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The New Amateur abstracts 

 

The New Amateur: “Productivity, Appropriation and Critique” 

Chair: Lucia Vodanovic  

Thursday 11:45-13:15 ABF003 

 

Crowd Sourcing, Curating and Networked Power 

Alexandra Reynolds 

 

In recent years, there has been substantial scholarly and museological interest in the 

possibility crowdsourced digital projects in museums and galleries could offer the public a 

meaningful stake in cultural knowledge production; destabilising traditional professionalised 

curatorial power. 

However, many cultural crowdsourced projects merely re-create the traditional curatorial 

power dynamic. The public carry out menial ‘safe to fail’ tasks around already complete 

collections. Participation functions through common sense recognition processes, coercing 

participants to conspire with existing curatorial knowledge. 

Other projects rely more fundamentally on the input of participants for their content: their 

curators even prioritising peer meritocracy to manage site content. However, the hegemonic 

curatorial role still seemingly exists within such sites. Participation means conceding to given 

community guidelines and terms and conditions which also guide community-led regulation 

of site content. Project leaders also retain the right, if not the responsibility to block unruly 

users. 

Therefore collaboration alone does not necessarily destabilise the traditional curatorial role: 

often structurally adopted by the participating community itself. Indeed, this principally soft, 

consensual power has intrinsic relations to wider disciplinary power in contemporary 

Inclusive Neoliberalism and Network Capitalism, expounded by theorists including Jacques 

Rancière, Eran Fisher and Manuel Castells. 

Using a range of examples, I will investigate the curatorial role in cultural crowdsourced 

projects and the contemporary relationship between collaboration and societal power. 

Through this investigation I hope to suggest some possible new directions for curatorial 

leadership in collaborative projects, capable of empowering users to produce cultural 

knowledge which departs from institutional and hegemonic norms. 
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A Sublime Waste of Time: Gaming Against ‘Productive Play’ 

Rob Gallagher 

 

In the 20th century, or so the story goes, visual art abdicated its concern with form, 

abandoning aesthetics for pastures conceptual, political, theoretico-historical. For Graeme 

Kirkpatrick (2011), however, art’s preoccupation with the recovery of harmonious forms from 

the flux of matter was inherited by the videogame. He argues that, despite their complex 

framing narratives and cinematic visuals, games remain closer to dance or musicianship 

than to film, privileging rhythm and pattern, virtuosity and visceral impact over storytelling or 

semiosis. We play not for access to meaning but for intimations of algorithmic sublimity, 

glimpses of profundity and plenitude lying just beyond the interface. 

 Kirkpatrick’s work offers a compelling framework for addressing videogaming’s role in the 

development of new forms of ‘sensuous knowing,’ and in the computer’s transformation from 

impersonal tool to means of emotional investment, affective transmission and haptic 

engagement. However, it also casts doubt on the videogame’s viability as a vehicle for 

expression – or critique. Meanwhile, videogame publishers continue to develop methods of 

routinising and recuperating players’ engagements with games - from behaviourist 

reinforcement techniques to data mining and biometric monitoring – creating, in the process, 

a pernicious regime of ‘productive play’ (Dibbell, 2006). Using Kirkpatrick’s work as its point 

of departure, my presentation asks whether effective resistance to this regime might depend 

not on rendering games more ‘meaningful’ but on taking the idea that they are a waste of 

time seriously – on embracing an idea of play as gratuitous. 

 

– Discussant – 

Lucia Vodanovic 

 



3 
http://londonconferenceincriticalthought.wordpress.com 

londoncriticalconference@gmail.com // twitter: @londoncritical // #LCCT2013  

 

Thursday, 6th June 
 

Time/Room WIN 0-02  WIN 0-03 WIN 0-04 WIN 0-05 ABG024 ABF003 ABF001 
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9:45 
   OPENING  WELCOME WINDSOR  AUDITORIUM     

9:45-

11:15 

PsyAn.  

& CT (I) 

Bodies (I) Higher Ed (I) Spinoza (I) Identity (I) 
Latin 

America (I) 
  

11:15-

11:45 
      Break       

11:45-

1:15 

Represent- 

ation (I) 

Nancy (I) 
Futures 

Decon. (I) 
Critique (I) L. Bros (I) 
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Pragmatism (I) 
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