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Through his employment of
typography and layout, Massin brings life into
two-dimensional surfaces, by his
subversion and rejection of all
traditional literary and visual conventions,
creating compositions which are seen, read,
and experienced through an intrinsic
materiality in his designs. This intrinsic
materiality can be defined as the
creationand manipulation of space,
movement, and time to create new
metaphysical dimensions for the book as an
existing entity.

The intention of this project in comparison, is
to impose a similar materiality onto our
existing reality. Through the mediation of
onomatopée I hope to reveal the same
mechanics by doing what Massin does in the
book to the present living environment.
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gameplay
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A “reader” player is confronted with a word A “viewer” player is confronted with an
puzzle, or a scramble of the letters forming the expressive typography composition, illustrating
onomotapeia. Using this information along with the onomotapeia. The player may use this illus-

the miming of the other player they must tration as inspiration to how to visualise the

determine which sound is being illustrated. sound to the other player.



>
O
—
Q
),
=
O
O)

























