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Johannes Equizi is a designer interested in questioning 
and re-imagining how humans inhabit environments 
and come together as a society. 
With an architectural background, his practice 
researches into cross-disciplinary knowledge and 
mediums (storytelling, architectural installations, Live 
action Role-play games) to prototype alternative forms 
of co-existence. What drives Johannes is a need to 
reflect collectively on how things could be otherwise.

Johannes Equizi
PORTFOLIO

The following projects are chronologically 
displayed to help understanding how each 
played a role in the development of 
my practice across different fields.



Multimedia installation, Publication - 2019  

  This project was a research into how to collectively reactivate 
an abandoned plot in the city of The Hague.
  At first, to gain familiarity with the area I interviewed locals,  
collected traces, experimented with found materials. These ac-
tions unfolded along theoretical reflections on the 
relationship between public space, care, freedom and owner-
ship. “How do people turn a space into a place?”
  As a facilitator I invited local residents to participate and 
self-organize activities to raise collective awareness about the 
status and the unforeseen potentialities of such an area. 
  With this project I tried to understand a specific site and collec-
tively re-imagine it by directly engaging with locals.

2A INTERZONE

An installation made of videos, finds,
of the area and text annotations narrated the 

research process.
A local resident was also invited to offer more 

insights about the area.



Open source role-play game, Publication - 2020

  Inspired by an onsite research in a village in Albania, this proj-
ect addressed the issue of rural villages’ abandonment. My goal 
was to imagine a scenario facilitating an economy of solidarity, 
decentralization and self-sufficiency that could be activated 
through a role-play game. 
  By researching the environmental qualities, the designed 
game proposed to use a time-based currency to stimulate the 
exchange of knowledge, skills and services between the inhab-
itants in order to nourish social cohesion. In a longer term the 
game aimed at fostering the creation of communal spaces and 
rethinking the relation of the village with its valley.
  Through this game I tried to prototype an alternative infra-
structure by working on everyday practices.

Game played in The Hague. Different 
‘stations’ offered participants the opportunity 

to share knowledge, skills and services. 

PRIMORDIAL CLEPSYDRA
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Multimedia installation & publication - 2020 (ongoing)

  This work is a personal expression of my visions of an alterna-
tive world that is revealed from the perspective of five fictional 
characters called “Primordi”.
  By ‘inhabiting’ such characters, I imagined their values, pro-
fessions and stories. Their writings, drawings, objects and tools 
could be therefore looked at backwards and frontwards: frag-
ments made by Primordi in order to represent how they live. 
  Such a large repertoire of pieces come together as narrative 
and interactive installation set-ups. The public is invited to 
rebuild their storylines and reflect on the ways humans could 
relate one another on a microscale and dwell environments on a 
macroscale. 

  The project began with creating several characters in parallel 
and in an open-ended way: each influenced the development 
of the others. The materials, crafts and medium involved were 
therefore in line with the logics of the narrative under construc-
tion.  
  Sometimes I invited friends to inhabit the characters as mo-
ments to find inspiration and reflect on the meaning of ‘becom-
ing someone else’.  Some of the project’s pieces have been made 
in collaboration with J. Prinsen, T. Iman and N. Vischi.

PRIMORDI

How can alternative societies be invented?



PRIMORDI

The publication “Diario d’ Esodo” 
works as the theoretical framework 

of the project. Starting from the anal-
ysis of the capitalistic/authoritarian 
paradigms of space and social rela-
tions, the writing explores the state 
of exception as a possible spatiality 

for collective emancipation. 



Multimedia/interactive installation - 2021

  With this project I focused on the ways an audience could be 
involved in a spatial narrative and gain agency as co-creator of 
a storyline. By playing with different scales of world’s repre-
sentation, the installation aimed at investigating the relations 
between creature-creator, possible-impossible. Could spatial 
design blur the threshold between fiction-reality? 
  The installation worked also as a laboratory where people 
could realise drawings, models and writings and through these 
start outlining their own stories. In this sense the exhibition set-
up became a landscape of overlapped individual microcosms. 

AS TANGIBLE HORIZONS

Papers sewed together form a sort of shelter 
that defines an inside and outside. Tools 

could be used to continue defining the place.  



AS TANGIBLE HORIZONS



LARP Game - 2022

  Game designer J. Romanova and I collaborated to create this 
Live-Action Role Play game for graduating Master students. 
The goal was to help them with their projects by making them 
reflect on how to deal with their own creativity and with fellows 
who are in a similar situation of time and daily life pressure.
  The narrative is that several writers were struggling with a 
deadline for a publication. By looking at creativity as a separate 
entity with its own will and mysteries, the twist of the game lies 
in the fact that every writer is played by two people. A partici-
pant may become either a writer or writer’s creativity and they 
need to find a way to work with each other to finish a written 
piece on time. 
  

WHERE THE INK STARTS

Game-play at Royal Academy of Art, The 
Hague. Participants received instructions and 

several props to inhabit the narrative. 



Participative multimedia Installation (planned) - 2022 (on going)

  This project is a series of representations of vernacular, in-
timate and imaginary architectures in reciprocal relation a 
research into the systems of architectural rapresentation. By 
drawing and ‘working’ on paper with several tools and display-
ing in space I attempt not only to portray a landscape revealing 
its social and environmental components but also the mecha-
nisms that shape them. 
  As these pieces are an expression of my microcosm, I plan to 
involve other people in joining with their contribution to turn 
the installations into a macrocosm. The goal of this work is to 
further invite them to role-play and discuss their contributions 
and how they relate with intimate environments, existing ones 
and yet to come.

LIVINGSCAPES

How to turn storytelling in ‘storymaking’?



Multimedia/video installation (planned) - 2023 (on going)

   I recently started exploring the figure of the dowser - a person 
capable of sensing water underneath the ground - and their 
social environment. I perceive such a profession as an archetyp-
al figure crucial for the development of human settlements and 
I am concerned about their survival in relation to the epistemic 
western worldview. Will rhabdomancy keep its agency in devel-
oping the built environment?
   I interviewed several dowsers, documented through readings 
and in-situ research to understand their historical background 
and the current difficulties that rhabdomancy encounters. With 
the project I aim at studying how to better develop a fictional 
character in relation to a context and speculate on how and 
which role could such a profession take in the near future.

DOWSING ACROSS FIELDS

Captions of videos recording a dowser at 
work in a rural landscape  


