gamified, ca
are not equ

e embiguous
nd_ artificial,

and space become even more
ce used to train noblewomen for
now echo in the algorithmic
jomes. Barbie—once a vessel for
- hin,-cisfemininity—has been diversified to fit

market demand while paying off in profits to Mattel.

In this studio, we will expiore the architecture of play not
as a neutral backdrop but as an active, animated agent.

From responsive environments to stage sets, from

. dollhouses to smart homes, we will treat spatial de
' as something choreographed, and and
lmbued with power dynamics. What are th polmcs of
spatial control? Who—or what—pulls strmgs of a
room that listens, a home that performs ora landscape
that scnpts movement”

You will design a speculative plaything—a character, a
space, a gameboard, or a world—that reflects on the
entangled dynamics of agency, control, and
embodiment. Through scenography, archltecture and
 narrative systems, project must take a po
. What are the ethics lay? Who gets to play, and who
gets played? How -space perform, and who is it
performing for? vy s . .

" Yet playthings are not inert. Dolls puppe ‘

. .ani

What then is the doll s power‘? What does the puppet
control, and who is pulling the strings? C npuppets pull
back?

raphed installation or st
‘mteractlve inhabitable  structure; _spec
gameboard or digital world, or any. other hybri
challenges the roles of player, object, and space.

PLAY/THING is a transmedia studio: your final prolect
must span both physical and digital realms. The studi
will be structured around series of workshop 5

game engines, motion capture); Rol
performance experiments. For the hands-o
we will work on technical skill-build
ion, and selected Blender and




