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Roger Caillois (1961) interpreted that many social structures are elaborate forms of games.
For small children, playing games teaches them ways to ascertain rules and  to interact 
with others appropriately.

Games are unquestionably social 
/participatory and thus political.



Contemporary Context:  Ludus/Agon/Competitiveness has become a modern virtue? .



Games can be defined as experimential, rule-based, interactive environments,
where players learn by taking actions and by experiencing their effects through 
feed-back mechanisms that are deliberately built into and around the game.



These prescribed rules (and why they exist) and the feedback/consequences from
a players actions have experiential and potentially educational or formative meaning 
in terms of personal/  social development.



Changes In Practical Reality
Contemporary social technologies, of which games are significant - are 
continuously changing our practical reality, a reality where human experience and 
technical artifacts have become beyond intertwined, but for many interwoven.
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Изменения в практической 
реальности



 
Huizinga's book (Homo Ludens, 1938) describes play as a: 

free and meaningful activity, carried out for its own sake, 
spatially and temporally segregated 
from the requirements of practical life, 
and bound by a self-contained system 
of rules that holds absolutely.

  



 

… “ the core human experience is rendered more urgent by the speed at 
which technology is moving ” Antonelli, Design and the Elastic Mind Moma (2008)
  



Cognitive Affective Motor
Head Heart Hand

= the human experience
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DESIGN & DESIGN DISCOURSES
PRE- INDUSTRIAL

Image: Ständebuch (The Book of Trades), 1568
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DESIGN & DESIGN DISCOURSES
INDUSTRIAL
HAND to MACHINE and HEART

William Morris 1864 Wallpaper Design: advised those designing wallpapers to 'accept 
their mechanical nature frankly, to avoid falling into the trap of trying to make your 
paper look as if it were painted by hand', he also encouraged intricacy and elaboration 
so that the repeat itself was disguised.

In 1858 John Ruskin (Arts and Crafts movement ) told his 
audience that:
 ‘All art worthy of the name is the energy – neither of the human 
body alone, nor of the human soul alone, but of both united, one 
guiding the other: good craftsmanship and the work of the fingers 
joined with good emotion and work of the heart.’ 

pomegranateMorris1866

daisy_1864_zincplate



Finland, Paimio: Sanatorium (1929-1933)
By Alvar Aalto

DESIGN & DESIGN DISCOURSES
MODERNISM
FUNCTION and UTILITY



Finland, Paimio: Sanatorium (1929-1933)
By Alvar Aalto



The close connection between Modernism, consumerism and the photographic is illustrated by the above Mercedes Benz 
advertisement of a fashionable young woman riding the latest in modern machinery posed in front of Le Corbusier's Wiessenhof estate building from 1927 

DESIGN & DESIGN DISCOURSES
MODERNISM
FUNCTION and COMMERCE



Apple Opera Store in Paris France

DESIGN & DESIGN DISCOURSES
MODERNISM
FUNCTION and COMMERCE
COMMODITY FETISHISM



Walter Benjamin in ”Capitalism as Religion" (1921) capitalism essentially serves to satisfy 
the same worries, anguish, and disquiet formerly answered by so-called religion." 



Accessories for Lonely Men (Noam Toran 2009) Heavy Breather, Sheet Thief.
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The 3D revolution of the mid-nineties
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Still: Testing Arizona Sunshine (2017, Vertigo Game) - https://www.youtube.com/watch?v=UxjaMwm2MEo
Platforms: Oculus Touch, HTC Vive and PSVR 



Hugely Mainstream.
Accessible on mobile devices, Polished, short sessions, friend play/non real time non multiplayer
Candy Crush Saga is a free-to-play match-three puzzle video game released by King (2012) for Facebook, makes its money from in-app purchases. At its peak (2013) - 93m 
people were playing Candy Crush Saga more than 1bn times a day.

For small children, playing games teaches them ways to interact with others appropriately.

