t grow up. 
The narrative depicts the conflict between the innocence of 
childhood and the responsibility of growing up and facing 
adulthood, also seemingly relevant in today’s society. 

The following thesis is an embodiment of thoughts and 
workings that question who the millennials are and what 
architecture is for the Peter Pan generation, examining the 
juxtaposition of the innocent, idyllic world of childhood 
against a modern world of experience and responsibility, 
predominately through technology and social media. Born 
between the early 1980s and early 2000s, millennials are the 
demographic cohort also often referred to as generation Y 
or the Peter Pan generation. Within this writing, the cohort 
will predominately be referred to as the millennials. The 
significance of this generation being the journey of emerging 
from a world of innocence into a world of experience occurring 
in an era where the internet has emerged, technology has 
excelled and knowledge is extensive. This therefore impacts 
the question of what a Neverland might entail for Millennials 
and is pursued through the vehicle of a design project at 
Kensington Gardens, London. The designs are architectural 
provocations that embody a critique of the life and traits of 
the millennial generation. Feeding on the experience of the 
Peter Pan generation’s existence, the Millennial Neverland 
proposes a variety of rides and entertainment attractions. The 
nature of using Peter Pan as a protagonist situates the project 
somewhere between the fictive world where Neverland 
prevails and the real world where rules and tensions occur.  
A ‘theme park’ of sorts, this re-imagining of a Peter Pan-
like Neverland as a 21st century built environment aims to 
explore the ways in which millennials live in the world and 
the cities they inhabit.

Part One: Narcissism and Neverland, is divided into two 
chapters. The first analyses Peter and Wendy, its storyline, 
themes and characters in preparation to understand crossovers 
that exist between the story and a generation also accused 
of never wanting to grow up. Peter Pan, famously known 
as the boy who wouldn’t grow up consumes adventures in 
Neverland with Wendy Darling, her brothers, Tinkerbell, the 
lost boys, mermaids, the redskins and Captain Hook. Not 
just a story, it is a significant tale that has developed into a 
cultural myth6, dealing with many complex themes. Barrie 
has created a cultural icon but the novel is complicated 
and sophisticated, some considering it to be written for 
adults more than children, encouraging adults to reengage 
with their imagination.7 Undoubtedly, the narrative directs 
readers through a world of radiant beauty and childhood 
wonder that occurs in conjunction with innocence lost as 
children grow up and face reality.

6  Barrie, The Annotated Peter Pan: The centennial Edition, ed. Maria Tatar, x1vii.
7  J. M. Barrie, Peter Pan: Peter and Wendy and Peter Pan in Kensington Gardens, ed. 
Jack Zipes (New York: Penguin Books, 2004)
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The second chapter observes the millennial cohort as 
described by the perceptions of journalists, media and 
advertising agencies and examines what it means to be 
adult. Millennials are predicted to hold contrasting traits, 
some theories describe the generation as open-minded with 
confidence and tolerance but also with a sense of entitlement 
and narcissism. While other theories suggest they are more 
‘civic-minded’ with a strong sense of community both local 
and global. Considering all this makes it hard to decipher 
Generation Y and at what point they may be thought of as 
‘adults’. Society has previously been built on traditional 
orderly expectations of progression where individuals finish 
school, grow up, start careers, make a family and eventually 
retire. The millennial generation seems to have veered 
off course from this cycle, pre-empting the beginning of 
‘adulthood’, achieving certain milestones at different times 
or in different orders or if at all, indicating that traditional 
milestones are out-of-date.8 Adulthood has become malleable 
and consequently this means that the millennial generation is 
associated and accused of not wanting to grow up. It becomes 
clear that the generation cannot be lumped altogether as one 
and although stereotypes exist, there are many sub-categories 
that complicate describing the age group, which therefore 
impacts an architectural world. 

Part two: ‘Come Away! Come Away!’ analyses the role 
of Neverland in conjunction with the role of theme parks 
and pleasure gardens that allow individuals to ‘escape’ 
from the real world. Chapter 3 describes, Neverland - a 
delectable island, an escape, an adventure, another world. 
The history of islands in fantasy and adventure stories is 
countless and the meaning of the term ‘Neverland’ has been 
thoroughly examined. Barrie’s Neverland with its “ecstasies 
innumerable”9 encourages imagination where identities can 
be created and explored due to the freedom possessed but 
is impacted by the characterisation of tension and rules that 
occur in play and games. Imagery described by the author 
portray Neverland as neither utopic nor dystopic, rather, “it 
forms a kind of heterotopia that mirrors the real world even 
as it stands apart from it.”10

History demonstrates numerous examples of sites of leisure, 
entertainment and escape, including digital escape through 
devices and video games. In Chapter 4, Vauxhall Gardens, 
Coney Island and Yoro Park: The site of reversible destiny, 
are examined and reflected upon as well as a brief discussion 
of video games as architectural precedents of ways to create 
a ‘Neverland’ as an expression of a ‘dreamland’ or an escape 
destination.  

8  Robyn Marantz Henig, “What is it about 20 Somethings?” The New York Times, 
accessed March 28, 2016. http://www.nytimes.com/2010/08/22/magazine/22Adulthood-t.
html?pagewanted=all&_r=0
9  Barrie, Peter and Wendy, 247.
10  Barrie, The Annotated Peter Pan: The centennial Edition, ed. Maria Tatar, x1.
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Part Three, ‘The Mermaids Lagoon’ discusses and 
examines a pool of thought and information surrounding 
‘The Wall: Architecture, the internet and social media’ 
in chapter 5 and the thesis design process in Chapter 6. 
Chapter 5 discusses the role of media and architecture and 
approaches to architectural representation other than just 
the physical building. Referencing Beatriz Colomina and 
ideas of architecture production moving from the built 
environment to the media realm of film, photography and 
journalism. This chapter also deliberates the new media and 
technology, including social media, prevailing in the lives of 
millennials and the impact that has on their engagement with 
architecture. Chapter 6 examines the design methodology 
provoked by the ideas and topics identified which are then 
developed into the provocations discussed in part three. 
Fragmented and living in a fragmented world the procedure 
of mapping minds, collage, drawing and digital making are 
employed and discussed to explore the lives of millennials 
and their position in the architectural world.

Questions arise about what it means to be an adult, leaving 
innocence behind and facing a world of experience and 
responsibility in a new age. This encourages the consideration 
of knowledge and values in terms of what role architecture 
plays or what the impact will be. This also encourages ideas 
of challenging the definition of architecture in regards to 
people and technology. The architecture must therefore be 
adaptable to the shifting cultural and social conditions of 
its time and place, and learning, creativity and individual 
fulfilment become important.

It is not actually a new concept that young people today 
“can’t seem to settle down”11, this is a recursive phenomenon 
that has also occurred in the past. The significant difference 
for millennial’s has been exposure to advancing technology 
and knowledge. “They are not a new species; they have 
just mutated to adapt to their environment.”12 This new 
environment is a world of abundance, access and information 
where the internet has democratised opportunity for young 
people. This thesis argues that millennials are not afraid 
of growing up at all and if millennials live in this alternate 
reality (to what is known of previous generations) then this 
thesis intends to explore and exaggerate that in creating 
architecture that reflects their way of life, embracing the 
stereotypes and sub-categories of millennials that have been 
identified. 

11  Robyn Marantz Henig, “What is it about 20 Somethings?” 
12  Joel Stein. “Millennials: The Me Me Me Generation,” Time Magazine, accessed 
March 28, 2016, http://time.com/247/millennials-the-me-me-me-generation/.
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Part Four – ‘The Island Come True’ presents the design 
concepts and constructs of the Millennial Neverland with 
each proposal being given a distinct sub-chapter. Chapter 
7 presents an overview of the flight path to and destination 
of The Millennial Neverland. Kensington Gardens is the 
backdrop for this new theme park to exist with its close 
associations to J.M. Barrie and the Peter and Wendy novel as 
well as London being a dream destination for young people 
from all over the world to travel to, live and work in. The 
Peter Pan statue stands tall within Kensington Gardens to 
welcome all visitors that travel near The Long Water to step 
through the window and into the Millennial Neverland. 

The following sub-chapters from chapter 6.1 through to 
chapter 6.4 take the reader on a journey through various 
adventures within four architectural provocations.

Although visitors, looking at the maps provided, are free to 
roam the theme park and choose which attractions they’d 
like to visit first, the selected flight path outlined in the 
sub-chapters discusses some of the more popular rides and 
attractions. The flight begins on the eastern edge of The Long 
Water in chapter 6.1 with The Netflix Ferris Wheel. A structure 
that stands tall in media mayhem. Travelling through space in 
circular motions, the Ferris wheel is a revolving spectacle in 
itself and a sense of removal or distance can be felt as visitors 
are separated from the ground and transported into the sky 
entering the millennial media frenzied world. The Netflix 
Ferris Wheel examines millennials consumption of media 
and analyses the representations of Peter Pan over time from 
a play to a novel to films, video games and more books. 

On the opposite side of the water, chapter 6.2 enters The 
Selfie Hall of Mirrors, where a division occurs between the 
offline and online worlds. In the offline region stands the real 
while in the online is the internet and the wall. The Selfie Hall 
of Mirrors questions the self, the selfie and social media and 
examines the online vs the offline façade. It is a manifestation 
of a diverse and connected society of millennials due to the 
internet, social media and the selfie. Reflecting on the selfie 
leads to reflecting on the special relationship millennials 
have developed with their devices and how that has affected 
daily life, productivity and relationships with people, the 
surrounding environment and global surveillance.

In chapter 6.3, visitors approach The Dating Roller Coaster 
which wraps itself around Tinder Mountain and provides the 
opportunity to instantly meet your match and go on a ride. 
Whether looking for Mr or Mrs ‘right’ or Mr or Mrs (swipe) 
‘right now’ there are plenty of stops on the ride to go for 
typical dates or of course the option to head straight to the 
tinder mountain hotel. Watch out for stalker alley, creepers 
cave and the ex’s watch tower though and always know your 
exits – there will be plenty. The Dating Roller Coaster is an 
architectural provocation of millennials and dating in the 21st 
century with applications such as Tinder at the forefront of 
the roller coaster that all millennials ride and must navigate 
in the dating world. 
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The last of the most popular attractions is found in chapter 
6.4, The Boss Babe’s Headquarters, where women can follow 
Wendy and make like Barbie or the Spice Girls to embrace 
‘Girl Power!’  This chapter and design ties the issues of 
gender around Wendy’s multiple and conflicting roles within 
Peter and Wendy with the millennial stereotype defined as 
‘Boss Babes’. Having grown up under the idea that being a 
female is awesome and there is pretty much nothing girls 
can’t do and activated by the role of Wendy and the ‘Wendy 
House’, the Headquarters is an attraction to interact with 
other hard-working, entrepreneurial women, network, work-
out, sip rosé and enjoy the view of mermaids frolicking in The 
Long Water. Reclaiming and embracing women, femininity, 
creativity, power and knowledge and become the boss of 
your own life. Encompassing Neverland, dreams and reality 
but appropriately situated in the current tech savvy, internet 
revolution era, intelligent go-getters are encouraged to 
collaborate, work hard, learn and relax all in one place and 
then share their experience through the hashtags ’girlboss 
and ‘bossbabe’.

Lastly,  When Wendy Grew Up: A Reflection, is a conclusion 
of the collection of writing and workings that embody this 
thesis in an effort to understand the millennial generation 
and their engagement with architecture. Critical reflection of 
the process, practice, contribution and final outcome of this 
design research thesis is imperative to that understanding. 
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Figure 3. Peter and Wendy x The  
Millennials
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PETER BREAKS THROUGH: 

THE SIGNIFICANCE OF PETER AND WENDY
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Figure 4. Original title page,1911 UK edition of Peter and Wendy. Illustrated by F.D Bedford
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 we are told as J.M Barrie opens 
his 1911 novel with this now famous 
sentence. The exception being Peter 
Pan, a mischievous boy who can fly 
and who wouldn’t grow up, spending 
his never-ending childhood consuming 
adventures on Neverland. 

Barrie begins the novel depicting the 
moment when Wendy realised she 
must grow up, “Two is the beginning 
of the end.”2 Following this, the reader 
becomes acquainted with Wendy’s 
parents - Mrs Darling, a romantic, 
who first heard of Peter when she 
was tidying up the minds of her 
children, Mr Darling – “He was one 
of those deep ones who know about 
stocks and shares,”3 and their two 
additional children born succeeding 
Wendy - John, and then Michael. It 
was not possible to map the mind of 
any of the children, “which is not only 
confused but going round and round 
all the time”, all imagining a Neverland 
slightly different to one another. Barrie 
then introduces Peter, flying through 
the children’s nursery window, losing 
his shadow. It is when he returns for his 
shadow that the adventures truly begin. 
Wendy befriends Peter and helps him 
sew his shadow back on before Peter 
invites all three children to fly away 
with him to Neverland.  

2  Ibid, 6
3  Ibid.

“ALL CHILDREN, EXCEPT ONE, GROW UP,”1 

1  J.M Barrie, Peter and Wendy, (Great Britain, 
Hodder and Stoughton, 1911), 5
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Figure 5. ‘Peter flew in’.
Figure 6. ‘The birds were flown’,  Mr and Mrs Darling mourn the disappearance of their children. 
Figure 7. ‘Let him keep who can’, The Darling children and Peter snatching food from the mouths of  birds. 
Figure 8. ‘The Never Never Land’, Peter Pan plays his pipe.
Figure 9. ‘Peter on Gaurd’, Peter guarding the Wendy House with Wendy inside.
Figure 10. ‘Summer Days on the Lagoon’.

Original illustrations by F. D Bedford from each chapter of J.M. Barrie’s’ book Peter and Wendy published 1911.
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Figure 11. ‘To die will be an awfully big adventure’, Peter is stranded on Marooners Rock. 
Figure 12. ‘Wendy’s Story’,  told in the home under the ground.

Figure 13. ‘Flung like bails’, The pirates capture the Darling children and Lost Boys. 
Figure 14. ‘Hook or me this time’, Peter Pan on his way to the Jolly Roger Ship to face Captain Hook.

Figure 15. ‘This man is mine’, Peter and Hook battle with swords.
Figure 16. ‘Peter and Jane’ Wendy’s daughter Jane learns to fly and go for spring cleaning with Peter.
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Figure 17. Neverland vs England, Childhood vs Adulthood. Acrylic Painting 
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Barrie is elusive and whimsical, writing 
descriptively through the characters 
but predominantly through the role 
of the narrator. Additional creative 
characters are introduced such as 
Tinker Bell, the lost boys, Captain 
Hook and his pirate crew, the redskins, 
the beasts, and the mermaids. Peter is 
the leader of the lost boys and a very 
cocky boy however he did not know 
everything and to him “make-believe 
and real were exactly the same thing”4 
They live in a house under the ground 
and Wendy automatically assumes the 
role of mother when she arrives on the 
Island, looking after the boys, often 
kept underground to carry out jobs 
while the boys went off on adventures. 
To describe all of the adventures would 
“require a book as large as an English-
Latin, Latin-English Dictionary”5 
so Barrie’s narrator settles on a few 
chapters depicting ‘The Mermaids 
Lagoon’ and the ‘Never bird’ before 
returning to ‘The Happy Home.’

4  Ibid, 61.
5  Ibid, 71.
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Figure 18. TIME. Peter Pan, Hook and the Crocodile. Acrylic Painting
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The Darling Children, especially Wendy 
begin to miss their real mother, father 
and home, however Peter despises the 
real world and adults. Wendy invites 
all the boys back to England while Peter 
was “so full of wrath against grown-
ups, who, as usual, were spoiling 
everything…breathed intentionally 
quick short breaths…because there 
was a saying in Neverland that, every 
time you breathe, a grown-up dies”.6 
Barrie’s novel continually depicts 
the conflict between the innocence of 
childhood and the responsibility of 
growing up and facing adulthood. 
Peter’s arch nemesis is Captain Hook, 
an adult character tortured by the idea 
of time manifested by the tick-tocking 
crocodile that constantly follows and 
frightens him. Questioning how we 
live in time we can compare Hook, 
who repeatedly dwells upon the past 
and the future as many adults may 
do in the real world, to Peter who 
seizes every opportunity to live in the 
moment as he can.7 Peter describes 
himself as “youth (and) Joy”8 - no one 
is going to catch him and make him a 
man.9 This conflict between childhood 
innocence and imagination versus 
adulthood responsibility and existence 
is continued to the end of the novel as 
a grown up Wendy tells her daughter 
“when people grow up they forget the 
way...because they are no longer gay 
and innocent and heartless. It is only 
the gay and innocent and heartless who 
can fly.”10

6  Ibid, 99.
7  Donna R. White and C. Anita Tarr, ed. J. M. 
Barrie’s Peter Pan and In and Out of Time. (Maryland: Scare-
crow Press, Inc. 2006), 30
8  Barrie, Peter and Wendy, 130.
9  Ibid, 144.
10  Ibid, 148.
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Figure 19. Wendy. Acrylic Painting
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Barrie’s novel is not only a bedtime 
story but is a significant tale that has 
developed into a cultural myth and 
acts as a protagonist for this thesis. 
The author created a cultural icon with 
the success of Peter Pan and many 
variations and adaptations now exist 
since its conception. The tale is “forever 
shifting its orientation from children to 
adults and then back again,” 11 betwixt 
and between like Peter Pan himself. 
Its primary themes are; time, women’s 
roles, innocence vs experience, creative 
play, and the journey through the 
window. The literature is captivating 
and mysterious, a new myth set in 
its own time and place, both the 
tangible London and the otherworldly 
Neverland and the story explores 
their relation to each other as well as 
the values embedded in each location 
and condition. These themes and ideas 
have been fundamental in critically 
examining the narrative and responses 
have contributed to the designs within 
the thesis as explained further in part 
three.

11  J. M. Barrie., The Annotated Peter Pan: The 
centennial Edition, ed. Maria Tatar. (New York: W. W. Norton 
& Company, Inc, 2011), xx.
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Figure 20. The journey through the window. Acrylic Painting
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The novel expresses the idea of play 
and imagination as the characters 
“inhabit a zone where play rules 
supreme. Cut off from ordinary reality, 
they possess a certain freedom yet are 
also subject to the tensions and rules 
found in all games and activities that 
we characterise as play. That kind of 
play, more than the cultural work of 
adults in the real world, can create a 
space of orderly form and aesthetic 
beauty”.12 Peter Pan leads the Darling 
children into Neverland, entering 
this space, accessing the full realm of 
their imagination and a new world 
experience. However, Peter’s inability 
to distinguish play from reality with 
his belief that make-believe was 
the same as what was true, marks a 
critical difference between Peter and 
the other characters.  Being able to 
distinguish the difference between 
fantasy and reality is considered an 
important milestone in the maturation 
process but Peter refuses to grow up 
and recognise the distinction. The 
nature of Neverland explores the idea 
of what it means to be a child on your 
own, relocated from the nursery into a 
world of conflict, desire, tragedy and 
horror. The significance of the narrative 
to this thesis is embedded in these 
ideas and in the investigation of the 
relationship between Peter and Wendy 
and the so-called Peter Pan generation 
(millennials) accused of never wanting 
to grow up. The kaleidoscopic world 
that the characters must confront in 
Neverland is akin to the kaleidoscopic 
world that millennials must navigate 
today.

12  Ibid, xxxix.





CHAPTER TWO:

THE SHADOW: 

GENERATION ME OR WE? WHO ARE THE MILLENNIALS
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Figure 21. Illustration of the Millennials, 2016.  
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MILLENNIALS, 
 Generation Y, Generation Me 
or the Peter Pan Generation are just a 
few names given to the demographic 
cohort born between the early 1980s 
and early 2000s. They are a much 
discussed and maligned generation 
with further names such as Generation 
Curling in Sweden, Generation Serious 
in Norway, and even Generation John 
Paul II in Poland. The Chinese call them 
ken lao zu, or “the generation that eats 
the old”, and the Japanese have a term 
scolding them for not giving undivided 
attention to anything: nagara-zoku, 
‘the people who are always doing two 
things at once’”. 1 

These various names reveal some of 
the opinions around who millennials 
are and the characteristics and traits 
they are perceived to have. They also 
reveal some of the specific issues 
that Generation Y appear to have to 
face such as debt, lack of housing, 
unemployment, or the less physical, 
such as uncertainty. There has been 
much debate about Millennials and 
many of the opinions juxtapose each 
other with adjectives used such as 
“lazy, entitled, selfish and shallow”2 
in comparison to theories that describe 
millennials as more open-minded 
with confidence and tolerance and 
suggestions that they may be more 
‘civic-minded’ with a strong sense of 
community both local and global.

