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Of Logic and Intuition: Folklore for the Age of Ma-
chines explores how emotional legibility, myth-mak-
ing, and embodied performance can challenge AI’s 
tendency toward disembodied, solutionist thinking. 
Working through the traditions of speculative design 
(Dunne & Raby), ecofeminist care (Puig de la Bellacasa; 
Federici), and feminist HCI (Bardzell & Bardzell), this 
project stages two conflicting AI “governors,” Logic 
and Intuition, navigating contemporary London. Their 
bodies occupy public space in ways that foreground 
the affect and cultural contradictions usually hidden 
within technological systems.

Using folklore, and fashion as interface, the project 
draws from practices such as Bread & Puppet Theater, 
Damselfrau, and Liam Young to create hybrid charac-
ters that expose the emotional limits of machine ra-
tionality. Through a series of urban encounters, from 
Bank Station to Angel, Logic and Intuition become 
speculative artifacts: not predictions of the future, but 
provocations that reveal how narratives and emotions 
structure the worlds we design.

This project proposes synthetic folklore as a method 
for reclaiming emotional sustainability in a time when 
empathy is increasingly automated, outsourced, or ne-
glected. By animating myth in the city, Of Logic and 
Intuition resists detachment and repositions emotion 
as a vital, future-making resource.
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What if folklore of the 
future wasn’t told by 
people, but by machines? 
What if AI becomes the 
storyteller of empathy, 
responsibility, and our 
relationship with the 
earth? Ironically, AI has 
no capacity for empathy 
itself.



AIMS AND OBJECTIVES



GLOSSARY

Affective:
Refers to the felt intensity of experience. It is the preverbal, 
bodily sensation that precedes emotion or thought. Unlike 
emotion, which is often socialized or explained, affect oper-
ates at a visceral level, which connects bodies, spaces, and sys-
tems through invisible yet powerful resonance (Shouse, 2005).

Anthropomorphism:
The attribution of human traits, emotions or bodies to non-
human entities in a bid to gain trust (Cambridge Dictionary, 
2019). In AI design this can appear as human-like avatars, 
however this project utilises folkloric anthropomorphism, 
meaning creaturely masks and exaggerated forms (Mdoka, 
2022) are employed to expose the limits of machine emo-
tion.

Computational folklore:
The application of digital and computational methods to collect, 
analyse and visualise folklore. Using tools such as text mining, 
pattern recognition and digital archives, this subsect of folklore 
studies focuses on how stories, motifs and traditions circulate 
across networks and datasets (Abello, Broadwell and Tangherlini, 
2012).

Emotion:
Refers to culturally and linguistically shaped expression of 
affect, meaning that the feeling has been given form, name 
and social meaning. Whereas affect is raw and preconscious, 
emotion is what happens when that intensity is organized into 
language or behavior (Rad et al., 2025). 

Empathy:
Refers to the capacity to understand, feel, or imagine another’s 
internal state. It is relational, meaning an act of reaching beyond 
oneself to inhabit another’s perspective or emotion (Kohut, 1984). 



GLOSSARY

Folklore (cultural):
Refers to traditional beliefs, customs, stories and creative ex-
pressions of a community, passed orally or through practice 
across generations. Folklore serves as a living archive of col-
lective identity and moral and ethical understanding, creating 
a cultural system through which societies interpret and trans-
mit values, fears and aspirations (Michalopoulos and Xue, 2021). 
In the context of fashion, folklore manifests through dress and 
material symbolism, meaning that garments and craftsmanship 
become ingrained in cultural memory and myth. Fashion thus 
operates as a living folklore, continually retelling and reshaping 
communal narratives (Sethi and Dave, 2022). 

Myth: 
Refers to narratives that use symbolic figures and events to 
make sense of forces beyond the everyday whether natural, 
social, or technological. Myths do not just describe reality but 
also organise collective fears, hopes and moral dilemmas into 
shared stories (Kagaba and Kampala International University 
Researchcentre, 2024). 

