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YOU'RE RUNNING OUT OF MONEY FAST. | o
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It's time to get a job — any job.

Jon Here's what's available. Click a listing to apply: ob
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Playing with data
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Australian Bureau of Statistics (ABS) used census data to create a dynamlc playful expenence of resource management on a
town-planning level with a good deal of relevance to the typical Australian town (ABS 2013).

The game simulates responses to proposed planning scenarios using census data to inform the systems response to player
decisions.

The game could be developed towards a possible testing ground for planning decisions, and crowdsourced configurations of the
city.






Design Rhetoric

A TAXONOMY
OF FUTURES -

.....

Redrawn from Speculative Everything redrawing Stuart Candy AUAALAL *ARUAUALAUAL

“[Design Objects] persuasion comes through arguments presented in things rather than words; they present ideas in a
manipulation of the materials and processes of nature, not language. In addition, because there is seldom a single solution to a
problem in human affairs dictated by the laws of nature, they do not provide necessary solutions.” (Buchannan 1985 p4)

Before Bogost's assertion that processes present rhetoric, designers such as Buchanan argued that all objects are inscribed with
a rhetoric by the designers, but fro Buchanan this was a largely unconscious process.
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Games can create projections of “possible” or “plausible” future scenarios for players to investigate and play within.

Usually Speculative Design is used to create or consider design objects as a process of “engendering debates and changing
perspectives about important social issues” (Bradzell, Bradzell and Stolterman 2014 p1952)

Speculative and critical design (and connected practices of Design Fictions and Design Probes) refocus design away from
function and problem solving, and toward a discursive mode of critical practice which looks to propose values, make arguments,
and communicate ideas about the world through objects.



Speculative Game Design

Boundaries: TIDAL
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Coulton presents a manifesto for Speculative Game Design in which games can help to model futurés {0l pIayers and help them
reflect on their behaviors and foster behavioral change (Coulton, 2015).

Coulton argues that Design Fictions can be used to open spaces for consideration and analysis of Wicked Problems.

Eneropa works as a Design Fiction as it remaps state lines based on renewable and sustainable energy production, posing that
the whole of the North West of Europe could work as one grid.



Data Simulated Futures

project or simulate future energy scenarios, or predict climate change interactions.

Coulton’s game Cold Sun’s (2014) landscape is procedurally generated from weather data. The game helps to link together
climate change and weather but in a complex and meaningful way. The game produces a dynamic system which will become
increasingly difficult to master as the difficulty curve is manipulated by climate data.



The Chinese Room

The Chinese Room to explain how systems can “think”. Searle’s metaphor was that of a man assembllng ‘Chinese” in a closed
room.

This is the Internet of Things: flows of data from objects and devices forms an information-rich, “smart” environment, indeed a
system of interpenetrating environments, in which the feedback we currently associate mainly with “screen” devices increasingly
arrives via many other avenues.

One result is a certain fluidity in how we interact with information and objects.
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Speculative design and complexity.

Mystified?
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The design process is a space for testing out limits and possibilities.

This helps designers grasp:
« the dynamics of new arrangements of relationships, ie. new network structures
« the potentials of human agency within those arrangements, where players can also be designers.

Proceduralism helps to demonstrate the nature of the networked world as it is; speculative or critical design/play help to enable
models of the world as it could be.
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Alan Hook Danielle Barrios O’Neill

Ulster University Ulster University
www.cryptoludology.co.uk  www.barriosoneill.com/
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