1  Kate Lyons. “Generation Y, Curling or 
Maybe: What the World Calls Millennials,” The Guardian, 
accessed March 22, 2016. Http://www.theguardian.com/
world/2016/mar/08/generation-y-curling-or-maybe-what-
the-world-calls-millennials
2  Joel Stein. “Millennials: The Me Me Me 
Generation,” Time Magazine, accessed March 28, 2016, http://
time.com/247/millennials-the-me-me-me-generation/.
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Figure 22. Time magazine cover, May 2013.
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The millennials have been referred 
to as the Peter Pan Generation due 
to a tendency to delay some ‘rites of 
passage’ into adulthood for longer 
periods than most generations before 
them. This engenders questions 
regarding what it means to be an 
adult and how can that be defined. 
Depending on what country or culture 
a millennial comes from generates 
differences however, globalization, 
social media, the exportation of 
Western culture and the speed of 
change is connecting millennials from 
all over the world so they are becoming 
even more comparable and connected 
to each other rather than to older 
generations within their nations.3

Sociologists have conventionally 
defined adulthood by the transition 
through five milestones: completing 
school, leaving home, becoming 
financially independent, marrying 
and having a child. However, these 
milestones are now outdated, and 
achieving what is generally considered 
adulthood is materialising later than 
ever, “kids don’t shuffle along in unison 
on the road to maturity; they slouch 
toward adulthood at an uneven, highly 
individual pace.”4 “Adulthood defies 
simplicity”5 and the word “Flailing”6, 
has become an appropriate definition of 
what happens for many people trying 
to figure out their way to adulthood. 
Defining when an individual is really 
an adult is a subjective, ambiguous 
concept. There is no one clear path to 
adulthood and ultimately, it is up to 
the individual to define themselves.

3  Ibid.
4  Ibid. 
5  Julie Beck, “When Are You Really an Adult?” 
The Atlantic, accessed March 28, 2016. Http://www.theatlan-
tic.com/health/archive/2016/01/when-are-you-really-an-
adult/422487/
6  Ibid.
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Throughout history young people 
often went through periods of 
independence interspersed with 
periods of dependence, not just 
a phenomenon of the millennial 
generation.7 The Industrial revolution 
initiated individuals to become more 
powerful and independent, now we 
have the Information Revolution 
which allows people to migrate, start 
businesses and form new organisations 
with added ease due to technology.  
Millennials have come of age constantly 
interacting, almost always through 
a screen where they have also learnt 
how to turn themselves into brands 
with new ‘friends’ and ‘followers’, 
promoting themselves and the lives 
they lead on social media platforms 
such as Facebook and Instagram, many 
even becoming ‘micro-celebrities’. 

Millennial’ self-involvement is more 
a continuation of a trend than a 
revolutionary break from previous 
generations. “They’re not a new 
species: they’ve just mutated to adapt 
to their environment.” Millennials may 
be perceived as an entitled generation 
possibly caused by overprotection 
but it’s actually due to adapting to a 
world of abundance. The Internet has 
democratized opportunity for many 
young people, giving access and 
information to more and more people. 
Including adults – more and more 
parents are also becoming active on 
social media sites and are becoming 
‘friends’ or negotiators in helping to 
make decisions in their children’s lives. 

7  Ibid
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Considering all this, it is in fact 
becoming harder and harder to make 
generalisations about the millennial 
generation as they are becoming the 
largest generation and there is an 
awareness of subgroups and micro-
generation’s within the millennial 
unit .It is the media, journalists 
and advertising agencies who have 
predominately tried to define who 
millennials are often so they can appeal 
and advertise to millennials and gain 
their attention. Through these platforms 
and further research, drawings and 
experience as a millennial, 13 millennial 
stereotypes have been identified for 
this thesis. These are presented in the 
images and descriptions following:
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Figure 23. Bose Babes x Brogrammers collage
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Boss Babes x Brogrammers

Two millennial subgroups that are 
gender specific, Boss babes and 
Brogrammers are both hard-working, 
intelligent go-getters. 

Boss Babes are assertive, professional, 
focused young women. They know 
what they want and they work hard 
to get it. #BOSSBABE and #GIRLBOSS 
are two examples of platforms that aim 
to encourage and inspire millennial 
woman to take control of their lives 
and be the best that they can be. 
They are typically fit, healthy, coffee 
loving, hard-workers, and financially 
independent masters of their own 
destiny.

A brogrammer is loosely described as a 
slang term for a macho programmer or 
a social programmer. They are party-
hard, gym-hard, tech pros. Career-
orientated men who drink, play sports, 
and are active on social media and 
in their social lives and can program 
engineer or code. 
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Figure 24. Millennial Martha’s x Millennial Mums collage
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Millennial Martha’s x Millennial 
Mums 

Millennial Martha’s and Millennial 
Mums are two extremely socially 
conscious subgroups of Generation Y. 

Millennial mums are socially active 
with a focus on happy, healthy living 
and providing the best for their 
children. They would never sacrifice 
their own or family’s well-being but 
they always desire to ‘have-it-all’.8 
Often seen wearing matching mother/
child combinations or posting pictures 
on Instagram with their kids at events 
such as Coachella. 

Millennial Martha’s are new, young, 
modern Martha Stewart’s. They 
bake, create and curate themselves, 
influencing followers Online on 
channels such as YouTube, Pinterest, 
Tumblr and Instagram in the form of 
tutorials and DIY. They create and 
curate their content to project a perfect 
image and land themselves among the 
social elite.

8  Stacy Goodman, “Marketing to Millen-
nials: Curalate Gets Schooled on the Power of Gen Y”, 
Curalate. Accessed March 25, 2016. Http://blog.curalate.
com/2015/02/11/marketing-to-millennial-12-charac-
ter-types/
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Figure 25. Nostalgic Millennial collage
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Nostalgic Millennials:

Hipsters and others of Generation 
Y who have returned to their 
child-hood past-times for comfort.  
Nostalgic millennials are often 
transfixed with old-school hobbies, 
brands, games and approaches to 
personal grooming.
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Figure 26. Travel Enthusiast x Culinary Explorer collage
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Travel Enthusiast x Culinary Explorer

It’s a big world out there and it needs to 
be travelled. Travel enthusiasts, are just 
that - young enthusiastic millennials 
wandering the globe, looking for 
obscure parts of the world to discover 
and discover themselves along the 
way. They are not necessarily wealthy, 
many travellers are frugal and mindful 
of how far their money can get them. 
Many share their experiences with 
friends, family and the rest of the world 
through social media – Instagram, 
Facebook and Snapchat or create 
Online travel diaries and blogs. 

Culinary explorers are adventurous 
foodies both local and global. 
While they revel in both local and 
exotic cuisine, they value authentic 
experiences above all. To them, food 
isn’t just food; it’s an experience.
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Figure 27. Shut-outs x under-employed x quarter-life crisis millennial collage
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Shut-outs x under-employed x 
quarter-life crisis millennial

These millennial sub-groups are a bit 
lost in life. 

Career-stalled, coupon-cutting recent 
graduates that are either struggling to 
live in desirable urban areas or may 
still live at home with their parents. 
Underemployed millennials often 
jump around, moving from job to 
job, a lot not knowing how to get a 
promotion or secure better pay. The 
shut-out is often unemployed with 
a partially completed degree and 
stuck in copious amounts of debt.  
 
The Quarter-life-crisis millennial 
is often an emotionally uncertain 
person, paralysed by an abundance of 
too many possible life choices. They 
have an inability to choose anything 
from lifestyle purchases to career 
opportunities, and a tendency to 
pursue a wide range of religions and 
spiritual identities.
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Figure 28. The Activist x The Environmentalist collage
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The Activist x The Environmentalist

Millennials that are fuelled by social 
issues and larger causes (including 
environmental world issues). Will 
actively participate in protests or voice 
their opinions online on social media 
platforms in an attempt to engage with 
like-minded people and encourage 
others to think the same.
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Figure 29. Digital Recluse millennial collage
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Digital recluse

These millennials are recluse, hermit 
type individuals who don’t like to 
leave the house, instead preferring to 
stay indoors playing video games or 
would prefer to connect with other 
people online than in the real world. 
Often active in the online world but not 
present in the real world. 
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Figure 30. Architecture to Escape collage
COVER PAGE:



CHAPTER THREE:

NEVERLAND AS ARCHITECTURAL PRECEDENT
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Figure 31 Mapping the minds of children
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“ I  D O N ’ T  K N O W  W H E T H E R  Y O U  H A V E 
E V E R  S E E N  A  M A P  O F  A  P E R S O N ’ S 

M I N D .  D O C T O R S  S O M E T I M E S  D R A W 
M A P S  O F  O T H E R  P A R T S  O F  Y O U , 

A N D  Y O U R  O W N  M A P  C A N  B E C O M E 
I N T E N S E L Y  I N T E R E S T I N G ,  B U T  C A T C H 

T H E M  T R Y I N G  T O  D R A W  A  M A P  O F 
A  C H I L D ’ S  M I N D ,  W H I C H  I S  N O T 

O N L Y  C O N F U S E D ,  B U T  K E E P S  G O I N G 
R O U N D  A L L  T H E  T I M E .  T H E R E  A R E 

Z I G  Z A G  L I N E S  O N  I T ,  J U S T  L I K E 
Y O U R  T E M P E R A T U R E  O N  A  C A R D , 

A N D  T H E S E  A R E  P R O B A B L Y  R O A D S  O N 
T H E  I S L A N D ;  F O R  T H E  N E V E R L A N D  I S 

A L W A Y S  M O R E  O R  L E S S  A N  I S L A N D , 
W I T H  A S T O N I S H I N G  S P L A S H E S  O F 

C O L O U R  H E R E  A N D  T H E R E ,  A N D 
C O R A L  R E E F S  A N D  R A K I S H - L O O K I N G 
C R A F T  I N  T H E  O F F I N G  A N D  S A V A G E S 

A N D  L O N E L Y  L A I R S ,  A N D  G N O M E S 
W H O  A R E  M O S T L Y  T A I L O R S … ” 1  

1  J.M Barrie, Peter and Wendy, (Great Britain, Hodder and Stoughton, 1911), 8-9.
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Figure 32 Peter Pan and the Darling children mid flight. Mabel Lucie Attwell illustration, Peter Pan and Wendy, 1921.
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 but each one may be different 
to the next. The narrator’s description 
of the map of a person’s mind is a 
catalogue of all that it contains and 
manifests into an understanding of 
what Neverland looks like. Neverland 
is an architectural precedent in this 
thesis as a place of many phenomena; 
it provides eternal return, delirious 
activities, animation and chaos. It is both 
fantasy and reality and while an adults 
perception may be one of instability it 
is also that diverse catalogue of what 
comprises Neverland that pays tribute 
to a child’s imagination and memory.2 

Questioning “is ‘Neverland’ a place 
name or a statement that there cannot 
ever be such a place?”3 analyses 
Neverland in the imaginary world, in 
flux and never existing in real time. The 
origins of the name may be associated 
to various references. In the nineteenth 
century and sometimes still used today, 
uninhabited areas of Australia were 
termed “Never-Never”4. Neverland 
for Peter Pan originated as “Never 
Never Never Land” in the first draft 
of Barrie’s play but was shortened 
for the performed version to “Never 
Never Land”. The Island then became 
“The Never Land” when Peter Pan 
was first published as a play before 
becoming simply “Neverland” in Peter 
and Wendy.5 The term may also be 
seen as an instruction – never to land. 
Neverland’s otherworldly qualities, a

2  J. M. Barrie., The Annotated Peter Pan: The 
centennial Edition, ed. Maria Tatar. (New York: W. W. Norton 
& Company, Inc, 2011), 20
3  Ibid., 27
4  Which also inspired a piece of work published 
by British actor and playwright Wilson Barrett in 1904 called 
The Never Never Land.
5  Barrie, The Annotated Peter Pan: The centennial 
Edition, ed. Maria Tatar, 20.

NEVERLAND CAN BE FOUND IN 

THE MINDS OF ALL CHILDREN,
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Figure 33 Neverland Watercolour
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lace of fairies, eternal youth, beauty, 
happiness and pleasure may also be 
associated to the Tír na nÓg Island in 
Irish mythology. Other theories refer to 
Neverland as an underworld however, 
what is certain is that Neverland and 
Peter Pan belong to the genre of Island 
fantasy. 

“Of all the delectable Islands the 
Neverland is the snuggest and most 
compact; not large and sprawly, you 
know, with tedious distances between 
one adventure and another, but nicely 
crammed.” 6 Islands are sites isolated 
from the rest of the world and while 
the symbolic geography of each 
fictional island is unique, every island 
is a place for reflection of identity and 
reinvention of self.  Neverland is also 
an island that can only be reached by 
invitation, “the island was out looking 
for them”7, is evidence that some (in 
particular, adults) are forbidden from 
landing on its magical shores. The 
narrative does however allow adults to 
return to Neverland vicariously and to 
repair their damaged sense of wonder 
through observing how children cope 
when removed from the nursery and 
travel in Neverland and a world of 
conflict, desire, despair and horror.

6  Ibid., 21. 
7  Ibid., 56.
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Neverland is a Never Land because 
of its resistance to flux and time and 
therefore resistance to reality, change 
and aging. It is the absorption of 
moments and elements and timeless 
qualities which create the integral 
characteristic of Neverland. Time and 
its relationship to play and a creative 
aesthetic situate the text very much as 
a product of the literary interests of its 
contemporary moment. Peter’s ability 
to forget “enables the continuation of 
the ludic moment in perpetuity, to be 
created and recreated for its own sake, 
unburdened by memories of the past”.8 
He is able to fruitfully develop and 
create an identity and reality for himself 
while the character of Hook illustrates 
misfortune as a man unable to live in 
and for the moment. Wendy’s character 
also exemplifies the importance time in 
the narrative as she becomes self-aware, 
discovering her appreciation of being 
an individual that will age and begins 
to comprehend the adult realities of life 
and time. Although Wendy never fully 
forgets her past, Neverland allows the 
character to recreate her identity as 
mother to the lost boys. Her awareness 
that it is role-playing means she is 
“capable of comprehending Neverland 
in childish delight, yet knowing her 
delight is childish”.9 Wendy is a 
young female character situated not 
quite within the world of adulthood 
but slightly evolved from the world 
of childhood. Within the novel she is 
assembling her identity, one which is 
discretely her own, and it is only in 
the setting of Neverland where she 
is able to test this, acting out diverse 
roles of both reality and fantasy.  

8  Donna R. White and  C. Anita Tarr, ed. J. M. 
Barrie’s Peter Pan and In and Out of Time. (Maryland: Scare-
crow Press, Inc. 2006), 23.
9  Ibid., 26.

“A million golden arrows”10 help guide 
the flight to Neverland. Radiating 
luminescence and beauty from the sun 
characterise Neverland as it becomes 
animated and enticing with its powers 
of attraction. This colourful radiance is 
a symbol renowned in many fantasy 
worlds in children’s literature.  The 
fantasy is reinforced by the narrator 
who consistently disrupts the illusion 
that Neverland is a real Island, “let 
us lie here….but we are not really on 
the island” 11  because everything is 
“make-believe” in this fictional space. 
However, the two sites of London and 
Neverland are not defined as purely 
antagonistic. While from the nursery 
nature appears animated and magical 
to the children, at the same time the 
“stars were all watching them now”,12 
invested with curiosity about humans.

10  Ibid.
11  Barrie, The Annotated Peter Pan: The centennial 
Edition, ed. Maria Tatar, 65.
12  Ibid., 35.
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“Neverland presents a childhood 
paradise filled with adventure, joy and 
youth, promising the Great Escape 
from a primary world of grown-up 
consensus reality”13 Collective values 
and traditional concepts of what is real 
stands challenged by Barrie, insinuating 
that Neverland is an imaginative 
substitute to the consensus Edwardian 
England.14 One of Peter and Wendy’s 
biggest attributes is the ambiguity 
and inquisitive nature of the actual 
versus the imagination and dreams, 
“conscious experience and the reality of 
the unconscious psyche.” Taking flight 
to Neverland has been associated to 
taking a journey to the unconscious but 
also aligned with the minds discovery 
of imagination, identity and other 
lurking affairs. 

Neverland and Peter and Wendy is 
an architectural precedent as it is an 
allegory for eternal childhood and 
escapism. The novel can be described 
as a ‘literature of encounter’15 due to 
its encouragement to reflect on the 
encounters that occur between intellect 
and nature and therefore identity and 
growing up. “Fantasy literature…
concerns the question of identity: it 
addresses the imaginative process 
of coming to grips with the inherent 
strangeness of the world in which we 
live, represented in the impossible 
strangeness of the secondary world of 
the fiction.”16 

13  Ann Yeoman, Now or Neverland: Peter Pan 
and the Myth of eternal Youth: A Psychological Perspective on a 
Cultural Icon, (Toronto: Inner City Books, 1998), 85.
14  Ibid.,
15  Ibid., 118.
16  Ibid,.
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 are incarnations of our 
fun society and modern places 
of pilgrimage that provide an 
overwhelming experience. “Leisure 
plays an increasingly important role in 
society. Fun is everywhere and exerts 
a major influence on the development 
of city centres, the periphery and the 
countryside.”17 It was the demand 
for entertainment that instigated the 
development of leisure centres and 
attraction parks which in turn became 
the universal culture of fun with 
enormous economic significance. “Our 
social identity is determined by the way 
we spend our leisure at least as much 
as by the work we do or possessions 
we own.”18 The purpose of these 
places in history were built to release 
individuals from the whims of nature 
although eventually became about 
escaping a society that has become 
work-orientated. Theme parks, tourist 
parks and pleasure gardens promise 
total immersion and detachment for 
the everyday life and rely heavily on 
the latest technological advancements 
and media. Reflecting the desires and 
fantasies of society, they are not utopic 
but play their part in the search for 
significance. The Millennial Neverland 
is an embodiment of these ideas 
influenced by millennial activity and 
resembling inhabited theme parks or 
large scale fun factories.

17  Tracy Metz. Fun! Leisure and Landscape (Neth-
erlands: NAi Publishers, 2002), Book Jacket. 
18  Ibid., 8.

Amusement parks and the like, 
represent complex phenomenon as 
a mass experience that combines 
architecture, fantasy, technology, 
danger and the spectacular. Drawing 
on a diverse range of existing leisure 
practices, the formula of entertainment 
they provide offers visual, experiential 
and cultural meanings. They also 
express the Peter Pan culture, 
creating adult playgrounds where 
the return to childhood is created 
through engineering, technology and 
imagination. Crowds flock to these sites 
in the pursuit of pleasure, escapism, 
experimentation and experience. 
The sites that reflect this and have 
influenced this thesis include, Coney 
Island, Vauxhall Gardens and Yoro 
Park: The Site of Reversible Destiny. 
The digital world is increasingly 
becoming an informal place of 
entertainment, communication and 
socialisation and video games are also 
a provider and site of play, creativity, 
darkness, entertainment and escape. 
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Figure 34  Red Grooms, Weegee, 1940. Feature of the Wadsworth Atheneum’s exhibition – Coney Island: Visions of an 
American Dreamland, 1861-2008. 

