


“In a game, players become super-empowered,

hopeful individuals.”

- Jane McGonigal, games researcher




LOOKING DIFFERENTLY AT GREEN

The words green, ecological, and sustainable are increasingly
used in applications ranging from mass media to the field of
architecture. The ubiquity of these terms, however, does not
necessarily mean that lay society or architects have a clear
picture of the history of green or how to act in light of its ap-
parently increasing relevance. Mark Jarzombek explains the

current situation:

Sustainability is often thought of among lay society (non-
architects) as a cultural good or as part of the process
of cultural enlightenment ... It may have expanded our
awareness of the interconnectivity of architecture and
nature and it may have made demands on academe to
pay attention to these issues, but it has not adequately
envisioned a fully fleshed out philosophical program.!

In architecture, the indeterminacy and ambiguity around sus-
tainability has caused debates to drift towards the empiricism
of the natural sciences.? In light of this, statistical metrics and
the deployment of high-performance technologies have been
the principal solutions used when designing a ‘sustainable’
built environment.?

1 Jarzombek, Mark. “Sustainability: Fuzzy Systems and Wicked Problems”
Log 8 (Summer 2006) New York: Anyone Corporation. p.. 10.

2 Jarzombek, Mark. “Sustainability: Fuzzy Systems and Wicked Problems”
Log 8 (Summer 2006) New York: Anyone Corporation. p. . 11.

3 “Green CCA: Power Corporation of Canada 2010 Research Residencies”
http://www.cca.qc.ca/en/study-centre/895-green-cca-power-corporation-of-canada-
2010-research

Technocratic approaches, however, are efficient at editing out
the larger culture within which architecture is produced. To
define the place of sustainability within twenty-first century
architecture, one must also examine the social, political and
historic aspects of this nebulous issue. This projects looks

at sustainability from a critical perspective and proposes an
approach to sustainability that can be enacted today.



ARE YOU GAME?

While many contemporary and historic approaches to ‘sustain-
able’ design have often focused upon architectural results,

our research focused away from technological strategies
towards the crucially participatory aspect of ‘sustainability.’

We argue that without public engagement true ‘sustainability’
is not achievable, as continuous engagement often equates
longterm stewardship of ecological systems. Therefore, central
to our investigation is an interest in the tools that designers
can develop to encourage continuous engagement within
various networks. One such tool is the game.

Games are a means of engaging individuals in collective
action. People act differently when they are faced with a
problem within the context of a game, compared to how they
react in ‘real life’. In real life we often feel overcome, anxious,
depressed or cynical when presented with difficult challeng-
es.' These feelings don’t happen in game life. The rules and
boundaries of a game provide reassurance that an ‘epic win’
is always possible, which challenges the player to persevere
and aggressively problem-solve to accomplish this win. Within
these game worlds, players become what Jane McGonigal, a
games researcher, calls ‘super empowered, hopeful individu-

1 McGonigal, Jane. “Jane McGonigal: Gaming can make a better world |
Video on TED.com,” n.d. http://www.ted.com/talks/jane_mcgonigal_gaming_can_
make_a_better_world.html.

als.” This switch in thinking, from cynical to hopeful, is what has
long been exciting about game play, as we consider optimism,
fun and individual empowerment to be more effective at en-
couraging sustainable action than pessimistic attitudes. Itis
these attitudes that are so integral to the issue of sustainabil-
ity. As the British anthropologist and social scientist Gregory
Bateson has said, “The way we thought about the world could
change that world, and the world could in turn change us.™

2 Smith, Daniel B. ‘Is There an Ecological Unconscious?’. The New York
Times. Jan. 31, 2010.
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diverse research done at the CCA. Implicit in the rules and

Part research, part game design, this project looks beyond

typical technocratic solutions to define sustainability in social operations of the game lie our interests in feedback loops, co-

terms. The Green CCA project is set in the context of rapidly authorship, the interrelations of individuals to groups, and the

expanding knowledge and design responses to the challenges cognitive processes that we see as integral to living in a way

of sustainable architecture. Rather than conducting a com- that is environmentally conscious.

prehensive survey of sustainability,-our approach focuses on

singular approaches and strategies used by designers, indi- Are you game?

. viduals-and collectives to share knowledge and become aware
of one another’s contributions. One such strategy is the multi-
player game.

