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At the Exposition In-
ternationale des 

Arts Decoratifs et Indus-
triels Modernes (1925 
Paris, France), the design 
world came together, and 
showed their vision of the 
future. This was “a cel-
ebration of living in the 
modern world, the ex-
hibition showcased the 
contributions of artists’ 
modern interpretations of 
established designs.” At 
the height of its fashion 
Art Deco was known as 

“Style Moderne” and ex-
emplified the conjoining of 
contemporary technology 
with design and art. Art 
Deco was the driving force 
in American design during 
the extremely prosperous 
post World War I economy. 
Feeding off the good spirit 
and positive outlook for 
the future, this movement 
meshed with the industrial 
progress of the time, and 
led to a proliferation of ob-
jects resulting from simi-
lar design solutions.
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I Saw The Figure 5 In Gold 
by Charles Delmuth is 

an excellent example of 
the more modern end of 
Art Deco, with a tip of the 
hat to the detailed and or-
nate. This painting, now 
in the metropolitan mu-
seum of art, is one of the 
eight abstract portraits of 
Delmuth’s friends. This 
series is an excellent ex-
ample of precisionism, also 
known as cubist realism, 
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Among the rain

and lights

I saw the figure 5

in gold

on a red

firetruck

moving

tense

unheeded

to gong clangs

siren howls

and wheels rumbling

through the dark city.

The Great Figure  
by William Carlos 

Williams
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using geometric forms and 
ray traced styling to depict 
an otherwise mundane 
scene or object. The level 
of abstraction varies, but 
every piece in the move-
ment falls back on the de-
sign choices inherent to 
the style. As a uniquely 
American form, precision-
ism speak volumes of the 
appeal of industrialization 
in the post World War One 

era. The Figure 5 reinforces 
this industrial appeal, with 
the major elements being a 
speeding firetruck, an ur-
ban city scape, and modern 
typography. The continu-
ous lines running through 
the painting enhance the 
feeling of an urban night-
time city, with many bright 
and conflicting sources of 
light.
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I Saw The Figure 5  In 

Gold by Charles Delmuth
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The formative power of 
art deco in the post 

WWI industrialized world 
can be readily seen in 
the personal and house-
hold objects of the time. 
Small simple objects like 
the  Mont Blanc Meister-
stuck 149 show the  great 
attention to detail, care 
and craft of the workmen 

and designers. The stan-
dard martini glass is an 
example of geometric de-
sign with nod to tradition. 
The EKCO AD65 Bakelite 
Radio shows the path away 
from handcrafting, while 
still retaining the hall-
marks of the deco move-
ment.
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The Mont Blanc Meis-
terstuck 149 for ex-

ample, is a victory in time-
less design, with a black 
resin body, fluted gold 
and silver nib, and details 
throughout that betray its 

provenance. The detailing 
on the nib, small florins 
that retain geometric pre-
cision encircle an engrav-
ing of the company name, 
and the height of its name-
sake. The five gold bands 
do not disrupt the sil-
houette of the ovoid body 
of the pen, and lead to a 
small white star on the top 
of the cap, signifying the 
peak and 6 glacial valleys 
of Mont Blanc. This mix of 
fine detail and overall geo-
metrically defined simplic-
ity is one of the great hall 
marks of art deco. It shows 
the beauty of the modern 
technological world of the 
future, while still allowing 
for the flourishes and ar-
tisan details of days past. 
The materials used here 
enhance this dichotomy 
of modern and traditional, 
with the black resin body 
wrapped around the pre-
cious metal nib.
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Mont Blanc 

Meisterstuck 149.

Pen Nib Detail 

facing page.
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The martini glass, de-
veloped in the early 

to mid twenties (unknown 
designer), is the physical 
embodiment of the ex-
treme proportions extolled 
by art deco. The sharp 
flat walled cone intersects 
with a thinner stem than 
appears functional, which 
at approximately twice the 
height of the cone, curves 
outward into a flat and 
almost volume-less base. 
This is a geometric take 
on the saucer champagne 
glass, and has supplanted 
it in popular culture. It 
should be noted that along 
with other examples of 
art deco, the geometric 

perfection of the form is 
accented by the craftsman 
flourishes, such as the in-
creased thickness between 
the cone and stem, and 
the  slight weighted edge 
of the otherwise smooth 
flat base. The extremity 
of proportion can be seen 
in many art deco designs, 
from depictions of the fig-
ure (Otto Poertzel’s “The 
Aristocrats”*), to those of 
cruise ships (A.M. Cassan-
dre, Normandie / Voyage 
Inaugural, 1935. by Adol-
phe Mouron Cassandre**), 
to the size exaggerating 
lines of some of the great 
art deco skyscrapers
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Cocktail Glass, 

Designer Unknown.
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* The Aristocrats is an exam-

ple of the extreme form and 

proportion used by the art 

deco movement, specifically 

the exaggerated height, thin-

ness, and posture.

