SYSTEMS

Play Lab



Play as a relational strategy of computational
technologies.

Play as an interface
Playthings, not play objects

Personality as a way of making sense of the interface
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https://www.youtube.com/watch?v=EV3uMLm-l9c

Wile E. Coyote

SUPER GENIUS

AVE BRAIN WILL TRAVEL
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injure a human being or, through inaction,

allow a human being to come to harm,

to prove that you are not robot. CAPTCHA
CUAM
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Playthings
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Assemblage






There are no systems

Systems as epistemology

Focus on the interconnectivity

Play ->relationality<- Interconnectivity

Play as an experience of systems that emerge from
interacting with things (the “systematicity” of playthings)
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