Scenario games, board games and playful forms of protest
were the precedents for a game of our own design. Players

take turns moving their pieces along the game board, following
multiple paths that trace timelines organized into, sustainable I

| thematics such as water and energy. To win the game, players

gain points by completing local activities inspired by events Presented by the 2010 recipients of the Power Corporation of

that are distant in time or place. Canada award: Jennifer Davis, University of Toronto, Alana 3
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“We’ve got to be lifers.” My wife is always saying, ‘We need
sustainable activism.’ You can'’t just be a one-issue person
who burns out in the end. We've got to be in this for a lifetime.”
- David Suzuki’

A major challenge for those concerned with environmental
issues is how to prevent ‘green fatigue’ amongst the public.
By exploring strategies that engage the public, giving them
the ability to act and effect change, designers can encourage
continuous stewardship of ecological systems. Without this

1 Dixon, Guy. “David Suzuki looks back with a hint of regret.” The Globe and
Mail, June 29, 2010.

continuous engagement, true ‘sustainability’ is not achievable.
CCA Building Manager Jose Oliveros knows the CCA’s build-
ing and grounds better than anyone else. He’s been here since

the building was first built, and has grown with the building,
educating himself about emerging technologies and making
decisions over the decades to improve the quality and efficien-
cy of the building.

Oliveros’ philosophy is one of preventative maintenance
through systems of careful observation. These systems are
manipulated for optimal efficiency, relying on the careful inno-

vation and responsiveness of its steward for efficient use.
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’\ T~ Sergio Palleroni, an architect and professor at the new Center

~

T~ ..I_ P material re-use for Sustainable Practices and Processes at Portland State
University, uses the metaphor of living in the eye of the storm
to describe the situation that most North American architects
find themselves in: “| often compare the situation of living in

‘NOW the United States to being in the eye of the storm. When you

are standing in the eye of the storm, everything seems calm.

But as you step away... you realize that this storm you’re at the

center of is changing the rest of the world dramatically.”

1 Sergio Palleroni, ‘Building Sustainable Communities’, Expanding Architec-
ture: Design as Activism, p. 275
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‘green’ information. The bottom layer is a listing of all 177 o

titles retrieved through a subject search for “Sustainable s e e e =
architecture™ in the CCA library catalogue and the top layer S S e T S
shows some 30+ events, lectures and programs relating to S b

Grice, Burtynsky - Positions

Sustainable Architecture organized by the CCA since 2006. G

Filetici Piscitelli - Andrea Giunti: Architetture Reali
Feireissetal. - i

The first book on Sustainable Architecture at the CCA had a Comeniion- et

<nmnu ran - Green Homes

Busby - Busby: Learning Sustainable Desi
Borasietal. Le Paradigme Solaire The Solar?aradlgm

publication date in 1973, by contrast in the year 2008 28 titles e e e s

Zardini et Désole, L 1973
Farel, Benoit- BaTir Ethique Et Responsible

Colloquium

were published.

1 “Authorities & Vocabularies (Library of Congress): Sustainable architecture,”
http://id.loc.gov/authorities/sh00004838.
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Our game is designed as a tool to navigate the growing cloud
of ‘green’ information that swirls around sustainable actions,

environmental events, green trends and global ecologies, the
sustainable storm.

This game is designed to clarify selected threads within this
cloud of information. It is a microcosm of a larger problem, as

a neatly packaged tool to make the problem digestible.



Oil Power.

// Antfamco Inc., Carmel,
~ <O\ 12OV EN Indiana, 1982. Canadian
DN

i

THE VALUES OF GAMES 2 o (W BT it

Looking at a game - its goals, rules and operations - can
reveal the social context of the era in which it was developed
and popularized. The CCA’s exhibition, Sorry Out of Gas:
Architecture’s Response to the 1973 Oil Crisis (2007-2008)
featured board games that took the energy shortage as their

Alaska Pipeline: The
Energy Crisis Game.
Pipeline Games, LLC,
Anchorage, Alaska,
1973/1990. Canadian
Centre for Architecture
Collection, Montreal.

starting point. These games can be classified into several
categories. One group of games frames oil, and its scarcity, in
capitalistic terms. Games such as Oil Power have the goal of
becoming the richest player, and oil provides the source of the
power and wealth to be achieved. Another category of games
takes the dual concept of war/oil as a starting point. Players

enact simulations of strategic war maneuvers that emulate Energy Crisis Game.