Figure 35 Strobridge Lithographing Company, Beach and Boardwalk scenes, Coney Island, 1898
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Coney Island is a neighbourhood, a 
beach and a leisure/entertainment 
destination known for its amusement 
parks and seaside resorts peaking as an 
attraction in the first half of the twentieth 
century, declined in popularity after 
WWII and years of neglect, but now  
popular again. Located in the borough 
of Brooklyn, New York City, Coney 
Island sits on a peninsular and is a 
place of speculation, imagination, 
technology and a site to visualize the 
future. It had early associations with 
innovative science, technology, and 
architecture which is conveyed by 
depictions of the emerging cultural 
landscape in the works of many artists. 
The theme parks acted as laboratories 
for the invention and testing of social, 
commercial, and technological ideas 
that would later shape Manhattan and 
the nation as a whole. It has “long been 
a site of intense speculation – in several 
senses. It has been a spectacle, an object 
of study, a subject of contemplation 
and conjecture, and, of course, a site of 
frisky investment.”19 

It has fascinated a wide variety of 
individuals and assumed extraordinary 
symbolic prominence, compelling 
people to imagine possibilities within 
art, commerce culture, and society. 
Established in the 1870s, Coney Island 
became the most diverse and famous 
summer resort in the world with ample 
hotels, restaurants, amphitheatres, 
bandstands, and bathing pavilions 
game stands and theme parks. In 1880 
a journalist described Coney as “quite 
original, distinctly American, and 
charming…The greatest resort for a 
single day’s pleasure in the world”20.  

19 Robin Jaffee Frank, Coney Island: Visions of an American 
Dream 1861-2008, (New Haven: Yale University Press, 2015), 
2.
20  Ibid., 3.
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The amusement parks erected, 
embraced festive architecture and 
lighting was seen as a crucial feature. 
With attractions that uniquely 
combined the body and the machine, 
the parks offered both safety and ecstasy 
and visual and sensory interaction that 
required compliance to the motion and 
speed of the ride by the passengers.  
‘Peter Pan ethos’ – the idea that adults 
were grown-up children, desiring 
fun and ‘new toys’, highlighting the 
“pursuit of individual gratification and 
playful hedonism”21 and the consumer 
becomes the pleasure-seeking child. 
The Peter Pan ethos displaced attitudes 
to work, play and consumption and 
amusement parks such as Coney 
Island commodified freedom and 
the enthusiasm of childhood. The 
amusement parks; Steeplechase, Luna 
and Dreamland played a crucial role 
in the emergence of a mass culture 
of commercial recreation. Exotic 
architecture and animals, mechanical 
rides, and novel attractions transported 
visitors to foreign cultures and 
imaginary places. Revolutionising 
the way people play.22  In the creation 
of Luna Park, free renaissance, the 
oriental and “an orgy of fantastic 
forms, bright colours, and sumptuous 
ornament”23 were combined to create 
a theatrical setting of magnificence, 
bathing visitors in holiday festivities. 
At night-time this would intensify 
with the vast amount of lighting. The 
attractions and the architecture were 
exotic and “the magnificence of the 
scene was such as to make those who 
witnessed it imagine they were in a 
genuine Oriental City”24.

21  Josephine Kane, The Architecture of pleasure: 
British Amusement Parks 1900 – 1939, (New York: Routledge, 
2016), 95. 
22  Ibid., 33.  
23  Ibid., 4. 
24  Ibid,.
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Figure 36  Strobridge Lithographing Company, The Barnum & Bailey Greatest 
Show on Earth/The Great Coney Island Water Carnival/The champion Male & Female 
Swimmers, Sensational High Divers, American Log Rollers and Others, 1898

Figure 37 Robert Riggs, To Heaven by Subway. Illustration in Fortune, Aug. 1938
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Figure 38 Rem Koolhaas with Madelon Vriesendorp, Dreamland Project, Coney Island, 
Brooklyn, New York, 1977.
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As sites to visualise the future, the 
entertainment and escape that these 
parks provide were and are immense. 
Coney Island is associated with 
innovative science, technology and 
architecture, becoming a fantasy and a 
playground of invention, and testing of 
social, commercial, and technological 
ideas. A contemporary article 
observed: “Steeplechase believes in 
a few simple truisms. It believes that 
most people never grow up and that 
even adolescents like to escape back 
into childhood.”77 

Rem Koolhaus also wrote extensively 
about Coney Island, understanding 
it as compelling science fiction. It was 
the breeding ground of architectural 
fantasy and prototypes and believes 
Luna, Steeplechase, and Dreamland 
still have an inexorable pull on 
how people reinvent the past and 
conceptualize the future.25 Coney Island 
provided an escape from Manhattans 
urban civilisation as a destination 
of collected dreams, providing 
unlimited entertainment and pleasure. 
It generated an “urbanism based on 
the Technology of the Fantastic: a 
permanent conspiracy against the 
realities of the external world. It defines 
completely new

Relationships between site, program, 
form and technology. The site has 
now become a miniature state: the 
program Its Ideology; and architecture 
the arrangement of the technological 
apparatus that compensates for the loss 
of real physicality.”26

25  Ibid., 173.
26  Rem Koolhaas, Delirious New York: A Retroac-
tive Manifesto for Manhattan, (New York: The Monacelli Press, 
1994), 62.

Visitors could escape from New York 
City and arrive at Coney Island where 
rides and attractions within the parks 
allowed individuals to be distracted 
from their unremarkable lives. For 
example, Luna’s famous Loop-the-
loop created ecstatic fear with its 
disorientating power of thrills causing 
visitors to forget their everyday 
worries. Roller coaster rides are 
metaphors for the ups and downs of 
life, the pain and pleasure of growing 
up and the emerging triumph.27 The 
wonder of Coney Island acclimated 
speed-obsessed individuals to the fast-
pace reality of life and “were liberated 
from the routine work-day world 
by carnivalesque revelry”28 It also 
became a place to form friendships and 
relationships.

Coney Island is an architectural 
precedent as a place of wonder, 
excitement, escape, and experience. 
Speculation, imagination, technology 
and visualisations of the future all 
exhibit significance at Coney Island. It 
is a place with attractions, population, 
a place to work and revisit, a place to 
know and be affected by, fascinating a 
vast array of people and possibilities.  

27  Frank, Coney Island, 169.
28  Ibid, 61.
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Figure 39 A.C. Pugin and J. Bluck after T. Rowlandson, 
Vauxhall Garden, 1809.

Figure 40 Lucy Askew, Model of Vauxhall Gardens, mixed media, 1984. This scale model of the gardens as they 
were around 1750 was made for the exhibition Rococo, Art and Design in Hogarth’s England, held in 1984. 
This view of the gardens, looking from east to west, is not shown in topographical prints.
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It was associated as a place of romance 
and adventure, providing for an 
expansive cross-section of society, 
from the royal family to apprentices 
and servants. It became a scene where 
new enterprises in technology were 
maintained, celebrations ensued and 
were encouraged and vast crowds 
came to be amused, distracted and 
fascinated. During its most popular 
years (1740 – 1840) the gardens 
welcomed around 10 million paying 
visitors and throughout its years 
presented some startlingly modern 
artworks as well as new, avant-garde 
and unsettling architecture and design 
as well as contemporary music.30 

Vauxhall Gardens closed in 1859 and 
nothing remains today. There has 
been nothing like Vauxhall Gardens in 
living memory, and any attempt to re-
create the special atmosphere today is 
predestined to failure simply because 
the average person’s experiences, 
attitudes and expectations have altered 
beyond measure since the eighteenth 
century. It does however serve as an 
architectural precedent in this thesis 
as an engaging destination dreamland 
that catered for a wide variety of 
culture and civilisation and a backdrop 
for romance, adventure and escape 
based on cultural and social changes in 
society at the time.

30  Ibid, 2.

Throughout its life, Vauxhall Gardens 
developed from a rural pub and 
meeting place into a dream-world full 
of visual arts and music, eventually 
becoming a commercial site of mass 
entertainment. The pleasure gardens 
were the most admired attraction in 
London for almost two centuries, from 
the mid-17th to mid-19th century. 
“They became London’s play-room, 
drawing-room and dining room; 
but more than that, the best of them 
developed into a social necessity.”29 

The role of the Pleasure Garden was 
to provide entertainment, including 
music, singing and refreshments, 
for a small admission price and 
uniquely open in the evenings which 
was a novelty for Londoners. This 
corresponded with the rise of the 
consumer society and a desire for 
new, different and attractive leisure 
activities. Vauxhall Gardens become 
internationally recognised as one of 
the finest pleasure gardens, changing 
the social life of London. Located in 
Kensington on the south bank of the 
River Thames, Vauxhall Gardens was 
a social magnet for both Londoners 
and tourists and a dynamic centre for 
the arts in Britain. Emerging from a 
rural tavern and place of meeting into 
a visual arts and musical dream world, 
the gardens eventually became a 
commercial site of mass entertainment.

29  David Coke and Alan Borg, Vauxhall Gardens: 
A History, (New Haven: Yale University Press, 2011), 2.
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Figure 41  Yoro Park: Site of Reversible Destiny. Elliptical Feild and ‘Architectural Fragments’.
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Yoro Park: The Site of Reversible 
Destiny is located in Yoro, Japan. A 
tourist park designed by Shusaku 
Arakawa and Madeline Gins, the 
park aspires to ‘reverse destiny’, 
referring to an ambition to “create 
environmental mechanisms for 
achieving immortality”31 The physical 
and Perceptual disorientation that the 
artists have created in the park aim to 
shift the visitors mind set, believing 
that mental habits, including the habit 
of dying can be fundamentally altered. 
“These ambitions and their arguments 
for initiating bodily change through 
environments have been evaluated 
primarily through the discourses 
and themes of contemporary art and 
philosophy” 32 Covering 18100 square 
metres the park consists of a main 
pavilion and a field of ‘architectural 
fragments’ contributing to a purposeful 
experimentation where visitors are 
encourage to “rethink their physical 
and spiritual orientation to the 
world.”33 The main pavilion is named 
‘Critical Resemblance House’ which 
comes with its own set of instructions. 
The large structure is separated from 
the field and designed to exploit certain 
features of the visitors understanding 
through the instructions. 

31  Sandra Kaji-O’Grady, “National Identity at 
Arakawa & Gins’ Site of Reversible Destiny—Yoro, Japan,” 
Fabrications: The Journal of the Society of Architectural Historians, 
Australia and New Zealand 12, no. 2 (2002): 19.
32  Ibid., 20.
33  “Yoro Park: The Site Of Reversible Destiny / 
Arakawa & Gins,” ArchEyes, Aug. 21, 2016. Http://archeyes.
com/reversible-destiny-arakawa-gins/.

There are nine ‘Architectural 
Fragments’ within the “Elliptical 
Field”, which is designed with 
careful consideration, incorporating 
undulating planes, shifting colours 
and spaces of disorientation. These 
fragments possess names such as 
“Geographical Ghost” and “Exactitude 
Ridge” and cause visitors to juggle, 
jumble, and reshuffle their bodies 
introducing an individual “to the 
process of being a person”34. 

“To reverse destiny one must first re-
enter destiny, re-positioning oneself 
within the destiny of being slated 
to live without ever knowing how 
and why. The re-entering of destiny 
must be highly calculated. The world 
and everything in it will have to be 
transformed into a site of reversible 
destiny.”35 Yoro Park is a site that 
approaches architecture as a way to 
innovate or change the world and 
uses architecture as a tool for daily 
research. It explores movement, 
sensory methods and conceptual 
procedures at work (or at play) within 
a built environment and questions 
values, beliefs and rules within the 
world. Arakawa and Gins demonstrate 
how the built surroundings can have 
a significant effect in initiating change 
through architectural innovation and 
an aspiration to constantly reconstruct 
how the world is fabricated and 
understood. 36 The Site of Reversible 
Destiny has also been referred to as a 
‘theme park for the soul’37

34  “Elliptical field: Site of reversible Destiny, 
Yoro” Reversible Destiny, Aug. 20, 2016. Http://www.revers-
ibledestiny.org/elliptical-field-%E2%96%91%E2%96%91-site-
of-reversible-destiny-%E2%96%91%E2%96%91-yoro/
35  Ibid.
36  Kaji-O’Grady, “National Identity at Arakawa 
& Gins’ Site of Reversible Destiny—Yoro, Japan,” 20. 
37  Ibid., 21. 
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In the modern technology driven 
world of the 21st century, another form 
of escape that has formed with the 
development of technology is within the 
digital realm and video games. While 
video games have not been extensively 
researched as an architectural 
precedent for this thesis they are 
an important concept and device to 
acknowledge. Video games are often 
framed as sites of entertainment, play 
and darkness and can be considered a 
version of Neverland. In fact, even the 
story of Peter Pan has been developed 
into video game technology since 
books and plays are declining as a 
popular form of “entertainment media 
of today’s children – video games are. 
Barrie’s story retold in video game 
form helps modernise it to appeal to 
the twenty-first century child. In turn, 
the video game form can inspire new 
revisions of the story in other media.”38 
PlayStation, Xbox, game boys, 
computer games and other digital 
games are all spatial domains that 
create an escape where the user can 
become immersed in a digital world, 
away from the everyday realities of 
life. Digital devices and video game 
technology has also been a prominent 
aspect of the lives and upbringing 
of the millennial generation, “not 
one other generation has embraced a 
technology like the Millennials have 
embraced video games”,39 using them 
as both a means of entertainment and 
communication. 

38  White and Tarr, Peter Pan In and out of time, 
174. 
39  Thom S. Rainer and Jess W. Rainer. The millen-
nials: connecting to America’s largest Generation, (United States: 
B & H Publishing Group, 2011), 189.
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This thesis believes in the importance 
of the entertainment and escape 
provided by video games, however, 
rather than realized particularly as an 
architectural precedent, its influence 
is seen more collectively in regards to 
the millennials with the general scope 
of the media and digital devices as 
discussed in Chapter 5 and in relation 
to the Netflix Ferris Wheel in Chapter 
7.1. 
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PART THREE:
‘The Mermaids’ Lagoon’



Figure 42. The Mermaids’ Lagoon social 
media, collage
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 Architecture can include the 
representation of buildings through 
photographs, models, drawings 
and technology and the experiences 
encountered every day when engaging 
with digital devices, the Internet and 
platforms such as Instagram, Facebook, 
Snapchat, Netflix and Google. 
Millennials engage with both the offline 
world - the physical environment 
where tangible architecture exists, as 
well as the online world where these 
digital devices and platforms reign 
supreme. 

Beatriz Colomina discusses the 
relationship between architecture and 
image, and the shift in the discourse 
and boundaries of architecture. 
Architecture does not solely exist 
in the built environment but also in 
technology and the spatial makings 
of the architecture itself; it exists 
in the city, but also within the 
“railroads, newspapers, photography, 
electricity, advertisements, reinforced 
concrete, glass, the telephone, film, 
radio”1 etc. Colomina deliberates 
the idea of space, representation 
and experiences, “indeed it will be 
necessary to think of architecture as 
a system of representation, or rather 
a series of overlapping systems of 
representation.”2 This means that the 
images of architecture and the media 
they are represented through are just 
as important, if not more, as this is how 
architecture is more often encountered, 
than the physical building. As well 
as considering architecture in a 
traditional sense, consideration must 
also be given to the different forms 

1  Beatriz Colomina, Privacy and Publicity: 
Modern Architecture and Mass media, (Massachusetts: The MIT 
Press, 1994), 12.
2  Ibid., 13.

ARCHITECTURE CAN BE MORE

   THAN JUST A PHYSICAL BUILDING. 
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of representation in which it can be 
confronted. Predominately discussing 
photography, Colomina’s concern 
with architecture, image and media 
goes as far as to say that architecture is 
just images and believes in “thinking 
of architecture as media”3 – the wall 
is an image, the window is an image, 
being consumed by images and media 
is architecture. “Paradoxically these 
are supposedly more ephemeral media 
than the building and yet in many 
ways they are much more permanent: 
they secure a place for architecture in 
history, a historical space designed not 
just by the historians and critics but 
also by the architects themselves who 
deployed these media.”4 The culture of 
the twentieth century became defined 
by the emergence of communication 
systems and mass media was “the true 
site within which modern architecture 
is produced and with which it directly 
engages”5. With the progression into the 
21st century and a modern millennial 
world, the internet, communication 
and globalisation has conquered 
society. Thus, an argument can also be 
made that in a millennial world where 
technology and media prevail and 
consume individuals, the internet and 
social media is architecture.

“The Baby Boomer generation invented 
something magical – a network that 
shrank the world, gave us access to a 
wealth of information and knowledge 
that would have been inconceivable 
to earlier generations, and stimulated 
a wave of disruptive innovations that 
could enable our future prosperity 
in hitherto undreamt-of ways”6 After 
being switched on in January 1983, the 
internet which began as a technological 

3  Ibid., 14.
4  Ibid., 15.
5  Ibid., 14.
6  John Naughton, From Gutenberg to Zuckerberg: 
Disruptive Innovation in the Age of the Internet, (New York: 
Quercus, 2014), xvii.
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novelty has become the forefront of 
the information age, the age in which 
millennials have had to negotiate 
growing up. The introduction of the 
Internet and the profound influence 
technology has on human society has 
also caused a revolutionary change in 
the media environment. The Internet 
has grown to overshadow broadcast 
media, seen the decline in traditional 
print media and provided a leading 
role for the mobile phone.7 This new 
media environment has become a 
threshold into a new world. A common 
misconception is that the internet and 
the web are one and the same, however, 
the internet is the infrastructure in 
which everything runs on in this new 
world and while the web is enormous 
and also important, it is merely one 
thing that operates on the internet. “Web 
pages are just one of the many kinds of 
traffic that run on the infrastructure. 
Other kinds of traffic include: music 
files being shared via peer-to-peer 
networking; software updates; email; 
instant messages; phone conversations 
via Skype and other VoIP (Voice over 
Internet Protocol) services; Streaming 
media (audio and video);”8 and more. 
The Internet, the personal computer 
and subsequent devices developed 
and introduced to society over the 
years have had a transformative effect. 
Anyone with an Internet connection 
is capable of becoming a global 
publisher, website creator, write blogs, 
post photographs or stream audio. 
And this is encouraged momentously, 
for example, the YouTube motto is, 
“Broadcast Yourself”.9 User-generated 
content exists all over the Internet and 
social media. 

7  Ibid.,109.
8  Ibid., 26.
9  Ibid., 85.



Figure 43  Walls, Social Media and the Internet, collage. 
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Millennials exist in two worlds – 
the online and the offline. The real, 
the physical and existent versus the 
internet, social media and the new 
‘wall’. While Colomina discusses 
the physical wall as an image and 
consequently architecture, this can be 
projected into the online world where 
walls exist within social networking 
technologies and exhibit multiple 
images and further “overlapping 
systems of representation”10. This 
online wall, is the screen and the 
interchangeable façade that millennials 
engage with every day. The ‘Facebook 
wall’ is the original profile space 
where user’s content is displayed, an 
area where the user or other users can 
project and post thoughts, opinions or 
criticisms for others to see including 
status updates, links, pictures, videos 
and other recent activity. In 2013, 
Facebook was considered the “third 
largest self-governing entity in the 
world, with a population of 1.11 billion 
– a social networking site that was 
created by a young Harvard student, 
Mark Zuckerberg, in 2004.”11 It was 
also found to be the most popular 
social networking site in 2016 amongst 
millennials,12 playing a crucial role in 
the lives of the networked cohort.  

