VIl JORNADAS >
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

WORKSHOP ON EDUCATIONAL INNOVATION
IN ARCHITECTURE JIDA'19

JORNADES SOBRE INNOVACIO
DOCENT EN ARQUITECTURA JIDA’19

ESCUELA TECNICA SUPERIOR DE ARQUITECTURA DE MADRID
14 Y 15 DE NOVIEMBRE DE 2019



GRUPO PARA LA INNOVACION
Y LA LOGISTICA DOCENTE
EN ARQUITECTURA

Organiza e impulsa GILDA (Grupo para la Innovacién y Logistica Docente en la
Arquitectura), en el marco del proyecto RIMA (Investigacion e Innovacién en Metodologias
de Aprendizaje), de la Universitat Politecnica de Catalunya - BarcelonaTech (UPC) y el
Institut de Ciéncies de I'Educacio (ICE). http://revistes.upc.edu/ojs/index.php/JIDA

Editores

Daniel Garcia-Escudero, Berta Bardi i Mila

Revision de textos

Joan Moreno, Judit Taberna, Jordi Franquesa

Edita

Iniciativa Digital Politécnica Oficina de Publicacions Académiques Digitals de la UPC

ISBN 978-84-9880-797-4 (IDP, UPC)
elSSN 2462-571X
D.L. B 9090-2014

© de los textos y las imagenes: los autores

© de la presente edicion: Iniciativa Digital Politécnica Oficina de Publicacions
Academiques Digitals de la UPC


http://revistes.upc.edu/ojs/index.php/JIDA

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Comité Organizador JIDA'19

Direccion, coordinacion y edicion

Berta Bardi i Mila (GILDA)
Dra. Arquitecta, Departamento de Proyectos Arquitectonicos, ETSAB-UPC

Daniel Garcia-Escudero (GILDA)
Dr. Arquitecto, Departamento de Proyectos Arquitectonicos, ETSAB-UPC

Organizacion

Jordi Franquesa (coordinador GILDA)
Dr. Arquitecto, Departamento de Urbanismo y Ordenacion del Territorio, ETSAB-UPC

Antonio Juarez Chicote
Dr. Arquitecto, Departamento de Proyectos Arquitecténicos, ETSAM-UPM

Sergio De Miguel Garcia
Dr. Arquitecto, Departamento de Proyectos Arquitectonicos, ETSAM-UPM

Joan Moreno Sanz (GILDA)
Dr. Arquitecto, Departamento de Urbanismo y Ordenacion del Territorio, ETSAV-UPC

Jesus Ulargui
Dr. Arquitecto, Subdir. Departamento de Proyectos Arquitectonicos, ETSAM-UPM

Judit Taberna (GILDA)
Arquitecta, Departamento de Representacion Arquitecténica, ETSAB-UPC

Comité Cientifico JIDA'19

Luisa Alarcéon Gonzalez
Dra. Arquitecta, Proyectos Arquitectonicos, ETSA-US

Atxu Amann Alcocer
Dra. Arquitecta, Departamento de Ideacion Grafica, ETSAM-UPM

Irma Arribas Pérez
Dra. Arquitecta, Disefio, Instituto Europeo de Disefio, IED Barcelona

Ihaki Bergera
Dr. Arquitecto, Proyectos Arquitecténicos, EINA-Universidad de Zaragoza

Jaume Blancafort
Dr. Arquitecto, Arquitectura y Tecnologia de la Edificacién, ETSAE-UPCT

Enrique M. Blanco-Lorenzo
Dr. Arquitecto, Dpto. de Proyectos Arquitectonicos, Urbanismo y Composicién, Universidad de A Corufia

Belén Butragueio Diaz-Guerra
Dra. Arquitecta, Ideacién Grafica Arquitectonica, ETSAM-UPM

Ivan Cabrera i Fausto
Dr. Arq., Dpto. de Mecanica de los Medios Continuos y Teoria de Estructuras, ETSA-UPV

Nuria Castilla Cabanes
Dra. Arquitecta, Departamento de Construcciones arquitectonicas, ETSA-UPV

Rodrigo Carbajal-Ballell
Dr. Arquitecto, Departamento de Proyectos Arquitecténicos, ETSA-US



] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Valentina Cristini
Dra. Arquitecta, Composiciéon Arquitectonica, Instituto de Restauracion del Patrimonio, ETSA-UPV

Begoiia de Abajo
Arquitecta, Departamento de Proyectos Arquitectonicos, ETSAM-UPM

Eduardo Delgado Orusco
Dr. Arquitecto, Proyectos Arquitecténicos, EINA-UNIZAR

Carmen Diez Medina
Dra. Arquitecta, Composicion, EINA-UNIZAR

Débora Domingo Calabuig
Dra. Arquitecta, Departamento de Proyectos Arquitectonicos, ETSA-UPV

Enrique Espinosa
Arquitecto, Departamento de Proyectos Arquitectonicos, ETSAM-UPM

Maria Pia Fontana
Dra. Arquitecta, Arquitectura e Ingenieria de la Construccion, EPS-UdG

Arturo Frediani Sarfati
Dr. Arquitecto, Proyectos, Urbanismo y Dibujo, EAR-URV

Pilar Garcia Almirall
Dra. Arquitecta, Tecnologia, ETSAB-UPC

Pedro Garcia Martinez
Dr. Arquitecto, Departamento de Arquitectura y Tecnologia de Edificacion, ETSAE-UP Cartagena

Mariona Genis Vinyals
Dra. Arquitecta, BAU Centro Universitario del Disefio de Barcelona

Maria Gonzalez
Arquitecta, Departamento de Proyectos Arquitectonicos, ETSA-US

Arianna Guardiola Villora
Dra. Arquitecta, Mecanica de los Medios Continuos y Teoria de Estructuras, ETSA-UPV

Laura Lizondo Sevilla

Dra. Arquitecta, Proyectos Arquitecténicos, ETSA-UPV

ifigo Lizundia Uranga

Dr. Arquitecto, Construcciones Arquitecténicas, ETSA EHU-UPV

Emma Lépez Bahut
Dra. Arquitecta, Proyectos, Urbanismo y Composicién, ETSAC-UdC

Juanjo Lopez de la Cruz
Arquitecto, Departamento de Proyectos Arquitectonicos, ETSA-US

Magda Maria Serrano
Dra. Arquitecto, Departamento de Proyectos Arquitectdnicos, ETSAV-UPC

Cristina Marieta Gorriti
Dra. Arquitecta, Ingenieria Quimica y del Medio Ambiente, EIG UPV-EHU

