Light the Way

Light the Way aims to be an interactive piece which functions on the principle of entrapment. As the word ‘entrapment’ literally means to engage in the processing of entrapping, a maze seemed to be the ideal representation. 

Light the Way takes form of a maze in a closed space. The maze is composed of tall walls scattered in a random formation throughout the structure. On each wall lie a series of embedded buttons flashing in a dull orange colour. The buttons act as the primary mode of user-input and interaction. Upon contact, the buttons will flash one of two other colours, red or green. This dictates whether the user is moving in the right direction to reaching the exit. The colours red and green were selected because they are colours which universally represent “stop” and “go” or “right” and “wrong”.

The piece functions on the simple action-reaction paradigm of interactivity. The user presses the button (action) and the button responds by flashing in a certain colour (reaction). As Csikszentmihalyi (1990) states, clarity is essential to the flow of the experience and complete involvement can only be achieved when goals are clear and feedback immediate (Csikszentmihalyi, 1990). A maze is a game with a clearly defined goal (Polaine, 2005:154). As users are already familiar with the concept of how mazes work, they will immediately look for a means of escape upon entrapment. The flashing buttons will catch the user’s attention as they appear to be the only mode of interaction thus affording the completion of an action (push). The reaction (colour flashed) will then determine the user’s next move. As the user will not be able to complete the maze in a timely manner without the guidance of the buttons, the user is in a way obliged to interact. In this respect it is reminiscent of Graaff’s works which also impose user interaction through choice.

Light the Way prompts users to repeatedly engage and interact with their surroundings until the goal is reached. As interactivity is defined to be a loop of action-reaction-interaction involving exchange and collaboration (with either real or computerised agents) (Polaine, 2005:151), the exhibit fits the criterion completely enabling it to be categorised as a work of interactive art. 
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