The architecture of the wall that most 
millennials engage with also allows 
for the building of an online profile. 
Images, ideas or opinions can be 
uploaded to an individual’s wall which 
becomes a piece in the construction of 
an internet identity. This wall is often 
considered, curated and malleable, 
however they are not always easy to 
navigate as updating and the need 
to impress is tiresome and at times 

10  Ibid., 13.
11  Ibid., 71.
12  Brandy Shaul, “Survey: 41% of Millen-
nials Use Facebook Every Day”, Social Times, accessed 
September 2, 2016, http://www.adweek.com/socialtimes/
survey-41-of-millennials-use-facebook-every-day-infograph-
ic/643936
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challenging and confusing. Travelling 
from window to window, tab to tab, 
swiping in all directions across a 
multitude of applications, there are 
infinite digital extensions and platforms 
that connect society and allow constant 
interaction and communication. Social 
media has altered the landscape for 
millennials and has developed into 
an “important public space”13 where 
individuals can connect with others 
and share information. With the 
mainstreaming of the internet and 
social media by the mid-2000s, it had 
become “an integrated part of daily 
life for many people, and especially 
the teens who came of age during this 
period”.14The blended universe of the 
online and the offline is a “strange 
place, simultaneously wonderful 
and terrifying. It provides its users 
– ordinary citizens – with services, 
delight and opportunities”.15 As a 
paradoxical world, both wonderful 
and frightening, many opinions and 
research exist about the effect the 
internet may be having on individuals 
and society. Questions arise around the 
impact of the internet in shaping lives 
and how individuals think. Writer, 
Nicholas Carr has claimed that “our 
deepening dependence on networking 
technology is indeed changing not 
only the way we think, but also the 
structure of our brains.”16 His beliefs 
are based on modern neuroscience 
revealing the human brains ‘plasticity’ 
meaning neuronal changes occur with 
alterations in habitual practices.17 
Opinions vary, some agreeing, others 

13  Danah Boyd, It’s Complicated: The Social Lives 
of Networked Teens, (London: Yale University Press, 2014), 5.
14  Ibdi., 7.
15  John Naughton, “Has the Internet become 
a failed sate?”, The Guardian, accessed December 10, 2016,  
https://www.theguardian.com/technology/2016/nov/27/
has-internet-become-failed-state-crime-cyberspace
16  John Naughton, “The Internet: Is it changing 
the way we think?”,  The Guardian, accessed December 10, 
2016, https://www.theguardian.com/technology/2010/
aug/15/internet-brain-neuroscience-debate
17  Ibid.
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disagree or some are sceptics. Ian 
Goodyer, professor of psychiatry at the 
University of Cambridge insists that, 
“the internet is just one of a whole range 
of characteristics that could change the 
brain and it would do so by altering the 
speed of learning. But the evidence that 
the internet has a deleterious effect on 
the brain is zero.”18  While writer and 
critic Bidsha feels that “The internet 
is definitely affecting the way I think, 
for the worse,”19 disappointed in the 
lack of self-control, temptations and 
obsessions associated with the internet 
and social media. Whatever the effect 
may be, as psychiatrist, Ed Bullmore, 
maintains, “Whether or not the internet 
has made a difference to how we use 
our brains, it has certainly begun to 
make a difference to how we think 
about our brains.”20 Cyberspace and 
the internet has also changed overtime 
which in turn effects society. It used to 
be a virtual world, magical and without 
crime, spam, commercial activity or 
security worries. However with its 
development and the introduction of 
the World Wide Web, this changed 
and resulted in the blended universe 
and networked world that society 
now inhabits. Everything that occurs 
online can be monitored and under 
surveillance and cybercrime is 
constantly increasing.21  Social media 
in particular is becoming increasingly 
dark, as it “facilitate(s) firestorms of 
cruelty, racism, hatred and hypocrisy”.22 
Therefore the mainstreaming and 
continual popularity of the internet, 
social media and the wall is becoming 
harder to navigate and its effects require 
attention as it appears to exhibit both 
positive and negative consequences, 
however the influence of the future of 
cyberspace is enigmatic.

18  Ibid.
19  Ibid.
20  Ibid.
21  John Naughton, “Has the Internet become a 
failed sate?”
22  Ibid.
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Millennials have developed a special 
relationship with the online world and 
their devices with its access, internet, 
social media, knowledge and power. 
The online city they inhabit is one 
visited without fail day by day, with its 
extensions, filters and comprehensive 
networks, updating relentlessly it 
is a dense reflection of the society 
and age millennials live in. There is 
consequence and importance in this 
world that is engaged with though the 
internet and digital environment and 
also the world and architecture that 
is projected and created through the 
digital realm. These relationships are 
significant in a multitude of ways – 
including how millennials can engage 
with architecture from all around the 
world without ever leaving their room, 
through the power of a screen and by 
simply exercising their fingertips. The 
online city and architectural world 
that is entered each time a millennial 
engages with their device can often 
lead to things one never knew existed, 
it is a network of inspiration and a 
new space to be inhabited every day. 
It is linked and comprehensive and 
digital footprints are left ubiquitously, 
contributing to its density. It can also 
be a disorienting space hosted by many 
digital stages, platforms, interfaces 
and facades. It is a city that believes 
in efficiency, speed, connectivity and 
quality. Its size is incomprehensible 
and overwhelming with rows upon 
rows of data banks and warehouses 
lining both sides of the information 
highway. 

The architecture of the internet really 
is most bewildering. The world truly 
sits at the ends of fingertips and new 
voyages can be created and conquered 
in new and different ways everyday – 
clicking the mouse, swiping the screen, 
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or dropping the little yellow pegman23 
on a blue line, wandering Google’s 
earth forever. The ease of access and 
exposure to architecture is greater than 
it has ever been before and the way it 
is experienced is changing continually, 
along with how it is being designed and 
constructed. The online infrastructure 
allows for high-resolution maps, 
imagery and information working at 
light-speeds with impeccable systems 
of circulation and organisation. Surfing 
the World Wide Web and engaging 
with the infrastructure of the Internet 
has allowed for a greater education. 
Globalisation has created a connected 
world constantly accessible and forever 
exciting. 

The internet, the wall and the feeds 
that millennials scroll endlessly 
are a new form of architecture and 
framework that can be visited or 
permit invitations for other users to 
visit every day. In this online city, the 
supporting structure is mass media 
and social media. Everything is instant 
and millennials can inhabit a zone 
where the rules of time are malleable 
and magic, creativity and technology 
reign supreme. A wall’s construction 
contributes to the online city along 
with millions of other millennials in 
the online world. Each wall is unique 
but can be brought together at different 
scales to create temporary spaces and 
zones for social interaction or self-
projection. Depending on how each 
element is inserted within a wall also 
impacts the spaces created due to 
individual tensions, negotiations and 
objectives. However, at times walls, 
spaces and the online world become 
overwhelming as it begins to pollute 
thoughts with endless notifications, 
tabs and open windows, shared 

23  The yellow peg man is the guide through 
‘street view’ on Google maps.

posts and internet conversations. A 
‘wall’ provides shelter and security 
and forms a fundamental part of 
the superstructure of a millennials 
identity. Its interchangeable façade 
represents an online profile and 
projects a curated-self to the world but 
building it up block by block, window 
by window, image by image is to 
engage in a digital global society with 
an underlining grid of surveillance and 
activity monitoring. Something to also 
be weary of when building a wall. 

Crossroads exists however, between 
this online world and the offline world 
and the lines between them are more 
often blurred than separated, with 
the online sometimes taking over 
control. The online world built within 
a millennials device is a place of 
concentration and communication and 
making the journey into an architectural 
world through this on a daily basis 
impacts the spatial navigation of 
both the online and offline regions of 
society. Every moment in life becomes 
an Instagram moment, every piece 
of architecture experienced becomes 
one to show off to the world through 
social media or one to be entranced by 
when scrolling a newsfeed, looking for 
nourishment. 

The consumption of media is 
extremely extensive and prevails in 
both the online and offline world 
for millennials. A relationship exists 
between mass media, social media 
and architecture and ideas about the 
relationship between these forms 
of architectural representation and 
the built architectural environment 
are designed into the architectural 
provocations proposed in part four of 
this thesis. 





CHAPTER SIX:

MAPPING MINDS, COLLAGE, AND DRAWING:
A DESIGN PROCESS
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Figure 44. Peter Pan Wifi connected
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 navigating expectations, 
thresholds, boundaries and the 
kaleidoscopic maps of how to grow 
up in an ever-changing world. Peter 
and Wendy (as with the millennials) 
is positioned between the fictive world 
where Neverland prevails and the real 
world where rules and tensions occur. 
Mapping the minds of children in the 
novel is a task deemed impossible 
however we are given clues as to what 
is tangled within their thoughts and 
therefore establishes the creations 
in the catalogue that comprises 
Neverland. Mapping the minds of 
and defining millennials is also a task 
deemed impossible. Stereotypes have 
been identified within the generation 
and within this thesis as it is clear that 
assumptions cannot be made about the 
generation as a whole however each 
stereotype is not completely discrete 
either; crossovers, collisions and collage 
exists across them all establishing 
the creations in the catalogue that 
comprises the Millennial Neverland. 
Fragmentation, thresholds, writing, 
collage, drawing and digital modelling 
have all been an imperative notion in 
seeking to represent these ideas in the 
design process of this thesis.

MILLENNIALS ARE A 

   FRAGMENTED GENERATION 
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Figure 45. Process collage of the keliadoscopic map of Peter Pan and the Millennials lives through the threshold of the screen.
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The Peter Pan story has been re-
imagined in many various forms 
and illustrations since its creation; 
as a play, novel, film, or video game, 
with human actors or animated 
characters, its narrative, depiction 
and representation possess qualities 
that bounce between being intended 
for children and for adults. The 
drawings produced as a technique of 
representation in this project range 
from child-like associations of coloured 
pencil and whimsical drawings to the 
sophistication of digital modelling and 
tangible architectural concepts with the 
amalgamation and hybridity of both 
styles coming together at times in the 
form of collage and visualisation. 

Spatial boundaries are crossed every 
day, transitioning from one zone to 
another. “Thresholds interrupt spatial 
boundaries for a transition from one 
zone to another”24 The window is 
a threshold that interrupts and an 
important concept and architectural 
device. In the story of Peter and Wendy, 
the window in the children’s nursery 
is the threshold between two worlds 
and represents the beginning of the 
journey for the characters within the 
narrative. In today’s society millennials 
have come of age constantly interacting 
through their devices and screens. 
Connection and communication is 
expressed through the screen and the 
physical experience of the touch of a 
finger to a screen or hand on a mouse. 
The screen is the new nursery window 
for millennials - the threshold between 
two worlds – the real world and the 
virtual word, our offline profile and 
our online profile. Thresholds are 

24  Till Boettger, Threshold Spaces: Transitions 
in Architecture. Analysis and Design Tools, (Switzerland, 
Birkhäuser, 2014), 11.

explored and symbolically illustrated 
within this thesis. For example, each 
Millennial Neverland Icon explored for 
the master plan of the park investigates 
the thresholds and relationships 
between the screen and the activities 
that millennials participate in or are 
assumed to associate with. These 
include selfies, fast food, clean eating 
fads, job-hopping tendencies, new 
shopping experiences and more, and 
are examined through the hybridisation 
of drawing and digital collage (page 
121 - 125).

Tracing and adaptation are embodied 
throughout the work. Coloured-pencil, 
watercolours and acrylic painting are 
all art forms that may be associated 
to child-like fun and entertainment as 
well as adult intricacy and industry 
depending on their application. “While 
coloured pencils were once considered 
to be primarily for children, in recent 
years they have been steadily gaining 
respect amongst serious artists.”25 
Watercolour allows the ability to 
“achieved great richness and diversity 
in the medium, yet oddly it has been 
perceived as an ‘amateur pursuit.’” 
Watercolour also embodies the notion 
of “flux”26 and movement which is a 
perception associated to the millennial 
environment. They are “capable of 
things no other medium could possibly 
perform, infinitely flexible and subtle, 
but difficult and delicate”27

25  “Painting with coloured pencils” Community 
Education Centre, accessed December 11, 2016 http://www.
cecwellington.ac.nz/courses/1231-painting-with-colour-pen-
cils
26  Jerry Mcclish, Loose watercolour: a step-by-step 
guide, (Massachusetts: Hand Books Press, 2003), 12.
27  Reynolds Girdler, Jr. “Crayons in the History 
of the Arts” Art Education 20, no. 1 (1967): 30–32, http://
www.jstor.org.ezproxy.auckland.ac.nz/stable/pdf/25503087.
pdf
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The constant movement and 
amalgamation of analogue and digital 
processes reaffirms this notion of 
flux and can be seen throughout the 
understanding of the ideas, including 
the representation of themes in 
Peter and Wendy, conceptions of 
the millennials and the architectural 
perceptions conceived from the 
research. Collage emerged at the 
beginning of the twentieth century 
challenging the autonomy of art and 
encouraging the use of symbolism 
which also influenced and emerged into 
advertising on an urban scale. This was 
a time of cultural flux and artists began 
to reflect “a new and emerging image 
of the city that was one of ‘message’ 
and ‘image’ rather than architectural 
iconography”28 Collage encourages 
viewers to scan the image and make 
sense of the forms. Fragmentation is 
also an important notion in relation to 
the generative collage, tracings and the 
imagery created in the development 
and research of the Millennial 
Neverland. 

Collage can also be seen as a 
commentary on being unable to 
escape consumerism and the media as 
millennials are saturated with image 
and message, in the city and through the 
screens and devices they interact with. 
Negotiating the complex interplay of 
uncertainty and stability that is evident 
in the city can be mediated with new 
technologies and the new availability 
of digital tools has influenced a new 
way of urban thinking, “to rethink the 
city as “information landscape,” that 
is to say, as the site of intersection of 
multiple flows of information, feedback 

28  Christne Hawley, Transitions: concepts + Draw-
ings + Buildings, (Surrey: Ashgate Publishing Limited, 2013), 
5.
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and adaptation over time.”29 In Collage 
City, Colin Rowe and Fred Koetter 
discuss the composition of collage 
as an understanding of fragments 
coming together to create a “coherent 
whole out of individually distinct and 
identifiable parts.”30  The amalgamation 
of photography, painting, drawing 
and montage produces an imitation 
of commercial desire and inundation. 
The conceptual developments and 
illustrations depicted as symbolic 
gestures of the ideas in this thesis 
also resist permanence and encourage 
transformations into other worlds and 
interpretations. The combination of 
analogue and digital devices and the 
use of “collages are rough and slightly 
messy collections of worlds, worlds 
that are never fixed, that fluctuate 
spatially and materially, that carry 
traces of their histories while eternally 
projecting future narratives.”31 

The drawings allow projections for 
opportunities in the designs. The 
designs incorporate and expand on the 
collages developed in the conceptual 
processes in conjunction with new 
components and architectural devices 
related to traditional theme parks and 
amusement rides. These ideas and 
designs are discussed further in part 
four of the thesis.

29  Stan Allen, Practice: Architecture, Technique and 
Representation, (New York: Routledge, 2009), 81.
30  Stan Allen, Practice: Architecture, Technique and 
Representation, (New York: Routledge, 2009), 81.
31  Andrea Simitch, “Re-Collage” The Cornell 
Journal of Architecture, accessed November 28 2016 http://
cornelljournalofarchitecture.cornell.edu/read.html?id=10





PART FOUR:
‘The Island Come True’



Figure 46. Millennial Guide Map
COVER PAGE:



CHAPTER SEVEN:

THE FLIGHT: AN OVERVIEW



“ S E C O N D  T O  T H E  R I G H T ,  A N D    

S T R A I G H T  O N  T I L L  MORNING.” 
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 “THAT, PETER HAD TOLD WENDY, WAS 
THE WAY TO THE NEVERLAND; BUT EVEN BIRDS, 

CARRYING MAPS AND CONSULTING THEM AT 
WINDY CORNERS, COULD NOT HAVE SIGHTED IT 

WITH THESE INSTRUCTIONS. PETER, YOU SEE, JUST 
SAID ANYTHING THAT CAME INTO HIS HEAD. 

 
AT FIRST HIS COMPANIONS TRUSTED HIM 

IMPLICITLY, AND SO GREAT WERE THE DELIGHTS 
OF FLYING THAT THEY WASTED TIME CIRCLING 

ROUND CHURCH SPIRES OR ANY OTHER TALL 
OBJECTS ON THE WAY THAT TOOK THEIR FANCY. 

 
THEY WERE FLYING OVER THE SEA BEFORE 

THIS THOUGHT BEGAN TO DISTURB WENDY 
SERIOUSLY. JOHN THOUGHT IT WAS THEIR 

SECOND SEA AND THEIR THIRD NIGHT. 

 
SOMETIMES IT WAS DARK AND SOMETIMES 

LIGHT, AND NOW THEY WERE VERY COLD AND 
AGAIN TOO WARM.”

.J.M Barrie, Peter and Wendy, (Great Britain, Hodder and Stoughton, 1911), 58.
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NEVERLAND 

KENSINGTON GARDENS. LONDON
ENGLAND
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Figure 47. Kensington Gardens, London.
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THE FLIGHT TO NEVERLAND

 is both exciting and 
intimidating, time becomes malleable 
and the destination is rather 
ambiguous. The journey to the 
Millennial Neverland is both rough 
and smooth at different times or 
even both at once and navigating the 
phantasmagoria of overlapping maps 
and possibilities can be perplexing. 
Situated between the fictive world 
where Neverland and dreams 
survive and the rigid real world, the 
Millennial Neverland is a ‘theme 
park’ of sorts seeking to explore how 
millennials live in the world and cities 
they inhabit through the re-imagining 
of a Peter Pan-like Neverland as a 21st 
century built environment. 

Located in London, and over 265 acres, 
Kensington Gardens attracts millions 
of Londoners and tourists annually. 
It is home to beautiful trees and 
ornamental flower beds, as well as the 
serpentine galleries, the Long Water, 
the famous Peter Pan Statue and 
more. For many millennials, London 
is seen as a dream destination for 
the expatriate adventure experience. 
Peter Pan’s statue, commissioned by 
Barrie himself and erected in 1912, 
welcomes millennials and visitors to 
step into theme park of Peter Pan’s 
descendant’s, (the millennials) - the 
generation that doesn’t want to grow 
up and must negotiate kaleidoscopic 
maps of the city, Neverland and the 
millennial way of life. 
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With the sprinkling of a little fairy dust 
and a few happy thoughts, anyone 
can take flight and enter Millennial 
Neverland and experience all it has 
to offer. Feeding on the experience of 
the Peter Pan Generation’s existence, 
these architectural provocations were 
designed as a tool to understand 
who the millennials are, what has 
shaped their coming of age and what 
architecture is for this generation. 

Millennials aren’t settling down and 
achieving the traditional ‘milestones’ 
to adulthood and research has 
described millennials as a generation 
interested in experiences rather 
than possessions. Therefore the 
architectural response becomes 
a dreamland embracing their life 
experiences as they continue to grow 
older, gain more understanding and 
eventually become ‘grown ups’
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Figure 48. Statue Commissioned by J.M. Barrie. Kensington Gardens, London.
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Typical of most amusement parks, 
the Millennial Neverland offers 
opportunities for visitors to roam 
around and immerse themselves in 
a playground of encounters, have 
fun, escape from everyday worries 
and the expectations associated with 
becoming an adult, perhaps reflecting 
and gaining new understandings. 
Identified rides and attractions 
within the park include; the job-
hopping Merry-go-round and the 
Brogrammers Man Cave, as well as 
opportunities to indulge at Fatty 
Lane or the availability of Organic 
Avenue for those following the latest 
health conscious fads (see figure…). 
Londoners and expatriate millennials 
may also like to reside within the Co-
Living Collective for a new dwelling 
experience, an opportunity especially 
relevant and available for the many 
millennials struggling to buy a house 
and more interested in sociable 
living.1 For different shopping 
experiences there is Not a Store, A 
Story or when technology becomes 
too much, visitors can proceed to the 
Digital Detox Palm House. 

The most prominent and popular 
attractions however, are the Netflix 
Ferris Wheel, the Selfie Hall of 
Mirrors, the Dating Roller Coaster 
and the Boss Babe’s Headquarters. 
These four designs seek to engage 
in millennial’s life experiences and 
traits, establishing key components 
in the manifestation of a Millennial 
Neverland. Each design went through 
a process of creative and researched 
writing before designing and are 
further described in following the 
flight path through chapters 7.1 – 7.4.

 

1  Jessica Mairs, “Millennials want expe-
riences not possession, say co-living entrepreneurs” 
Dezeen, accessed, April 8, 2016, https://www.dezeen.
com/2016/04/05/co-living-shared-collective-accommoda-
tion-housing-millennials-trend-common-wework/
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MILLENNIAL NEVERLAND 
ATTRACTIONS AND 

ENTERTAINMENT ICONS
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CHAPTER 7.1:

THE NETFLIX FERRIS WHEEL



Figure 49 Signage for the Netflix Ferris Wheel
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ON THE EASTERN EDGE OF THE LONG WATER, 

  THE NETFLIX FERRIS WHEEL STANDS TALL IN MEDIA MAYHEM. 

