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with the teachers, but also with the study ‘object’ – an urban complexity calling for less essentialist and 
deterministic approaches.  
 
In this way, by bringing an external perspective into the studio, I no doubt influenced the perception of 
the ‘study object’ and how it was approached. By drawing attention to the research potentials of the 
study, the ambitions for the board game might have changed, and theoretical reflections on its present 
state and future potentials set in motion. Whether this influence has been productive or perhaps 
destructive is not my question to answer, but my participant observation in the studio gave me an 
insight into artistic practice and theoretical reasoning as different work-modes, their individual 
qualities and how these modes might (not) be combined.  
 
Whether to combine these work-modes, as in the form of a merging, or a constant dialectics, or to keep 
them separate and instead establishing platforms for dialogue, I cannot say at this point. But I believe 
in the potentials for developing some of the basic components of the board game approach to a more 
general method for teaching and research in urban design. Besides breaking with the traditional image 
of the ‘master mind’ in urban planning, it presents an alternative format for the urban design studio, 
questioning traditional notions of design.  
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game creates such possibility space – an arena for the study of ‘processes of actualization’. And the 
reason we need such possibility space, not least in urban design, is precisely because of the difference 
between what DeLanda refers to as properties and capacities of material objects.  

While ‘a knife may be sharp (a property), it also has the capacity to cut’ (DeLanda 2015). This means 
that besides their properties, material objects are characterized by their capacities to affect and be 
affected. Capacities, though, are relational, so the knife’s capacity to cut, ‘must be exercised with 
something that has the capacity to be cut (cheese or bread, but not a solid block of titanium) (DeLanda 
2015)’. In this way, DeLanda explains that while both properties and capacities are real, ‘properties are 
always actual (the knife is either sharp or dull), [but] capacities are only actual when they are being 
exercised. Most of the time they are only potential (or virtual). (DeLanda 2015)’.  

Thus, to understand and explain material objects in terms of both their properties and capacities, an 
architect or urban designer needs to study their performance in action, in relation to other objects. 
Hypothetically, this could be in 1:1 scale or in practice of a test laboratory, simulating potential 
processes of actualization.  

Bringing an example of a 1:1 study of capacities of materials from building architecture, Peter Zumthor 
in his famous book on Atmospheres (2006) describes how he was surprised by the material 
compatibility of a soft ceder material, he used for surfaces in an exposed concrete building. In spite of 
his undoubtedly firm knowledge and experience of material compatibility, he didn’t expect a matching 
effect of the two materials. He thought the soft cedar tree would be too soft. But when he put the 
materials in relation to each other, in the actual context, it turned out the cedar tree had no trouble 
fitting in. As a result, Zumthor removed the rosewood, which he had first expected would fit in, and 
installed the soft cedar tree instead (Zumthor 2006:24ff).  

As an example of the latter, the board game presents an ideal type test laboratory simulating an urban 
complexity in action, studying its properties and capacities as they actualizes through (unpredictable) 
interrelations. The four urban conditions, which turned into players in the board game, were each 
characterized by a number of properties, which had been determined based on previous studies in 
Køge. But in addition to these properties, predictions were also given as to how the players would 
potentially interrelate with other players, through a description of their capacities. Each of the players 
held a number of capacities, which could only be studied in action, in interaction with other players 
with matching capacities. The wasteland, for example, is described as regenerative and heterogeneous 
in its properties, and it has the capacity to unfold, sneak around or squeeze through, when interrelating 
with other players. The images below illustrate processes of actualization, with the four urban 
conditions interacting in various ways, catalysing emerging capacities of these, creating urban form6.  

Further, by turning the city into a board game, adding the factor of chance to the production of events 
in the possibility space, an account is given to ‘evolutionary time’. While the capacities of players are 
pre-established in the concept of the game, their actualization through interactions with other players 
are subject to chance and thus essentially unpredictable, preventing a pre-determination of form. 

 

																																																								
6 Source: (Vaagsild m.fl. 2018) 

In a philosophy of science per-
spective architectural ideals are 
typically characterized by concepts 
that include individual ideas and 
subjectivity (Kurath 2015). This 
position is challenged in this pa-
per, presenting early findings from 
a comparative research study of 
teaching and research at different 
architecture schools in varying 
national contexts. Presenting an 
example from a fieldwork study 
at the Royal Danish Academy of 
Fine Arts, School of Architecture, it 
is argued that urban design could 
benefit from the imagery of a board 
game, substituting the concept of 
the ‘master mind’ with a number of 
heterogeneous players, competing 
about and negotiating urban form. 
Always subject to the inevitable 
factor of chance, the board game 
presents urban growth as it is – 
complex and unpredictable, com-
prising a multitude of heterogene-
ous actors, whose meetings and 

conflicts are essentially productive. 
Besides challenging traditional 
approaches to urban planning, the 
study presents an alternative ap-
proach to design teaching. With the 
introduction of the board game as a 
design instrument, the focus shifts 
from the designer to the design, 
which potentially becomes so-
mething more than the sum of the 
individual design proposals. Argu-
ably, the instrument, anticipating 
actor-network theoretical perspec-
tives, presents early steps toward 
an urban design method, and holds 
potentials for further investigation 
and development.
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