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Medium design has been proposed as 3 two losing games played atterﬂmatew
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3 way to address injustices and IMbalances sErEeEETTE

iN systems. It suggests reconfiguring the

erterior field of play, to change the wider

contert of a problem.

When you're missing information, you may
fFind yourself fFighting a losing battle.This
design manual erplores Parando's Parador
3s embracing iNndeterminacy, error and
complerity, which are often perceived as
counterintuitive to our Nnotions of order and
efficiency.

By adopting a playful design aspproach that
iNnteracts with the system, we can think of
problems as a pair of counter-balancing
games,, By pairing two games together, new
variables begin to subtly change the rules and
reframe the problem, creating a ratchet effect
that can solve an underlying problem in 8 Nnon-
forceful way.



DESIGMNING WITH PARADOR

Rather than impose a designated solution,

the fFollowing manual guides you through
unpredictable interplay, and trial and error to
INtroduce Nnew iINformation and players, as a way
of breakRing out of the closed loops, and amass
Nnew potentislities and wins.

IF SOMETHING ISM'T WORRKING
1. Identify an alternate problem
2. Reimagine problem 1in the context of problem 2
3. Reverse engineer a move in problem 1
that makes it part of problem 2
4. Altermnate between both problems until
you start to wim
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Disposition

Perhsps it is possible to slither in between

3as social/political entrepreneurs who adjust
disposition in space and offer spatisl urban
variables that change the terms of the oroblem.
Heller Easterling 2016

Improvisation

ot lmited to prescription. the designer cam
engage IN imorovisation—n the pleasures of
RNowing how as well as Rnowing that”

Heller Easterling, 2014

Re-imagination

‘sbove all. open streets events let people live
briefly imn an alternate reality where their city
orioritizes streets For people. This altermate
—eality challenges what people erperience im
their daily lFe and argues that streets where
people come First are mot only possible but
better than the current reality”

Mimi Sheller. 2018

Hnowledge

This is what the aspparatus consists In strategies
of relations of Forces supporting. and supported
by. types of hnowledge’ Foucsult, 1977 196

Irrationality
N these situstions we thimk that people

are simply acting irratiomnally

Simulation
By simulating possible Futures we can

FilL im these iNfFormation gasps

Strategy

MakRe better decisions based on the model



Tnsanity 1Is
doing the same
thing over and
over sgan and
erpecting =
dfFfFerent result’

Go
Ir—ationality Is caring about losing
Winning strateqgy is to Reep playing

Breathing
Irationality is only imhaling or only exhaling
Winning strategy is to imnhale and exhale

Organisations
Ir—ationality is blind fFaith
Winning strategy is to speakR upor to erit the organisation
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Whether in a global battle over
technology and democracy, devising
urban strategies, or as small as

the natural a function of breathing,
alternating between games as a forrm
parador-driven design can be used
to pair complementary problems into
Nnew forms of information, multipliers
and interplay.