Travelling through space in circular motions, the Ferris wheel is 
a revolving machine of vision and observation. The wheel offers 
pictorial possibilities, optical effects and is a visual spectacle. 

The Ferris wheel is a unique contraption, “a vantage point, 
a kinaesthetic device, and a visual entertainment installed 
within mass society“2 It is an archetypal ride found at fun fairs, 
carnivals and theme parks and “its historical emergence can 
be located at a very specific moment within modern society, 
one characterised by the linked developments of mass tourism 
and the urban spectaculars of the turn-of-the-century World’s 
Fairs. Consequently the Ferris wheel has a history of being a 
specifically urban form: it has a relationship with cities, and may 
even be taken to be one of the modes – however minor – via 
which cityscapes are constituted, presented, disseminated and 
potentially challenged.”3 

The first Ferris wheel built for the 1893 World’s Columbian 
Exposition in Chicago was to rival the Eiffel Tower in Paris. From 
the ground, a wheel may be viewed with visual enthusiasm as its 
form alters from the abstract profile of a thin, linear skyscraper 
when seen end-on, to an expanding ellipse as one passes by it.4 
Technically innovative design created a new way to experience 
the city and surroundings from new perspectives, visually 
through the sensation of taking a ride. The departure and arrival 
process of riding a Ferris wheel corresponds to the flight taken 
in Peter and Wendy as the Darling children depart the nursery 
to enter and experience a new and entertaining world before 
flying back home. Stepping through the window runs parallel to 
stepping through the screen, echoing the idea of entering another 
world through digital medium and considering the threshold 
between what is real and not real.  

Television, the Ferris wheel and Peter Pan are all forms of 
entertainment. The Ferris wheel becomes a metaphorical 
device that creates an escape from reality through vision and 
entertainment just as Netflix, television, the digital and the 
screen can also. ‘Modern life has been particularly shaped by 
the rise of new information and communication technologies,’5 
and the consumption of information and media has changed 
considerably. Millennials are digital natives, a generation who 
have been brought up in the digital media landscape, “embracing 
new media far more comprehensively than the older generations 
do”.6 Nielsen (US, 2015),  revealed the average Millennial spent 
two hours and 45 minutes watching live TV daily and one hour, 
23 minutes using TV-connected devices, totalling at four hours, 
eight minutes on a TV set. Also exposed is 66% of those held 
Video On Demand subscriptions (e.g Netflix), and the total usage 
of digital devices (PC, smartphone and tablets) for November 
2015 averaged 85.2 hours.7

2  Mark Dorrian, Writing on the image: Architecture, the city and politics of representation. 
(New York: I.B.Tauris, 2015), 4. 
3  Ibid., 25. 
4  Ibid., 30. 
5  Kilian Thomas, Nadine Hennings and Sascha Langer, “Do millennials read books 
or blogs? Introducing a media usage typology of the internet generation.” The Journal of Consumer 
marketing, 21, no. 2, (2012): 114 - 125  
6 Ibid. 
7  “Facts of Life: As they move through life stages, Millennials’ media habits are differ-
ent and distinct”, Nielson, accessed November 24, 2016, http://www.nielsen.com/us/en/insights/
reports/2016/the-total-audience-report-q4-2015.html
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Peter Pan has left its mark in literary history, influencing many 
writers proceeding Barrie. “He is a slippery sought, leaving his 
traces on our stories or his shadow to haunt us. He engages us in 
secret dialogue so that we continue the conversation that Barrie 
began, arguing the silliness of Neverland even as we manage to 
squeeze Peter into our literary dreams.”8 Although this thesis 
predominately deals with the original novel titled Peter and 
Wendy written in 1911 it is important to acknowledge that the 
story has been adapted in many forms since its creation. Peter Pan 
is more than a story that developed from Barrie’s imagination, its 
narrative has become a public phenomenon.

Since its conception Peter Pan has been recreated in stage 
productions, textual, filmic and video game forms enhancing the 
cultural knowledge of the narrative, the 1953 Disney animated 
film is the most well-known also followed with further media 
adaptations. The structure of the novel allows it to be easily 
transferable to digital media and while children today may not 
relate to the older original novel and play as much, modernised 
adaptations of the story allow Peter Pan to continue to live 
and never grow up. Cathlena Martin and Laurie Taylor argue 
in their essay, ‘Playing in Neverland: Peter Pan and video 
game revisions’ that video game versions of Peter Pan are the 
entertainment media of today and “in turn, the video game 
form can inspire new revisions of the story in other media”9 
Understandings as this keep Peter Pan in flux, never fixed and 
stable, he is constantly modified and relevant. 

Some other well-known adaptations and revisions keeping Peter 
alive and young include:

     Hook – Steven Spielberg’s film (1991)  

     Return to Neverland – Disney’s sequel (2002)

     Peter Pan – P.J. Hogan live action film (2003)

     Finding Neverland - Film (2004)

     Peter and the Starcatchers – series of books (2004)

     Capt. Hook: The Adventures of a Notorious Youth (2005)

     Peter Pan in Scarlet – Geraldine McCaughrean (2006)

     Peter and Wendy – British TV Drama (2015)

     Pan – film directed by Joe Wright (2015)

Travelling to the Netflix website you will not find any original 
Peter Pan or Peter and Wendy digital content, you will however 
find spin-offs, including a TV series titled ‘Jake and the Never 
land pirates’ and three films about Tinkerbell.10 

8  Donna R. White and C. Anita Tarr, ed.  J. M. Barrie’s Peter Pan and In and Out of Time. 
(Maryland: Scarecrow Press, Inc. 2006), xix.  
9 Martin, Cathlena and Laurie Taylor, “Playing in Neverland: Peter Pan and video game 
revisions” in J. M. Barrie’s Peter Pan and In and Out of Time, edited by Donna R. White and C. Anita 
Tarr, Maryland: Scarecrow Press, Inc. 2006, 174.
10  As of October 2016.
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Reflecting on these publications, films and adaptations is a 
reminder of ‘how influential the story has been and continues to 
be; not just popular culture but also much of children’s literature 
is informed (and misinformed) by Barrie’s ideas’11. The story will 
continue to be relevant as children grow up transitioning from 
the world of innocence to the world of experience, confronting 
the threshold of the nursery window and safety of home versus 
an outside world.   

The window also represents the journey to Neverland and 
entering another world where time is unknown and boundless. 
Time plays a large role in the story of Peter Pan where Neverland 
(the name itself playing upon the idea of a space existing outside 
time), allows for ludic creativity by disregarding past, memory 
and future. The ludic moment is maintained by Peter’s capability 
to forget, permitting creation and recreation, unburdened by 
past memories. The window is also where stories in the narrative 
begin as Peter visits the Darling household to hear stories being 
told inside. Significant objective within the Peter and Wendy 
narrative revolves around story-telling, this being Peter’s 
ultimate passion, symbolising his aesthetic will to create both 
himself and his world. The journey from the window is taken 
by flight - a magical form of travel, leaving the safety of home 
behind and becoming airborne, associated the pleasure of riding 
the Ferris wheel.

11   Donna R. White and C. Anita Tarr, ed. J. M. Barrie’s Peter Pan and In and Out of Time, 
xx.
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Figure 50 Peter Pan YouTube channel - collage of various adaptations and revisions of the Peter Pan narrative
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Figure 51 The Netflix Ferris Wheel North Elevation
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London already exhibits a Ferris wheel of fame and visual delight, 
and the London Eye is a case study for architecture and the 
spectacular – a ‘machine of the visible’ – it’s  “‘the way the world 
sees London”.12 The Netflix Ferris wheel does not attempt to 
upstage or contend with the London Eye. Instead, it is influenced 
by the movement and ideas of a Ferris wheel in analysing how 
millennials consume visual digital media, stepping into multiple 
worlds and stories through the screen. Television and digital 
media have also become sites of architecture and of viewing 
architecture. The increase in digital platforms and the speed of 
access allow viewers to experience architecture through their 
television set, computer, tablet or smart phone. Manipulating 
the notion of the Ferris wheels, entering The Netflix Ferris Wheel 
is to enter a world of flux and movement, creativity, play and 
imagination, as well as consumption and media mayhem. 

12   Mark Dorrian, Writing on the image, 25.
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1. FERRIS WHEEL ONE
2. FERRIS WHEEL TWO
3. FERRIS WHEEL THREE
4. OBSERVATION SPIRAL
5. YOUTUBE SPIRAL
6. YOUTUBE LIFT
7. MSN MESSENGER
8. ICE BUCKET CHALLENGE
9. 3D EXPERIENCES
10. HARLEM SHAKE DANCE FLOOR
11. SIX-SECOND VINE SLIDE
12. BUZZFEED LIST GENERATOR
13. THEATRE STAGE
14. CAT VIDEO PLATFORM
15. BEBO LUV STOP
16. HASHTAG COLLECTION STOP
17. MEMES OBSERVATION TOWER
18. SHARING STATIONS
      CHARGING STATIONS
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Upon entering the Netflix Ferris Wheel, a sense of removal or 
distance can be felt as individuals are separated from the ground 
and transported into the sky entering the millennial media 
frenzied world. A journey can be made in the largest of the 
three Ferris wheels with friends where pods may screen various 
television shows and movies or create the perfect atmosphere 
for a group stalking session on Facebook. Slightly smaller, 
the second Ferris wheel is more intimate for pairs for similar 
experiences, perhaps ‘Netflix and chill’, scroll Buzzfeed and take 
the latest quiz, share you-tube videos and more. The third Ferris 
wheel experience is suited for an individual experience or escape 
from reality, getting lost in fictional worlds, binge watching the 
latest TV series or entering worlds where presence, activity and 
existence is more prominent in the online world than the offline, 
ideal for the Digital Recluse Millennial. There is so much to 
watch and see; from Peter Pan, to Return to Neverland, Hook and 
Finding Neverland or other modern films of or another heavily 
adapted and regenerated stories. Participants and observers find 
themselves immersed and confronted by Netflix, Neon, HBO, 
video games, podcasts, memes, vines, GIFs and social media. 





Figure 53  The Netflix Ferris Wheel
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Figure 54 Views inside the  The Netflix Ferris Wheel from the Observation Spiral.
PREVIOUS PAGE:



Figure 55 Logos for the media mayhem of the Netflix Ferris wheel. 
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Figure 56 Guinness world record “T-shirt 155”
Figure 57 Spongebob Squarepants Full Episodes
Figure 58 Susan Boyle - Britain’s Got Talent 2009 Episode 1

Figure 59 The Sneezing Baby Panda
Figure 60 Justin Bieber - One Less Lonely Girl
Figure 61 The Best Planking Pictures Compilation

Popular YouTube Video screenshots (screened in the Netflix Ferris wheel):
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Figure 62 Charlie Bit my Finger - Again!
Figure 63 Leave Britney Alone (Complete)
Figure 64 Charlie Schmidt’s Keyboard Cat - The Original

Figure 65 Harlem Shake (Original Army Edition)
Figure 66 PSY - Gangnam Style
Figure 67 David After Dentist
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Figure 68 Elmo addicted to Memes, Facebook.
Figure 69 Dog still in bath, Facebook.
Figure 70 Struggling to get a handle of life, Instagram.

Popular Memes circulating social media, screenshot from Facebook and Instagram:

CLOCKWISE FROM LEFT:



151

Figure 71 Procrastinating with BuzzFeed, Instagram.
Figure 72 Kylie Jenner waiting for friend to receive meme, Facebook.
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Figure 73 YouTube Spiral close up in the Netflix Ferris wheel
Figure 74 Details of the Netflix Ferris Wheel, featuring YouYube Spiral, Harlem Shake Dance Floor and six-second vine slide
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All three Ferris wheels have opportunities to exit onto one of 
the two spirals (the Observation Spiral and YouTube Spiral) and 
proceed to the top look-out points or down into the media pit. 
From the top one can choose how to navigate the media path 
around, back down or out, collecting images, videos, hashtags 
and more or can dive straight in and get lost inside the you-tube 
spiral warp, crashing into T.V screens, Tumblr, Buzzfeed, Netflix, 
twitter, planking, the Harlem shake or ice bucket challenges. 
Not forgetting to check out some cat videos, chat over MSN 
messenger, send Bebo luv, download the latest apps, and catch 
the news, listen to the radio or experience virtual reality. The 
‘you-tube spiral’ (Figures 73-74) offers the exhilarating ride of 
being confronted by videos that have gone viral, from Susan 
Boyle and Justin Bieber music clips to “Charlie bit my finger”, 
“Leave Britney Alone”, “Charlie Schmidt’s Keyboard Cat”, 
“Gangnam Style”(most viewed you-tube clip with over 2 billion 
views) and more. (Figures 56-67)
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Figure 75 Details of the Netflix Ferris Wheel, featuring celebrity Rita Ora to the left enduring the Ice Bucket Challenge, the YouTube Spiral in the background, hashtags lining the 
observations spiral and man in the foreground about to upload content at one of the sharing stations. 
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The two spiral pathways also allow users to walk the routes 
and stop to create new content or participate in popular media 
phenomenon. At the msn messenger station users can chat to 
their friends online, while groups at the Harlem Shake dance 
floor can create a comedic sketch internet meme as a video. Catch 
up on the latest social news and entertainment at the BuzzFeed 
stop and interact with their list generator or those up for it can 
join celebrity Rita Ora (Figure 75) to complete the Ice Bucket 
Challenge to raise awareness and donation for motor neurone 
disease or other organisations. Bebo was a social networking 
site popular in the mid-2000s which included the act of giving 
‘luv’ (sending a love heart with a comment to increase the ‘luv’ 
on another individual’s profile). The Netflix Ferris Wheel offers 
this opportunity too. The ‘Vine Slide’ is a six-second spiral slide 
representing the six-second-long looping video clips that became 
a sensation on the Vine app. Within the media pit a theatre stage 
can be found, as well as cats playing ready to be captured for 
new memes - humorous images, videos or text spread rapidly 
over the internet (Figures 68-72). They can be created, shared and 
viewed at the Memes observation tower. Hashtags and caption 
inspiration can be collected and multiple screens (Figure 75) are 
available throughout the Netflix Ferris Wheel to save, private 
message or share experiences, with the hope of it going viral. 
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CHAPTER 7.2:

THE SELFIE HALL OF MIRRORS
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“IT IS HUMILIATING TO HAVE TO CONFESS 

THAT THIS CONCEIT OF PETER WAS ONE OF HIS MOST FASCINATING QUALITIES.

 TO PUT IT WITH BRUTAL FRANKNESS, THERE NEVER WAS A COCKIER BOY.” 

– NARRATOR, PETER AND WENDY, 40. 
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 A remarkable structure splits society in two halves, 
separating entities into two identities. Divided by complexity and 
crossroads, it’s not always easy to distinguish the two. Certainly 
a native from the offline may fail to recognise one from the online 
and vice versa, but in discovering the ancestries of either, the 
disparities become immediately transparent and amplified. 

The journey is not completely existent nor a simple fantasy, 
roaming in and around the structures crevice and resulting 
identities, one sometimes gets lost in the surroundings. On either 
side, the extensions are full of dreams and imagination; creation 
and organisation; negotiation and endorsement. Shoulder to 
shoulder, the division that occurs, stands between the offline 
and the online however sometimes collisions transpire or 
paths crossed while navigating the zig-zagging networks and 
complexities, and the guiding map becomes a kaleidoscopic 
image charting both the connected and the dis-connected.

The offline region is the real, reality and real time. The online 
is the internet - the network of networks, the broad array of 
electronic, wireless, optical and social networking technologies, 
of course, also home to the wall. Not a real wall, like those made 
of bricks or timber but the online wall, the interchangeable 
façade, the screen, the wiring installed to represent online 
profiles, present material, vision, perspective and opinion; the 
projection of self-curated content created for others to see when 
they require nourishment scrolling through their newsfeed. 
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Figure 76 Selfie Hall of Mirrors Millennial Icon collage. Natasha stands inside the Selfie 
Mirror Maze with her Selfie Stick in hand ready to capture some photographs. 
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A picture paints a thousand words,  a selfie can paint a thousand 
more or maybe none at all. Uploading a selfie to a personal 
wall creates part of an internet identity. Contributing to the 
web of curated content dispatched into cyberspace, a wall 
provides shelter and security forming a fundamental part of the 
superstructure of an individual’s identity. However, walls are 
not always easy to navigate and the need to update and impress 
is tiresome, challenging and confusing. 

Incessantly renovating the content of their wall, the selfie citizen 
roams the endless bounds of cyberspace seeking constant 
interaction; constructing and socialising on the hunt for 
reassurance to validate a sense of individuality and uniqueness 
supported by the approval of the collective. The internet, the wall 
and the feeds scrolled endlessly are a new form of architecture 
and framework that can be visited every day. The selfie becomes 
architecture, the clothes worn, the buildings visited, the sunsets 
seen, a structure, a scene in the real (offline) world or of a life 
and the world inhabited through the camera’s lens are all 
architecture and a fragment of this framework can be created and 
curated to project to the rest of the world. Experiences exist in the 
offline world in order to curate an online world, every moment 
occurring can be lived through a device as it is ‘snapped’ or 
becomes ‘instagrammable’.  

In the online city, the supporting structure is mass media and 
social media. Everything is instant and zones can be inhabited 
where the rules of time are malleable and magic, creativity and 
technology reign supreme. A wall’s construction contributes 
to the online city along with billions of other citizens in the 
online world. Each wall is unique but can be brought together at 
different scales to create temporary spaces and zones for social 
interaction or self-projection. Depending on how each element 
is inserted within a wall also impacts the spaces created due to 
individual tensions, negotiations and objectives. However, at 
times walls, spaces and the online city become overwhelming 
as they begin to pollute thoughts with endless tabs and open 
windows, shared post and internet conversations. Building 
online profiles up block by block, window by window, image by 
image is to engage in a digital global society with an underlining 
grid of surveillance and activity monitoring. 
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Figure 77 If Peter Pan was on Instagram Collage
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On the Western side of The Long Water stands The Selfie Hall of 
Mirrors, inspired by the archetypal house of mirrors – another 
traditional attraction found at fun fairs, carnivals and theme 
parks. House of mirrors are comprised of a maze of mirror panes 
often distorted due to convex or concave curves to obscure the 
reflection of the participant, producing humorous or frightening 
images. The Selfie Hall of Mirrors is a manifestation of a diverse 
and connected society of millennials due to the internet, social 
media and the selfie. Reflecting on the selfie leads to reflecting 
the special relationship millennials have developed with their 
devices affecting their daily life, productivity and relationships, 
surrounding environments and global surveillance. The (mobile) 
device has become the physical, mental and spiritual medium of 
millennials. The online phenomenon prevailing in the lives of the 
millennials means that communication occurs at a faster, almost 
immediate pace and to a wider variety and group of people.

In recent years, the selfie has taken over social media and 
the internet, with over 280,892,091 photos tagged #selfie on 
Instagram13.  The innovation of the smartphone, front-facing 
camera and webcam separates selfies from traditional portraiture 
due to its instantaneous nature and distribution over social 
networks. Selfies come in many forms, including, gym selfies, 
belfies (bum selfies), OOTD (outfit of the day) selfies, bathroom 
mirror selfies, animal selfies, group selfies, celebrity selfies, and 
tourist, art and architecture selfies. Taking a selfie and posting it 
for others to see is a form of representation, self-expression, self-
obsession, self-confidence, and self-love. While it can be seen as 
narcissistic or vain it can also be seen brave and engaging.  