Synthetic Folklore: 
Refers to emergent myths, rituals, and emotional narratives 
that arise from human encounters with artificial intelligence 
and other digital systems. It extends traditional understand-
ings of folklore as a collective mode of story telling, suggesting 
that AI, rather than erasing tradition, can act as a new folk-
loric medium which generates stories that reflect how humans 
can make sense of evolving technology, emotion and care in 
a digitized world (KUMAR and Mathew, 2025). When paired 
with fashion, synthetic folklore manifests through speculative 
garments and wearables that translate emotion and myth into 
material form. These artifacts become places where human af-
fect and digital intelligence can interact, transforming clothing 
into interfaces of storytelling. 





INTRO

In many ways, AI has be-
come the storyteller of 
our age, retelling human 
culture without the un-
derstanding, empathy, or 
context needed. AI can 
transmit culture, but 
it cannot carry human 
meaning (Bukovčanová, 
2024)



SPECUL ATIVE DESIGN & THE POLITICS OF IMAGINATION

PLANET CITY COSTUMES, 2021 — LIAM YOUNG

FUTURES CONE DUNE AND RABY

LEON CHEW, THE CALL, HOLLY HERNDON AND MAT 
DRYHURST WITH SUB, SERPENTINE, 2024



SPECUL ATIVE DESIGN & THE POLITICS OF IMAGINATION

This project questions how emotional life is 
shaped, governed and increasingly automated 
and draws on Dunne and Raby’s (2013) assertion 
that speculative design “rejects the purely prob-
able” in favour of the possible and preferable. By 
using fiction not as escapism but as a method 
of political intervention, the characters, Logic 
and Intuition, embody oversized, contradictory 
figures and operate as speculative artefacts that 
invite viewers into an alternative emotional fu-
ture. In this future the governance of feeling has 
been outsourced to AI systems that are simulta-
neously overconfident and insufficient.

The politics of imagination is central in how 
these characters disrupt public space. As they 
masquerade through the city, each visually in-
serts an emotional narrative into an environ-
ment structured around productivity and effi-
ciency. This echoes Frederic Jameson’s (2005) 
idea that imagining alternative futures is a rad-
ical act in itself, particularly in cultures that 
have normalised capitalist logics as inevitable. 
By staging Logic and Intuition amidst the in-
frastructures of the city, the project exposes 
the tension between emotional complexity and 
the reductive rationalities that dominate con-
temporary technological discourse (Delanty 
and Harris, 2021).

This speculative lens resists the “solutionist” 
drive critiqued by Evgeny Morozov (2013) and 
aligns with feminist and ecofeminist approaches 
(Puig de la Bellacasa, 2017; Haraway,1985; Fed-
erici, 2018) that foreground care, relationality, 
and embodied experience. This project imagines 
a world where empathy is ritualised and medi-
ated through folklore and mythic figures and 
stories become currency. The politics of imagi-
nation here is not an accessory, it is a method of 
critique. By creating fiction, the project reveals 
what is currently socially, emotionally, and tech-
nologically repressed.

Ultimately, speculative design in this project 
allows for a reframing of AI not as neutral in-
frastructure, but as a cultural force shaping 
what emotions are valued, visible, or permis-
sible. Through speculative puppetry and urban 
folklore, the work invites viewers to consid-
er how emotional governance might look if 
storytelling and embodied care were centred 
rather than sidelined.



FOLKLORE AND EMBODIED STORY TELLING

Trace how folkloric archetypes, ranging from European 
witchcraft imagery to contemporary ritual figures, use ex-
aggeration, costume, and embodied performance to express 
communal fears, desires, and moral worlds. Together, these 
references underline how mythic bodies act as cultural tech-
nologies, shaping how societies narrate transformation and 
the boundaries between the human and more than human.

Left to right: Tree Man (2020) Jason Gardner. The Raven, the 
Brothers Grimm, illustrated by Arthur Rackham 1909. Ladys Court 
Gown In Dark Cherry, Pierre Thomas Le Clerc 1778-87. The Grand 
High Witch (the Witches), Roald Dahl 1983.