Iltemation Inc., New York
1973. Canadian Centre
for Architecture Collec-

real-life power struggles between nations that produce and

consumer petrol. The third category of games has a more ed- E‘“ER&‘% tion, Montreal.
ucational bent and players deal with managing an oil crisis. In . T @Rﬁﬁ&%

games like Alaska Pipeline and Energy Crisis Game, players
take in to consideration the stakeholders vying for limited

oil supply while the aim of The Milage Game is to travel the
furthest distance by car and using the least fuel as possible.’

The Milage Game:
Amoco’s Highway Game
for Drivers of All Ages.
Cadaco Inc., Concept
Communications Co., and
Amoco Oil Co., Chicago,
Illinois, 1976.Canadian
Centre for Architecture
Collection, Montreal.

1 Borasi, Giovanna et al. Sorry, Out of Gas: Architecture’s Response to the
1973 Qil Crisis. Montréal, Québec: Canadian Centre for Architecture, 2007. p. 72.




GAME STRUCTURE

In any game there exists the ‘natural’ rules and the ‘conven-

tional’ rules. The ‘natural’ rules relate to the principal activity

of the game which are constrained by material reality. The

‘conventional’ rules, on the other hand, are virtual and give the

game activity a goal, a means for judging quality and can add

an element of surprise back into the game. Both the physical

and virtual parts of a game are required and mutually reflect

and rely on each other."

1 Jones, Wes. “Architecture Games.” Log 19. New York: Anyone Corpora-

tion. 2010. 29-35.

bigger world of the oll

Locking at the playing board, you will sea that it is divided into several sections of
different colors. These are the ol hields and drilling amas. You will Iry to buy color-
matched leases in order 1o gain DRILLING RIGHTS.

Thin the real xcitement begins as you position the derrick and drill. Will you hita DRY
HOLE? Or will it be a GUSHER?

Ir's akl part of the fun and excilement of OIL POWER!

HOW TO PLAY
OBJECT:

To become tha richest playar
WHO CAN PLAY?

Two to six players. Recommended ages: Ten fo adult
SETTING UP:

Put top on box. Hold box flat. Shake bﬂ!ll!y m a :m:ulu mation. This movemaent will
re-gistribute the oil pools so that every in the center
of the table. Remove top and take care nol o nump of mave the board from this point
through the game

Each player selocts a playing marker and places  on PAY TIME

Place drilling demick in the proper place in the center of the board.

Shuffle yeslow and biue PROVIDENCE CARDS together. Then place the stack in the
proper place in the canter of the board with pipeline side up.

BANKER:

One player, or spectator, may BANKER

1o each player:

1 — §10,000 4l
1= § 5000 bill
§ — § 1,000 bills
6—5 250 bills

'BAMKER organizes remaining money for quick access. Hi also will conduct all banking
!uncl.anl durm@ the course ol ﬂl:l“n.ll.':!. A

Iuw.u quickly when they ll'l purchased during the game.

HOW TO START:

Players place markers on PAY TIME. Each player roils dice, and the player with the
nighest number goes first, Player advances on fhe board CLOCKWISE. Prayer to the
LEFT of ine first player goas next, then the player to the ket and o on. Mare than one
marker can occupy Any SPACE at any lime. A player must also pay royalkes of taxes due
and obay instructions on each space on which he lands,

Whan a player rolls doubles, this parmits ham 1o roll again up to nree doubles.

Qil Power. Antfamco Inc., Carmel, Indiana, 1982. Canadian for Architecture Collection, Montreal.

BUYING LEASES:

A player may buy the LEASE RIGHTS 10 any unowned (ease space on which he lands
by paying the bank the amount shown on the lease space A lease card is then given to the.
puichaser by the banker
SPECIAL SPACES (Pay Time, Providence, Rol Lease Tax, Free Well, Give &
Take and Advance or Relreat) have special instructions. See below

PAY TIME:

When player passes or lands on PAY TIME., he receives 52,000 from fhe bank
PROVIDENCE:

Two spaces on board ars marked PROVIDENCE. Whin player [ands on PROVI-
DENCE, e picks top card from stack of PROVIDENCE cards

YELLOW CARD indicates PLAYER'S CHOICE — Hcard is taken and read. it must be
used and then placed on the botiom of stack. BLUE CARD indicates NO CHOICE
Player must tako card and follcw Cards are fhy

sack

ROLL-AGAIN:

Whan player lands on ROLL-AGAIN. he gets ancthar turn, I he rolls doubles. he
can rall once mare

LEASE TAX:

Whan player lands on LEASE TAX, he pays bank §1,000

FREE WELL:

\When player lands on FREE WELL. he gets 10 drill ane well for free if he owns all
loase spaces of one color

GIVE & TAKE:

When player lands on GIVE & TAKE, he must roll again. If h rolls under six, he
Bays §1,000 o the bank If he rolls six, or aver, the bank pays him $1,000. Player
os nol move marker on this roll.

ADVANCE OR RETREAT:

Wihen B player linds herolls meve
backward ar forward the number of spaces rolled, If he rolks under six, he moves
thet marker backward the number on the dice. I he ralls six, gr over, h moves The
rarkar forward the number on the dice

'WELL DRILLING:

A player WMMLEAMUFIGOI.DR mdnumw by paying he bank $250
A wrall 1§ arilled by of playerschoice. The drill shaft
i then pushed down unM-i stops. I & player hits. ml meamomq will be shown in the
WO OF 1o mark the oif found

mwumuammmkmbamu A red pumpet is
mmnmmmhmulmﬁbﬁnwuﬂnﬁmum

on lﬁ'r hote. % %

O wall miary be drilied per furn phay: Than awek may
sach roil i player pays 1o deill before each ol Player may roll no mare thar 3 sets of
dautiles. Plysr may dnill more than once il he ianas on FREE WELL or draws PROVI-
DENCE card. permitting him 1o drill. A player may il only on his furn

The Rule Book outlines the actions that players take during

the course of the game. The goal of the game, and the criteria

for reaching that goal, are typically the first items presented

in the Rule Book and can be one of the most telling aspects

of the value systems at the foundation of the game. The goal

of the game Oil Power, for example is “To become the richest

player”.

PAYING ROYALTIES:

When a player lands on by player, aroyalty
To determine the amownt of royalty due, Tollow the instructions on the null:l CALCU-
LATION CHART. The owner must claim royalty before next roll of the dice

The last page of the instructions has an sxample of how to use ihe Guick Calculation
Chart.

LENGTH OF GAME

The lengih of a game shauld be decided several ways belore starting your gams.

Fmt decide whnlhrr you will use the Shon-Gama Gusher, or Long-Game Gusher as
har Second the game wifl anc by one of

the ways below

1. After & set penicd of time . 1 hour, etc

2 Aftar the first bankruphcy.

A When only one player rémains.
SELLING OR TRADING LEASES OR PROVIDENCE CARDS:
Trading is alicwed batween two players for sale of irade of UNDRILLED LEASES Trades
must be conducied only on player's turm in one minute of less
LOANS & CREDIT:
No player, may loan to, of borrow from another pliyer.
WATER FLOOD:
When player nesds money 1o pay anothir player, e may water 1l0od one ar more of his
producing loases and receive the same amount of money from the bank he would
normally receive if ancther player had landed on his leases. All pumpéars must then be
removed from tha drilling areas and the leases may not be reactivated during Ine game
Laase cards must be hurned over with color side down when water flooded. The Cuick
Calculation Chart will fselp player detormine what the water fiood amaunt is. Only leases
where player owns all lease spaces may be water flooded

It water flooding will not save a play [

passed on in tact 1o whomevers cannot be paid
BANKRUPTCY:
A player is Bankrupt when he cannot pay the bank of anather player what is owed. When
this aecurs, the player mast surrendes sverything 10 whomaver cannct be paid, Il leases
99 to the bank, they may nat be resold. If the leates 9o 10 another player, ha may then
coliect normal royalties for jease spaces and wells and may drill more wells, if e laasos
have nol bean water flooded
DETERMINATION OF WINNER AND END OF GAME:

Tha richest player at game's end |4 the winner. The value of Leases and Walls can be
9 CALCUL T.Maonay Is

OIL POWER™
©1982 ANTFAMCO, INC.
All Rights Resarved
120 W Main Strost
Carmed, IN 46033
317-46-6631

POINTS
SHORT GAME

GLISHER GAME WA SELEC

GAME REPLACEMENT PARTS

We want this game to bring you happiness and |un N:wyean to come. In the avem
parts are lost or . they can be p below, Dice and
markers can normally be purchased at a local toy and hobby store.