Peter Pan has been considered a narcissist14 and if he was a 
character developed in the 21st century with Instagram, Facebook 
or Snapchat, ‘selfie’ would surely feature in his vocabulary and 
image (Figure77,, “to put it with brutal frankness, there never 
was a cockier boy.” However, “it is humiliating to have to 
confess that this conceit of Peter was one of his most fascinating 
qualities.” 15

13  As of 12.12.2016 at 11.41pm NZT
14  Dan Kiley, The Peter Pan Syndrome: Men who have never grown up, New York, Avon 
Books, 1983), 130.
15  J.M Barrie, Peter and Wendy, (Great Britain, Hodder and Stoughton, 1911), 40.
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Figure 78 Golden Ratio front and side profile faces.
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The Selfie Hall of Mirrors is a place of confrontation, 
contemplation and communication, as well as a place of fun. 
The form of the architecture is derived from the combination 
of Peter Pan and the Golden Face Ratio. “It has long been said 
that beauty is in the eye of the beholder and thought that beauty 
varies by race, culture or era.  Evidence, however, shows that 
our perception of physical beauty is hard wired into our being 
and based on how closely the features of one’s face reflect phi 
in their proportions.  The Golden Ratio appears extensively in 
the human face, as demonstrated in a 2009 university study 
on attractiveness.”16 It has been suggested that there is a 
relationship between selfie-posting behaviours and narcissism, 
vanity and beauty but there have also been social movements 
of awareness influenced by the selfie such as #nomakeupselfie. 
The #nomakeupselfie trend escalated on social media exhibiting 
bravery and honesty and encouraged women to be more 
confident in their natural beauty. These perspectives, ideas and 
movements led to consideration of the ‘golden ratio face’ and 
it’s appropriateness in the design of the Selfie Hall of Mirrors. 
Using tracing techniques, the ‘Face’ slowly disintegrates and 
begins to confront notions of beauty, vanity and the selfie. The 
lines, shapes and appearances may reflect a new plan, pathways, 
spaces and ideas for The Selfie Hall of Mirrors. 

Influenced by the Golden Ratio drawings (Figure 78), in 
conjunction with the theme of Peter Pan as a cocky character led 
to the development of including Peter Pan in the plans. (Figures 
79-80)

16  Gary Meisner, “Facial Analysis and the Beauty Mask,” The Golden Number, accessed 
Septermber 10, 2016, http://www.goldennumber.net/beauty/ 
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THE SELFIE HALL OF MIRRORS
KENSINGTON GARDENS. LONDON

. ENTRY
. SALON SPACES

. SNAP CHAT STUDIO 
. MIRROR MAZE

. THE CELEBRITY SELFIE EXPERIENCE
.  COSMETIC SALON + BOTOX BOOTHS

.  MICHAEL JACKSON RECONSTRUCTIVE HALL
. THE RAINING HEARTS ROOM

. THE SHOWERING THUMBS ROOM
. SLIDING ‘FILTER’ WALLS 
. THE REFLECTION ROOM

. THE SELFIE ARCHIVE

Figure 79 Development of Selfie Hall of Mirror Plan
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THE SELFIE HALL OF MIRRORS
KENSINGTON GARDENS. LONDON

. ENTRY
. SALON SPACES

. SNAP CHAT STUDIO 
. MIRROR MAZE

. THE CELEBRITY SELFIE EXPERIENCE
.  COSMETIC SALON + BOTOX BOOTHS

.  MICHAEL JACKSON RECONSTRUCTIVE HALL
. THE RAINING HEARTS ROOM

. THE SHOWERING THUMBS ROOM
. SLIDING ‘FILTER’ WALLS 
. THE REFLECTION ROOM

. THE SELFIE ARCHIVE

Figure 80 Peter Pan x Golden Ratio Face created the basis for the Selfie Hall of Mirror Plan



170

1. NARCISSUS REFLECTION POND
2. PLASTIC SURGERY LIPS
3. SELFIE MIRROR MAZE
4. HAIR AND BEAUTY SALON
5. LuMEE SELFIE BOOTH
6. PHOTO STUDIO
7. ‘UPLOAD TO YOUR WALL’ PLATFORM
8. 360 CELEBRITY GLAM CAM
9. RAINING HEARTS ROOM
10. SLIDING FILTER ROOMS
11. REFLECTION ROOM
12. SELFIE ARCHIVE
13. SHOWERING THUMBS PAVILLION
      CHARGING STATIONS

Figure 81 The Selfie Hall of Mirrors Plan
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Figure 82 The Selfie Hall of Mirrors





Figure 83 The Selfie Hall of Mirrors Entrance
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To the right of the main entrance visitors are confronted by 
the Narcissus Reflection Pond, referencing Greek Mythology’s 
Narcissus and Peter Pan as “mythic figures, renowned for their 
beauty, who refuse to grow up, mature and develop emotional 
attachments”17. Next to the pond, The Plastic surgery Lips are 
a nod to Kylie Jenner’s18 Lip filling habit and Michael Jackson’s 
plastic surgery affinities. Jackson, a celebrity associated with 
never growing up, a “child star almost by definition doesn’t have 
a childhood”19, built his own Neverland Ranch to make childhood 
dreams come true, including amusement park entertainment 
and accommodation buildings, a zoo and a Museum of Michael 
Jackson.20 The Selfie Mirror Maze (Figure 84) provides panels 
of various convex and concave mirrors, allowing for infinite 
reflections of self and figure in numerous directions and many 
photographic opportunities. There is a main entrance and a 
back entrance and the winding nature is one to be careful of, 
especially entering through the Michael Jackson back entrance 
accessed through the plastic surgery lips, as individuals may get 
lost or trapped in corners or down pathways that lead to nothing 
but their reflection. 

The hair and beauty salon allows users to consider physical and 
personal editing pre-photograph while the LuMee21 Selfie Both 
offers perfect lighting inside a private booth for flawless selfies. 
There is also a Photo Studio to set up various scenarios and have 
professional photos taken, While most individuals probably 
possess a sufficient smart phone to do what they like with 
their images, there is also the ‘Upload to your wall’ platform 
providing devices to digitally edit and upload photos to various 
applications. Multiple charging stations are placed throughout 
the spaces to constantly retain full batteries.

17  J. M. Barrie., The Annotated Peter Pan: The centennial Edition, ed. Maria Tatar. (New 
York: W. W. Norton & Company, Inc, 2011), 1ii.
18  Kylie Jenner is a celebrity and member of the famous Kardashian family.
19  Paul Theroux, “Michael Jackson’s Iconic Neverland Ranch,” Architectural Digest, 
Accessed November 20, 2016. Http://www.architecturaldigest.com/story/neverland-ranch-mi-
chael-jackson-article
20  India Wright, “The Architecture of Michael Jackson: Neverland Ranch,” The 
Architect’s Journal, accessed November 20, 2016, https://www.architectsjournal.co.uk/the-architec-
ture-of-michael-jackson-neverland-ranch/5204220.article
21  LuMee is a brand that sell smartphone cases that have lights installed within them to 
take the perfect selfie. Kim Kardashian is an endorser of the product. 
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Figure 84 Selfie Mirror Maze
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The 360 Celebrity Glam Cam is where individuals might meet 
Kim Kardashian, the most famous selfie taking celebrities. 
Cameras are arranged to perfectly capture your potential red 
carpet look from all angles. The Raining Hearts Room and 
Showering Thumbs Room are two spaces combined with 
lights and mirrors ideal for taking selfies in. Inspired by Yayoi 
Kusama’s Infinity room exhibitions which radiate a “dizzying 
sense of limited infinity, uncanny proliferation of viewer in the 
space, the dissolution of boundaries between self and other, the 
sensation of slipping into another world for a matter of mere 
minutes.”22 Her use of Lights, mirrors and water create multiple 
reflections and her work encourages selfies in an artistic world. 
The hearts and thumbs represent the validation required when 
a photo or selfie is posted on social media but are developed 
into the real world, creating elusive, imaginative architectural 
space which in turn becomes photographed and posted on social 
media. 

Moving through the halls, Sliding Filter Walls are constantly 
updating but can be moved and applied to a millennials’ reality. 
Does Sierra suit the scene, Low-fi or Ludwig for ones’ lifestyle 
or Inkwell for an identity? Are you a Hudsen millennial, a Hefe 
millennial or a #nofilter millennial? How strong is the Structure, 
the Fade, the Brightness and the Contrast? Will the millennial 
Sharpen or Tilt-shift? Can the filters applied to Instagram scenes 
and selfies be functional in reality? The sliding filter walls23 
confront the editing process of an online identity and applying 
them to an offline identity encourages self-reflection of image. 

The Reflection Room is a one-way mirrored room with lights 
disguised behind. Connecting to a millennial’s device the room 
reads the amount of social media and internet usage consumed. 
The higher the consumption of social media and internet the 
brighter the lights become, overexposing the reflection of the 
millennial and distorting the image facing back at them. A 
snapshot will quickly be taken and displayed on the wall for five 
seconds before disappearing into (cyber)space. Disorientated by 
the disappearance of the potentially disturbing and distorted 
mirror-image, the lights dim again and millennials are left 
unaware of where the selfie has disappeared to, reflecting 
internally by their reliance on devices and how they direct their 
energy

22  Priscilla Frank, “Selfie Obliteration: How Yayoi Kusama Invented The Photo-Friendly 
Art Show, or why you should definitely take a selfie with Kusama’s installations”, The Huffington 
Post, access August 12, 2016, http://www.huffingtonpost.com/entry/yayoi-kusama-selfies_
us_562687ede4b08589ef493823
23  Sliding filter walls reference the photographic filters that can be applied to images on 
the Instagram app and posted onto the platform.

The online medium has become the ears, eyes and mouth. The 
selfie, social media and the internet have initiated and increased 
instant communication and globalisation. Unique to the 
millennials, no previous generation has had to navigate both an 
online and offline identity while coming of age, understanding 
themselves, who they are and who they want to be. Posting on 
digital platforms develops the architecture of identity and the 
architecture of the medium. However, due to the immediacy 
and speed of these networks, selfies and other posts become 
dated almost as soon as they are despatched. There is a temporal 
nature to them as the significance of a post is usually disregarded 
after 24hrs as it loses relevance to new posts published. The posts 
become digital artefacts. The Selfie Archive is the final space in 
The Selfie Hall of Mirrors. A space that collects all selfies captured 
in the Reflection Room and like scientific objects, the selfies can 
be taken off the shelves and revisited or used by anyone entering 
the archive. When the selfie ‘disappears into (cyber)space’ from 
the Reflection Room and arrives (unknowingly to the selfie-taker) 
to the archive, the process makes a comment on the speed of 
communication and disappearance of information into the world 
wide web of the unknown. The selfie Archive is data storage but 
represents (the nativity in) how these posts become public and 
can be revisited and accessed by anyone at any time. Individuals 
can choose to either collect the selfie and take it down from the 
wall, or leave it up for the world to see and use. 
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Figure 85 Detail of Selfie Hall of Mirrors, featuring Photo studio and Hair and Beauty Salon bottom left corner with famous selfies screened around exterior walls,  Michael Jackson outside the Plastic Surgery Lips bottom centre. Selfie Mirror Maze right cheek, 
Showering Thumbs Pavilion Right (eye) top, Sliding filters walls far top left, Raining Hearts room top left and Kim Kardashian posing in the 360 Celebrity Glam Cam left centre. 
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The selfie hall of mirrors aims to engage with millennials, the 
selfie, social media and the internet. It encourages selfies to be 
taken, approving the cultural phenomenon it has become but 
educates or aims to make participants aware of their offline 
vs online filters, profiles and surveillance.  “Surveillance has 
become a growing feature of daily life”24 filtering data, watching, 
listening, gathering information and monitoring lives through 
ever present digital technologies. Selfies are often shared on 
platforms that require users to willingly provide personal 
information in order to facilitate them and “Every time we 
disseminate a selfie, we make it possible for a new crop of 
surveillance technologies to track us.”25 

The selfie is embraced as the biggest genre of portraiture and 
art and generates spaces that make millennials aware of the 
selfie culture, the online phenomenon and the representation 
of self, reflected in both honest and distorted ways, both online 
and offline. The architecture of the spaces together, become a 
spectacle, encouraging photos and selfies to be taken of it and 
within it, and for those images to be distributed to the world 
through these popular and demanding social networks. “The act 
of taking a selfie simulates and evokes that outside point of view. 
It makes our self real to us, something we can experience and 
consume, at the expense of pretending to be someone else as we 
look.”26

 

24  Henry Giroux, “Selfie Culture at the Intersection of the Corporate and the 
Surveillance States”, Counterpunch, accessed December 16, 2016, http://www.counterpunch.
org/2015/02/06/selfie-culture-at-the-intersection-of-the-corporate-and-the-surveillance-states/
25  Evan Selinger and Woodrow Hartzog, “When Selfies become Surveillance Beacons,” 
SchirnMag, accessed December 16, 2016 http://www.schirn.de/en/magazine/context/hartzog_se-
linger_surveillance_faceprint/
26  Rob Horning, “Selfies without the self”, The New Inquiry, accessed December 16, 2016, 
http://thenewinquiry.com/blogs/marginal-utility/selfies-without-the-self/









CHAPTER 7.3:

THE DATING ROLLER COASTER
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“THE WAY MR. DARLING WON HER WAS THIS: 

 THE MANY GENTLEMEN WHO HAD BEEN BOYS 

WHEN SHE WAS A GIRL DISCOVERED SIMULTANEOUSLY 

THAT THEY LOVED HER, AND THEY ALL RAN TO HER HOUSE 

TO PROPOSE TO HER EXCEPT MR. DARLING, 

WHO TOOK A CAB AND NIPPED IN FIRST, 

AND SO HE GOT HER. HE GOT ALL OF HER, 

EXCEPT THE INNERMOST BOX AND THE KISS. 

HE NEVER KNEW ABOUT THE BOX, 

AND IN TIME HE GAVE UP TRYING FOR THE KISS.”1

1  J.M Barrie, Peter and Wendy, 8-9.
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 Chasing the kiss, sometimes 
their tracks cross paths triggering 
confusing circumstances, other 
times creating magical moments. 
One minute they may be tangled 
like spaghetti junction, the next 
straight and clear, but which path 
should be followed is never easy to 
know. Standing tall in the sunlight, a 
mountain beckons – wrapped in these 
rail roads on the search for ‘the one’ 
or maybe just some fun. It is never an 
easy climb, constantly unpredictable. 
Plucking roots from the soil, and 
petals from the pistil; he loves me, he 
loves me not; she loves me, she loves 
me not.  ‘

THE HEAD AND THE HEART TRAVEL DOWN WINDING   
  RIVERS AND UP SCRAMBLED RAIL ROADS.  
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Figure 86 Peter Pan on Tinder
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First things first, individuals must 
check their height. ‘Are you tall 
enough for this ride?’ Clean the face, 
straighten the hair or pump out a 
few extra push ups, millennials will 
be needing to look their best for this 
excursion. Discard sandals and strip 
down to remove any loose items and 
expose one’s personality: or hide 
them with the obsessive, down in 
the depths of stalker alley. Whether 
looking for Mr or Mrs ‘Right’ or; 
Mr or Mrs (Swipe) ‘Right now’, a 
friend, a partner or just someone to 
sleep with, there are many potential 
possibilities. Those who know what 
they want can head straight to Tinder 
Mountain Hotel, or can proceed to 
pull the curtains and enter a Tinder 
booth. Set up a profile and attach 
Facebook photos…‘It’s a match!’ 
The siren wails. Entering a cart and 
pulling down on the safety barrier, 
millennials brace themselves for The 
Dating Roller Coaster. 



1. ENTRY RAMP 
2. TINDER BOOTHS
3. COUPLES ROLLER COASTER EXITS
4. EX’S WATCH TOWER
5. SOCIAL EATERIES AND SHOPS
6. DECK CHAIR MOVIE THEATRE
7. CUSTOMER COMPLAINTS
8.EXIT LIFT (TRAVELS TO STALKER ALLEY AND CREEPERS CAVE)
9. TINDER MOUNTAIN HOTEL AND NIGHTCLUB
10. MINIGOLF
11. SINGLE ‘GAP-IT’ EXIT LIFTS
12. ISLE OF COMMITMENT
13. ESCAPE TRAP DOOR
14. ROLLER COASTER

Figure 87 The Dating Roller Coaster Birds Eye Plan
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Figure 88 The Dating Roller Coaster
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THE EX’S 
WATCH TOWER ROLLER 

COASTER

DECK CHAIR OUTDOOR 
MOVIE THEATRE

MOVIE SCREEN

TINDER 
BOOTHS

ENTRANCE

SINGLE ‘GAP-IT’ 
EXIT LIFT

SOCIAL EATERIES 
AND SHOPS

SINGLE ‘GAP-IT’ 
EXIT LIFTROLLER COASTER 

CARTS

COUPLES ROLLER 
COASTER EXIT

SINGLE 
‘GAP-IT’ 

EXIT LIFT

ISLE OF COMMITMENT

TRAP DOOR ESCAPE

MINIGOLF

TINDER MOUNTAIN 
HOTEL AND NIGHTCLUB

Figure 89 The Dating Roller Coaster labeled perspective
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Jump in a (roller coaster) cab like 
Mr Darling did so, and get to know 
a date IRL (in real life). Wrapping 
itself around Tinder Mountain, the 
Dating Roller Coaster provides the 
opportunity to instantly meet a match 
and go on a ride. Those taking the ride 
can be dropped off at various stops – 
the night club, a bar or a restaurant, 
catch a movie, play some mini-golf or 
take the route straight to a hotel room. 
Millennials can swing by the flower 
shop if feeling inclined. However, they 
will need to watch out for peeping-
toms or being ‘ghosted’ and be wary 
of the crazy ex’s with their binoculars 
investigating from above in the watch 
tower and always know their exits - 
there are plenty. Areas for space and 
separation can be sought if confusion 
and nausea set in after going around 
one to many loop-to-loops. Blocks 
can be administered at any time and 
all complaints can be directed to 
customer service. However be careful 
of taking the lift too far below ground 
or ride-goers might find themselves 
tip-toeing through creepers cave or 
down stalker alley praying to find 
the trap door to escape. If all goes 
well though, couples can prove their 
love with the most romantic gesture 
of 2016 – deleting ones Tinder profile 
(Figure 91) and proceeding down the 
isle of commitment.   



198

Love, dating and romance, come in 
many appearances, online or offline, 
across a screen or IRL, through; 
affection, infatuation, friendships, 
kissing, talking, messaging, ghosting, 
prowling, yearning, obsession, 
respect, lust, delight, tinder, grindr, 
courtship, affairs, and intrigue. It 
rarely runs smoothly and fitting the 
puzzle together to understand it 
all, almost always feels impossible. 
Whether a relationship becomes 
exclusive or nothing at all, it’s a roller 
coaster ride of tight turns, steep slopes, 
sweaty palms, the inability to breathe 
and a stomach full of butterflies. One 
minute it’s thrilling and exhilarating, 
the next it’s nerve-wrecking and 
panic sets in. Whether screaming 
for the ride to stop or hoping it will 
never end, it makes adrenaline soar 
with excitement, confusion, and 
anticipation. 

Tinder Mountain and The Dating 
Roller Coaster explores the ways in 
which millennials are meeting and 
going on dates, whether looking for 
friends, relationships, or casual sex. 
Traditional courtship has changed as 
millennials remain untied to romantic 
partners and delay marriage and 
creating families until later in life 
than previous generations, heading 
towards ‘adulthood’ at an individual 
pace. 27 

27  Robyn Marantz Henig, “What is it about 20 
Somethings?” The New York Times, accessed March 28, 2016.
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Millennial’s engage with architecture 
and with each other in new ways as 
they have had to negotiate ‘growing 
up’ with the introduction of the 
internet, social media and dating apps 
to interact, gather information, attract 
attention, find dates, make social 
comments and conduct business. 
Tinder is the latest and most widely 
used application for millennials to 
find and create relationships both 
long lasting and short-lived. It is 
“a fun way to discover new and 
interesting people nearby. 10 billion 
matches have been made on Tinder.”28 
The app allows users to set criteria for 
gender, age and proximity – ranging 
anywhere from 1km to 50km away.

