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PLAYFUL EDGES

Urban gaming to populate and activate the city
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HOMU LUDENS

A Study of the Play-Element in Culture
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Keeping the spirit/of ¢hildhood
alivegingyour life means

maintaining a curiosity
for knowledge,

the joy of understanding
one’s will to communicate

Bruno Munari - Codice Ovvio 1971
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Education 2.0 Urban challenges

Play
the City

Games
Informing the
Urban
Development

Ekim Tan Jap Sam Books




LuUbI¢

ASH

IDESII@N



STEP BY STEP

TOWARDS A LUDIC METHODOLOGY
GAMES AND THEIR RULES GAMES OF ARCHITECTS A NEW LUDIC GRAMMAR FOR ARCHITECTURE
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STEP BY STEP (TODAY)

GAMES AND THEIR RULES | GAMES OF ARCHITECTS ‘ ANEW LUDIC GRAMMAR ‘ TDWA“P,?R“AL,{‘&’,}?T’E'ETTEEE"”’“V‘







ACTION SERIES

Nintendo Entertainment System (NES), Super Mario Bros, 1985

DISCOVER ATARI DISCOVER ATARI
COIN VIDEO GAMES. HOME VIDEO GAMES.

Every so often, a compan y comes
along that literally challe
think. ATARI is just such 3 cmvn

Packing 2 galaxy of m nd
logic in dime-sized micro chips, our eng
neers have developed Coin video gam
like Asteroids, Centipede and Tempest.
Stimulating. Involving. Challenging.

o Vz' e wdeo games. Like
je Command and Space

fast-growing nusme« Bm it's just ;mo
2 larger worldwaiting to take you further

DISCOVER ATARL.

DISCOVER ATARI
HOME COMPUTERS.
Perhaps this is the most important
facet. Transforming the computer into 2n
applance you can use at home.
The ATARI 400 and ATARI 800
Home Computers are examples of how
e taken sophisticated technology and
simplified it 50 that you can gather infor-
mation, compose music, play advanced
games, and master your finances at the
of a button.
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ATARI

DISCOVER HOW FAR YOU CAN GO.

Atari Commecial, 1981



Kunhert, W. The Walas'axa, 1894. Representation of Potlach ceremony in

the village of Tsaxis

Queen Nefertary plays senet. Painting in Queen’s Land in Thebes, Egypt



Bruegel, P. (The old), Children’s play, 1560






AL

=
=
=

Eric Wong - Cohesion (2014)



NEW BABYLON NORD

Constant, New Babylon Ovest, 1959

G
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Constant, Ambiance de jou, 1956
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Cedric Price, Fun Palace, 1961






Rotterdam after the nazi-bombs (1940)



CO.BR.A-— Karel Appel, Wild horse rider (1965)



Portrait of Aldo van Eyck (1950-60's)




Twenty years of playground by Aldo van Eyck in Amsterdam
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GAMES | A Definition LUDIC ACTIVITY AS A DESIGN STRATEGY

A Game is when:

1. It has a clear objective

2. It needs specific actions (rules) to reach that objective

3. There is a collective agreement between players that embrace the rules and work to complete the game
4. Game’s mechanics must make the game self-motivating to let the players keep playing

Suits, B. (2005) The Grasshopper: Games, Life and Utopia. Peterborough: Broadview Press;






Playground /pleigrasnd/ s.f.

1. a playground is the most typical example of a play space, a
space created to welcome play and to impose a specific one. In a
playscape pre-figurated activities, goals, and rewards do not exist

(Miguel Sicart)

Playground /pleigraond/ s.f.

2. a city that can contaminate the stay of architecture with the
impermanence of the lived life, can me a shelter be the chance for
a meeting. A sort of liberation that the actual space of the urban

space makes impossible (Iacovoni)

Aldo Van Eyck, Dijkstraat playground, Amsterdam, 1954




Games of Architects | Playgrounds and invention techniques LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND 0
LUDIC INVENTION TEGHNIQUES

CREATIVITY
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The six hat of thinking

Lacaton&Vassall, Casa Cap Ferret ‘Watanabe, lidabashi Station



PLAYGROUND 0 | Makoto Sei Watanabe, Iidabashi station LUDIC ACTIVITY AS A DESIGN STRATEGY

Generating Program .~ WEB FRAME 2000
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Makoto Sei Watanabe, lidabashi station, Tokyo, 2000



Games of Architects | Playgrounds and invention techniques LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND |
LUDIC INVENTION TEGHNIQUES GAMES IN A GENERATIVE CONTEXT

Scacchiera - Azzurra Ferrauti

Set da costruzioni - Meccano

Giochi froebeliani Frank LLoyd Wright



PLAYGROUND I | Azzurra Ferrauti, Cr2 LUDIC ACTIVITY AS A DESIGN STRATEGY
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Azzurra Ferrauti, Cr?, Centro per il riciclo creativo e la ricerca, Roma, 2016. ‘Sapienza’ - Universita di Roma, Laboratorio di
Progettazione IV, Titolare: prof. arch. Antonino Saggio, tutor: Valerio Perna



