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“When cultures change, 
  so do games” 
— Marshall McLuhan
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I.The Renaissance 
and the birth of 
Leisure Culture
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II. 17th Century 
Tokugawa Japan & 
the Play of War.
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“I am serving the Shogun with 
  the art of Go, and when we Go 
  masters enter a contest, it is in 
  the same spirit as warriors go 
  upon the field of battle, staking 
  our life, if necessary, to decide 
  the contest.” 
— Honinbo Sanyestu, 3rd Go minister
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III.18th Century & 
games as pastime.
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“... women there assume 
  a bearing even freer than 
  elsewhere, and the game 
  of the swing permits many 
  entertaining licenses for 
  the spectator, which never-  
  theless can be attributed to 
  accidental causes” 
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IV.The 19th century and  
the arts and sciences of 
amusement & curiosity.
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“Prejudice apart, the game of 
  push-pin is of equal value with 
  the arts and sciences of music and 
  poetry. If the game of push-pin 
  furnishes more pleasure, it is 
  more valuable than either.” 
— Jeremy Bentham
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“If poetry and music deserve to 
  be preferred before a game of 
  push-pin, it must be because 
  they are calculated to gratify 
  those individuals who are most  
  difficult to please.” 
— Jeremy Bentham
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V.The 20th century, 
the Industrial revolution 
and the unease of 
leisure time.
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“That is why our time, being the 
 most intensely technical, is also the  
 emptiest in human history.” 
— Jose Ortega-y-Gasset
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“Himself vs. the machine. Willie vs.  
  Destiny. His skill and daring vs. the 
  cunning and trickery of the novelty
  industry of America, and the whole 
  challenging world. He is the last of 
  the American pioneers, with nothing 
  more to fight but the machine. He is 
  the last  challenger, the young man 
  with nothing to do in the world.” 
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VI. The 20th century 
and the Gaming of Art.
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“... and with chess one creates beautiful 
  problems and that beauty is made with 
  head and hands.” 
— Marcel Duchamp
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VII. The mid 20th 
century & the Promise 
of Computers.
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“It was not an artistic urge that gave rise 
  to the discovery and gradual perfection 
  of a new technique; it was a technical 
  invention that gave rise to the discovery 
  and gradual perfection of a new art.” 
— Irwin Panofsky
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“It should show off as many of the 
  computer’s resources as possible, and 
  tax those resources to the limit.

  Within a consistent framework, it should 
  be interesting, which means that every run 
  should be different.

  It should make the viewer a participant.”
— The Hingham Institute Study Group on 
Space Warfare’s Theory of Computer Toys
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VIII. Contemporary Art 
& the Disruptive Gesture
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IX. The Secret History
      of Games
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“When cultures change, 
  so do games” 
— Marshall McLuhan
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X. Now what?*

* or: WTF happened? 
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“There is absolutely no inevitability 
as long as there is a willingness to 
contemplate what is happening.”
— Marshall McLuhan, The Medium is the Massage*

* Not a typo.
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