** The Normandie poster is one of the most well known examples 

of the application of art deco style in poster art, especially when 

concerning cruise liners. Cassandre also had work at the original 

1925 exhibition by the name of “Bucheron”(woodcutter), a poster 

for a cabinet maker that won first prize in its category.
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EKCO AD65 Bakelite 

Radio, 1932, Wells Coates
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Later in the period, the 
EKCO AD65 Bakelite 

Radio, introduced in 1932 
by architect Wells Coates 
replaced the large furni-
ture style radios with a 
plastic housed tabletop 
unit. The plastic Bakelite, 
the most modern material 
of its day, was used in place 
of veneered wood. The 
striking circular shape of 
the device is dictated by 
the large speaker within, 
and works nicely with the 
concentric station read-
out at the top, and dials at 
the bottom. The unusual 
footed full circle is de-
fined internally by the size 
and shape of the speaker, 
while the compact nature 
of the rest of the electron-
ics allows for the device to 
be relatively small. Even 
with a totally mold-able 
and innovative material, 
the style of the radio face 
remained much the same 
as the standard cabinet 
sized radios, with a cloth 

backed vertical grill. The 
fluted ends of the chrome 
grill bars are particularly 
classic. Even with all the 
modern materials, none of 
the parts are geometrical-
ly more complicated than 
what can be accomplished 
by hand, and parts, such 
as the knobs, are still hand 
lathed. With this falling 
on the more modern end 
of the deco spectrum, the 
craftsman details are min-
imized, but still provide 
important context for the 
rest of the design.
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The Art Deco period 
is the first time in 

which the style put forth 
and enjoyed by the elite , 
could also be afforded by 
the general public. One 
of the advantages of mass 
production is the amorti-
zation of the cost of good 
design, allowing the art 
deco style to be vertically 
integrated into the entire 
country.

This is readily appar-
ent in the consumer 

goods listed prior, but also 
in the architecture of cer-
tain neighborhoods, where 
a variety of housing price 
points are designed in the 
art deco style. In America 
a few cities experienced 
solid construction booms 
during the height of the 
art deco fashion, the most 
noted and preserved is the 
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Miami and Miami Beach 
areas. There is a range of 
art deco style in Miami, 
from 2 bedroom 1 bath, 
1200 square foot homes 
all the way to the Colony, 
Marlin, and Breakwater 
hotels, multi-story resorts 
built in the pricey South 
Beach district.

After this point, design 
was available almost 

universally, and with much 
lower barrier of entry than 
before. The styles seen in 
high end architecture and 
design could be purchased 
and included in the decor 
of most people’s homes. 
While America had been 
united by wars and move-
ments before, this was the 
first time that design and 
consumerism brought to-
gether the layers of society.

Art Deco for me has 
always been about 

the glory of an age of un-
checked industrial prog-
ress and achievement in 
architecture and design. 
This was a minimalist style 
that retained a designer 
hand and a workman's 
touch. The democratiza-
tion of design during this 
phase strikes me as one 
of the most important as-
pects. Good design should 
be available to all.

The industrial progress 
during the 20’s and 

30’s was staggering, even 
with the massive slow-
down the great depression 
caused. During this time 
of explosive development, 
Art Deco came in to give 
this industrial output a 
form. One that related 
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back to its function, re-
sulting in a monument to 
industry and style. From 
the smallest household 
object to the tallest sky-
scraper, this style was 
about unapologetic prog-
ress and the plenitude that 
followed. The major design 
movements that came af-
ter had to contend with the 
realities of shortages, both 

natural and man made, as 
well as the environmental 
impact of industry.  Art 
Deco has a certain over-
powering confidence that, 
while naive, is appealing 
in contrast with a world of 
ecological tragedy and po-
litical correctness.

Art Deco is playfully or-
nate with the restraint 

and minimalism of mod-
ern design. The geometric 
simplicity of the modern 
influences combined with 
the handcrafted nature, 
creates objects that are 
enjoyable on many levels. 
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The natural materials and 
hand working can be im-
mediately and tactilely 
appreciated.The geometry 
and architecture helps 
balance this with an ap-
preciation for classical de-
sign rigor.