Marta Masdéu Bernat
Dra. Arquitecta, Arquitectura e Ingenieria de la Construccion, EPS-UdG

Camilla Mileto
Dra. Arquitecta, Composicién arquitectonica, ETSA-UPV

Javier Monclus Fraga
Dr. Arquitecto, Urbanismo y ordenacion del territorio, EINA-UNIZAR



] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Marta Muiioz
Arquitecta, Arquitectura, Moda y Disefio, ETSAM-UPM

David Navarro Moreno
Dr. Arquitecto, Arquitectura y Tecnologia de la Edificacion, ETSAE-UPCT

Luz Paz Agras
Dra. Arquitecta, Proyectos, Urbanismo y Composicién, ETSAC-UdC

Melisa Pesoa Marcilla
Dra. Arquitecta, Urbanismo y ordenacion del territorio, ETSAB-UPC

Jorge Ramos Jular
Dr. Arquitecto, Teoria de la Arquitectura y Proyectos Arquitectonicos, ETSAVA-UVA

Amadeo Ramos Carranza
Dr. Arquitecto, Departamento de Proyectos Arquitectonicos, ETSA-US

Javier Francisco Raposo Grau
Dr. Arquitecto, Ideacién Grafica Arquitectonica, ETSAM-UPM

Ernest Redondo Dominguez
Dr. Arquitecto, Representacion arquitectonica, ETSAB-UPC

Patricia Reus
Dra. Arquitecta, Departamento de Arquitectura y Tecnologia de la Edificacion, ETSAE-UP Cartagena

Antonio S. Rio Vazquez
Dr. Arquitecto, Composicion arquitecténica, ETSAC-UdC

Jaume Roset Calzada
Dr. Fisico, Departamento de Fisica Aplicada, ETSAB-UPC

Patricia Sabin Diaz
Dra. Arquitecta, Dpto. de Construcciones y Estructuras Arquitecténicas, Civiles y Aeronauticas,
Universidad de A Corufa

Inés Sanchez de Madariaga
Dra. Arquitecta, Urbanismo y ordenacion del territorio, ETSAM-UPM

Mara Sanchez Llorens
Dra. Arquitecta, ldeacion Grafica Arquitecténica, ETSAM-UPM

Carla Sentieri Omarrementeria
Dra. Arquitecta, Departamento de Proyectos Arquitectonicos, ETSA-UPV

Marta Serra Permanyer
Dra. Arquitecta, Teoria e Historia de la Arquitectura y Técnicas de la Comunicacion, ETSAV-UPC

Sergio Vega Sanchez
Dr. Arquitecto, Departamento de Construccién y Tecnologia arquitecténicas, ETSAM-UPM

José Vela Castillo
Dr. Arquitecto, IE School of Architecture and Design, IE University, Segovia

Fernando Vegas Lopez-Manzanares
Dr. Arquitecto, Composicién arquitectonica, ETSA-UPV

Ferran Ventura Blanch
Dr. Arquitecto, Arte y Arquitectura, EAM-UMA



] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

INDICE

10.

11.

Arquitectura ficcion: pensamiento lateral para el disefio social del espacio. Fictional
Architecture: Lateral Thinking for Social Design of Space. Hernandez-Falagan, David.

Nuevas representaciones, Nuevas concepciones: “entender y hacer entender”.
MBArch ETSAB. New representations, New conceptions: “to understand and to
make understood”. MBArch ETSAB. Zaragoza, Isabel; Esquinas-Dessy, Jesus.

Diarios creativos: el dibujar como germen del aprendizaje productivo. Creative
diaries: drawing as the seed of productive learning. Salgado de la Rosa, Maria
Asuncion.

La percepcion en la revisiéon de proyectos arquitectéonicos. The perception in the
review of architectural projects. Sanchez-Castro, Michelle Ignacio.

Comportamiento térmico en edificios utilizando un Aprendizaje Basado en
Problemas. Thermal performance in buildings by using a Problem-Based Learning.
Serrano-Jiménez, Antonio; Barrios-Padura, Angela.

Los talleres internacionales como sinergias generadoras de pensamiento complejo.
International workshops as complex thinking-generating synergies. Cérdoba-
Hernandez, Rafael; Gdmez-Giménez, Jose Manuel.

Wikipedia como recurso para la alfabetizacién mediatica arquitecténica. Wikipedia
as a resource for media architectural literacy. Santamarina-Macho, Carlos.

Aprendiendo de Australia. El feminismo en la ensefanza y la practica de la
arquitectura. Learning from Australia. Feminism in Architecture Education and
Practice. Pérez-Moreno, Lucia C.; Amoroso, Serafina

Aprendiendo a proyectar: entre el 1/2000 y el 1/20. Learning to design: between
1/2000 and 1/20. Riewe, Roger, Ros-Ballesteros, Jordi; Vidal, Marisol; Linares de la Torre,
Oscar.

El mapa y el territorio. Cartografias prospectivas para una enseianza flexible y
transversal. The map and the territory. Prospective cartographies for flexible and
transversal teaching. Bambo-Naya, Raimundo; Sancho-Mir, Miguel; Ezquerra, Isabel.

Regletas urbanas. Moldear las estructuras del orden abierto. Urban Blocks.
Moulding open-order structures. Rodriguez-Pasamontes, Jesus; Temes-Cordovez,
Rafael.



12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Mediacion entre disefio y sociedad: aprendizaje y servicio en Producto Fresco 2019.
Mediation between design and society: service-learning in Producto Fresco 2019.
Canovas-Alcaraz, Andrés; Feliz-Ricoy, Salvora; Martin-Taibo, Leonor.

Learn 2 teach, teach 2 learn. Aprendizaje-Servicio e intercambio de roles en
Arquitectura. Learn 2 teach, teach 2 learn. Service-Learning and change in roles in
Architecture. Carcelén-Gonzalez, Ricardo; Garcia-Martin, Fernando Miguel.

Sistemas universitarios: ;Soporte o corsé para la ensefianza de la arquitectura?.
University Systems: Support or corset to the architecture education?. Fuentealba-
Quilodran, Jessica; Barrientos-Diaz, Macarena; Goycoolea Prado, Roberto; Araneda-
Gutiérrez, Claudio.

Los limites de la ciudad y el rol del arquitecto. City Limits and the Architect's Role.
Esguevillas, Daniel; Garcia Trivifio, Francisco; Psegiannaki, Katerina.

En busca del cuestionario necesario para el estudio de la didactica de la
arquitectura. Looking for the necessary questionnaire for the study of architecture
didactics. Santalla-Blanco, Luis Manuel.