Games of Architects | Playgrounds and invention techniques LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND Ii
LUDIC INVENTION TEGHNIQUES GAMES IN A GENERATIVE CONTEXT GAMES AS A BOTTOM-UP STRATEGY

The six hat of thinking

INSTRUCTIONS
No.5a ACCESSORY OUTFIT

Set c le FieldsOf View

Lacaton&Vassall, Casa Cap Ferret Watanabe, lic Giochi froebeliani Frank LLoyd Wright niTrogroup - TreelT OFL Architecture - Zighizaghi



PLAYGROUND II | PlayTheCity, Play Noord LUDIC ACTIVITY AS A DESIGN STRATEGY

Game Table Phase 5

P
ne%oﬂated
dea

new ideas and
alliances

translation
of ideas into
physical media

public
proposal

Audience

PlayTheCity, Play Noord, Amsterdam, 2011



Games of Architects | Playgrounds and invention techniques LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND IlI
GAMES IN A SOCIAL CONTEXT

Climate Hope City

Fieldsof View - Stake MolleIndustria - Nova Alea



PLAYGROUND III | MIT+HCU, FindingPlaces (FP) Hamburg

1. Station I: Hamburg ciy
2. Station II: Dist
3. Station ll: thbuu rthood
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MIT+HCU, FindingPlaces, Hamburg, 2016
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Coordinate transformation to
UTM coordinate system

Processing within GIS

LUDIC ACTIVITY AS A DESIGN STRATEGY




Games of Architects | Playgrounds and invention techniques LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND IV
GAMES IN A SOCIAL CONTEXT GIOCHI IN UN CONTESTO URBANO

teamLab, Universe

nlTrogroup, Reciprocal Deltastudio - PlayTaranto



PLAYGROUND III | nITroGroup, Reciprocal LUDIC ACTIVITY AS A DESIGN STRATEGY

TOUCH VIBRATE SOUND

PLAY
THE
SPACE




LUDIC ACTIVITY AS A DESIGN STRATEGY

PLAYGROUND III | nITroGroup, Reciprocal
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PLAYGROUND III | nITroGroup, Reciprocal LUDIC ACTIVITY AS A DESIGN STRATEGY







ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY
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LOOSEN THE LIMIT POPULATE THE
VOID




ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY

LO( POPULATE THE
VOID



ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY

Al

LIFT UP THE GAME



ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY
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OPEN THE PROCESS



ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY
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ELEMENTS OF A NEW LUDIC GRAMMAR | Verbs LUDIC ACTIVITY AS A DESIGN STRATEGY
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ELEMENTS OF A NEW LUDIC GRAMMAR | Loosen LUDIC ACTIVITY AS A DESIGN STRATEGY

ELEMENTAL, Children’s Bicentennial Park, Santiago del Cile 2012



ELEMENTS OF A NEW LUDIC GRAMMAR | Loosen LUDIC ACTIVITY AS A DESIGN STRATEGY

TheWhyFactory | EGOcity, 2016W






ELEMENTS OF A NEW LUDIC GRAMMAR | Populate LUDIC ACTIVITY AS A DESIGN STRATEGY

Accessibility

A large ramp provides access
to the entire facility incl. all
pools. Strategically located
handrails gives direct access
to all pools for people with
walking difficulties and the
visually disabled.

Harbourscape

The design of the Harbour
Bath has emerged by su-
per-imposing the concerns
for accessibility, lifeguards
lines of sight and the differ-
ent aquatic activities chang-
ing needs for land and water.
The harbour bath appears as
a bended wooden deck fipping
on the edge between land and

sanbinn

=

bour Bath, Copenaghen 2003

e =
BIG, Copenaghen Har



ELEMENTS OF A NEW LUDIC GRAMMAR | Populate LUDIC ACTIVITY AS A DESIGN STRATEGY

Orizzontale | 8%, 2014



ELEMENTS OF A NEW LUDIC GRAMMAR | Populate LUDIC ACTIVITY AS A DESIGN STRATEGY

Shadowing, 2014 Maider Lépez | Football Field, 2007






LUDIC ACTIVITY AS A DESIGN STRATEGY

ELEMENTS OF A NEW LUDIC GRAMMAR | Open Up

A
LA/

deltastudio, Albula CC, 2017









ELEMENTS OF A NEW LUDIC GRAMMAR | Lift Up LUDIC ACTIVITY AS A DESIGN STRATEGY
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ELEMENTS OF A NEW LUDIC GRAMMAR | Sew Up LUDIC ACTIVITY AS A DESIGN STRATEGY

OFL, Zighizaghi, 2016



ELEMENTS OF A NEW LUDIC GRAMMAR | Sew Up LUDIC ACTIVITY AS A DESIGN STRATEGY

Lateral Office, Impulse, Montreal ,2016
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