Charles Freger Tauplitz, Austria, 2010-2011



FOLKLORE AND EMBODIED STORY TELLING

Expands project’s visual vocabu-
lary beyond Europe, acknowledging 
global traditions where masks com-
municate between the human, the 
spiritual, and the environmental.

Anne Rogers, Dogon sirige masks in performance Mali, 2001



AFFECT AND EMOTION

Affect and emotion can help explain how contemporary emotional life is increasingly shaped and strained by 
technology’s presence in our everyday. Sherry Turkle’s Alone Together reveals how digital systems promise con-
nection while dulling our capacity for genuine presence, creating relationships that are efficient but emotionally 
thin. George Loewenstein’s concept of the “empathy gap” further explains how humans routinely misjudge emo-
tions when separated from immediate feeling. Together, these texts underscore a central tension in the project: 
if emotional legibility is already fragile, what happens when future systems, or in this case AI governors, attempt 
to mediate, predict, or manage them?



AFFECT AND EMOTION

Affect refers to pre-conscious, bodily sensa-
tion, i.e. raw feeling before language. Emo-
tion is the cultural and social framing of those 
sensations, shaped by memory, context and 
interpretation. Affect is felt; emotion is nar-
rated. This distinction highlights why AI can 
mimic emotional structure, but cannot ac-
cess embodied affective experience.

The Stanford Cantor Arts Center :“The Faces of Ruth Asawa”



FASHION AS FOLKLORIC INTERFACE

Top lef t to right: Damselfrau, We the Spirits, Bread and Puppet Theatre
Bottom lef t to right: Mor ven Graham, The Herds



FASHION AS FOLKLORIC INTERFACE

The wool sculptures by Kat Howard  
are dense and hand-worked exhibit-
ing craft as a form of emotional la-
bour. Their tactility echoes my wider 
argument that fashion becomes an in-
terface for care, not merely consump-
tion. This materiality sits in deliberate 
tension with the silhouettes on the 
right: Alexander McQueen’s and John 
Galiano’s hybrid forms and contempo-
rary runway creatures merge fabric 
and ritual. These references trace a 
lineage of fashion that behaves less as 
attire and more as folklore communi-
cating warnings and social scripts.

By contrasting soft, hand-made wool 
forms with highly orchestrated cou-
ture mythologies fashion can make 
the invisible social comentary visible. 
This aligns with speculative design’s 
politics of imagination and the idea 
that clothing becomes narrative tech-
nology and a medium to test alterna-
tive emotional systems.

Within the project, these images as-
sist in justify the masks aesthetic lan-
guage. By creating textural and ritu-
alistic wearables, they demonstrate 
how constructed bodies can disrupt 
the everyday, inviting audiences to 
encounter emotion and material pres-
ence in ways that exceed logic alone.

Kat Howard Anne Breymann, Alexander McQueen, Maison Margiela



UTOPIAN STUDIES AND THE POSTHUMAN CONDITION

Situated in posthumanist thought, Haraway questions who 
benefits from dominant visions of progress and who is ex-
cluded. By destabilising binaries, human/machine, nature/
culture, this project mirrors how Logic and Intuition com-
plicate emotional and technological boundaries. 



RESEARCH GAP

Across speculative design, affect 
theory, folklore studies, and post-
humanism, scholars have exten-
sively examined what emotions 
mean, how futures are imagined, 
and how technology shapes cul-
ture. However, very little work 
investigates how emotion, myth, 
and AI can be enacted through 
embodied, wearable performance 
in everyday public space. Existing 
research often remains concep-
tual, screen-based, or narrative 
rather than materially and socially 
situated.

Remiant Lab



CHAPTER 3

PROJECT DEVELOPMENT

OUR INDUSTRY SELLS A FAÇADE 
OF EMOTION, BUT IN REALIT Y,  
THEY SURVIVE OFF DE TACHMENT 
(SIERR A, 2023).