Métodos docentes en la Era Digital: sistemas de respuesta inmediata en clase de
urbanismo. Teaching methods in the Digital Age: student response systems in an
urbanism course. Ruiz-Apilanez, Borja.

Proyectar deprisa, proyectar despacio. Talleres de aprendizaje transversal. Fast
architecture, show architecture. Learning through cross curricular workshops.
Cabrero-Olmos, Raquel.

Funcién y forma en matematicas. Form and function in Mathematics. Rivera, Rafaela;
Trujillo, Macarena.

Collage digital y TICs, nuevas herramientas para la Historia y Teoria de la
Arquitectura. Digital Collage and ITCs, new tools for History and Theory of
Architecture. Garcia-Rubio, Rubén; Cornaro, Anna.

La formacion en proyectos arquitectonicos del profesorado internacional. La
experiencia de Form. The International professor’s formation at architectural design.
The Form experience. Martinez-Marcos, Amaya; Rovira-Llobera, Teresa.

Proyectos 1: Estrategias proyectuales y disefio de mobiliario para el concurso Solar
Decathlon. Projects 1: Project strategies and furniture design for Solar Decathlon
competition. Carbajal-Ballell, Rodrigo; Rodrigues-de-Oliveira, Silvana.



23.

24.

25.

26.

27.

28.

20.

30.

31.

32.

33.

34.

35.

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Aprendiendo construccion mediante retos: despertando conciencias, construyendo
intuiciones. Learning construction through challenges: awakening consciences,
building intuitions. Barrios-Padura, Angela; Jiménez-Expdsito, Rosa Ana; Serrano-
Jiménez, Antonio José.

Transversality and Common Ground in Architecture, Design Thinking and Teaching
Innovation. Sadaba-Fernandez, Juan.

Metodologia: “Aprender haciendo”, aplicada al area de Construcciones
Arquitecténicas. Methodology: “Learning by doing”, applied to the Architectural
Constructions area. Mufioz-Gonzalez, Carmen M.; Ruiz-Jaramillo, Jonathan; Alba-
Dorado, Maria Isabel; Joyanes Diaz, Maria Dolores.

Matrioska docente: un experimento pedagégico en MACA ETSAM. Teaching
Matriosk: a pedagogical experiment at MACA ETSAM. Coca-Leicher, José de; Mallo-
Zurdo, Maria; Ruiz-Plaza, Angela.

¢ Qué deberiamos ensenar? Reflexiéon en torno al Master Habilitante en Arquitectura.
What should we teach? Reflection on the Professional Master of Architecture. Coll-
Lopez, Jaime.

Hybrid actions into the landscape: in between art and architecture. Lapayese,
Concha; Arques, Francisco; De la O, Rodrigo.

El Taller de Practica: una oficina de arquitectura en el interior de la escuela. The
Practice Studio: an architecture office Inside the school. Jara, Ana Eugenia; Pérez-de
la Cruz, Elisa; Caralt, David.

Héroes y Villanos. Heroes and Villains. Ruiz-Plaza, Angela; Martin-Taibo, Leonor.

Las ciudades y la memoria. Mecanismos de experimentacion plastica en paisajes
patrimoniales. Cities and memory. Mechanisms of plastic experimentation in
heritage landscapes. Rodriguez-Fernandez, Carlos; Fernandez-Raga, Sagrario; Ramoén-
Cueto, Gemma.

Design Through Play: The Archispiel Experience. Elvira, Juan; Paez, Roger.

Del lenguaje basico de las formas a la estética de la experiencia. From basic
language of forms to aesthetics of experience. Rios-Vizcarra, Gonzalo; Coll-Pla,
Sergio.

Arquitectura y paisaje: un entorno para el aprendizaje transversal, creativo y
estratégico. Architecture and landscape: a cross-cutting, strategic, and creative
learning environment. Latasa-Zaballos, Itxaro; Gainza-BarrencuA, Joseba.

Re-antropizar el paisaje abandonado. Re-anthropizing abandoned landscapes.
Alonso-Rohner, Evelyn; Sosa Diaz- Saavedra, José Antonio.



36.

37.

38.

39.

40.

41.

42.

43.

44.

45.

46.

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Mi taller es el barrio. The Neighborhood is my Studio. Duran Calisto, Ana Maria; Van
Sluys, Christine.

Arquitectura en directo, Aprendizaje compartido. Live architecture, shared learning.
Pérez-Barreiro, Sara; Villalobos-Alonso, Daniel; Lopez-del Rio, Alberto.

Boletin Proyecta: herramienta, archivo y registro docente. Proyecta Bulletin: tool,

archive and educational record. Domingo-Santos, Juan; Garcia-Piriz, Tomas; Moreno-
Alvarez, Carmen.

La Plurisensorialidad en la Ensefianza de la Arquitectura. The Plurisensoriality in the
Teaching of Architecture. Guerrero-Pérez, Roberto Enrique; Molina-Burgos, Francisco
Javier; Uribe-Valdés, Javiera Ignacia.

Versiones Beta. El prototipado como herramienta de aprendizaje. Beta versions.
Protoyping as a learning tool. Soriano-Pelaez, Federico; Colmenares-Vilata, Silvia; Gil-
Lopesino, Eva; Castillo-Vinuesa, Eduardo.

Ensefiando a ser arquitecto/a. Iniciacién al aprendizaje del proyecto arquitecténico.

Teaching to be an architect. Introduction to the architectural project learning. Alba-
Dorado, Maria Isabel.

Arquitectura y conflicto en Ahmedabad, India. Docencia mas alla de los cuerpos
normados. Architecture and conflict in Ahmedabad, India. Teaching beyond
normative bodies. Cano-Ciborro, Victor.

Agua y ciudadania: Estrategia Didactica para la formaciéon en contextos de cambio
climatico. Water and citizenship: didactic strategy for training in climate change
scenarios. Chandia-Jaure, Rosa; Godoy-Donoso, Daniela.

Las TIC como apoyo al desarrollo de pensamiento creativo en la docencia de la
arquitectura. ICT as support for the development of creative thinking in the teaching

of architecture. Alba-Dorado, Maria Isabel; Mufioz-Gonzalez, Carmen Maria; Joyanes-
Diaz, Maria Dolores; Jiménez-Morales, Eduardo.

Taller de Barrio. Prototipo de taller de oficio como caso de vinculo multidireccional
con el medio. Taller de Barrio. Prototype for a craft workshop as case of
multidirectional academic outreach. Araneda-Gutiérrez, Claudio; Ascui-Fernandez,
Hernan; Az6car-Ulloa, Ricardo; Catron-Lazo, Carolina.

