The game as an instrument of empowerment

This article is a part of an ongoing research regarding the “deviated use of space”, developed within the framework of a Masters degree thesis. Its main goal is to investigate the agents and factors that guide social behavior and how it affects the aesthetic experience of people who use the physical structures of public spaces. The term “deviated” is a translation of the French word “détournement”, used by the participants of the Situationist International, one of the theoretical references that inspired this discussion. The term is the reduction of the expression “detournement [deviation] of preexisting aesthetic elements”, which states a new way of appropriation of artistic elements in everyday life through the construction of situations. Thus the “deviated use of space” drafts the aesthetic experience of Architecture as an element that could allow people to perceive and to criticize the city beyond the spectacular contemplation of its elements. The research problem refers to the way how the public space, more specifically bus stops and stations, are appropriated by its users, considering that these places are conceived in a way that privileges its function as a component of a rationalized transport system, instead of taking into account the part it plays as a place for social encounter and dialogue. The investigation concerns bus stops as part of the city’s public spaces, considering that they have a vocation to be, simultaneously, a place where people stay while they are waiting for transportation and also a place of transit, bearing in mind that it has to respond to a functional demand for the urban mobility system as part of a rationalized integrated network. Spatial programming is capable of limiting the ways its structure is used; therefore it has a direct influence on its users liberty for spatial action. The study of “deviated uses” concentrates on practices that are not limited by the programmed and regulated use of space as a consequence of social empowerment in contemporary urban everyday life.

This paper aims at investigating theoretical arguments that relate to experiences that have inspired cultural, artistic and technological movements that insurge against the strength of disciplinary society and its alienated condition. Some arguments and experiments of authors, artists and urban activists will be presented in order to discuss the different ways in which space can be perceived, criticized and lived on an everyday level. This paper also seeks to highlight some “spatial programming elements” – images, spectacle, game, rules, strategies, and tactics - found in the work of these authors that criticize the typical social alienation of modern way of life. The question lies in how the game could be an alternative to the subversion of the disciplinary order and an instrument for empowerment and counter-conduct. Vilém Flusser discusses the effects of images and their technological evolution, then presents the game as imaginative attitude in which new images of a possible reality are projected. In that matter, Michel Foucault’s concept of “heterotopy” (Greek for “other place”) comes as a way of understanding how different groups and societies have the ability to imagine non-existent realities, and though they are intangible at present, they are enlightened, thus capable of putting in evidence the limitations of the existing conditions. The Situationist International proposes games to be lived in the city, bringing the challenge of contesting rules to the scale of the body in an urban level.
This research wants to discuss the rules that affect the individual on a spatial level based on what is perceived as everyday practices ruled in conformity to a disciplinary behavior program. It is interesting to consider that the those rules go accordingly with the interest of groups and institutions entitled to do such spatial programming. The social constraints that orient the actions and practices of the individual on the public realm may sometimes be understood as individual embarrassments. However, that fact reflects the control of individual and, most importantly, collective empowerment in the urban context. Therefore it has consequences on the development of autonomous social practices. From this perspective, the intention of this paper is to critically explore aspects that limit the freedom of the subject on the topic of the appropriation of space. The game would allow a collective construction of a pretend reality through the active participation of the players in the creation of new perspectives for the city. The competition element is absent, instead what is sought is to maintain a collective interest by creating constant playful ambiance that would keep the players empowered to promote change in situations with what they do not agree. The game's rules are relative to the orientation of its participants’ actions and could be used as a tool to uphold collective practices and enhance the creation of new non-prescribed rules.