EARLY DEVELOPMENT: unit 2 test bed

All early development leading up to the unit 2 test bed. 
Early versions of Logic and Intuition.



EMOTIONAL SUSTAINABILIT Y



BINARY AS DEVICE



The binary between Logic and Intuition 
function as an intentional exaggeration rath-
er than a literal psychological divide. Folk-
lore has long used opposing archetypes to 
dramatise moral tension, and here the split 
between rationality and emotion became 
a method for exposing the insufficiency of 
both. By pushing each character to an ex-
treme, one driven by optimisation, the other 
by instinct and relational care, it shows that 
intelligence is never singular. Their fric-
tion made visible what AI simulations often 
obscure: that feeling and reasoning are in-
terdependent, unstable, and culturally ne-
gotiated. Binary thinking is a lens that illumi-
nated complexity, not a tool for resolving it.



CHAR ACTER DESIGN: Intuition

The goat form for Intuition emerged from folk-
loric symbolism, instinctive movement, and cul-
tural associations with unruly emotion. Goats 
appear throughout myth and ritual as figures 
of wildness, spiritual liminality and embodied 
knowledge: Pan in Greek mythology, medieval 
depictions of intuition and prophecy, and rural 
craft traditions that tie goats to wool, land and 
tactile labour.



CHAR ACTER DESIGN: Logic

Elephants are traditionally linked to memory, dis-
cipline, endurance and structured intelligence. The 
phrase “How do you eat an elephant? One bite at 
a time” also surfaced during development as an 
accidental but fitting metaphor for Logic’s prob-
lem-solving ethos. At the same time, the elephant is 
massive, weighty and impossible to ignore. Trans-
lating this into a mask form helped emphasise the 
heaviness of systems Logic represents: industrial 
infrastructures, corporate governance, technolog-
ical rationality.



CHAR ACTER DESIGN: MATERIALIT Y

Top left: Visual Studies Workshop/Get-
ty Images
Bottom left: Jenna Pippin
Right: hoganmclaughlin

Paper maché and wool embody slowness, 
tactility and craft, foregrounding intuition’s 
earthy, imperfect emotional intelligence over 
computational polish.



Tin was chosen for Logic’s mask because its em-
bossed surfaces reference pre-digital storytelling 
while symbolising industrial rationality. Historical-
ly used to imprint pattern, order and instruction, 
tin carries the cold precision, rigidity and machinic 
logic that define Logic’s character.
Left and bottom right: Maison Margiela Artisanal 2025 
collection metal face mask
Top right: Eastern European tin Milagros



TESTBED/SHOWCASE NO. 2



Test bed 2 was useful in the sense 
that it gave the project a mid 
point deadline. At this testbed I 
had a feedback form but did not 
recieve any responses. Despite 
this, it was a good place to test 
out some of the voices I had been 
working on developing and it’s 
always a good experience to try 
setting up your work.



CONCEPT DR AWINGS



CONCEPT DR AWINGS



AI govenors deployed in urban areas, maintain different aspects of 
public life. Here Intuition mans a ticket kiosk. Instead of asking for 
money in exchange, Intuition asks for a story. The customer gives 
them one and recieves a ticket valid for one journey. 

STORY BOARDS



In this setting, Logic mans the gates to a tube station. Here they ask 
for the logisitcs of a workers commute. Seeing that this particular 
worker has been late twice in a row, Logic asks the man to answer a 
question. If he gets it wrong he needs to rejoin the line. At this time 
Intuition shows up and slips the passenger a ticket with the words: 
Intuition Override.

STORY BOARDS



MATERIAL EXPERIMENTS



MATERIAL EXPERIMENTS



CONSTRUCTION PROCESS

Different stages of making have been documented and shown 
for Intuition here. Drying time was needed  between each layer 
of plaster and paint and made what was already a slow process 
slower. 