Building the City Now!: Towards a Pedagogy for Transdisciplinary Urban Design.
Massip-Bosch, Enric; Sezneva, Olga.



47.

48.

49.

50.

51.

52.

53.

54.

55.

56.

57.

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Dinamicas participativas y multidisciplinariedad en proyectos docentes de
regeneracion urbana. Participatory dynamics and multidisciplinareidad in urban
regeneration teaching projects. Portalés Mafands, Ana; Sosa Espinosa, Asenet;
Palomares Figueres, Maite.

Taller de proyectos II: aprender haciendo a través del espacio de la experiencia.

Taller de proyectos llI: learning by doing through experience space. Uribe-Lemarie,
Natalia.

Experimentation, Prototyping and Digital Technologies towards 1:1 in architectural
education. Dubor, Alexandre; Marengo, Mathilde; Ros-Fernandez, Pablo.

Aprender construccion analizando fotografias de edificios. Learning Construction by

Analyzing Photographs of Buildings. Fontas-Serrat, Joan; Estebanell-Minguell,
Meritxell.

Microarquitecturas super abstractas. Jugando con tizas, pensando arquitectura con
las manos. Super abstract micro architectures. Playing with chalk, thinking
arquitectura with hands. Alonso-Garcia, Eusebio; Zelli, Flavia.

Incorporacién del blended learning al taller de proyectos arquitecténicos.
Incorporating blended learning to the architectural design-studio. Nicolau-Corbacho,
Alberto; Verdu-Vazquez, Amparo; Gil-Lépez, Tomas.

El proyecto arquitecténico en paisajes patrimoniales: una experiencia de inmersion
internacional. Architectural project in heritage landscapes: an international

immersion experience. Fernandez-Raga, Sagrario; Rodriguez-Fernandez, Carlos;
Fernandez-Villalobos, Nieves; Zelli, Flavia.

Retrato hablado del pasado. Un documento social de Taller de Barrios. Spoken
portrait of the past. A Taller de Barrios social document. Saez-Gutiérrez, Nicolas;
Burdiles-Cisterna, Carmen Gloria; Lagos-Vergara, Rodrigo; Maureira-lbarra, Luis Felipe.

Las revistas de arquitectura. Una herramienta para la docencia en Historia de la
Arquitectura. The architecture magazines. A tool for teaching in Architecture History.
Palomares Figueres, Maite; Iborra Bernad, Federico.

El detalle constructivo como expresiéon multiescalar de la forma. The constructive
detail as a multi-scale expression of the form. Ortega Culaciati, Valentina.

La historia de la arquitectura y la restauracion en el siglo XXI: utilidad y reflexiones.
The History of Architecture and the Restoration in the 21st century: utility and
reflections. La Spina, Vincenzina; Iborra Bernard, Federico.



58.

59.

60.

61.

62.

] JORNADAS )
SOBRE INNOVACION DOCENTE
EN ARQUITECTURA

Aprendizaje activo en Urbanismo: aproximacion global desde una formacién local.
Active learning in Urbanism: global approach from a local learning. Soto Caro,
Marcela; Barrientos Diaz, Macarena.

UNI-Health, Programa Europeo de Innovacién Educativa para la Salud Urbana. UNI-
Health, European Innovative Education Program for Urban Health. Pozo-Menéndez,
Elisa; Gallego-Gamazo, Cristina; Roman-Lopez, Emilia; Higueras-Garcia, Ester.

Taller de Barrio. Innovacion pedagégica a través de alianzas tripartitas. Taller de
Barrio. Pedagogical innovation through threefold alliances. Araneda-Gutiérrez,
Claudio; Burdiles-Allende, Roberto; Reyes-Pérez, Soledad, Valassina-Simonetta, Flavio.

El taller de arquitectura mas alla del enfoque tradicional de Donald Schén. The
architecture studio beyond Donald Schén’s traditional approach. Arentsen-Morales,
Eric.

La construccion del Centro Social de Cafiada Real como medio de formacion e
integracion. The construction of Cafiada Real Social Center as instrument for
training and integration. Paz Nufez-Marti; Roberto Goycoolea-Prado.



JIDA’19. V1l Jornadas sobre Innovacion Docente en Arquitectura
Madrid, ETSAM-UPM, 14-15 noviembre, 2019
DOI: 10.5821/jida.2019.8349

Design Through Play:
The Archispiel Experience

Elvira, Juan? Paez, Roger®
aDepartamento de proyectos arquitecténicos, Escuela Técnica Superior de Arquitectura de
Madrid, Espafia, juanelvira@muradoelvira.com; ® Master’s degree in Ephemeral Architecture
and Temporary Spaces, ELISAVA Escola Universitaria de Disseny i Enginyeria de

Barcelona, rpaez@aib.cat

Abstract:

This paper focuses on the implications and potentialities of playful practices and
game formats as innovative teaching methods in architecture, urban planning and,
more generally, design. It provides a very brief account of serious games pioneers
and the current state of the art of what the authors call ‘design through play’. It then
presents one game-based format, Archispiel, designed by the authors in 2015,
along with a case study of its use in a classroom context, Magaluf Reset. The
exercise, drawing on traditional war games and diplomacy games designed from
the 1950s onwards, combines strategic negotiation with the use of chance to
produce unexpected effects. Consequently, rather than solutions answering to a
predefined brief, the results are quite literally the outcome of an exploratory and
open-ended design logic. The experience shows how design through play offers a
rich array of explorative possibilities not afforded by conventional design practices.

Keywords: urban design, active methodologies, experimental pedagogy, game-
based formats, design through play.
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Design Through Play: the Archispiel Experience

Design through play

Far from being a mere amusement, play is construed as a necessary condition for the
generation of culture and a crucial process in human cognitive development. Many authors have
recently written along the same lines, definitively disconnecting play and games from their
traditional association with frivolous and inconsequential activity. The relationship between
design and play is a very fertile one. We propose the term ‘design through play’ to refer to the
operative integration of playful practices and design. Indeed, playful practices and game formats
facilitate novel design practices and formats that are especially relevant in contemporary
debates framed by the over-arching question of the crisis of authorship in the design disciplines.