Part No. Calor Quantity  Cost

443 $1.00
44014 Red 1.00
4405 3 100

DRILLING DERRICK 44012 Black 8 5150
DIL POWER MONEY 44045 Various £1.00

The game replacemant paris above can be purchased by writing to Oil Power,
Antfameco, Inc., 120 W. Main 51 Carmel, IN 46032 Pleaso be sure to order by Part
Nos _as shown abowe, and to includ your parts, plus §1 mailing
and handiing costs

e Copyright 1842 Antiameo, Inc




WORLD GAME

The World Game (short for World Peace Game) is by and
large a simulation of world politics and resource distribu-

tion through multi-player role play. The purpose of the World
Game, as Buckminster Fuller put it, is to: “Make the world
work, for 100% of humanity, in the shortest possible time,
through spontaneous cooperation, without ecological offense
or the disadvantage of anyone.”” The game emerged in

1972 during the birth of the Environmental movement in and

it considers the entire Earth as the new unit of analysis. In
addition to the US Pavilion Fuller also proposed a World Game
Pavilion for the Montreal Expo 67. This proposal consisted of
game play facilities for thousands of players and a massive
Dymaxion map where visualizations of the world’s resources
and the results of the World Game could be displayed.

The World Game is an example of complex, multi-player
interaction, the result of which would be spontaneous coopera-
tion. It presents a platform that takes individual desires and
decisions and aims to visualize their collective impact as a
form of feedback. Antoine Picon has commented on Fuller’s
World Game as being part of Fuller’s larger preoccupations,
namely his belief that humans have the capacity to steer
“Spaceship Earth” towards a kind of green utopia, a utopia
that is “less a definitive state of affairs than an open-ended
process, a process that should furthermore empower the indi-
vidual instead of giving precedence to impersonal collectives.”

1 “World Game | The Buckminster Fuller Institute,” http://www.bfi.org/about-
bucky/buckys-big-ideas/world-game.
2 Antoine Picon. “Fuller’s Avatars” p.47 in R. Buckminster Fuller, Buckminster

Fuller: Starting with the Universe (New York: Whitney Museum of American Art, in as-
sociation with Yale University Press, 2008).

Playing the World Game. Image from Baldwin, J., Cedric
Price Library, and Cedric Price fonds. BuckyWorks:
Buckminster Fuller’s Ideas for Today. New York: John
Wiley. 1996. pp. 198. © World Game Institute, 1994.



SCENARIO GAME PLAY

Understood as an open-ended process, a multi-player game
can reveal the complex dynamics of a given scenario. Sce-
nario-game play has a history of use in the conditioning of a
group’s performance (i.e. war games) or in the prediction of
the cumulative effects of individual decisions on a system (i.e.
stock market simulations). In the disciplines of planning and
architecture the scenario game has served a role in collective
decision making, particularly in community planning situations.
One recent example is the Thames Gateway Cross River Park
Area Scenario Game organized in 2006 by Architecture and
Urbanism group CHORA," another is the “Prospective Game
for a Sustainable City Project” held at the French pavilion
during the 2004 Biennale di Venezia.?

In both of these examples the games are designed and fa-
cilitated by a group of design professionals and both games
involve a narrow set of selected participants (stakeholders)
who are somehow involved in disciplines related to architec-
ture or development. Moreover, both games are essentially
an accelerated simulation of the planning and design process,
their outcome is meant to provide a series of design possibili-
ties against which real world considerations and issues can
be tested. This brings up the question of whether a scenario
game could be expanded to include a broader set of par-
ticipants (stakeholders) and whether it could be adapted to
accommodate for real life game play beyond the controlled
simulation.

1 Chora Architecture and Urbanism. Cross River Park Scenario Games I.
2006. http://www.chora.org/.

2 Biennale di Venezia, Métamorphoses Durables: Jeu Prospectif Pour Un
Projet De Ville Durable: 2004, 2014, 2034, 2064 (Paris: Moniteur, 2004).

Chora Architecture and Urbanism.

image of Thames Gateway Cross River Park
Scenario Game Session 1, London, 28 April
2006. © Chora Architecture and Urbanism.