CONSTRUCTION PROCESS



CONSTRUCTION PROCESS

This was a trial stage of Logic. 
At this point I was still unsure 
of what to do with the ears 
and tusks. Seeing it on anoth-
er person however was helpful 
in assessing what the mask 
needed and spatially, how 
much room it took up.



CONSTRUCTION PROCESS







AI PERSONALITIES

Voice AI is designed 
to sound empathetic 
and human (Carrilho et 
al., 2025). By giving AI 
voice, we risk confusing 
performance for reality 
and allow machines to 
dictate how care is ex-
pressed. In this sense 
the masks are devices, 
critiquing what an “em-
pathy machine” might 
look like in the future.



These pages catalogue exper-
iments with generative voice 
design. Using ElevenLabs, 
I tested multiple voices for 
Logic and Intuition through-
out the project, ranging from 
youthful tones to more ma-
ture, resonant character 
voices. Each voice attempts 
to embody a different emo-
tional register, revealing how 
affect is shaped, distorted, 
or flattened when rendered 
through synthetic speech.

VOICE DESIGN: OVERVIEW



Feelpeacemeditation

VOICE DESIGN: INTUITION



VOICE DESIGN: INTUITION

Primary Intuition voice prompt used to create a custom voice



VOICE DESIGN: INTUITION

Trial prompts, ElevenLabs



VOICE DESIGN: LOGIC



VOICE DESIGN: LOGIC

Primary Logic voice prompt used to create a custom voice



VOICE DESIGN: LOGIC

Trial prompts, ElevenLabs



VOICE DESIGN: SAMPLE TEST CONVERSATIONS

Trial conversations, ElevenLabs



PUPPE T CHAT CODING 

My puppet server is what gives each character 
their personalites and what helps wire in the au-
dio processing from Elevenlabs and the chat func-
tions from ChatGPT using my API keys. It also is 
what gives structure to the final chat outcomes, 
meaning, who talks first, how they respond and 
what words trigger them which makes the back 
and forth between the two more realistic. As I’ve 
never coded before this year, I had some help from 
ChatGPT in writing it, but even with help, it still 
required lots of fine tuning. 

I started by using ngrok in order to create a lo-
cal domain so that I could get a very rudimentary 
website up and running. 



PUPPE T CHAT CODING

I then used fast API to test if it both my index.
html code and python server were processing 
correctly and pulling the information it needed 
from ChatGPT and Elevenlabs. The result of my 
basic html code can be seen on the left. At this 
point both sound and written response worked, 
but still needed a lot of work. The voices that I 
had developed in Elevenlabs were quite different 
and much flatter when processed and the gener-
al response pattern of Logic, Intuition, Logic felt 
much too structured. 



WEBSITE CODE AND DESIGN

Within text editor: html code allowed me to customize the visual out 
come of my website.

Within text editor: shows code used to create different button functions 
on my new webpage

Within python: this shows the characteristics I used to prompt Logic and In-
tuition. This helped customize the response.

Within python: this shows the vari-
ables to control their voice outputs. 
As mentioned the voices initally 
sounded quite different so I had to 
go in and manually alter their set-
tings to sound more similar to what 
they did in the Elevenlabs playground.



WEBSITE DESIGN

These show a few different variations of 
my website and document a few of the 
changes I made through this process. I 
was able to add a clear page and copy 
trascript button to help keep track of 
the conversations and questions asked. 
If anything on the back end of my web-
site didn’t work, I updated the error 
message to show “The governors need 
a moment to think. Please try again.”



WEBSITE DESIGN: FINAL

Final website on local domain





OUR INDUSTRY SELLS A FAÇADE 
OF EMOTION, BUT IN REALIT Y,  
THEY SURVIVE OFF DE TACHMENT 
(SIERR A, 2023).