There are both negative and positive 
attitudes towards the use of Tinder 
and dating/hooking-up in today’s 
society. Vanity Fair published an 
article titled ‘Tinder and the Dawn of 
the “Dating Apocalypse”’29  believing 
romance is being swiped from the 
screens as the rise of the internet 
has established a major transition in 
mating.30 Mobile dating apps have 
overtaken online dating and the article 
rather pessimistically questions, 
“What happens after you’ve come of 
age in the age of Tinder? Will people 
ever be satisfied with a sexual or even 
emotional commitment to one person? 
And does that matter? Can men and 
women ever find true intimacy in 
a world where communication is 
mediated by screens; or trust, when 
they know their partner has an array 
of other, easily accessible options?”31

28  “Tinder”, iTunes, accessed June 17, 
2016 https://itunes.apple.com/nz/app/tinder/
id547702041?mt=8
29  Nancy Jo Sales, “Tinder and the Dawn of 
the “Dating Apocalypse”,” Vanity Fair, accessed June, 17, 
2016, http://www.vanityfair.com/culture/2015/08/tin-
der-hook-up-culture-end-of-dating
30  Ibid. 
31  Ibid. 
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Figure 90 Tinder Surprise Meme, Facebook
Figure 91 Tinder Romance Meme, Facebook

Memes Associated to the cultural phenomenon of Tinder
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Figure 92 The pathway to Tinder Mountain Hotel
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Tinder has become somewhat of 
a cultural phenomenon, closely 
associated with hook-up culture (and 
apps), however it works in multiple 
ways and on multiple layers. It is used 
openly and while it may lend itself 
to one-night stands and casual sex, 
many individuals have also found 
their spouse and love through Tinder. 
The purpose of the app is always to 
meet up with the person, encouraging 
individuals to make conclusions in 
person, navigating from there how 
the connection will proceed - whether 
it becomes friendship, some kind of 
sexual activity, a dating relationship 
or committed relationship.32 Proximity 
is an important notion in order to 
typically create intimate connections

Tinder is initiated through the screen 
and digital technology, however the 
results lead into the built environment 
and the architectural world. The 
Dating Roller Coaster encourages 
the follow through of meeting up 
once ‘matched’, acknowledging 
both traditional and non-traditional 
forms of meeting other millennials 
and going on dates.  It also seeks to 
explore the ups and downs of dating 
as a millennial presented through 
architecture, including issues of 
infatuation, obsession, ‘ghosting’, 
one-night-stands, stalking or 
blocking. The Dating Roller Coaster 
is an important attraction within the 
Millennial Neverland and concept in 
the millennial world as the process 
of looking for ‘the one’ or some fun 
still sends participants on a wild and 
emotional roller coaster, relishing the 
ups and battling through the downs. 
Jokes about Tinder are now obsolete 
due to its popularity and success. It 
has become a cultural phenomenon 
that many engage with without irony. 

32  Dr Pani Farvid “Love the one you’re near,.” 
By Jesse Mulligan, National: Jesse Mulligan, 1-4pm, Radio 
New Zealand, May 31, 2016, http://www.radionz.co.nz/
national/programmes/afternoons/audio/201802736/love-
the-one-you’re-near









CHAPTER 7.4:

THE BOSS BABE’S HEADQUARTERS
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 “ S E E ,  H E R E ’ S  T H E  T H I N G  A B O U T  B E I N G  A 
# G I R L B O S S  –  I T ’ S  N O T  E A S Y .  I T  T A K E S  A  L O T  O F 

H A R D  W O R K  T O  G E T  T H E R E ,  A N D  T H E N  O N C E 
Y O U  A R R I V E ,  I T  T A K E S  M O R E  H A R D  W O R K  T O 

S T A Y  T H E R E .  B U T  T H E N ,  W H O ’ S  S C A R E D  O F  H A R D 
W O R K ? …  A  # G I R L B O S S  I S  S O M E O N E  W H O ’ S  I N 
C H A R G E  O F  H E R  O W N  L I F E .  S H E  G E T S  W H A T 

S H E  W A N T S  B E C A U S E  S H E  W O R K S  F O R  I T .  A S  A 
# G I R L B O S S  [ O R  B O S S  B A B E ] ,  Y O U  T A K E  C O N T R O L 

A N D  A C C E P T  R E S P O N S I B I L I T Y .  Y O U ’ R E  A  F I G H T E R 
–  Y O U  K N O W  W H E N  T O  T H R O W  P U N C H E S  A N D 
W H E N  T O  R O L L  W I T H  T H E M .  S O M E T I M E S  Y O U 
B R E A K  T H E  R U L E S ,  S O M E T I M E S  Y O U  F O L L O W 

T H E M ,  B U T  A L W A Y S  O N  Y O U R  O W N  T E R M S .  Y O U 
K N O W  W H E R E  Y O U  A R E  G O I N G ,  B U T  C A N ’ T  D O  I T 
W I T H O U T  H A V I N G  S O M E  F U N  A L O N G  T H E  W A Y . 
Y O U  V A L U E  H O N E S T Y  O V E R  P E R F E C T I O N .  Y O U 

A S K  Q U E S T I O N S .  Y O U  T A K E  Y O U R  L I F E  S E R I O U S L Y , 
B U T  Y O U  D O N ’ T  T A K E  Y O U R S E L F  T O O  S E R I O U S L Y . 
Y O U ’ R E  G O I N G  T O  T A K E  O V E R  T H E  W O R L D ,  A N D 

C H A N G E  I T  I N  T H E  P R O C E S S . ” 3 3 

– SOPHIA AMORUSSO, #GIRLBOSS

33  Sophia Amorusso, #girlboss, (New York: Portfolio/Penguin, 2014), 11
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Figure 93 If Wendy had an Instagram: Wendy attends a Boss Babe 
Event. 
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The women visiting the Millennial Neverland can follow Wendy 
and make like Barbie or the Spice Girls to embrace ‘Girl Power!’ 
by flying to the Boss Babe’s Headquarters. Having grown up with 
the idea that being a female is awesome and there is little girls 
can’t do and activated by the ‘Wendy House’, the Headquarters 
is an attraction for hard-working, entrepreneurial millennial 
women to interact, network, work-out, sip rosé and enjoy the 
view of mermaids frolicking in The Long Water. Reclaim and 
embrace women, femininity, creativity, power and knowledge 
and become the boss of your own life. Encompassing Neverland, 
dreams and reality but appropriately situated in the current 
tech savvy, internet revolution era, intelligent go-getters are 
encouraged to collaborate, work hard, learn and relax all in one 
place, then share experiences through the hashtags ’girlboss and 
‘bossbabe’. 

The topic of gender and issues around feminism in the 
architectural world are enormous. Their significance must be 
addressed when considering this thesis, with its roots in the 
story of Peter Pan and the role of Wendy as the main female 
character within the narrative and the discourse of the millennial 
generation and the stereotypes associated to the millennials. 
Common enquiries recorded and researched in history have 
explored questions of femininity and design, such as: “do 
women design differently to men? Do they use more curves? 
What might a women’s architecture look like? What even 
might a feminist architecture look like?”34 This thesis does not 
endeavour to define or claim what ‘feminine architecture’ is, 
it is not a conclusive or exhaustive study of the topic; rather it 
considers opportunities within the research and in designing a 
headquarters for millennial “Boss Babes”.

34  Gill Mathewson, “Sketching the margins: Women in the architecture profession.” In 
Exquisite Apart: 100 Years of Architecture in New Zealand, Ed. Charles Walker (NZ: Balasoglou Books, 
2005), 132.
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Figure 94 Boss Babe Millennial Collage
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Boss Babes, according to advertisers seeking to market to 
particular millennial stereotypes, are hard-working, intelligent, 
assertive and professionally focused, young women of the 
millennial generation. #GIRLBOSS and #BOSSBABE are two 
platforms among many that aim to encourage and inspire 
millennial woman to take control of their lives and be the best that 
they can be. They are typically, fit, healthy, coffee loving, hard-
workers, and financially independent. Females in CEO positions 
in the workforce is still significantly low35, however, becoming 
a ‘Boss Babe’ is being progressively encouraged and supported 
more than ever and new female creatives and entrepreneurs 
are emerging continuously. The Working Women’s Club, the 
Kenwood Ladies Pond, Architecture and Women, and Create 
and Cultivate are examples of further platforms, organisations 
and spaces encouraging or have a history of encouraging this. 
Most recently a new magazine in New Zealand ‘Miss FQ’, the 
daughter of ‘Fashion Quarterly’ released its launch issue, its 
tag line being “For Millennials, By Millennials”. It embodies the 
girlboss/boss babe idea and also the typical millennial issue of 
being misunderstood and that “the internet has given us a far 
greater grasp of the issues that we face…and through social 
media. It’s the essential tool that has given us unprecedented, 
unlimited potential to problem solve36.  

35  Matt Egan, “Still Missing: Female Business Leaders”, CNN Money, accessed June 25, 
2016, http://money.cnn.com/2015/03/24/investing/female-ceo-pipeline-leadership/.
36  Pheobe Watt and Skye Ross, “Assocciate Editors’ Letter: Talkin’ ‘bout my jen-
ner-ation” Miss FQ, December 2016, 11.
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Figure 95 “He was very busy at the moment measuring Wendy with his feet to see how large a house she would need”. - Peter and Wendy, 100 - 101.  
This drawing traces the footsteps of Peter walking around Wendy  to measure a small house for her after she has been shot out of the sky by  the lost boys. 
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In the original novel, Peter and Wendy, many complex gender 
issues arise, and so the rationalisation of gender identity and 
women’s experiences is cautioned against. Throughout the 
text, Wendy Darling must deal with multiple conflicting roles 
of mother, lover and child. She is introduced as a confident 
young girl, as large as Peter and in conversation with him in the 
nursery she establishes her power and opposition to oppression, 
understanding her domestic accomplishments as a sign of 
both maturity and strength. Emily Clarke defines Wendy as an 
“unyielding proto-feminist, rather than merely a submissive 
future housewife”37 in her analysis of the female figures within 
the novel. However, when Wendy moves to Neverland with 
Peter, he manipulates her. From her first landing (shot down out 
of the sky by the lost boys who were unaware of who she was), 
she is enclosed in a small home – The Wendy House – where 
she becomes literally and physically invisible to the outside 
world. “You must not touch her. It would not be sufficiently 
respectful…let us build a house around her” 38 (Figure 95). 
Peter tells the lost boys, speaking of Wendy, and so begins the 
development and description of an important architecture and 
idea that can be perceived as both protective and restrictive 
for Wendy and for women. The lost boys become Wendy’s 
“servants”39 and act like tailors building the cosy dwelling 
to protect her while in a delicate state of health but when she 
recovers she assumes her role as mother to the children. In the 
Nursery, Wendy enjoyed pretending to be an adult figure but in 
Neverland, where a false reality exists, she must replicate both 
the positive and the negative effects of adulthood, “trapped in 
a seamlessly male-dominated environment where she no longer 
controls her performances of domesticity.”40 Eventually Wendy 
retaliates proclaiming her individual identity, re-establishing 
her control and returning to the nursery. Instead of completely 
saying goodbye to Neverland forever, Wendy is granted never-
ending access to her idealistic childhood while she faces the 
challenges of the harsh adult world, when she agrees to return 
to Neverland for Peters ‘Spring Cleaning’. This “guarantees the 
survival of domestic subservience in Neverland despite Wendy’s 
shifting roles on the “reality” of the Nursery.”41 Clarke believes 
that the trips to Neverland for Wendy and then each proceeding 
daughter permits them to ‘practise’ performing femininity in 
preparation for their future as wives and mothers. “These trips 
not only support gender stereotypes, but also provide a space for 
literal and figurative little women to explore their own agency, 
even perhaps their own feminist tendencies, without serious 
repercussions. The ‘spring’ cleaning signifies not only a renewal 
of gender stereotypes, but the girls’ faith in themselves and their 
power to renounce Neverland for the possibilities found in their 
own nurseries”.42

37 Emily Clarke, “The Female Figure in J. M. Barrie’s Peter Pan: The Small And the 
Mighty,” in J. M. Barrie’s Peter Pan and In and Out of Time, edited by Donna R. White and C. Anita 
Tarr, Maryland: Scarecrow Press, Inc. 2006, 305.
38 J.M Barrie, Peter and Wendy, (Great Britain, Hodder and Stoughton, 1911), 99 - 100.
39 Ibid,. 101.
40 Emily Clarke, “The Female Figure in J. M. Barrie’s Peter Pan: The Small and the 
Mighty,” 306.
41  Ibid., 317
42  Ibid.
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The original illustrations created for the 1911 novel by F. D. 
Bedford portrayed Wendy as a conventional, young, pretty 
girl. Black and white sketched drawings, Bedford’s figures 
were lively and expressive, produced with a line and hatching 
style. She represents a typical young girl, realistically depicted 
with conventional proportions and description (figure 96). 
Walt Disney’s 1958 animated-fantasy version portrays Wendy 
extremely feminine with a pale blue nightgown-come-dress, red 
lipstick and ironically pretty bow. She is clothed and animated 
in societies acceptable way. Her eyes are wide and big and she 
comes across, girly, sweet and precious and her features are 
soft and idealised (figure 97). Over the years there have been 
further adaptations and portrayals of Wendy through film, text 
and media, each represented in different ways creatively to the 
world. Although this thesis focuses predominately on Barrie’s 
1911 novel Peter Pan, critiquing the interpretations and character 
of Wendy since her creation is important. This develops further 
questions about issues of gender, identity, representation of 
women, feminism and millennial women. 
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Figure 96 Analysation of Wendy: Interpretation of F. D. Bedfords original illustrations of Wendy for the original 1911 Peter and Wendy novel. Graphite Drawing
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Figure 97 Analysation of Wendy:  Interpretation of Disney’s illustrations of Wendy for the 1958 film. Acrylic Painting
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WENDY - 2003
From the 2003 film Peter Pan, Wendy is a young, pretty and sweet but slightly conventional girl  
with long brown hair and blue eyes. She wears a plain white nightdress which then becomes 
ornamented with vines and leaves which reconstructs wendy as a character more aligned as 
one of the boys or ready for adventure. Her make-up is natural and fresh-faced and the costume 
sets her within the Neverland adventure island conception.      

Figure 98 Analysation of Wendy: Interpretation of 2003 Peter Pan film. Still from film.
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Figure 99 Analysation of Wendy: Interpretation of F. D. Bedfords original illustrations of Wendy for the original 1911 Peter and Wendy novel. Blind contour drawing with watercolour.
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Figure 100 Analysation of Wendy:  Interpretation of Disney’s illustrations of Wendy for the 1958 film. Blind contour drawing with watercolour
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Figure 101 Analysation of Wendy: Interpretation of 2003 Peter Pan film. Blind contour drawing with waterclour
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Figure 102 Analysation of Wendy:  Interpretation of Disney’s illustrations of Wendy for the 1958 film. Blind contour drawing with acrylic paint.
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Figure 103 Analysation of Wendy:  Interpretation and development of Peter walking around Wendy to measure a small house for her to inform an architecture 
for the Boss Babe’s Headquarters. Acrylic paint.
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Figure 104 Analysation of Wendy:  Interpretation and development of Peter walking around Wendy to measure a small house for her to inform an architecture 
for the Boss Babe’s Headquarters. Acrylic paint and computer rendering.
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Figure 105 Analysation of Wendy:  Concept collage for the Boss Babe’s Headquarters. 

Figure 106 Analysation of Wendy:  Concept drawing of Mermaids, Tinker Bell and Flamingos for the Boss Babe’s Headquarters
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Figure 107 Line drawing of The Boss Babe’s Headquarters.
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Feminism, is defined as “the theory of the political, economic, and 
social equality of the sexes”43 It is a large and complex movement 
spanning generations. Feminist work in design and architecture 
has embodied a number of opportunities, possibilities and 
inquiries; opinions and research is wide-spread and the topic 
is important in both historic and contemporary society. (A 
discussion of this can be found in the appendix). Gender is only 
one of a number of intersecting elements that constitute identity 
and therefore design, “and no single measure can suffice as an 
indicator of capability in architecture.”44  

The character of the Boss Babe’s Headquarters references many 
illustrations of Wendy where she is seen holding her hands up or 
lifting her skirt off the ground (figures 96-102). The floor plan and 
form of the architecture comes from imagery of Peter walking 
around Wendy (figures 96, 103 and 104). in the novel and the 
attraction puts up a wall in reference to the Wendy House and 
the protection of Wendy consequently creating  a space for 
millennial women to thrive. The headquarters are accessed 
by the six pavilion entrances surrounding the main building, 
representing the five lost boys, Tootles, Nibs, Slightly, Curly 
and The Twins (represented as one), and Peter Pan who built the 
house around Wendy and also references ‘the house under the 
ground’ where all the characters live as it is accessed through 
holes in the trees. Millennial women can follow the pathways 
underground from the entry pavilions and pop up inside the 
courtyard of the Boss Babe’s Headquarters (figure 108). Here 
there is ‘Wendy’s Rose Garden45, the ‘Mermaids (swimming) 
pool’ and outdoor socialisation spaces. The ground floor of the 
building includes, a kindergarten for working women to drop 
their children off, a gym, the ‘spice girls dance and yoga studio’, 
‘Tinker Bell’s Pamper Parlour, a café, library, meeting rooms, 
and an auditorium for conferences and performances. Moving 
up through the building millennial women enter a mezzanine 
level (figure 109) where there is access to a kitchen, study hall, 
collaboration spaces and individual offices. The roof of the 
building houses the rosé restaurant, bar and garden (figure 110)

43  “Feminism”, Miriam Webster, accessed May 5, 2016, http://www.merriam-webster.
com/dictionary/feminism
44  Gill Mathewson, “Taking it to the limit: Women as Architectural Breach”, Parlour, 
Accessed May 1, 2016, http://archiparlour.org/take-it-to-the-limit-women-as-architectural-breach/
45  Referencing when Wendy sings about “roses peeping in” in J. M. Barrie’s Peter and 
Wendy, chapter 6: The Little House.
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This thesis and the research carried out towards the design 
process of the Boss Babe’s Headquarters considers feminism and 
design, the role of Wendy, the Wendy house, the Barbie Dream 
House and the (other) influences and female figures present as 
millennial women have grown up. In history “initially, the only 
room that could be found for early women architects (or, more 
likely, the only territory conceded to them) was in domestic 
design.46 The domestic realm was considered a women’s 
place and the Wendy House is a reflection of this within the 
patriarchal society of Neverland. However, innovative design 
can, and does transpire in the home and “Any small building 
can become a testing ground for small ideas and different ways 
of inhabiting or being.”47 Therefore the design for the Boss Babes 
Headquarters is activated by the Wendy House but evolves 
in consideration of highly innovative design and further, 
considering contemporary technology and knowledge. As this 
thesis considers what Neverland might entail for millennials, it 
has consequently considered what Neverland would entail for 
Boss Babes.

 

46  Gill Mathewson, “Sketching the margins”,132.
47  Ibid., 



232

1. ENTRANCES
2. KINDER GARDEN
3. GYM
4. SPICE GIRLS DANCE  AND YOGA STUDIO
5. TINKERBELL’S PAMPER PARLOUR
6. CAFE
7. LIBRARY
8.MEETING ROOM
9. AUDITORIUM
10. MERMAID SWIMMING POOL
11. WENDY’S ROSE GARDEN
       HOUSE UNDER THE GROUND PATHWAYS  

Figure 108 Boss Babe’s Ground Floor Plan
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1. KITCHEN
2. STUDY HALL
3. COLLABORATION SPACES
4. INDIVIDUAL OFFICES

Figure 109 Boss Babe’s Mezzanine Floor Plan
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1. KITCHEN
2. ROSÉ  RESTAURANT AND GARDEN

Figure 110 Boss Babe’s Roof Garden Plan
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Figure 111 The Boss Babe’s Headquarters
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CONCLUSION:
When Wendy grew up: A Reflection.
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Figure 112 Mapping Peter Pan and the 
Millennials through the window and 

kaleidoscope

COVER PAGE: 
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WHEN WENDY GREW UP

    A REFLECTION

 This design thesis, through 
various forms of writing and drawing 
is an architectural response embodying 
the author’s research, thoughts and 
workings about who the millennials 
are and what architecture is for the 
Peter Pan generation. This thesis takes 
the position that millennials experience 
architecture differently to other 
generations due to their experience 
of growing up in the information 
revolution, significantly coming 
of age when technology has made 
huge advancements and the world is 
becoming increasingly interconnected. 
It agrees with research that millennials 
are not reaching the typical milestones 
of becoming an adult in the expected 
order or if in any order at all but 
maintains that this does not mean 
millennials lack knowledge and 
maturity. Despite possibly becoming 
adults at a slower pace to previous 
generations, they have an advanced 
knowledge and understanding of the 
world that older generations do not 
due to exposure and comprehension 
of new technologies, the internet and 
social media and know how to navigate 
the kaleidoscopic online and offline 
worlds. Furthermore as a consequence, 
this impacts how millennials engage 
with and experience architecture. 

