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Thesis is an exhibition produced within the platform of a game and according 
to the restrictions and liberties that constitute it. Investigating the action of 
erasure and recommencement as a possible choice, Thesis poses a 
problematic on the organization of the communities, their decision-making 
processes and the feasibility of their reinvention. 

An invented hermeneutic community is called to construct a new social 
contract. The community defines a breaking point whose transgression would 
signify the loss of its essence and creates a self-destruction apparatus to be 
automatically implemented, for when this breaking point has been crossed. 

The game of Thesis, as a cultural simulation, reproduces the myths integrated 
in the social narratives, with these narratives being a fundamental element of 
the community. The fictional character of this game opens up an infinite set of 
rules, whose conventions and liberties offer a limitless field for the invention of 
unknown options. 

In the different levels of the game, the problematic is the investigation of the 
nature of the hermeneutic community that can reach a decision for its own 
destruction and the definition of the breaking point which, if crossed will set 
this destruction apparatus in motion. 

Having worked on the conditions that could make this hypothesis possible, 
what’s left to be decided is the form of the destruction apparatus and the 
exploration of the potentials that will emerge after the end of this process. The 
notion of destruction is open to many interpretations and meanings. Whether 
it is social relations, safety zones, symbols, buildings or countries that are 
being destroyed, there is a social narrative that is formed to assimilate these 
events, interpret them and manage them in a way that they match the pre-
existing social context. 

Thesis designs and implements a destruction plan that can’t be part of any 
social narrative as it destroys the myths that constitute them. The particularity 
of this plan – and accordingly of Thesis – is that while designed in the sphere 
of the game, it applies to the whole, destroying not the platform of the game 
but the actual myths and social narratives that it reproduces. 

When all the myths and social narratives have been destroyed, what remains 
is the game, denuded from the characteristics that turned it into a simulation. 



As an existing, but deserted platform, the game becomes a real space with 
yet unknown, infinite prospects, depending on the nature of the destruction 
that the players have implemented. Whether what remains is an empty space 
or an aggregation of points without reference, the platform of the game 
becomes an open field where nothing has been predefined. 


