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EXTERIOR INTERIOR

A computational state organised around simulation and prediction.
The Tower continuously reconstructs both its infrastructure and its
structures of power.

/ computation / memory / prediction / infrastructure / reconstruction /

DOOM CLONES

Younger cloned copies of the Founding Father, continuing the structure of
power after his death.

J
' FOUNDING FATHER )
Founder and ruler of The Tower. His death marks the beginning of the
events of DOOMS.
4 )

hy Filipp Groubnov

An ecosystem operating on fear.
Al-agent based simulation of social unrest.

SIMWORLD DOOMS

01/ SIMULATION

The Tower continuously
models its society and
possible futures.

06/ THE WORLD
CHANGES

The world of DOOMS is
constantly changing, driv-

.
S 02/ DOOM VISIONS

Simulated futures appear
as haunting visions of the
state’s mortality.

ing the agents to adapt mimt;riesh/pz;ss‘iblel f;ltzrss /th

and react. catastrophes / simulated deaths )
-

05/ UNREST FEAR

The visions affect the
emotional state of inhab-
itants.

Individual responses can
developinto wider patterns
of unrest and destruction.

" AGENT SYSTEM

y
Al AGENTS PROCEDURAL AGENTS
Language-model-powered Rule-based behavioural agents.
narrative agents. numerical values / random states / behaviour trees /

, L L environmental reactions / local patterns
lore / memory / perception / communication / decision

\_

EMERGENT BEHAVIOUR

Patterns produced through interactions between agents and a chang-
ing environment rather than through a fully predetermined script.

Al AGENTS + PROCEDURAL AGENTS + ENVIRONMENT = EMERGENT BEHAVIOUR
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J/

ning and modelling as part of The
Tower’s organisational structure.
.

position and are strongly aligned
with the interests of the Tower.

J/ .

\_
 SOCIAL GROUPS
( \ ( \
CONSTRUCTION WORKERS SERVER MAINTRINERS
Build the physical body of The Keep the computational core
Tower. Their tools can construct running and work in close prox-
or dismantle its infrastructure. imity to the server infrastructure.
L J L J
( ( \
MIDDLE MANAGEMENT EXECS
Engage in communication, plan- Occupy the highest social

J

[ ECO-EXTREMISTS

Anti-technological faction
seeking a return to the world of
natural rule.

[ ECO-FASCISTS

Radical anti-technological fac-

tion organised around the idea of
apure, lost land.
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( ZONES

Semantic-spatial zones through which intelligent agents interact
and infer meaning.

1. ZONE OF ABANDONMENT

Zone of discarded meanings. Lonely actors who continue to live

A 04/ SOCIAL on the body of the state but are rejected by their host.
APATHY RESPONSE 2. Z0NE OF ALIGNMENT

N ~ Characters respond Unity with the body of the state. A place where the founding
4 ™\ according to their posi- myth of the Tower is recited. Shining Sun.

MEGHANICS tion, memory, belefs and 3. LOST WORLD ZONE / LONGING ZONE

circumstances. . L .
\_ ) Contains the remnants of the lost or imagined meanings and
institutions. Home to eco-fascists.
4. CONTROL ZONE
m m Control panel of the state. Server system. Neural system. A
! beast of a thousand eyes.
) Destruction is a language of transformation and an insatiable thirst for change. N A space to hide out. Technologies of escape are available here.
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( PHYSIGAL LRYER / sculpture / mud / screen / server / exhibition space /

SIMULATED LAYER The TOWer / inhabitants / factions / visions / unrest /

SYSTEM LAYER agents / memory / rules / models / behaviour / |

/
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The Tower is a computational city-state. It is built
on a blueprint of immortality. Its body is the prop-
agation of power through the matter of wires,
abstract computation, models, images, desires
and predictions. A self-propagating entity, the
Tower is constantly dying and constantly rebuilding
itself.

DOOMS combines two types of agents.