FUN PALACE

The Fun Palace by Cedric Price, Joan Littlewood and Gordon
Pask is often cited as one of the first examples of an antici-
patory or responsive environment. This speculative project
was intended to be the site of an experimental theatre where
cranes, people-movers, escalators, flexible walls and ceilings
produce dynamic spaces that are determined by the desires
and activities of its users. The type of interaction implied

by this building is akin to that of a multi-player game with
very complex goals. The actions and desires of each indi-
vidual affect a physical outcome registered in the buildings
movement, thus the building itself acts as a kind of feedback
device displaying the collective ‘moves’ of its players. Unlike
a game, the Fun Palace is ‘the real thing’ and suggests how
playful theatrical and social activity might activate the built
environment in unexpected ways.
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Cedric Price, Fun Palace Diagrammatic Plan, 1963. ©
Canadian Centre for Architecture Collection, Montreal.



THE CCA INSTITUTION:
BUILDING KNOWLEDGE

The CCA’s network of people, and the intensity of knowledge
they have/possess, is one of the Institution’s most valuable
resources. This knowledge is mediated and interpreted to
various publics using a variety of pedagogical approaches,
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media and time scales and implemented by experts in different

departments. These precedents already in play at the CCA

can provide starting points for the speculations of our game

and how it can be calibrated for various audiences, contexts

and time frames.
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A PERMANENT STATE OF BECOMING

Anthropogenic ‘Climate change’ is a continuously developing
phenomena, unfolding so slowly that it is often easy to forget
that it is happening at all. This often invisible catastrophe has
been described by the architect Ross Adams as “a non-event”
with its only definable characteristic being its constant state of
“permanent becoming.” Becoming what, we do not know.

This permanent state of becoming has resulted in the
continuous recycling of terms to describe products designed
with an environmentally ethical intent. At times rebranded as
‘alternative’, ‘sustainable’, ‘green’ or ‘environmentally friendly’,
these terms have become ubiquitous and passive buzzwords
within architectural discourse, often rooted in a reverie of mo-
nological thinking.

1 Adams, Ross. “Approaching the End: Eden and The Catastrophe.” Log 19
(Spring/Summer 2010): 87.

Martin Creed. Work No. 289: EVERYTHING IS GOING TO BE ALRIGHT, Installation
at The British School, Rome, 2003. © Martin Creed.
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SUSTAINABILITY & TIME

Green, ecological, and sustainable are three words that are often
used interchangeably. Of the three, ‘sustainable’ has the most easily
traced provenance resulting from a series of institutional initiatives,
primarily United Nations conferences." In 1987, the World Com-
mission on Environment and Development published a report, “Our
Common Future” (“The Brundtland Report”) that defined sustainable
development as involving “those paths of social economic progress
that meet the needs of the present without compromising the abil-

ity of future generations to meet their own needs.”? The definition

is interesting as it sets up a particular temporal paradigm in which
present decision making and actions are seen in light of their future
effects. The past is implicit in this definition as well, since to think
about the legacy one leaves behind is to imagine the current moment
as an historic one. Susannah Hagan touches on the interconnected-
ness of past, present, and future and how our concept/value of ‘the

new’ might begin to change within design practice:

The relation of environmental architecture to the new is
the the difficult one of inclusion, embracing the future as
well as the past .... Sustainability anticipates a future that
is a rupture with the present, a shift away from the new-as-

1 Steele, James. Ecological Architecture: A Critical History. London: Thames
& Hudson. 2005. pp. 6.
R Steele, James. Ecological Arcf).iAtecture: A Critical History. London: Thames

& Hudson. 2005. pp. 6.

novelty to the new-as-renewal of the built and natural environ-
ments, a renewal that depends as much on new ideas and
techniques as it does on reinstated ones.”

Plotting our research along a timeline was a way of organizing and un-
derstanding how seemingly unrelated events could be related to current
perspectives/meanings and possible futures of sustainability [resurrect
historic methods/ideas that might be valuable/useful to us]. The authors
of Cartographies of Time explain that the timeline, as a ideal model of
how time looks graphically, does not appear until modernity.* When
Joseph Priestly, an English scientist & theologian, published the Chart
of Biography in 1765, he set the standard for the timeline that we know
today. Yet, he was aware of the inherent benefit and problem of this rep-
resentational method - while it could emphasize an overarching pattern
and big story, it made it difficult to look at history in a way that allowed for
alternate non-linear readings that traced irregular subplots or that used
the method of comparing and contrasting between eras. This analysis
lead Priestly to admit that the timeline was “most excellent mechanical

help to the knowledge of history”, “not an image of history itself.” For
us, the timeline is a tool that we employ to look at time, acknowledging its

utility and grappling with its inherent difficulties.