Traditional authorship in design is rooted in a humanistic ideal, and it implies an autarkic subject
able to single-handedly tackle a multiplicity of inputs and address them through the proposal of
a synthetic solution. Design, according to this authorship paradigm, implies solving problems in
the most adequate way possible.2 Currently, there is a fundamental mistrust of design as a
‘solution provider’, often due to the methodologically simplistic and ethically dubious implications
of the designer-as-creator role, exemplified by the apparently different—though closely
related—figures of the lofty ivory tower artist and the top-down technical apparatchick. In the
face of these new times, design authorship is being reinvented. Coupling efficacy with criticality,
design is not only posited as a solution provider but also as a problematizing practice, actively
contributing to posing questions that help address relevant societal, technical and cultural
issues. One of the most relevant avenues in exploring novel design authorships involves using
play and game-based formats.

While debates on design authorship also have ramifications for the professional and research
spheres, this paper focuses on the implications and potentialities of playful practices and game
formats as innovative teaching methods in architecture, urban planning and, more generally,
design. The project presented here, Archispiel, focuses on new approaches to urban design
with the explicit aim of expanding the current methods and techniques, which are still
fundamentally cemented in an updated version of Athens Charter functionalism.

Traditionally, urban planning enforces master-plans that work in a top-down logic. Design is
implemented as a finalistic solution that goes through phases in order to be completed. We
claim that cities are complex entities and they should be designed as such. We need to
understand time as an active design element related to changing spatial frameworks, human
experiences and more-than-human ecologies—and not simply as a linear managerial
scheduling roster. And we need to embrace chance.

Although there are many initiatives currently exploring the intersection between games and
design, the origin of so-called ‘serious games’ goes back to the beginning of the 19th century.
What follows is a very brief account of serious games pioneers and the current state of the art of
what we term ‘design through play’.

Kriegsspiel, invented in 1812 by Georg Leopold von Reisswitz and perfected in 1824 by his son

1 The work of Johan Huizinga, Jean Piaget, Roger Caillois and Lev Vytgovsky, to mention just a few of the most relevant authors, has
clearly argued the importance of play and games. See, respectively, Huizinga, 1949; Piaget, 1962; Caillois, 2001 and Vytgovsky, 2016.
Also, a popular version of an engaged understanding of play is the work of lan Bogost, see Bogost, 2016.

2 Although this is a very complex debate, suffice it to say here that recent societal challenges (e.g., complexity), technological
developments (e.g., digitalization) and cultural shifts (e.g., collaboration) have pushed traditional authorship in design out of the center
stage. See Allen 2000: 41; Elvira 2005; Ortega 2017: 47; and Paez 2019: 312.
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Georg Heinrich Rudolf Johann von Reisswitz, was a board game developed by the Prussian
army to teach battlefield tactics to officers (Reisswitz, 1824). Its success was formidable, to the
point that after the Prussian victory in the Franco-Prussian War of 1870-71, various forms of the
wargame were adopted by the world’s leading nations.® This was probably the first time a game-
format was used to inform decision-making and the first modern ‘serious game'—i.e., a game
designed for a primary purpose other than pure entertainment.

The concept of serious games, coined in 1970 by Clark Abt,* has since expanded drastically
thanks to digitalization.5 Although originally intended for military purposes, one of the many
fields of application of contemporary serious games is design. Currently, there is an explosion of
design through play initiatives, especially in teaching and research environments, and, to a
lesser extent, in professional practice. That being said, today’s rich landscape is due to a few
pioneers who blazed the trail of using playful practices and game formats to prompt design.
They include, for example, Buckminster Fuller (The World Game, 1961), Cedric Price (Fun
Palace, 1961; Generator, 1976) and Manuel de Sola-Morales (La ciudad y los juegos, 1970).5
Based on these and other pioneers, and on the radical practices of 1960s-70s
art/architecture/activism,” a few prominent architects from the 1980s-90s continued to explore
design through play: Rem Koolhaas (Exposition Universelle 1989, 1983), Bernard Tschumi
(Chartres Business Park, 1991) and Chora-Raoul Bunschoten (Urban Gallery, 1995), among
others.® All these precedents are relevant to our take on design through play, as they all
stressed radical invention, a high-risk exploratory approach and a bold critical stance—which we
find lacking in some, if not most, current efforts.

Today, the panorama is dominated by university-based research groups with a clear social
agenda and a certain activist attitude. Some of the more relevant projects are the following:
Urban Game: Action! On the Real City,® Bay Area Now,'° Playing with Urban Complexity,'" Play
the City: serious gaming for smart and social cities,'? Conscious City Lab,'® Kermes Urbana:
Create Your Own City." 15

3 For an overview of the origins of wargames and role-playing games see Peterson, 2012.
4 Abt, 1970.
5 see Djaouti et al., 2011 for an attempt to account for and classify contemporary serious games.

6 See, respectively: Krausse and Lichtenstein, 1999: 464-497; Price, 2003: 56-61, 92-97; and Sola-Morales, 1970. See also the o.s.Earth
updated version of Fuller's The World Game, http://www.osearth.com/

7 E.g., Ant Farm, Archigram, Archizoom, Yona Friedman, Haus-Rucker, Constant Nieuwenhuys, Superstudio, among many others.
8 See, respectively: Lucan, 1991: 96-105; Migayrou, 2014: 132-133, 229; and Chora and Raoul Bunschoten, 2001.

9 Alfredo Brillembourg and Hubert Klumpner; Urban-Think Tank, ETH Zirich; https://u-tt.arch.ethz.ch/project/action-on-the-real-city-5/

10 Janette Kim, Neeraj Bhatia, Antje Steinmuller and Christopher A. Roach; Urban Works Agency, California College of the Arts;
https://www.urbanworks.cca.edu/bay-area-now

" Cristina Ampatzidou et al.; University of Groningen; http://play-uc.net/

12 Ekim Tan; Delft University of Technology; https://www.playthecity.nl/

13 Chora — Raoul Bunschoten; TU Berlin; http://chora.org/?portfolio=conscious-city-lab; https://vimeo.com/95349046

14 Raumlabor; https://raumlabor.net/kermes-urbana-create-our-own-city/
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Design Through Play: the Archispiel Experience

For all the relevance of the coupling between design and play, and the rich (if somewhat
obscure) history they share, their operative potentialities are still surprisingly underexplored,
particularly in teaching environments. This paper offers a contribution to a richer understanding
of design through play, specifically focusing on experimental pedagogical practices. Both
authors have a sustained interest in exploring design through play, as proven by a number of
academic and research experiences they have led.'® In order to delve more deeply into the
methodological aspects of design through play, we propose a single project, Archispiel, and a
single case study, Magaluf Reset, in order to offer a thorough description and evaluate its
impact.

Fig. 1 First game of Archispiel. Source: Elvira, J. and Paez, R.