Al AGENTS

Language-model-powered characters. They
can remember previous events, perceive their
environment, communicate, form relationships
and make decisions.

remember / perceive / communicate / decide

PROCEDURAL AGENTS

Rule-based agents that react to changes in the
world and generate local patterns of behaviour.

respond / follow rules / create patterns

EMERGENT BEHAVIOUR

Together the two types of agents create a world
that is not scripted in advance. Patterns can
emerge from their interactions: conversations,
alliances, fear, resistance or collective unrest.
The simulation develops while it runs.

For the full system map,
unfold this publication.
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DOOMS begins with the transition of power: the
death of the Founding Father and his rebirthin
the cloned selves.

The body of the Tower requires food in the

form of modelling and probability calculation. It
requires cannibalising the models of its citizens
to prevent the internal conflicts from tearing it
apart.

Filling the endless rows within the datacenter
halls, computational servers are the main arteries
of The Tower’s livelihood. The datacenters store
memories, models of individuals, models of
millions of units that form society. They contain
some of the brightest moments that citizens can
experience: snapshots of family meetings, lovers’
embraces, career successes. But, without differ-
entiating, they also store the possible (apoca-
lyptic) futures - results of billions of simulations
running constantly to predict social unrest,
climate dynamics, technogenic and existential
catastrophes.

In the DOOMS world, possible futures escape the
confines of the computers and start haunting the
citizens by presenting them with the never-end-
ing, iterative visions of death and catastrophe.

memories / possible futures / catastrophes / simulated deaths

DOOMS
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DYING KING AND DOOM CLONES MODEL

Dirk van West
A PROJECT BY
Filipp Groubnov GRAPHIC DESIGN BY
groubnov.com/DOOMS Ringailé Demsyté
GURRTED BY ASSISTANCE
Jacco Ouwerkerk Laniakea Boogard
Al SYSTEM DEVELOPMENT BY PRODUGTION ASSISTANT
llya Doreanu Roman Tkachenko
LEAD GAME-DEVELOPMENT BY MUD PUMP RCQUISITION

llya Doreanu with the help from Distrimex BV

ANIMATION BY

Arman Hanachi

PRESENTED AT
Josilda da Conceigao Project Space
Overtoom 568, Amsterdam

ENVIRONMENT DESIGN BY
Dmitriy Sidorenko 9 - 25 October 2026
Wednesday - Sunday
MARIN SOUND DESIGN BY
Domonkos Greské OPENING
9 October 2026
INTERRGTION SOUND DESIGN BY 18:00 - 22:00
Vasyl Kuzmich
THANKS TO THE SUPPRT OF:
3D CHARACTER MODELING BY Mondriaan fonds, Het Cultuurfonds,
Murad Mirzayev, Nadejde Cosmin Amarte, AFK

het mondriaan fund
cultuurfonds for visual arts & cultural heritage

F amsterdams
A fonds voor de
K kunst

COUNTER-SiMULRTION

“Buiumo s| Buimous| pue ‘Buimous si Bunenuwig

‘paulwexa aq ueo sainyny
pauibew pue Jeay ‘lamod yaiym ybnoiy} wnipaw
e se Inq ‘InojAeyaq Bunyoipaid Joj ABojouyoas)

e se Ajuo jou uonejnwis saydeoidde SWNOOQ

*Bujuunu siy10m ay3 ajiym abiswa

SUOJ}EN}IS MBU ‘SUOI}OBISIU| 8SAY} WO "UOofje]
-Nwis ay} apisu] Buipjojun S}UaAs 0} pue Juaw
-UOJIAUD JjaY} 0} “J1ayjoue auo 0} puodsai syuabe
|ednpasoud pue syuabe |y “Aejduaalos paxi) e
Buimoj|oj Jou aJe suaziyio s} “saininy ajqissod
pue sjuejiqeyul sy spppow Ajsnonuijuoa jeyy
a)e)s |euonjeyndwod e ‘Jamo] ay] SIaJuad sy Iy

*Jamod pue ainjonJise.jul |eal

-Bojouyoa} ‘1eaj |elpualsixa usamiaq diysuoljeja.
ay} buniojdxa uorejeysul [ean}dinas e pue }saiun
|e100s Jo uonejnwis paseq-juabe-|y ue siSINO0d

DOOMS