The widespread dissem-
ination of this design 

style in the 1920s made 
it one of societal memory. 
This allows for an aes-
thetic wrapping that not 
only looks appropriate in a 
museum or gallery space, 

but because of the more 
universal history of this 
style, it allows the viewer 
to imagine it in their own 
settings. The design can 
be enjoyed by all and in-
vestigated by those who 
choose to. Contemporary 
art generally requires sig-
nificant investment to ar-
rive at an understanding 
of the work. Because of the 
historical context of Art 
Deco the barrier of entry 
is lowered, and interaction 
can begin.
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Using the deep seated 
attraction for the past 

it is possible to encour-
age the initial interest and 
interaction. Upon inter-
action my work asks the 
viewer give art another 
chance, and to enjoy it. 
The idealized design that 
is Art Deco, is so inter-
twined with positive social 
connotations as to bring 
the viewer home. The his-
torical waves can be used 
to elevate a work and push 
it forward, not letting the 
current styles immediate-
ly date it. Combining the 
very real peak status of 
the 1920s with a style that 
has been romanticized to 
the point of fantasy allows 
for an emotional response 
that I feel is above what 
could be accomplished 
with solely contemporary 
influences.



31



32



33



34

When resolving game 
design choices, the 

stages of play that chil-
dren move through as they 
get older proved the most 
insightful. These stages, 
combined with other fac-
tors lead to a functional 
rubric. Most games are lay-
ers and components with 
each part being one of the 
more simply described 
play formats. In addition 
to being a rubric for other 
activities, it serves as a 
tool for the construction of 
new types of games.
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An initial descriptor of a 
play style involves the 

number of players that can 
participate concurrently. 
This dictates the interface 
style, the expectation of 
the players, and in the low-
er numbers, approximately 
1-5, changes the game dy-
namics significantly. This 
number can be undefined, 
and variable.
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This concept can be 
simplified down to 

either scoring by going 
zero to ten or ten to zero, 
each has its own connota-
tions for the social aspect 
of play, and impacts play 
style, especially when 
concerning risk aversion. 
Many common games ac-
tually use both of these 
mechanics either linearly 
or conjunctively to extend 
the playtime and interest 
in the outcome.
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The interaction type 
between players can 

be classified into one of 
these four types of play; 
solo, parallel, competitive, 
cooperative. This gives a 
general understanding of 
the types of interaction 
the game is built for, and 
has a strong impact on 

the social exchanges hap-
pening ancillary to the 
actual play. These types of 
play can be layered within 
more complex games, but 
it is possible in most in-
stances to separate out the 
mechanics, or classify one 
or more of the layers as a 
meta-game.
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Complexity is the num-
ber of initial choices 

present in a game. Chess 
for example has 10 (8 
pawns, 2 knights, no other 
pieces have legal moves) 
initial choices in the first 
turn of play. After this, 
more pieces are free to 
move, increasing the ini-
tial choice up to the 16 
pieces per side, and reduc-
ing in complexity as the 
pieces are lost.
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Depth is the number of 
possible actions each 

choice has. Continuing 
with the first turn chess 
example, each pawn can 
move either one or two 
squares directly forward 
on it’s first move, while the 
knights can move forward 
two and either left or right 
one, resulting in two pos-
sibilities for for all avail-
able choices. This results 
in twenty possible opening 
moves in chess, as number 
of possible outcomes can 
be determined by com-
plexity, ten, times depth, 
two.
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The element of random-
ness is important in 

many games and is an at-
tribute that determines 
the level of player control. 
Control is interrupted to 
provide interest for the 
players. A game like Texas 
hold em has no control in 
the actual game, with the 
cards dealt being com-
pletely random, and the 
players unable to influence 
the hand. The meta game, 
the betting and bluffing, 
is a layer that lies on top 
of what is an entirely un-
controllable situation. In 
chess, there is no element 
of chance, every move is 
determined by the players.
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While not explored di-
rectly in the work in 

this thesis, the continuum 
of free play to rule play is 
one like active and passive, 
where the game is the ini-
tializer, but the choices of 
the players has huge impact. 
The social element that ex-
ists within most games is 
one of relative freedom, 

