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MAPPING AGENCY ON THE DANCE.FLOOR
Or, how agency helped a Designer to see
beyond the physically evident.

[Dance floor at GARE Club, 20171



Introduction



DOCTORAL THESIS 2021, UNIVERSITY OF PORTO, P

. REASEEMBLING THE
DANCE FLQOR

Exploring Interactlons at “After-Parties ¢ My
in Spafof Co&sumpt:on of Electronic Music
in the City of Oporto indbe years 2016-2018

[Event organised by the Lottus After-H
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THE DANCE FLOOR EXPERIENCE
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[Dance floor at GARE Club, 2017/1



ONGOING DEBATE ABOUT THE
\fﬂ _ARTISTRY, MUSICANSHIP AND
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What is the meaning of
attributing causality to DJs
or audience, humans or
machines, sound or
movement, when they are all
different manifestations of
one common machinic reality
of mutual implication?

(Ferreira, 2008, p. 19)

[Dance floor at Lottus After-Hours, 20161
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Does it still make sense to
attribute agency to the DJ
selecting the sounds or to
the audience moving

on the dance floor when they
are both only mediators,
alongside sound-reproducing
machines, of

the sound-movement
relation?

(Ferreira, 2008, p. 19)
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| am a Designer.

[Backstage at Lottus After-Hours, 20181



| am a Designer.
| love clubbing.
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" 'INTERVIEWS

DJ1
DJ2
DJ3
DJ4

DJ5
DJ6
DJ7
DJ8
DJg
J10
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Here agency is understood
as the capacity that any
element present on the

dance floor has to influence

any other aspects or
element.



—->CATALOGUE OF INTERACTIONS
—->MUSIC SPEED /7 STYLE
->RELATIONSHIPS WITH DJ
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" THE GESTALT
THE SUM OF THE AESTHETIC KNOWLEDGE
FROM ALL SOURCES
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DISCUSSION






Agency +
Functionality




Agency +
Affordance



Affordance is what the environment offers the
individual, referring to the possibility of an
action on an object. (Gibson, 1966)

An affordance is a relationship between the
properties of an object and the capabilities of
the agent that determinate just how the object

could possibly be used. (Don Norman, The
design of everyday things. )



The dance floor experience is an excellent example that Design does
not only depends and/or affects “users”.

Design is not only dependant of human agency, and not only affects
humans. Design is assisted by other agencies such as technology,
improvisation, environment, culture.

This represents two major anxieties that the designers muss face:
1_The presence of other agencies does not represent the loss of
human agency, but its complementation. And we must allow it!

2_ Design affects aspects beyond the object, the industry, the profit
and the user, therefore responsibility muss be then taken.



From a perspective of eco-social design, agency will
help us to understand the role of our actions within
greater ecological systems, as well as to foreseen the
consequences of our Discipline.
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