15 This list is in no way comprehensive and is intended simply as a token of the vitality of design through play initiatives. For a rather
extensive repository of game-based urban design, see http:/gamesforcities.com/database/

16 Some of the more relevant being “BOP” (Azulay and Paez, 1999), “Calverton Racetrack” (Murado and Elvira, 2000), “Tactical Spaces”
(Elvira, 2002), “Espacio Activado” (Elvira, Krahe and Murado, 2003), “Derivas urbanas: la ciudad extrafiada” (Paez, 2013), Juegos de
Equilibrio (Elvira, 2013), “Medium and Plasticity” (Elvira, 2014) “Projective Memory: Re-imagining Beirut's Martyr's Square” (Paez and
Fuster, 2018), “El Nuvol” (Paez and Mansilla, 2018), “New Habitats: Re-Thinking Zona Franca” (Paez, 2019), “Game-based Design
Formats: Urban Design Through Play” (Paez and Valtchanova, 2019). For more information please contact the authors.
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Archispiel

Archispiel was designed by Juan Elvira and Roger Paez in 2015 in order to approach diverse
complex urban situations through an exercise in collective speculation. It is based on traditional
war games and diplomacy games designed from the 1950s onwards,'” combining strategic
negotiation with the use of chance to produce unexpected effects over the course of the
exercise.

The basic aim of Archispiel is to open up possibilities and imagine multiple futures for a specific
site. By setting up a game board and defining the players, we are able to construct a complex
model, which lets us speculate about the given milieu. We can intervene in a given urban
situation by recreating it in our laboratory. We manipulate it—respecting its own set of rules—
and then plug our vision back into the territory. In this way, reality can become the object of
conjecture and speculation. The goal of this tool of civil poliorcetics is the exploration of
unprecedented scenarios and the proposal of actions in the territory which, far from seeming
imposed, blend into its underlying ecology.

Archispiel is intended as a mechanism for imagining futures—a device for broadening the scope
of the real.

Game Mechanics

The game is structured in the following four stages.
1. Set-up

1.1. Game board and agents

Archispiel’s design allows for it to be played on any kind of urban site, although its full
methodological and prospective potential are reached with complex urban conflicts.

The prerequisite to start the game is the analysis of the urban enclave. The overlapping of the
different analyzed strata results in a composite model of the site. The ecosystem should be
simple enough to encompass a reasonable number of players and complex enough to serve as
a useful tool for negotiation. Every player will engage in a critical analysis, following a twofold
approach:

Geographic traits. A minimum of morphological and infrastructural characteristics will be needed
to portray the physical reality of the place—not only the local enclave, but also the delocalized
places essential to understanding the site’s dynamics.’® The game board is thus understood as
a geopolitical atoll: a set of places that, no matter how disparate, are intimately linked.

Agencies. All the interest groups, lobbies or social entities (whether cultural, political or financial)
necessary to properly understand the social dynamics will be selected within the site’s complex
human milieu. The spatial-legal structure of the terrain (the ‘where’) will inform the construction
of the game board, while the socio-political agents (the ‘who’) will define the game pieces. Over
a geometric pattern representing the site (an orthogonal grid), game masters and players will
set up the game board according to the selected fragments of territory. The game board is

17 E.g., Diplomacy was designed by Allan B. Calhamer in 1954.

18 In the case of Magaluf Reset, Mallorca airport, London city, Golf club Ponent, Sa Porrassa and Ciutat de Mallorca.
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composed of 15x15 cm and 1.5 cm thick slates, in different colors, representing different kinds
of territory, with a 0.5 cm diameter perforation grid of 3x3 cm. To delineate areas of influence or
other kinds of spatial, perceptual or legal limits, a series of pegs fitted into the grid of holes can
support colored elastic bands. These limits can be modified as needed during the game. Each
agent has a proportional number of pieces: a series of cylinders (5 cm high and 2 cm in
diameter) identified with unique graphic symbols, to be deployed across the game board.

Before the game starts, a preliminary session is dedicated to an explanation of game’s overall
framework.

23
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Fig. 2 Diagram of game mechanics. Source: Elvira, J. and Paez, R.
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Fig. 3 Detail of game components. Source: Elvira, J. and Paez, R.

1.2. Initial hypothesis and scenario definition

The game mechanics are designed to transform the game board into a situation room—a space
where a community of experts gather to discuss and make decisions freely, no matter how
subversive or irrational they might seem.

To explore the game’s limits, a set of new contingencies will be randomly picked from a game
database. These constraints may be perfectly reasonable or outrageous, consistent with the
urban site or simply absurd. Two kinds of contingencies are introduced in different moments of
the game. First, before the game starts, three items are chosen (3D5) that will inform the initial
scenario.'® Second, at the beginning of each turn, an additional constraint is introduced (3D5).2°

2. Game Development. Negotiation and Action.

Archispiel is centered on negotiation among the players, each representing an agent within the
general scenario.

During the initial period of time, players may propose actions freely, according to their specific
interests. Among all the actions proposed, the game masters will select a maximum of seven
per turn.

19 General game contingencies were: currency exchange (GBP-EUR), petrol crisis, epidemics, drought, cold front, air traffic controller
strike, new hegemonic agent, ban on something to be chosen by the game masters, etc.

20 particular turn contingencies were: flood, agent demonstration, generalized blackout, invasion, storm, royal family visit, crime, cannibal
drug, a wave of sexual promiscuity, shipwreck, merchant strike, a wild card to be decided by the game masters.
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Once this series of actions has been approved, the negotiation period begins. Players may pact
with others, either publicly or privately, with total freedom. They may employ medium- or long-
term strategies or opportunistic tactics. Alliances may be formed, only to be later betrayed or
reforged. Information may be shared, either true or false. Along these lines, players are asked to
set aside prejudices and focus on the logic of the agents they represent. Archispiel, like any
game, is subject only to its own rules; they determine what is permissible within its limited range
of play. Thus, its scope is free of any shared moral structures.?

Players will decide whether they engage in selfless collaboration, occasional opportunism,
disinformation, post-truth or chaos.

To determine whether an initiative will be carried out or not, players will propose an unlimited
number of pros and cons. Game masters will then verify the consistency of each item and will
compose a final list of arguments (all with a similar weight) in favor of and against the realization
of each action. Here, chance will be also decisive. A roll of two five-sided dice (2D5) will finally
validate each realization.??

Then it is time for players to move their pieces on the game board according to each verified
action.

Once all movements have taken place, a new turn begins. For each turn, all initiatives with their
pros and cons and all game board movements are registered in a log designed for that purpose.

