
3 (HYPO)THESIS

1.  Process by algorithm. 

2. Algorithms inspired by human biology.

3. Quality through artificial intelligence.

7 OBJECTIVES

1.  Solutions for increasing efficiency. 

2.  Design methodology. 

3.  Smart files.   

4.  . Algorithms and computer 
platform streamlining processes.

Charts, diagrams and symbols structuring information. .5 

 
Augmenting design language. .6

Research as a design method. . 7  
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Based on the premise that the algorithm could be the key element in 
the multi-level management increase, the thesis proposes a triology 
of hypotheses that address efficiency gains through the use of 
algorithms, as follows:
1. Processes by algorithm. Any design process that uses the human 
resource can be (de)written as an algorithm, which eliminates errors 
and downtime.
2. Algorithms inspired by human biology. [Alogoritrms inspired by human 
biology. Organic is the ultimate model of the organization of matter. 
The use of biological principles and algorithms in the field of design leads to 
process automation and increases system efficiency].
3. Quality through artificial intelligence. Software applications and artificial
intelligence enhance the creative force of the architect and ensure the realization
of the project to the assumed quality.

In-depth analysis of the creation and development of the design company. 
Analysis of malfunctions. 

BIC method - compilation ideas (ASK / coaching). 
Interdisciplinaryity – AGILE management concept.  

Board log - document control, SMC computer tools .
Audit and risk analysis by algorithms. 

Design by research methods. Innovation continues. 
Motivation through coaching/mentoring.

Transdisciplinarity [anamnesis, step by step, GAME methodology]. 

Programmatic language 
ULP concept
Observer theory (first man on Earth; only man on Earth; alien), 
     Perspective of time - Future Happened method, Da capo al fine, Da fine al capo; 
     the perspective of importance – ULP.
AUGMENTATION WBS [ZOOM IN – ZOOM OUT; Junctis viribus; Divide and impera; Tabula rasa]
Employee Entrepreneurship Development
SELF management
DMS [SELF decision]
Management and Project Management through AI;
AI design and algorithms.
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3 AXIOMS

1. [The resources to which humanity has access today are limited]

2. [Time is the only resource that is gained through consumption and is lost if it is not exploited]

3.[ Information is the only resource that is multiplied by its consumption and does not lack the possession of the person who shares it]
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COGNITIVE
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Architecture is creation before the creation.
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