The Divine Game.



[bookmark: _GoBack]Let’s say that ideas, as a series of affirmations and questions are completely determined in themselves as soon as they are posited, in their multiplicity and mobility. This is even before we use reason to try to solve them. If we pay the proper attention to them and conceive them with care and elegance then their resolution will become apparent somehow. Representations based on identity (chess), and those based on difference (table), are explained by French philosopher Gilles Deleuze in a metaphor concerning the divine game (table) and the human game (chess). We can read the two as temporal and spatial, with the divine corresponding to the temporal and the human corresponding to the spatial. The human game (let’s say conventional photography) is based on existing rules that serve to determine the outcome, achieving a balance through chance, which presupposes a moral hypothesis commensurate with the consequences. It becomes habitual and recognisable and the skill is in manipulating the outcome within the general rules. In short it is regulated (even with the inclusion of chance) with all outcomes resembling each other (the picture – good bad or indifferent). In photography a consensus is reached as to what the medium does and how it should be played/utilised. The divine game has no pre-existent rules, only internal rules, and so each time chance is affirmed in a necessarily winning throw (anything can happen and is acceptable). Each move can be a winning move and indeed can stand in for the winning move, because we have abandoned the idea of a winning move. The resolution must emerge from within and from its own particular circumstances. When engaging in the divine game (difference, over representation) we have to intuit a resolution in the moment and not rely on predetermined recognisable form or rules. This allows us imaginative freedom to design and resolve our activity in the moment and in the rhythm of everyday life . We feel the emergent game rather than ‘play’ it.  It is in effect ‘free-play’ that we are engaging with. Each throw/gesture is distinguished formally from the other throws and not numerically allowing each throw to be a variant of the winning throw. It is the action of throwing, which is reproduced, and each throw is commensurate with the entire game – we can call a satisfactory halt at any time. The different outcomes are no longer tied to the external rules, (or by extension a hypothesis) by being separated in terms of winning or losing, (a good formal photograph or a bad one) “…but distribute themselves in the open space of the unique and non-shared throw: nomadic rather than sedentary distribution.” (Deleuze 2004: 354). This is a move to qualitative distribution from quantitative distribution, from regulated, therefore passive to an extent, to imaginative, subjective and the production of new spaces in the world. An active intervention in the world against the habitual and the cliché. It is only the experimental method that re-invents the world and sets itself against the static. 

 Here is a tough quote, give it some thought!

The game of the problematic and the imperative has replaced that of the hypothetical and the categorical; the game of difference and repetition has replaced that of the same and representation.
                          (Deleuze 2004: 354)
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