Hege [-] THERE . A GAME OF CHILDHooD

Catson +Miller

ln Hhes vignal essan, arhste  Carson + Milles invesﬁola(‘e
spaces oé chilolhood | spaces that are eveated and 0ccu\]:>{¢i
Lu1 children , as well as these t;mlnoreo{ e Thewm. (Asa‘m]
the ?m\a‘f:(e Dk the qame - & _Funy(amw+a{ asre& o{—
thewr chﬁu. - Carson + Miller draw on pessamal Qxfu.dmce
k r(aul a kind o&, 'shown - andd -lell ' that s \’n{arw\u( by
fhe Survealish Jame \s(— Extm'x,'h Corlose. b P(m{m‘l s
qame,, ‘i'\f\e-1 cx'c(m/\’- the sthermess o} nildren anot ch leh-
L\oool. Tlaeff' ame waps a {’crmiu\ ‘l‘\fm‘f’ moves the
reades Chrough oﬁoo&inas states - andt | $ijmi1[\"ur\‘H-1l the
Spaas in betiean these stafes - in ovder B cmsider
Space as ?mhl’ and cuw\hrrmhf % childhood 2xpedence
and flae nshan of Gransqression s at lrome [ ot at howme
th School [ out °l’ school, wneler SuFUViSt&M/roamiy\«[ —({e_e :
These Spaces are evoeative o} Fa(hcu‘af clhuildhsodd
envirmmerits  and rePresen% spaces heve Co»x,(»«n/w\i(’.,\
anel %mv\sa‘ressim W\io\k’r occur, owne as ~£asi(-1 as the
sther - in The F(q.ﬁroum(( e classroom, the shared

bed room , The field behoul the house.



Cargon + Millers essay draws on Badhes ic(m‘f‘{,}ﬁm‘hévx of
The Tuw\r_‘{_uw\‘ "._.'Hm's Aument Hhat vises {fnm Hae Scene,
.SLwoFS ouf e‘» I like an arvew, and r\'ifce; me . (Baiﬂz\eg'
200, f,.?_é), The arhik ?osl'/’ 'H/\ML, like Barﬂnu' arvow that
"piecces "ot pridke " ounest fhae viewes 6\, a flno{'o»\mrlr\‘
childhooo foen’u\ce marks us. These marks [eave an
imlar{n{‘ Hat carnes 'H/\fcwll\ fo aclulthose and L}\{WW\! an
adull view a" what  childhood can be . The %rvu OP
‘HAut mark: Iea\/u a’(‘.mcc c,(, ’ﬂnc uncany ‘H«\a'(' loo’h«
pierces us naw (Thacf is , as adulfs) and prerces us as
children  (where u((’fou(n‘llim] thr s(“ruml(ness 1t \i/\,\FoSSiUQ
of, pechaps wanecessary). ln s qame, Carsom + Miller
F(aq in The teradin 4{- childhood [ dran a rou(’z, a
‘M-c, befiveen the duld and the adulf, and badk kjcu'n-

feéufw‘\a}

Bacthes, €. (?_000>I lamera Luwida, Lond: \/.,;\-lml{



TL\& (ules

Tris 18 A GAME PR 2 PIAYERS.

PLayeR 1 BEGINS By DRAWING A SCENE FrRom
THEIR CHILDHODL WITHOUT LETIING PuyeR 2. SEE.

ONCE THE DRAWING IS CcOMPLETE , RAYeR 1
COVERS THE PRAWING LEAVING ONLY A GMALL
SECTION VISIRUE AND PASSES 1T To owyE&Z.

PLayER 2. MWST USE THE VISIBLE SECTION AS
A STARTING POINT forR A PAAWING OF A SCENE

FRom THEIR (HLLDHooP, WITYOUT FETIING
PAYER 1 SEE .

ONCE THE DRAWING IS (omPLERE , PAYER 2
CovVELS THE PRAWING LEAVING ONWY A SYVALL

SECTION VIFIBLE AND PHsSER 1T To Wuwg.('l.

Prayek_ 1 st Now USE THE VISIBLE
SECTioN AS A STARTING FOINT #DR_ANDTHER
DRAWING 0F A SCENE R THEIR (YUDHUTD.

ReEPEAT.

PLAYER 1 AnD PIAYER 2 SHUULD DECIDE
To GETHER. WHEN THE GAME HAS BPVPED.

VPN COMPLETION , THE DRAWINGS $VIOULD BE
SNARED AND PLayer 1 o PRYER 2.
SUOULD TELL ONK ANDTHER WHM ThHEy HAVE
MADE THESE DRAWINGS.

(4ov caN ADAPT TiiS GAME To INCLUDE MORE THAN 2. PLAYERS |7 Hou WiSY )



Tre Bo17on] BuNK
wAS THE SeEconp BEST
PACE To SLEEP.

l was ﬁo Scared ‘fo(jo

Near the voatee bk
couldn € recist Jajl;t? 2t



| FELT
FEARLESS
IN Top DEF THE
CLIMBING FRAMNE .

The (ast sVeF Frvw'o(a( S«%.



/T WAS
THE HEUSE | KNEWN
KEST, 47D f2R.
THE LONGEST, BUT
! DION'T LavE THERE .




A roamfﬂj “J‘ /](’(Djf

Seemed s f"fe‘sm

SCHQOL

,wy
0‘»3; o
s M;x

HOME

WE
FOUND OUT ,
WE SHOULDN'T

BE THERE.



/I\\
g 2L ‘
ScHool ’
9 orce WE coulon's STopP
LAVGUNING AND NOT
INOWING  WHAT To 2o
i | mAeE IT FUNNIER STt .
e

l was l’\amnl['eo( ‘9
W\j Foo/ Jense o§, Airection .




Mj childhood bedvoomn Was lilnua‘ﬁi«j and &46{0(4‘6'3

CHURCH SEEMED LIKE
A LIND 0F mAaGIC

THAT EvERYBopy UNDERSToop BUT ME .
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