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PREAMBLE

For centuries, the preservation of human achievement
has been entrusted to institutions.

Museums preserve works of art.

Libraries preserve literature.

Archives preserve records.

Universities preserve knowledge.

Together, these institutions ensure that contributions of
enduring significance remain available to future

generations.

Yet preserved knowledge remains meaningful only when
people continue to encounter and understand it.

The Carte Privée Interactive Archive proposes a
complementary model.

One in which preservation is not only observed, but
participated in.
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[. PRESERVATION BEYOND OBSERVATION

The Archive preserves enduring human contributions
and the knowledge required to understand why they
matter.

Institutional preservation establishes continuity.

Participation gives that continuity a human dimension.
An object may remain preserved while knowledge of its
significance gradually disappears.

For preservation to remain meaningful, future
generations must be able to encounter the contribution,
understand its context, and recognise why it was judged
worthy of preservation.

Carte Privée therefore invites members to participate in
the continuing life of the Archive through thoughtful

play.

Play does not replace preservation.

It creates a way of returning to what has been preserved.

II. WHY PLAY?

Play is one of humanity's oldest forms of voluntary
participation.

Across cultures and generations, it has encouraged
observation, judgment, experimentation, memory,
curiosity, discovery, and mastery.

Carte Privée uses play because understanding is
strengthened by active encounter.
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WHY PLAY (Continued)

Within the Interactive Archive, Representative Objects
are not merely displayed.

They participate in the decisions a member makes.
Observation reveals what has not yet arrived.
Recording creates a durable representation.
Correspondence creates a connection.

Navigation changes position.

Timekeeping returns to what has just occurred.
Remembrance recalls what has been lost.

Each Gameplay Expression translates an enduring
contribution into meaningful action.

The purpose is not to simulate literally what an object
does in the physical world.

It is to make the contribution more intelligible through
participation.

III. THE INTERACTIVE ARCHIVE

Carte Privée exists as both an institution and an
interactive experience.

Its Charter establishes its constitutional principles.
Its Taxonomy identifies the enduring contributions that
198, belong within the Founding Collection.

crafts’ e Institutional Establishment creates their permanent
persy” place within the Archive.
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THE INTERACTIVE ARCHIVE (Continued)

Preservation Records maintain the authoritative
historical record.

Contributors may help preserve the knowledge through
which their Representative Objects and histories are
understood faithfully.

Members encounter that record through participation.

The institutional and interactive layers therefore serve
different purposes, but belong to the same Archive.

One preserves the record.
The other creates repeated encounters with it.

Neither is incidental to the institution.

IV. GAMEPLAY EXPRESSION

Every Representative Contribution within the Interactive
Archive has a Gameplay Expression.

The relationship follows:
Representative Contribution -> Representative Object ->
Gameplay Expression

A Gameplay Expression should arise meaningfully from
the contribution it represents.

'\'L\.i:'- ay

The object provides the physical and historical
expression.

o) A The mechanic provides the interactive expression.
i Neither replaces the contribution itself.
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GAMEPLAY EXPRESSION (Continued)

A Gameplay Expression succeeds when the member can
understand why the action belongs to the contribution
rather than merely recognising it as a useful game
mechanic.

Gameplay Expressions may be refined and rebalanced as
the interactive experience develops.

Such changes do not alter the established identity of the
Representative Contribution.

The Archive preserves the contribution.

The game continually finds meaningful ways to
encounter it.

— e —— e

V. THE DAILY INVITATION

Every enduring institution depends upon return.
The Interactive Archive extends a recurring invitation to
participate through play.

The Daily Invitation is not designed to maximise
attention or encourage endless engagement.

It establishes a quiet rhythm of return.

Members are invited to observe carefully, decide
deliberately, solve thoughtfully, discover, and return.

A session need not be long to be meaningful.

Over months and years, individual encounters form a
personal history of participation within the Archive.

Representative Objects become familiar.

Their contributions become recognisable.

Their relationships to one another become clearer.
The Archive is experienced through discovery.

It is understood through return.

Page 6



D4y,

(ri; ) . Y'J”-w‘m.\

e’

y

'3

¢

\
L

CARTE PRIVEE ARCHIVE

Correspondence

VI. KNOWLEDGE WITHIN PLAY

Play creates curiosity.

The Archive must provide somewhere for that curiosity
to go.

Every established Representative Object therefore leads
beyond its Gameplay Expression to the knowledge
preserved around it.

A member may encounter its contribution, inspect the
object, understand why it represents that contribution,
discover ial circumstances, and explore the record
through which it was established.

Knowledge is not a reward withheld until the member
has played enough.

Nor is understanding reserved for members who
commemorate a contribution or provide financial
support.

Every member shall have access to the knowledge
required to understand each established contribution.

Play creates the invitation to discover.
The Archive preserves what may be discovered.

VII. A DIFFERENT MEASURE OF ATTENTION

Many digital experiences compete to capture attention.
Carte Privée seeks to deserve it.

Its measure of success is not the amount of time a member
spends within the Archive.

aan It is the quality of the attention the member chooses to
JRTEAL give it.
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(Continued)

Return over retention.

Attention over distraction.
Participation should remain voluntary.
A member should be able to leave.
And have a reason to return.

The Archive does not succeed because a member cannot
put it down.

It succeeds when something encountered within it
remains worth coming back to.

-

VIII. FROM CURIOSITY TO APPRECIATION

A member may first encounter a Representative Object
because it is useful within play.

Repeated encounters create familiarity.
Familiarity may create curiosity.

Curiosity may lead to knowledge.
Knowledge may deepen into understanding.
Understanding may become appreciation.

foddy > R This progression cannot be guaranteed. Nor should it be
engineered as an obligation.

The responsibility of the Archive is to create the conditions

ansh in which it can occur. A contribution that becomes

(Ol RO 207 understood through repeated encounter has acquired a
perst’ different kind of durability.

It is not merely stored. It remains present in human
attention.
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IX. PARTICIPATION AND STEWARDSHIP

Participation and stewardship are related, but they are
not the same.

Every member may participate.

Stewardship begins only when a member voluntarily
commemorates an established contribution and accepts
a continuing personal relationship with it.

Play may lead to that relationship.

It does not require it.

A member may encounter a contribution for years
without commemorating it.

Another may develop an immediate connection.
Both forms of participation are valid.

The Archive does not use play to manufacture
obligations.

It uses play to create opportunities for understanding.
When understanding becomes appreciation, a member
may choose to carry that relationship forward through
stewardship.

X. PRESERVATION THROUGH RETURN

The Founding Collection is finite.

Participation is not.

After the final Representative Contribution has been
established and the Archive enters the Preservation Era,

the interactive experience continues.

Future members encounter the same Founding Collection
from different moments in history.
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(Continued)

Gameplay Expressions may evolve.

Knowledge may deepen.

Archive Records may grow.

New Representative Exemplars may be documented.
New generations may discover contributions established

before they arrived.

This is how a completed Archive remains alive without
requiring continuous expansion.

Preservation does not depend upon endlessly adding
more.

It depends upon what has already been preserved
continuing to be encountered and understood.

CLOSING STATEMENT
The Charter establishes why the Archive exists.
The Taxonomy defines what it preserves.

Institutional Establishment determines what enters its
permanent record.

Preservation Through Play explains how people continue to
encounter it.

Carte Privée does not use play to make preservation
entertaining.

It uses play to make preservation participatory.
Through repeated encounter, objects become familiar.
Through curiosity, their meaning becomes understood.
Through understanding, appreciation becomes possible.
And through voluntary stewardship, what has been
understood may be carried forward.

Only what is preserved can be inherited.
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