Games are unquestionably social 
/participatory and thus political.
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Монетизация видеоигр
Monetizing Video Games

1. Retail (bricks & mortar). Shops, online retailers.
2. Digital Distribution (direct download, direct to consumer).
3. In-Game Advertising (similar to screen product placement.)
4. Around-Game Advertising (basically making money from banner & skyscraper adverts
    that circle the gameplay window)
5. Velvet Rope / Member's Club (where the user pays for VIP access)
6. Episodic Entertainment (borrowing from the TV mode) pay per episode
7. Frictionless mobile payment; social gaming is part of the monthly phone bill.

We’re building into all of our 
games the ability to pay for 
things along the way, either to 
get to a higher level to buy a 
new character, to buy a truck, 
a gun, whatever it might be . . 
. Consumers are enjoying and 
embracing that way of the 
business.  EA’s chief financial 
officer speaking at 
the Morgan Stanley 
Technology, Media & Telecom 
Conference:

**Splinter Cell has required 
the use of in-game **Splinter 
Cell has required the use of 
in-game Sony Ericsson 
phones to catch terrorists
All major video game makers 
produce social games now 
(See Konami*_
EA, Square, Valve, Blizzard, 
and Ubisoft—have a big 
problem. They’ve become 
part of the corporate culture 
that eventually infects most 
industries, and they’ve lost 
sight of their most important 
market: gamers.

Issue of over hype, promising 
great games ($60+ dollars) – 
delivery of OK games, if you 
scan the game charts on meta 
critic then 
Few brand new IP made their 
best games of 2016 (INSIDE 
and Overwatch, desultory one 
new IP Bloodborne in 2015)…



Social Dynamics: viewed of Phones

*This image continues to float around internet bulletin boards like 4chan and 2ch..



Serious / Impact Games / Newsgames
Independent / 

Art-House & AAA Gaming / 

Most if not all of the games in Goethe-Institut’s ‘Games and Politics’ exhibition would be 
classified as a ‘serious.’ These games concern themselves with ‘serious’ topics and are 
intended not merely for use as entertainment but to offer specific content of a documentary 
or pedagogical nature. I will compliment these will detailing some newer higher production 
releases.



Inside (2016)
Designed by J. Carlsen, Directed by A. Jensen, Developed and published by Playdead for Xbox One and Windows
A beautifully bleak two button (left or right) puzzle with ambiguous goal / endings.



What Remains of Edith Finch (2017)
Produced by Giant Sparrow , Windows PS4

As a ‘game’ takes players through the tragic story of a family cursed by death, and with some magical realism puts you into the first 
person perspective of experiencing each of the family members various deaths. Like Inside the attention to detail in the rendering to 
the mainstream AAA video game release level. 



 Hell blade: Senua's Sacrifice (2017)
Produced by Ninja Theory. Is a thoughtful and more important masterful marriage of mechanics and story that breath life into a world 
full of trauma and bereavement. The game uses 3D binaural sound alongside its graphics engine to help represent the lead characters 
psychosis. Hell blade has received funding from the Welcome Trust foundation and its creators worked closely with Prof Paul Fletcher 
a neuroscientist and psychosis expert at the University of Cambridge to have us emphasise more with those that live with different 
perceptions of reality.



Paisajes de mi Abuela - My Grandmother's Landscapes (2015) by Julian Yuri Rodriguez and Andres Rivera   
In which a Cuban refugee in Miami explores her home village in Havana through an Oculus Rift. 



предостерегающий вывод
Cautionary Conclusion

Even if Design at a meta discourse level sustains its recent emotion centric turn in its awareness that we need to build into 
design processes more consideration and problem solving based at the affective / emotional level, then we must also remember 
that – just like Modernist Design this can be co-opted into commercial pursuits, and used to better sell us the fantasies of 
salesman (or Hollywood franchise producers) rather than counter the crisis of cognizance and the emotional health needs of 
individuals and communities 

The Emotional Turn in Design, for good and or bad?
навсегда или плохо?дизайнэмоциональный
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