ARCHISPIEL’ Advancing Desian through Piay

3®

Fig.4 Game log: session 2, turn 4. Source: Elvira, J. and Paez, R.

3. End of Game

The duration of the game is not predetermined, and each turn has an estimated duration of
30 minutes. The game masters are responsible for deciding when the game ends. As a general
guideline, a game can be considered to have arrived at its end when it reaches a scenario that
is clearly far removed from the initial stages, with its own identity and lines of action.

2 “Play lies outside the antithesis of wisdom and folly, and equally outside those of truth and falsehood, good and evil. Although it is a
non-material activity it has no moral function.” Huizinga, 1948: 6.

22 i the figure resulting in adding the dice roll (2D5) plus the number of pros, minus the number of cons, is larger than 7, the initiative will
be carried out. That is to say that the argumentation outcome will improve or worsen the initial probability of success by 58%.
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4. Record and Storytelling

Before the game is over, a final stage takes place, with a twofold purpose: first, to unify and lend
consistency to the evolution of the game; and, second, to produce a formal record of the game,
which is intelligible and accessible for any external interlocutor. Not only the players but the
actual stakeholders they embodied during the game (e.g., residents, tourists, politicians,
entrepreneurs, designers) will be able to easily access the game’s conclusions and join in the
conversation, which may or may not lead to an actual transformation of the urban milieu.

The record and storytelling of the game will use two formats, one written and one graphic, both
contributing to the game’s imaginary in a complementary way:

4.1 Reports

The game masters will write a report, in which the main events of each turn are recorded. An
end-of-game paragraph summarizing the game will be added. It should offer a succinct and
comprehensive storytelling of the events, as well as the decisions and actions taken. This report
is written from players’ and game masters’ memories of the game. Thus, as a history, it is not
necessarily identical to those events, decisions, and actions, but rather the construction of a
consistent narrative.

4.2 Tableaux de Bataille

Unlike the style of the report, which should be deliberately notarial and precise, the graphic
record should be expressive and open-ended. How the game unfolds can be understood as a
tableaux vivant, in which all the agents relate to one another and express their points of view in
a prototypical way. This document takes as its main reference the pictorial genre of the tableaux
de bataille. Paintings in this genre often simultaneously depict atmospheres, topographies,
battle strategies and even a detailed account of each battalion uniform. This document should
encompass the elements contributing to the final scenario, representing meaningful episodes of
the game. Different graphic tools may be used for that purpose, from photorealistic depictions to
the combination of different scales or the insertion of written or infographic information. The size
should be very generous (in the case of Magaluf Reset is was 118.9 by 356.7 cm), which allows
for a general overview of the battle events, and, upon closer examination, an immersion in the
game’s imaginary: persons, actions, structures in the territory.

Case Study: Magaluf Reset

Archispiel was tested for the first time during “Magaluf Reset, local y visitante (Il)”, an intensive
summer workshop attended by 13 architecture students from different schools, held at the
Col-legi Oficial d’Arquitectes de les Balears,?® organized by Q9 platform,?* and directed by
Roger Paez and Juan Elvira, who also acted as game masters.25

While the full potential of Archispiel is not expressed in Magaluf Reset, the experience allows for
presenting specific results of the proposed methodology.

23 The COAIB provided essential infrastructural and communication help.

24 The authors would like to explicitly recognize the invaluable work done by Xavier Oliver, Pep Quilez, Sonia Lamesa and Miguel Angel
Aguilo, Q9 representatives and workshop organizers.

25 For more information on Magaluf Reset see: https://workshopmallorca.tumblr.com/; https://www.aib.cat/en/research/14.
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The site for the workshop was the Magaluf neighborhood (Calvia), a paradigmatic case of a
particularly controversial kind of mass tourism. Periodically, Magaluf is subject to waves of
arrivals and retreats of hordes of British visitors. Narcissism and sexual empowerment, an
exultant aesthetics of pillage, and the transgression of norms are the new (though ephemeral)
rules that dictate its touristic rituals.

During the periods of this tourist invasion, a stark change in the rules of the game takes place, a
shift that often destabilizes the ordinary social codes generating any number of conflicts.?8

Undoubtedly, what happens in Magaluf represents a huge social problem. But it can also be
read simultaneously in an altogether different way: at a time when urbanism has become a
replicable and monetized technology, these conflicts also open up the possibility of
implementing new and unprecedented logics across the urban game board.?”

The aim of the game is to research in detail the relationships between locals and visiting agents
(or the tourist crowd). Unlike analysis-based classical approaches, games provide for the
simulation of possible futures thanks to the incorporation of chance, negotiation, and dialogue.

Gaming becomes a methodology for prospection and foresight. Without any merely deductive-
inductive limitations, it enables imagining, developing and exploring futures for Magaluf.

The game begins. After reviewing local conflicts, the geographical enclave and its correlate on
the game board, agents are selected and assigned to players.28

Instead of offering a detailed account of one of the scenarios, for our purposes we felt it would
be more relevant to give a brief description of the two different scenarios we played, which
demonstrate the game’s capacity for producing very different outcomes.

26 The use of military terms such as “occupation”, “hordes” and “invasion” is voluntary. Indeed, there are strong parallels between military
practices and mass tourism, which we cannot properly address here. More generally still, landscape scholar J. B. Jackson wrote in 1984:
“I still find myself wondering if there is not always some deep similarity between the way war organizes space and movement and the
way the contemporary society organizes them.” Jackson, 1984: 135.

27 Keller Easterling has provided stupendous insights and a novel critical-practical toolbox on architecture/urbanism and conflict. See,
especially, Easterling 2005, but also Organization Space (1999), Subtraction (2014) and Extrastatecraft (2014).

28 (T) English tourist, (CN) Construction businessmen, (H) Hotel operators, (CM) Retail traders, (P) Police, (A) Administration, (O)
political opposition, (V) Neighborhood associations, (TO) Tour operators, (R) Restaurants, (M) Big leisure infrastructure managers, (B)
Banks, (G) Ecologist activists, (TR) Drug dealers.
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Fig. 6 Game 2. Tableaux de bataille, detail. Source: Elvira, J. and Paez, R.
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Fig. 7 Game 2 : Tableaux de bataille, detail. Game 1 : Tableaux de bataille. Source: Elvira, J. and Paez, R.

Game 1, Friday July 24, 2015
- Construction of the initial scenario:

The appreciation of the euro results in a loss of purchasing power among potential tourists from
Britain. In addition, an epidemic of bird flu also reduces the appeal of this tourist area.
Exceptionally, the local administration issues a ban on all prostitution in the area.