In order to architecturally interrogate 
the millennials, J. M Barrie’s narrative 
of Peter and Wendy is introduced 
in chapter one as the protagonist 
for the thesis, seen as a relevant text 
throughout the work in understanding 
the negotiation and conflict between 
the innocence of childhood and the 
responsibility of growing up and 
facing adulthood – a conflict echoed in 
today’s society. Neverland and Peter 
Pan disrupted the lives of Wendy 
and her brothers with their journey 
through the nursery window, while 
millennials lives have been disrupted 
and impacted by the coming of the 
internet, the growth of social media and 
globalisation. Chapter two examined 
the millennial cohort and while much 
accusations and speculation exist 
around who the millennials are, it is 
impossible to completely comprehend 
and categorise the complex generation, 
thus it cannot be known yet exactly 
what the long term impacts of the 
information revolution on the group 
will be. Although some predictions see 
millennials as a narcissistic generation 
who will never grow up, similar to Peter 
Pan, evidence available within today’s 
society determines they are actually 
a more complex and multifaceted 
generation than that. 
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Amalgamating contextual and 
opinionated research of the millennials 
and the incorporation of the narrative 
as a protagonist the resulting thesis 
has encompassed the development of 
architectural propositions and a change 
in the author’s practice. Alteration of 
practice was influenced by the use of 
narrative and therefore the notion of 
storytelling and the method of writing 
before designing. Upon reflection of 
all previous projects the author has 
engaged with and ones that may be 
engaged with in the future, this thesis 
creates a foundation in understanding 
the author’s tendencies as a designer 
and implications for future practice. 
Fragmentation, thresholds, writing, 
collage, drawing and digital modelling 
have all been an essential conception in 
seeking to represent ideas and designs 
(as discussed in Mapping minds, 
collage and drawing: a design process). 
Writing and designing alongside each 
other had been a previously unfamiliar 
practice, however throughout this 
thesis became an imperative part of 
the process. Producing text initiated 
the engagement of ideas and thinking 
which influenced design intentions 
and therefore design conceptions. The 
procedure of research, writing and 
designing complement each other as 
they become constantly intertwined, 
feeding into each other towards 
realisation. While the thesis does not 
fully incorporate storytelling into its 
written form, it does appreciate that 
“storytelling is perhaps the most ancient 
form of world-making, a fundamental 
nutrient for architects’ imagination. The 
voices between drawings and building, 
reality and fiction, architect and client, 
work as dynamic agents between the 

world and the architects imagination.”1 
This has consequently influenced 
the intention to design and develop 
visionary, narrative and research-
based architecture to engage both the 
millennials and the public sphere. The 
Peter and Wendy narrative provides 
access to the imagination, other 
worlds and the remarkable Neverland. 
Chapter three examines the island as 
architectural precedent and its role in 
providing an escape for the characters 
and readers just as theme parks and 
amusement rides are discussed and 
referenced as architectural precedents 
in chapter four on how they also offer 
escapism. 

Beatriz Colomina declares that 
‘architecture is media’2. This thesis 
acknowledges and advances on this 
idea in chapter five to claim that for 
millennials, architecture is social 
media. Social media and technology 
have created a new media environment 
that has become a threshold into 
a new world. The consumption of 
imagery and media has had the biggest 
impact on the millennial generation, 
and the screen, the wall, copious 
tabs and windows and the swipe of 
the finger are how millennials now 
experience architecture. While living 
in both the offline and online worlds, 
distinguishing the difference between 
each is increasingly challenging for 
millennials. 

1  “Confabulations, Storytelling in architecture,” 
The Frascari Symposium II, accessed February 23. 2016, http://
www.marcofrascaridreamhouse.com/#!past-events/c1sy0
2  Beatriz Colomina, Privacy and Publicity: 
Modern Architecture and Mass media, (Massachusetts: The MIT 
Press, 1994), 14.
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Figure 113  The Millennial Neverland signage and structures
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Figure 114  The Millennial Neverland four final designs: The Netflix Ferris Wheel, The Selfie Hall of Mirrors, The Dating Roller Coaster and The Boss Babe’s Headquarters
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There are alternative and practical issues 
that could have been addressed through 
architecture in this thesis such as lack 
of housing, job stability and various 
milestones that are not being reached 
by millennials in the 21st century, 
however, the exploration and resulting 
designs in this thesis were influenced 
by this online world millennials seem 
to live in. As a millennial, the author 
was interested in the implications of 
the online millennial world in creating 
a diverse and connected society with 
an abundance of access and “ecstasies 
innumerable”3. The proposal for 
constructing the Millennial Neverland 
‘theme park’ in Kensington Gardens, 
London, seeks to explore the ways 
in which millennials engage with the 
world and built environment they 
occupy. The architectural propositions 
examined throughout part four of this 
thesis create awareness and education 
as to how millennials play out their 
lives. As a result of perhaps not being 
able to afford mortgages and sustain 
families the Millennial Neverland 
becomes a place of irony and fun where 
millennials and visitors can challenge 
expectations, embrace the world they 
live in and escape from the milestones 
that historically previous generations 
established.  In continuing research, it 
would be intriguing to further examine 
whether the awareness of millennials 
upbringing and varied engagement 
with technology alter the design 
considerations of future buildings and 
architecture. Also how the internet and 
social media as used by millennials 
can be considered as a tool to further 
facilitate the design environment.

3  J.M Barrie, Peter and Wendy, (Great Britain, 
Hodder and Stoughton, 1911), 247.
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Networked individuals and social 
media modifies the landscape of the 
built environment and the dilemma of 
presenting this work within a physical 
park space is the reoccurring argument 
that the design of the Millennial 
Neverland could be completely digital. 
Within social media and technology, 
the preferred habitation of public 
space is becoming increasingly digital 
over physical as an informal place 
of communication and socialisation. 
The designs of the Netflix Ferris 
Wheel, the Selfie hall of Mirrors, 
the Dating Roller Coaster and the 
Boss babe’s Headquarters, however, 
in their mockery as entertainment 
devices or challenge of the norm, 
claim to exist between the fictive 
world where Neverland prevails 
and the real world where rules and 
tensions occur, through the process 
of bringing the digital back into the 
real world at times and continuing 
the complex conversations around 
the offline and online environments 
millennials currently inhabit. The 
work also offers architecture as a 
device in order to understand a 
generation and consequently inform 
other generations, especially in an 
environment where technology is only 
going to keep advancing and thus 
will continue to influence society and 
architecture. The millennial generation 
are a popular topic of current interest 
in today’s society. Even while trying 
to create a conclusion for this thesis 
new sources of information, opinion 
and understanding of the cohort are 
being exposed. As a response, the 
methodology and design research 
processes developed in this thesis at 
the very least, hopes to have prompted, 
provoked and projected thought and 
contemplation on an understanding 
of who the millennials are. More 
significantly, it aspires to have created 
a contribution and scope of resourcing 

which would allow the development of 
a more comprehensive recording and 
understanding of the millennials and 
their engagement with architecture 
as well as the possibilities of design 
research within architecture. The 
inquiries and research within this 
thesis enabled the creation of the 
design project and this contributes 
towards a broader understanding of 
the consumerist culture that millennials 
are engrossed in and architecture must 
engage with. Millennials consumption 
of advancing technology, the internet, 
imagery and media is evident through 
the constant engagement with their 
devices and the screen. This has created 
a digital archive manifested in the 
walls, images and profiles millennials 
have built up, supported, engaged with 
and are exposed to across the many 
applications available and is further 
evidence that architecture is social 
media. 
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‘Searching for Neverland: Architecture 
of the Millennial Generation’ has 
interjected an understanding of what 
architecture is for the millennial 
generation and how they engage with 
it. It has also contributed to reflection 
and an understanding of progression 
in personal methodology of design and 
representation throughout the process 
to completion. The use of a project 
to try to comprehend and bring the 
research, ideas and  process together 
is the most effective way of exhibiting 
and projecting the lives of millennials 
in both a serious and light-hearted 
manner from the perspective of the 
author – a millennial herself. 

The millennials are a fragmented 
generation negotiating the puzzle 
pieces that make up the adult world. The 
continual reference to the kaleidoscope 
alludes to the complex pattern of the 
puzzle and the worlds that millennials 
fluctuate between. Drawing inspiration 
from the work of Chris Ware, the 
multiple books and pieces that make 
up this thesis are a representation of 
these ideas, (as discussed in the note 
to reader). As a whole, the collection of 
writing, drawing, collaging and various 
research components, architectural 
manoeuvres, moments of humour and 
designed entertainment devices have 
created a kaleidoscopic catalogue that 
contributes to the understanding of the 
complex millennial generation and the 
variegated maps they must negotiate 
in the world they inhabit through the 
expansion of technology, the internet, 
social media and globalisation.
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The expanded Millennial Neverland Master Plan for Kensington Gardens.
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The Techno Temple represented through blind contour drawings.
Exploring design opportunities for the Millennial Neverland:
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Job-hopping Merry-go-Round represented through blind contour drawings.
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Organic Avenue represented through blind contour drawings.
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Fatty Lane represented through blind contour drawings.
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Brogrammers Internet Cafe represented through blind contour drawings.
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Quarter-Life-Crisis Maze represented through blind contour drawings.
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Google’s Life Directions represented through blind contour drawings.
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Debt Dodgems represented through blind contour drawings.
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The Netflix ferris Wheel represented through blind contour drawings.
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NETFLIX:
 Since 1997, Netflix is the world’s principal internet 
television network allowing over 83 million users in almost 
200 countries watch films, TV series, documentaries anywhere, 
anytime on nearly any screen connected to the internet.1 Just 
one of many platforms that offer television online, it makes 
digital media consumption more readily accessible than ever 
before. Millennials have grown up able to access and encounter 
television traditionally or from their phones, tablets, laptops 
or internet connected TV. Television and digital entertainment 
allows viewers to be immersed in different worlds and different 
scenarios and the Netflix Ferris wheel is representative of the 
genres and ways to experience the digital realm, even entering a 
different world to the reality of life.

1 “About Netflix” Netflix. Accessed, October 13, 2016. http;//media.netflix.com/en/
about-netflix
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Ground entry to the Netflix ferris wheel
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Some of the stations in The Netflix Ferris Wheel. 
BACK ROW: BuzzFeed List Generator, Ice Bucket challenge, Harlem Shake Dance Floor, 
3D Experiences 
CENTER ROW: Memes Made here signage for the Memes Observation Tower, Hashtag, 
Mobile Devices, Screens , Cat Video Platform. 
FRONT ROW: MSN Messenger, Bebo Luv Station.
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SELFIE: 
 A selfie is an image, usually taken on a digital camera 
or mobile device, of oneself, taken by oneself and usually posted 
by oneself on social media.2 Although the selfie is essentially 
a descendant of digital networks and social media, its origins 
lie in the self-portrait and have developed from drawings and 
paintings to photography and the digital screen. The term 
‘Selfie’3 has become a significant cultural phenomenon popular 
in the lives of millennials. “Selfies have changed aspects of 
social interaction, body language, self-awareness, privacy and 
humour, altering temporality, irony, and public behaviour. It’s 
become a new visual genre – a type of self-portraiture formally 
distinct from all others in history.”4

2 “Selfie.” Oxford Dictionary. Accessed June 20 2016.http://www.oxforddictionaries.
com/definition/english/selfie
3  Authenticated when it was awarded ‘word of the year’ by the Oxford Dictionary in 
2013 https://www.theguardian.com/books/2013/nov/19/selfie-word-of-the-year-oed-olinguito-
twerk
4 Jerry Saltz, “Art at arm’s length: A History of the Selfie”, Vulture, Accessed July 2, 
2016. http://www.vulture.com/2014/01/history-of-the-selfie.html
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The Selfie Hall of Mirrors represented through blind contour drawings.
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 Blind contour drawings trace objects using both 
senses of sight and touch. Produced in a non-traditional process 
the tracings come from printed images associated with the 
embodiment of the word ‘selfie’ and of ‘hall of mirrors.’ To 
consider and enter the selfie hall of mirrors is to consider the 
selfie, the self, social media and representations of self through 
the internet. 

Important images that come to mind include; the device – the 
computer, the mobile phone and the screen that facilitates the 
device; the mirror and mazes, reflection, perspective, wobbly 
walls, convex and concave lenses, exhibitions that encourage 
selfies, Snapchat character lenses, Instagram, filters, the arm, 
the camera at arm’s length and the added length of the selfie 
stick.  

“In discussions of drawing, ‘contour,’ from the root meaning ‘to 
turn,’ is significantly ambiguous.”1  Contours can be established 
as shapes in drawings creating and tracing line, boundaries 
and detail. The result of this drawing is ambiguous and can be 
read in various scales and depth. The ambiguity may represent 
architectural planes or walls that allude to speculative spaces or 
booths and windows for selfies to be taken in or displayed in. 
Faces, figures and fingers can be identified entering unknown 
realms which could be either online or offline. 

1.   Patrick Maynard, Drawing distinctions, (United States: Cornell University Press,  2005), 77.
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Extracting from the blind contour the drawing is re-traced into 
model form, imagining the maze of architectural planes, spaces 
and potential events that occur in the contour illustration. 

The concept model allows materiality to be explored and 
expressed and introduces precedents for design, such as the 
mirrored façade of the Govett-Brewster Art Gallery and Yoyoi 
Kusama’s Infinity rooms that create multiple reflections, distort 
realities and create a sensation of slipping into other worlds. 
(Perhaps an online world).  

The window is the most dominant feature as the threshold 
between the inside and the outside. The cell phone and the 
selfie stick are situated just behind the window, held out at 
arm’s length to reinforce the screen as the threshold between 
the offline and the online and the physical vs the digital.  

The mirror at the end of the maze is large and reflective of the self 
and appearance – how we may see ourselves after navigating 
the selfie hall of mirrors. Will it be a positive expression or are 
narcissistic tendencies evident as with Peter Pan?
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Concept development of the Selfie Hall of Mirrors and details.
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THE SELFIE HALL OF MIRRORS

2

@PeterPan on Instagram. Digital collage

Sliding ‘Filter’ Walls

Raining Hearts RoomShowering ThumbsRoom
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The Dating Roller Coaster represented through blind contour drawings.
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Model developed to represent The Dating Roller Coaster, derived from the 
blind contour drawing.
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The influence of the Tinder Logo on the design of the Dating Roller Coaster.

Tinder:  is a social networking app, marked as a dating app.



295



296

Line drawings of The Dating Roller Coaster.
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BOSS BABES /

FEMINISM BACKGROUND
 There have been waves of feminist thought and 
action in modern Western history, each with slightly different 
intentions and objectives based on prior progress. The focus of 
women’s rights and the role of women in society and formal 
equality in the early to mid-1800s is often called the ‘first wave’ 
of feminism. The ‘second wave’ expanded on the endeavours 
of the first wave but with new directions and intensified 
strength and is considered to have occurred from the late1960s 
– prompted by civil rights activism as well as union and student 
uprisings – “offering a wider analysis of oppression and 
exploring how oppression affects identity and agency.”5 The 
’third wave,’ commonly determined as being established in the 
1990s, discusses diverse strains of feminist activity and “turns 
to the structures of consciousness and language to see how 
oppression is reproduced there and how it might be fought.”6 

Within the research and examination of feminism and design, 
“theoretical approaches have focused on gender differences in 
relation to architectural forms and to architectural practice.” 7 
While contemporary approaches have reassessed disparity “in 
light of cultural studies and postmodernist theory\explores 
how identity is affected by built environments and how the 
body and sexuality are understood in relation to space and 
place.”8

5 Sally J. Scholz, Feminism: A beginner’s guide. (United Kingdom: Oneworld Publica-
tions, 2010), 22.
6 Ibid,.
7 Joan Rothschild, Design and Feminism, (London, Rutgers University Press, 1999), 8. 
8 Ibid,.
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With the second wave, 1960s – 1980s, literature of feminism 
and design and the emergence of women’s studies advanced. 
Historians, architects, planners and social scientists worked 
together to reclaim the history of women in the fields of design, 
questioning why women had been excluded as both designers 
and users.9  Whether in symbol, form or practise, there were 
tendencies to observe architecture in a gendered understanding 
of female/male and feminine/masculine contrasts. The 
essentialist beliefs being that there was a disparity between how 
men and women would design and experience buildings, cities 
and environments. Feminists “examined women’s experiences 
in and with designed environments, their work challenged 
traditional assumptions about the design professions 
themselves, about the spatial dimensions of women’s lives, 
and about the conceptual frameworks in which these practices 
were situated.”10 This occurred as a result of women’s increased 
access to education and large numbers of women entering the 
workforce, altering the separation of male and female roles 
and challenging the segregation of the public and private 
domain.11 Questions around the public/private subsequently 
considered deliberation around the city/suburb, and work/
home and asked ‘what would cities look like if women 
designed them?’ Considering the changing of realities caused a 
revision of women’s diverse needs and new strategies of design 
materialised. This reassessment of women’s experience and use 
of space was evidence that “inadequacies of built environments 
reflected patriarchal social beliefs and practices…from housing 
design to the structuring of neighbourhoods, cities, and 
suburbs, spatial arrangements for women and their families 
have not only been built on but have also served to reinforce 
two interrelated, reigning ideologies: (1) women are and should 
be confined to the home; (2) the private and public are separate 
spheres.”12 This awareness initiated and compelled feminism 
to transform perceptions. The significance of developing 

9  Ibid., 7.
10  Ibid.,
11  Ibid., 15.
12  Ibid., 10.
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cooperative and participatory practises was highlighted by 
work in the 1980s13 and addressed issues of whether “women 
design differently from their male counterparts.”14 By the 
end of the eighties, efforts were being made concerning the 
development of these ideas and applying certain attributes of 
gender towards a feminist and female architecture.15 Within the 
literature at this time architectural form also became scrutinised 
in terms of sexual analogies and metaphors, “pointing to the 
American skyscraper as the “pinnacle of patriarchal symbology 
and the masculine mystique of the big, the erect, the forceful,” 
and to the house as a “maternal womb.”16

“As “difference” multiplied into a range of differences that 
constitute identity, new theoretical work in the nineties has 
similarly broadened and complicated ways of understanding 
gender and architecture.”17 The binary and essentialist approach 
to architectural form and practise of the past were re-examined 
and the new belief proclaimed that there is in fact no difference 
between the way in which men and women design and create 
architecture, the result being that it is a social construct. Ideas 
emerged that conceptualised gender as only one factor of a 
number of intersecting elements that constituted identity. 
Other factors included class, race, religion, age, upbringing, 
culture, sexual orientation and ethnicity and all or any of these 
features may reflect how an individual or a female designs. 
Gender is consequently only one influence of a multitude, “and 
no single measure can suffice as an indicator of capability in 
architecture.”18  It was now believed that generalisations about 
femininity and masculinity should therefore be invalidated, in 
case these generalities limit opportunities for women. 

13 Ibid.,12. 
14 Ibid.,14
15 Ibid.,15
16 Ibid.,
17 Ibid.,14. 
18 Gill Mathewson, “Taking it to the limit: Women as Architectural Breach”, Parlour, 
Accessed May 1, 2016, http://archiparlour.org/take-it-to-the-limit-women-as-architectural-breach/
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Analysis for the Boss Babe’s Headquarters: Drawings of Barbie Houses.
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Analysis for the Boss Babe’s Headquarters: Blind Contour and Watercolour of the  Wendy 
House interpreted from Peter and Wendy. 
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Wendy and the Boss Babe’s Headquarters.
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Laser cut signage for the Millennial Neverland
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Final Presentation, November 9, 2016.
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