there are few rules, and as 
long as it directly impacts 
the game, it can be consid-
ered a layer. Texas Hold em 
is an example of entirely 
rule based play, as there is 
no choice as to what the 
next action is, the cards 
must be simply laid out, and 
added to as dictated by the 
betting meta-game.
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This is the determinate 
of method of interac-

tion. A very active game 
is one in which constant 
interaction, whether with 
the game or fellow players 
is required. A passive game 
is one in which very little 
is required of the players. 
The player, or group of 
players, can influence this 
by collective action or in-
action.
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Designing social art is 
not a recent concept, 

the artist Tom Marioni is 
famous for a piece called 
“The Act of Drinking 
With Friends Is the High-
est Form of Art (1970)” in 
which a group of people, 
undisturbed by viewers 
drink and talk late into 

the night. The remnants 
are left on display.  Ga-
briel Orozco designs so-
cially interactive games, 
of which Carambol With 
Pendulum and Ping Pond 
Table are both excellent 
examples. The difference 
between this and perfor-
mance art is incredibly 
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important. Performance 
art is not generally par-
ticipation art, it is simply 
live performance, and has 
little real difference to the 
viewer than from paint-
ing sculpture or video. It 
is meant to be viewed, not 
interacted with, and the 
rules and script are laid 
out beforehand. The art 
cannot take advantage 
of the knowledge, skills, 
and context within and 
between viewers. Social 
art on the other hand pro-
vides a framework within 
which people can interact 
to the fullest allowed by 
the medium. 
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“The Act of Drink-
ing With Friends Is 

the Highest Form of Art 
(1970)” is one of the most 
pure examples of social 
art, the rules are lax, and 
the quality of the piece is 
almost totally irrespective 
to the effort of the artist. 
The artist stated that with 
the absence of a viewer, 
the work became about the 
action and not the object. 
The original piece was 
held at the Oakland mu-
seum of California and has 

since propagated to vari-
ous venues. This idea also 
evolved into “cafe society” 
a recurring event that oc-
curred every Wednesday 
at Breen’s Bar. This has 
also continued in vari-
ous iterations. Variegating 
it from standard perfor-
mance art is that there are 
no viewers outside of the 
people that participate di-
rectly in the piece. Simple 
attendance does not con-
stitute performance.
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Peter Coffin, Untitled (The 

Act of Drinking Beer with 

Friends is the Highest 

Form of Art), 2006
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Gabriel Orozco’s work 
centers more on the 

object around which the 
interaction occurs. Car-
ambol With Pendulum is 
an oval billiard table with 
no pockets. The cue hangs 
on a string and can be 
swung to strike one of the 
two balls. This piece is not 
particularly interesting 
stationary, but when inter-
acted with draws a crowd 
and encourage interaction 
and cooperation, as well as 
ancillary discussion. The 
game “Horses Running 
Endlessly”  increases the 
scale of an existing game, 
chess, and wipes out the 
rules and standards, leav-
ing only 4 colors of knights 
on a massive 16x16 board. 
This leaves only partici-
patory act in which each 
player may move his piec-
es yet they have little abil-
ity or reasoning for inter-
fering with others.
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In comparison to stan-
dard forms, social art 

is interesting because it 
heavily relies on the par-
ticipants for its success, 
not just the quality of each 
participant, but how well 
they function as a group 
in relation to the work. 
Encouraging this interac-
tion in meaningful ways is 
the job of the artist. Any 
sort of communication of 

ideas is secondary to the 
successful encouragement 
of interaction. Even with-
out the emphasis on com-
munication the increased 
time of interaction allows 
more subtle messages to 
find home. This also al-
lows discovery as opposed 
to the presentation gener-
ally associated with artis-
tic communication.
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There are five game 
tables that developed 

from this thesis, ranging 
from one to five player 
games, spanning from 
solo, to cooperative to 
competitive play. This se-
ries moves between the 
controllable and random, 
keeping the game play 
from becoming static. The 
art deco style is vitally 

important to the aesthetic 
of these works and thus 
their acceptance by the 
players and audience. Ev-
ery nuance and detail is 
replicated homage to some 
bit of furniture, architec-
ture or design. Overall this 
creates a body of work at 
home in almost any space, 
whether individually or as 
a collection.
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Pillar is a single player 
catch game involv-

ing motor control, speed, 
and a bit of luck at guess-
ing where the light will 
go next. The physical ma-
chine is a simple eight sid-
ed, three foot tall column 
made of cedar, topped by 
a roundel of poplar, with 
and inlaid top composed 
of both woods. The lights, 
both game and scoring, 
are back lit green glass 
chips. The single interface 