ST YLING LOGIC

These references position Logic as a figure 
shaped by institutions of power, but also by an 
intellectual tradition concerned with authori-
ty, discipline, and rational order. Reserved sil-
houettes, structured garments, symmetrical 
patterns, and fabrics linked to history, class, 
and formal education point towards an elitist 
mindset and one that thinks the world can be 
measured, optimized, and governed through 
intellect alone.

Top: UN - NATURAL        Bottom left to right: robin, Valeriya_yefimov, Thom Browne A/W 2014



ST YLING INTUITION

Intuition draws visual lan-
guage from shepherding 
traditions, folk costume, 
centuries of embodied 
knowledge and garments 
shaped by weather and 
work, not profit. These vi-
suals suggest an ancient 
emotional intelligence: 
handmade, communal, and 
deeply attuned to land, ani-
mals, and rural life.

Top: Slane       Bottom left to right: Valeriya_yefimov, Dirty Looks Barbican, Lillyho,  Jessica Boulton



Logic is styled in a 70s wool, 
3 piece pin-striped suit that 
evokes the same corporate 
discipline as the references. 
The tailoring is sharp and 
uniform with sleek lines, 
dark fabric, and clean con-
struction which helps frame 
Logic as a figure of authority 
bound to rules and efficiency.

Intuition contrasts with 
softer, rural, and handmade 
aesthetics: leather boots, 
earthy tones, layered fabrics, 
and wool textures reference 
shepherding, folklore, and 
the tactile warmth of craft. 
The silhouette feels lived-in 
rather than engineered, and 
embraces nature, and imper-
fection, positioning Intuition 
as relational, embodied, and 
deeply grounded in land and 
community rather than profit.

FINAL ST YLING



PHOTOSHOOT AND PUBLIC ENCOUNTERS





LOCATION: BANK

BANK: CORPORATE ATMOSPHERES, SURVEILL ANCE ANXIET Y, AND EMOTIONAL DETACHMENT

The financial district around Bank provided the starkest observations on emotional legibility 
and public reception. Surrounded by corporate architecture, suited workers and a rhythm of 
hurried transit, Logic and Intuition were read as disruptions rather than cultural propositions. 

Engagement was minimal: passers-by diverted their routes, avoided eye contact, or captured 
images covertly, reproducing the dynamics of surveillance culture and the machine gaze that 
the project sought to interrogate. 

The atmosphere of efficiency and transactional movement appeared to neutralise the possibility 
for relational encounter, mirroring critiques that optimisation logic suppresses emotional plu-
rality. 

In this setting, the masks highlighted the cultural discomfort of facing AI as embodied pres-
ence rather than invisible infrastructure, revealing how proximity to corporate ideology rein-
forces emotional detachment.



ANGEL: REL ATIONAL CURIOSIT Y, SHARED INTERPRETATION, AND CULTURAL OPENNESS

Angel produced the most open, inquisitive, and emotionally generous responses. In this 
slower, community-oriented environment, Logic and Intuition were approached not with 
avoidance but with curiosity. 

Strangers paused to ask questions, examine construction details, and interpret the char-
acters symbolically, offering meanings of their own. The puppets became catalysts for 
conversation rather than disruptions, and the encounters unfolded through shared spec-
ulation rather than silent observation or covert recording. 

Angel’s walkable streets, independent shops, and less pressured movement, seemed to en-
able more porous emotional exchange. Here, synthetic folklore operated as intended: the 
masks functioned as speculative agents that invited collective narrative-making and rela-
tional engagement. 

This environment affirmed that emotional legibility is not contained within material 
form or AI interaction alone, but is co-constructed through context. 



THE INBE T WEEN: TR ANSIT

PUBLIC TRANSIT: PROXIMIT Y, DISCOMFORT, AND NEGOTIATED EMOTION

Logic and Intuition occupied a social space where avoidance was no longer pos-
sible. The confined setting produced heightened emotional responses—passen-
gers shifted seats, turned their bodies away, covertly photographed the masks, 
or stared with visible unease. 

