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I drew inspiration from
major works of ludology, the study of
games, and ludic
theory. The word
“ludic” is derived from
the Greek ludos and
means any philosophy
where play is the prime
purpose of life. I
wanted to elaborate
on the idea of people
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ludology (noun): From the Latin
ludus (game) + -logy. The stillyoung field of analyzing games
from a multi- and inter-disciplinary
perspective.
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I wanted to include aspects of collaborative puzzle-solving
and designing for the hive mind, as exemplified in the Alternate Reality Games of Jane McGonigal. The ideas of fantastical narrative on a miniature scale within the city are
derived from the work of Charles Simonds, who creates
dwellings for an imaginary civilization of minute people in
lower Manhattan.
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Each envelope also had the address to a Wordpress blog I
set up explaining a little more about the project and providing a platform for discussion if necessary.

Locations
I decided to create a secret trail of clues and objects for
the people of London. At six different locations around
the city, I hid a series of small brown envelopes containing
handmade objects or notes. Each envelope provided a
hint to another site on the trail.
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