button is set forty five de-
grees from square in the 
center of the table. The 
poplar ring and cross are 
laid out to show the path 
of the light, with the dark-
er cedar forming the base 
color. The top is hinged 
and closed with a pair of 
latches, opening to reveal 
an upholstered interior. 
Under the top panel are 
the electronic controls, 
and opens for ease of 
maintenance. 
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The shape and size of 
the piece are dictated 

by various influences. The 
height is the standard 36 
inch counter top, the ideal 
for a standing adult. The 
shape, solidity and aspect 
ratio are designed to evoke 
the architecture of the art 
deco period, tall, thickly 
constructed towers. The 
horizontal dimension is 
a compromise between 
the structural stability of 
a large surface, and the 
smaller one person nature 
of the game.

Even though the game is 
inherently one player, 

the running score is dis-
played up the sides of the 
device. This allows the 
audience to monitor high 
score and progress of the 
current player, as well as 
providing a goal for them-
selves. This will hopefully 
create cyclical competi-
tion among the audience 
members as each goes to 
try their hand at defeating 
the last.
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Calm is a game de-
signed around the di-

rect competition of the two 
players involved, using gal-
vanic skin response to de-
termine how calm each of 
the players is. This is com-
pared and, a virtual tug of 
war ensues. Once this has 
been “won,” by remaining 
calm, the losing player is 
shocked through the same 
table top contacts that 
are used for sensing. The 
design of the structure as 
well as the inlay, revolves 
around this competition. 
The legs are slender and 
reduce to points at the 
floor, while the surface 
is under 4 inches thick, 

leading to a very light and 
sharp feeling piece of fur-
niture. The surface inlay 
is made up of arrows and 
angles moving across the 
table at the other player. 
The lights viewable by the 
players only display how 
long until the game is over, 
not who is winning. The 
lights that indicate the 
upper hand run along the 
sides, out of view of the 
players, where the audi-
ence can see, leading to a 
bit of stress during game 
play, especially with know-
ing the people around you 
understand your fate bet-
ter than you.
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The height is the same 
as project 1, to al-

low comfortable play. The 
horizontal size is thirty 
six inches on a side, creat-
ing a space close enough 
to compete. The thin ta-
pered legs and shallow top 
are meant to evoke the 
light airy feeling of the 
aristocrats, and slight top 
heavy-ness of the martini 
glass. Power is dealt with 
by running the cord down 
the inside of one of the 
legs, keeping it from being 
an eyesore, and out of the 
way for the players feet.

Audience participation 
mixed with the severe 

reaction to a loss, encour-
ages repeat play as well as 
those hanging around to 
see how other players fare. 
Competition is a great 
motivator among groups 
of people, with “winners” 
emerging that will eventu-
ally be defeated, adding to 
the cyclical nature of play, 
and crowd participation.
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Deus Irae is a three 
player game designed 

to engender distrust and 
aggression between play-
ers through a use of hid-
den controls and delayed 
aggregate response to but-
ton presses.  Each player 
begins with ten life points 
and is presented with 
three buttons, one to at-
tack (remove a life point 
from) each of the other 
players, and one to heal 
yourself (add to your own 
score). After three button 
presses are made by each 
player, the new life point 
totals are tallied, and the 
result is presented in the 
lights of the cityscape in-
laid in the table top. Once 
all the lights are extin-
guished (all the life points 
gone) the player loses and 
the one with the highest 
remaining life points wins. 
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After this the game resets 
and after a brief pause, al-
lows for new play. The ta-
ble top inlay is three cedar 
almost symmetrical cities, 
with square white lights in 
the towers. The rest of the 
surface is a poplar back-
ground of clouds.

The tabletop on this 
project is slightly 

taller and wider , with 
the control button pan-
els recessed to hide them 
from the opposing players. 
The tabletop is thicker, at 
around seven inches thick, 
leading to a more mascu-
line and solid appearance. 
This aligns well with the 
presentation of buildings 
and ships of the time. The 
legs that support the table 
are thick tapers, attached 
to the flat sides of the tri-
angular tabletop, leading 
to a very wide shouldered, 
bulldog stance. All of these 
design choices are to re-
inforce the nature of the 
game as a destructive en-
terprise. 