3 Hagan, Susannah. Taking Shape: A New Contract Between Architecture and
Nature. Oxford: Architectural Press. 2001. pp. 75.
4 Rosenberg, Daniel and Grafton, Anthony. Cartographies of Time. New York:
Princeton Architectural Press. 2010. Pp. 15.
9 Rosenberg and Grafton. 20.
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TIMELINES & SUBJECTIVITY

A fundamental premise of “The Complex History of Sustain-
ability” is that even though sustainability is a concept that has
only been defined in the last half century, it did not develop in
a cultural vacuum. Since speaking of sustainability inevitably
means speaking about the environment, the history of sustain-
ability in Western society as depicted includes those ideologi-
cal traditions that describe the problem of man’s relationship to
nature.” Similarly, our timeline accepts that many past events
could conceivably be included in the history of green that had

not be previously considered.

1 Djalali, Amir with Vollaard, Piet. “The Complex History of Sustainability:
A timeline of theories, movements and actors.” Volume 18: After Zero. Amsterdam:
Archis Foundation. 2008. p. 33.

Djalali, Amir with Vollaard, Piet. “The Complex History of Sustainability: A timeline of
theories, movements and actors.” Volume 18: After Zero. Amsterdam: Archis Foun-
dation. 2008. p. 33. © Amir Djalali, Piet Vollaard.

The inherent subjectivity involved in the editing process of any
timeline is expressed in the graphic representation of both
Djalali and Vollaard’s Complex History (above) and Charles
Jencks’ Evolutionary Tree of Twentieth-Century Architecture
(following page). While the Complex History maps philo-
sophical movements, books, and films relating to sustain-
ability, the Evolutionary Tree is architecture-centric, including
no less than 400 architects, 100 social trends/building types/
building types and 60 movements/schools. It is perhaps not

a coincidence that these two contemporary timelines share a

continued next page
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common message: there is no grand narrative. For Jencks,
history is “a competitive drama, a dynamic and turbulent flow
of ideas, social movements, technical forces and individuals all
jockeying for position.”? By bringing the messy and contradic-
tory aspects of history to the fore, Jencks’ editing process is an
attempt to somewhat compensate for the more extreme distor-
tion that comes out of the exclusionary methods of historical

writing.?

2 Jencks, A. Charles. “The Century is Over, Evolutionary Tree of Twentieth-
Century Architecture.” Architectural Review (July 2000). p. 76.
3 Jencks. 77.
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Jencks, A. Charles. “The
Century is Over, Evolutionary
Tree of Twentieth-Century
Architecture.” Architectural
Review (July 2000). p. 76.

© Charles A. Jencks.

Interestingly, neither timeline is intended to be a decisive and
static authority. The printed version of the Complex History
refers the reader to a “more comprehensive” version of itself

in the ephemeral space of the internet.* The Evolutionary
Tree is accompanied by a text in which Jencks explains that
the turn of the millennium was ripe occasion to publish his
diagram. This diagram is meant to be a provocation, a catalyst
for further debate in this moment when “interpretation begins!”

4 Djalali and Vollaard. 33.
5 Jencks. 79.



BUILDING A TIMELINE

Designing a timeline for the history of Sustainability in rela- perception of time giving more weigh to current events and

tionship to the CCA presented some problems: where does ‘recent’ history.
the timeline start and end, and how can this range of time be The problem of representing a focused period of history, while
scaled and represented. Our timeline focuses on a forty year acknowledging that important events can precede and follow
period roughly between 1970 and 2010 for several reasons. this period, was addressed by looking at historical examples of
Firstly, our initial research showed that the volume of published timelines that use uneven time intervals. We were interested
work on Sustainable Architecture has been climbing since in timelines where the scale of time intervals is determined by
1973 (the year of the Qil Crisis). Secondly, the life of the CCA

as an institution began in 1979 and we felt it appropriate to

the volume of events and where the viewer has the possibility
to project into both the past and the future.

focus on a range that could accurately represent the CCA’s

own lifespan. Finally, this focus relates on our own individual
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