- Evolution of the game:

The first turns incorporate a new determining factor: a series of extreme climatic events and
subsequent flooding make it necessary to declare Magaluf and its surroundings a disaster area.
This process becomes an unintended catalyst for the redefinition of tourism in the area.
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Fueled by adverse weather conditions and a failure of the existing tourist formulas due to the
appreciation of the Euro, the agents decide to transition from a centralized model, focused on
the area around Punta Balena, towards a polynuclear model.

Tourism becomes more specialized and expands into a network of territorial reprogramming
efforts. The network is composed of the following nodes:

1. Mega-recreational area in Punta de Torrenova.
2. Development of a mixed hub at the southern end of Avinguda de Magaluf.

3. Agricultural park in the unbuilt developed areas of the western sector initially intended to
support the growth of the urban core.

4. Transition areas agricultural park / urban area: PEU and emergency care area.

5. Hydrological / ecological / urban corridor resulting from flooding (southern area of
Avinguda Magaluf / Carrer Galié). This enclave is the node where all the previous
subsystems come into contact.

- End of game scenario:

Taking advantage of a prolonged flooding process, the most controversial processes in the area
of Punta Balena (thematization, alcohol, drug use, sexual promiscuity) are redefined and
institutionally assimilated through new tourism models and new forms of territorial occupation,
tending toward dispersion and functional specialization.

Keywords: Dispersion, specialization, institutionalization
Game 2, Tuesday July 28, 2015
- Construction of the initial scenario:

A new hegemonic agent appears: the People’s Republic of China. Following in the footsteps of
other indebted states in southern Europe, the Balearic authorities and state government hand
over the island of Sa Porrassa as compensation for the debt purchased by the Chinese state.
As a result, the island becomes a Chinese extraterritorial enclave in the Mediterranean Sea. For
all intents and purposes, Sa Porrassa is part of the PRC and is subject to its laws and its
government. The island is used as the foundations for a 1000-meter-high vertical citadel with a
star-shaped floor plan, which highlights the new Chinese hegemony on the global stage. The
extraterritoriality of the island inevitably leads to a redefinition of the map of the Mediterranean
to guarantee a direct connection between the Chinese territorial waters around Sa Porrassa and
international waters. In addition, an energy crisis causes a dramatic increase in the price of oll,
resulting in the virtual disappearance of low-cost airlines. A persistent drought ravages Mallorca.

- Evolution of the game:

Sa Porrassa becomes home to a huge mixed-use structure, whose long shadow looms over the
Mallorcan territory. A hydrological and energy crisis affecting the Mediterranean basin is added
to the initial scenario.

These determining factors result in large concentration processes, exemplified by the pairing Sa
Porrassa / “Little Britain”, in addition to smaller-scale processes of local adaptation to this new
polarized reality:

1. On the one hand, the enormous vertical densification of Sa Porrassa.
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2. On the other, the exacerbation of the Punta Balena tourism model, which becomes
a leisure-oriented horizontal mega-structure (“Little Britain”).

3. These two nodes of intensity are connected precariously by a controlled maritime
corridor, with the consequent checkpoint located at Punta Torrenova. It becomes the
site for contact between two contradictory sociopolitical models.

4, Ciutat de Mallorca increases its power of attraction capacity through two actions: an
expansion of the port funded by Chinese interest; and the naming of Palma de
Mallorca as European Capital of Culture for 2016, as a stronghold of local sovereignty
and a bastion of Balearic culture.

5. There is a new social tendency towards autonomy and self-management with the
creation of a nucleus of permaculture in the agricultural corridor formed in the
protected areas around the perimeter of the natural park.

6. The initiative of the Magaluf-Santa Ponga corridor is limited to new formats of dry
tourism located in the Ponent and Santa Ponga golf courses.

- End of game scenario:

The presence of a new hegemonic agent, compounded with a hydrological-energy crisis in the
area, triggers processes of polarization and densification. On the one hand, the Chinese vertical
mega-structure in the extraterritorial enclave of Sa Porrassa radically changes the game board.
On the other hand, the pre-existing identities of other areas are exacerbated: while the tourist
model of Punta Balena is transformed into a horizontal mega-structure called “Little Britain”,
Palma defends Balearic culture and consolidates itself as a representative of local traditions. In
parallel, the dearth of local resources and the socio-political conflict foster the emergence of
self-sustaining lifestyles on the margins of the high-density urban nuclei.

Keywords: Concentration, mega-structure, exacerbation
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Fig. 8. Tableaux de bataille and game board. Source: Elvira, J. and Paez, R.
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Conclusions

Game-based design formats offer a plethora of design methodologies that embrace chance,
prompt negotiation and generate choral works based on dialogism. Playing allows for
superseding design as representation and embracing design as simulation, and it allows design
to become performative rather than descriptive.2?

Indeed, chance is likely the most relevant driver affecting our urban environments. If planning
plays a significant role in defining how our cities work, so does the blind force of chance—not
only in informal settlements but also in the most strictly planned urban sites. Negotiation is also
a crucial aspect that accounts for a significant part of what our cities are like and how they
perform. And yet, conventional architectural design and urban planning disregard the openness
of chance, negotiation and dialogism, enforcing top-down, hard control and finalistic design
logics.

As shown by the Archispiel format in general and the teaching experience of Magaluf Reset in
particular, design through play offers a rich array of explorative possibilities not afforded by
conventional design practices. The students involved in Magaluf Reset experienced a radically
different approach to design. First, they were able to construe the design problem/s from
different and often opposing stances, helping them understand the importance of specific points
of view and interests in the definition of a design brief. During the game, they experienced
different roles and hence different views on urban problems and different opinions on potential
design opportunities. Second, they practiced a critical reaction to unexpected events introduced
by chance, helping them appreciate design not in terms of a systematic application of a rigid
catalogue of solutions (personal or group-based) but rather as the progressive construction of
meaningful design logics as the decision-making process advances. Finally, they learned to
negotiate, which entails listening and understanding the other, building a compelling narrative
and creatively adapting to complex group dynamics. Consequently, rather than solutions
answering to a predefined brief, the results of design through play are quite literally the outcome
of an exploratory and open-ended design logic. They reveal a somewhat loose order, an
unfinished quality and a temporal condition resulting from methodologically embracing chance,
promoting negotiation and inducing choral work. Hence, the resulting urban scenarios are not
well-groomed urban utopias but exciting stochastic landscapes where design plays a cueing
role rather than a regulating one. We argue that the city should not be built as a final clear-cut
solution through top-down master-planning but appear progressively and over time through an
interwoven set of design-enabled processes.
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