The scoring is done on 
the top of the game 

and it is somewhat difficult 
to assess the exact num-
ber of points each player 
has without standing very 
near the table. It is how-
ever very easy to see who 
is winning both in the cur-
rent round and in the game 
overall, as the comparative 
brightness of each players 
cities rises and falls. Deus 
Irae is designed to create 
distrust between players 
as there is no way to know 
who is doing what, and no 
way to verify the veracity 
of a truce. This leads to a 
similar cycling of players 
and audience interaction 
as Calm. 
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Twenty Two is a fat X 
shape, where the four 

players stand in the nega-
tive spaces. each player is 
presented with four tet-
rahedrons, each with the 
numbers one to four in-
scribed onto each point. 
A number between nine 
and thirty one is select-
ed by the game, and the 
player is shown a readout 
of the difference between 
the score they have, and 
the goal number. The 
number a player has is 
an aggregate of the four 

numbers showing on the 
tetrahedrons in front of 
them, as well as the four 
tetrahedrons closest, 
two from each adjacent 
player. As each player 
f lips their tetrahedrons 
to bring the difference 
to zero, this affects the 
number of the other 
players, causing a con-
stant interaction and 
frantic scramble to at-
tain the proper number 
while keeping those next 
to you from getting the 
same, not an easy task.
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Twenty Two has an in-
lay that reinforces the 

idea of connectedness be-
tween the adjacent play-
ers, in geometric patterns 
in groups of one through 
four. The tetrahedrons are 
made of heavy translucent 
glass, so the lighting that 
informs proper placement 
as well as the win, is pro-
jected through the pieces, 
creating a field of glowing 
pyramids. The legs are 
triangular with a flat fac-
ing outwards at the end of 
each arm of the X, keeping 
them from interfering with 
the players. This arrange-
ment enhances the over-
all plateau appearance, 
highlighting the aforemen-
tioned field of pyramids.

The play of this game 
is complicated and is 

more so to watch, although 
the frantic actions of play-
ers is entertaining, the 
scoring is not easily view-
able by the audience until 
the win is achieved. Due 
to the intricacies inherent 
this game takes more time 
to master and thus expe-
riences less participant 
turnover than the previ-
ous three games. Since 
four players are needed it 
is less likely that a group 
of people would come in 
and play within their own 
group and more likely that 
there would be play with 
strangers, always leading 
to interesting social con-
sequences.
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Starfish is a wide pen-
tagonal table with 

faceted sides to face the 
controls towards the play-
ers. The control is an un-
marked starfish shaped 
pentagon that can be ro-
tated to have each of the 
points facing upwards. Vic-
tory is obtained when each 
of the opposing players has 
rotated their star to point 
towards your number, and 
you rotate your star in or-
der to refresh the display. 
In this way, you have no 
ability to control whether 
or not you win the game, 
while rotating your star 
does create positive and 
negative reinforcement 
depending on how many 
other people have the 
same point up. The display 
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on the top of the table will 
be lit depending on the ac-
tions of of the players, but 
only refreshes when your 
star is rotated, keeping 

absentee players from win-
ning, and hiding the direct 
cause and effect from all 
but the most investigative 
of player group.
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The tabletop is inlaid 
glass and wood, with 

a repetitive and iterative 
star pattern, clearly de-
lineating which lights af-
fect each player. The table 
thickness is determined by 
the radius of the star arms 
allowing for proper embel-
lishment, at about eight 
inches thick. The legs used 
in Calm, Deus Irae, and 
Twenty Two are eschewed 
for a central pentagonal 
pedestal base, relatively 
unadorned to keep focus 
on the game play elements. 
The tabletop sits at forty 
inches, making the center 
of the controls at the prop-
er height.  The diameter 
of this piece exceeds four 
feet at the tips, keeping a 
wider flatter stance, espe-
cially when compared to 
the central column.
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Starfish is the only game 
in the series that seeks 

to directly confound and 
hide the functionality 
from the players, because 
of this, some enjoy the 
game to figure out the pat-
terns and the win condi-
tions, while others enjoy 
the frantic randomness 
of the experience.  The 
methods of concealing 
the cause and effect leads 
to only an entire five per-
son group that is very well 
coordinated being able to 
figure this out. In any en-
vironment these are dis-
played it is unlikely this 
can be achieved. The audi-
ence tries to figure out this 
cause and effect as well cy-
cling between playing and 
watching to determine the 
nature of the game. Turn-
over within this extended 
group will be relatively 
minimal, while turnover 
between player and viewer 
will be active due to this 
investigation.
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Art is some guy 
using a medium 

to change how you see 
the world. W hereas 
design is changing 
how we l ive in it .”

-Robert Capa
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