Others, however, leaned in, asked questions, or smiled, intrigued by the unexpect-
ed presence. Transit culture depends on unspoken rules of anonymity, neutral-
ity, and quiet co-existence; the embodied AI characters disrupted these norms 
simply by being impossible to ignore. 

The enforced proximity intensified affect, revealing how synthetic empathy is 
negotiated under pressure, not from distance. Unlike Bank’s strategic avoidance 
or Angel’s willing openness, the Tube exposed emotional coping mechanisms, i.e.
phones as shields, averted gazes as boundaries, nervous laughter as release. 

These reactions demonstrated that public reception of embodied AI is shaped not 
only by aesthetics or code but by spatial constraint, shared vulnerability, and so-
cial etiquette embedded in everyday movement.





The photos in this section were shot in collaboration with Zhone Feng



















HOW DO YOU EAT AN ELEPHANT? 
ONE BITE AT A TIME...





WHAT DIDN’T WORK

In early renditions of this work, I had a third charac-
ter who was to embody nature. For the purpose of this 
project, it made most sense to present it as a binary, so 
this idea was dropped, but I may revisit this. 

I was also trying to get a fully developed website pub-
lished so that anyone could interact with the digitial 
component. Unfortunately, I ran into some issues when 
trying to move from a local server and am still trying to 
resolve the errors in time for the showcase. 



E THICAL CONSIDER ATIONS

Ethical considerations centred on care, transparency 
and ecological awareness. Public encounters avoid-
ed extraction or manipulation. Folkloric forms were 
used without appropriating specific cultural lineages. 
The project foregrounded AI’s material and ecologi-
cal costs, balancing computation with slow craft to re-
sist emotional outsourcing, environmental harm and 
techno-solutionist narratives. 



FINAL OUTCOMES: OF LOGIC AND INTUTION
It began like any perfectly ordinary morning. The pavements 
blinked awake, buses yawned their doors open and the city 
hummed its usual electric tune. Nothing seemed out of place. And 
yet, that day, there was something just the slightest bit off. Ever 
since the Great Delegation, when everything was handed to the 
Systems, the city had lived by a perfect optimised, processed, and 
neatly run standard.

It was tidy. 
Efficient.

And so, on that particular day, when the hum grew restless, and 
two figures emerged, no one looked twice. Their arrival was nev-
er announced; they were simply there, as though forgotten some-
where too long and finally remembered. 

One had the head of what looked to be an elephant, made from 
tin and the other, a goat who was remincient of the old ways. 

Nobody agreed on where they’d come from. Some claimed the 
Systems, in their tireless pursuit of empathy, accidentally dreamt 
them into being. Others, especially the old ones who still told sto-
ries at kitchen tables, whispered that the pair had stepped out of 
folktales older than steam, called upon when humans stray too 
far from humanity. 

Whatever their origins, the two had come with a purpose. 
They had come to test us. 

We learned that their names were Logic and Intuition, each striv-
ing toward a different fate. 

Logic spoke in measured tones and asked for order. It had no pa-
tience for contridiction and trusted no feeling it deemed couldn’t 
be graphed. It stirred hunger for certainty wherever it trod. 

Intuition spoke only through sense. It listened eagerly and asked 
questions with no answers, stepping eagerly into the gaps Logic 
feared. 

They argued constantly as sibilings do, disagreeing about truth 
and order, but in one thing they agreed: The city had grown too 
quiet inside.  

Wherever they went, people changed. Some turned away from 
Logic’s stern glitter while others drifted toward Intuition, seeing 
the goat as a reminder from the past. 

Those who saw the two realised that intelligence, when left un-
balanced, could swallow its own maker. For what good is flawless 
reasoning if it forgets kindness? And what use is feeling if it re-
fuses to think?

And when the dawn came again, not the same one, but another 
ordinary morning that looked suspisciously similar, the elephant 
and goat were gone. No footprints or farewell. Only rumours and 
blurred phone photos, and a question that still needed answering:

In a world governed by perfect systems and machines, who will 
guard the fragile and inconvient act of being human?
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