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AMS2019

• Manon (callback) on Influences of Digital Media on Artists, continued 
in a podcast

• Itzelrodd goes down the Rabbit Hole 

• BerBremm on Oranges… Yeah Oranges

• Moos on ok, boomer (vol 1 and 2)… 

• Thijmen wants us to USE GOOGLE TRANSLATE (so I did)

https://digmedia.lucdh.nl/2019/10/14/influences-of-digital-media-on-artists/
https://digmedia.lucdh.nl/2019/11/12/podcast-incorporating-the-digital-age-as-an-artist/
https://digmedia.lucdh.nl/2019/11/11/down-the-rabbit-hole/
https://digmedia.lucdh.nl/2019/11/08/hey-oranges-yeah-oranges/
https://digmedia.lucdh.nl/2019/11/10/pride-comes-before-the-fall/
https://digmedia.lucdh.nl/2019/11/10/ok-boomer-vol-2-climate-change-kills/
https://digmedia.lucdh.nl/2019/11/11/use-google-translate%e3%80%80%e7%89%a9%e8%aa%9e%e6%b6%88%e8%b2%bb%e8%ab%96/
https://translate.google.com/translate?sl=auto&tl=en&u=https%3A%2F%2Fdigmedia.lucdh.nl%2F2019%2F11%2F11%2Fuse-google-translate%25e3%2580%2580%25e7%2589%25a9%25e8%25aa%259e%25e6%25b6%2588%25e8%25b2%25bb%25e8%25ab%2596%2F


DH2019

• Ewout: Let’s Stop an Execution

• Judith on the Good and the Bad

• Sanem From Love Letters to Smartphone Screens

• Lorenza Rose on Technology and Perfumes

• Ilse on The Fear of the Machines

https://digmedia.lucdh.nl/2019/11/11/lets-stop-an-execution/
https://digmedia.lucdh.nl/2019/11/12/the-good-and-the-bad/
https://digmedia.lucdh.nl/2019/11/11/from-love-letters-to-smartphone-screens/
https://digmedia.lucdh.nl/2019/11/11/technology-and-perfume/
https://digmedia.lucdh.nl/2019/11/11/fear-of-the-machines-hollywoods-portrayal-of-a-is/


Cyborgs



Introduction by Roos

https://www.youtube.com/watch?v=QBLaePDLe1M&feature=youtu.be


Technology and Theories of the Body

• Cybernetic Organism:
• Cybernetics: “The scientific study of control and 

communication in the animal and the machine.“ 
(Wiener 1948)

• “The Cyborg deliberately incorporates 
exogenous components extending the self-
regulatory control function of the organism in 
order to adapt it to new environments.” 
(Cyborgs and Space, Clynes and Kline)

Illustration accompanying a LIFE magazine coverage of 

Cyborgs and Space

http://web.mit.edu/digitalapollo/Documents/Chapter1/cyborgs.pdf


Cyborgs all the way down..

Humani Victus Instrumenta,

Unknown Artist (1570s) "And a bloody action it was," continued the thing, as if in a soliloquy; "but 

then one mustn't fight with the Bugaboos and Kickapoos, and think of coming 

off with a mere scratch. Pompey, I'll thank you now for that arm. Thomas" 

[turning to me] "is decidedly the best hand at a cork leg; but if you should ever 

want an arm, my dear fellow, you must really let me recommend you to 

Bishop." Here Pompey screwed on an arm.”

Homo habilis, 2 million years ago

Forensic reconstruction

Roos, the Cyborg, 

making a tattoo of a Cyberman

https://commons.wikimedia.org/wiki/File:Unknown_engraver_-_Humani_Victus_Instrumenta_-_Ars_Coquinaria_-_WGA23954.jpg
https://en.wikipedia.org/wiki/Homo_habilis#/media/File:MEH_Homo_habilis_Daynes.jpg


Play and Cyborgs (Keogh 2018)

• A Cyborg Manifesto (Haraway 1985)
• Cyborgs as chimeric, hybrid beings vs dualism, essentialism, patriarchy

“Perhaps, ironically, we can learn from our fusions with animals and machines how not to be Man, 
the embodiment of Western logos.” 

Donna Haraway

Bodies (both self-identified and ascribed) are central to our digital play



Arcades: Fun for the Family

https://www.flickr.com/groups/arcades/pool/page1/


Pac-(Wo)Man
“Women are insane about this game. 
Men like the sports games, the action 
games and the space games. Women 
like the predator games.”

NBC News Report

“Video experts believe that Pac-Man’s 
lighthearted graphics, catchy tunes 
and the absence of exploding 
spaceships attract women players.”

Working Women magazine

Ms. Pac-Man



"International Video Games Promote Sexism and Violence against 

Women."

Double Standard, Dec 1984-Jan 1985, p. 5. Archives of Sexuality & 

Gender, http://tinyurl.galegroup.com/tinyurl/8Q4Z2X.



Video Game Commercials
90ies

Atari Jaguar

Sega CD

Game Boy Commercial

https://www.youtube.com/watch?v=mcBGXJB6Mwk
https://www.youtube.com/watch?v=HCQRcinZYH8
https://www.youtube.com/watch?time_continue=29&v=wvmnRLFYIIU


XBox One (2014) 
Promotional Campaign 
Letter

PS Vita’s Doctor Advice

https://www.youtube.com/watch?v=lxtMA9zipIs


“The Gamer”

• Male

• Young

• White

• Not social

• Competitive

• “Hardcore”

• “Weird” relation to sex

• (Geeks)



Women in Video Games

Damsel in Distress

Body Types

Women as Reward

Ms. Male Character



People Play Games

Source: Wikipedia

Source: ESA 2018 Report

https://en.wikipedia.org/wiki/Women_and_video_games
http://www.theesa.com/wp-content/uploads/2018/05/EF2018_FINAL.pdf


Tropes vs. Women

• Feminist Frequency (Anita Sarkeesian)

• Successful ($158,000) Kickstarter

• Harassment

https://feministfrequency.com/
https://kotaku.com/bomb-threat-targeted-anita-sarkeesian-gaming-awards-la-1636032301


Gamergate

• Harassment campaign against Zoe Quinn
• Developer of Depression Quest

• Masquerading as “Ethics in Game Journalism”

• Doxxing: the public release of personal 
information

• Involving other (female) developers.

• Misogyny and Gaming
• Violently shutting out the Other

Recent: Red Dead Redemption 2, player 

violence against suffragettes

http://time.com/4927076/zoe-quinn-gamergate-doxxing-crash-override-excerpt/


Gamers caught outside the Magic Circle
• Play is free, not "ordinary" or "real" life, creates order, connected with 

no material interest.

• “Gamers” essentialize, internalize, and lock down the playground.

“In addition to making sense of how gaming subcultural capital is 
deployed, what performance allows for, as Butler (2009) describes it, is a 
way to conceive of the self, individual, and identity as results of 
momentary, fraught and complex intersections between the 
social and the individual.”
From Adrienne Shaw’s On Not Becoming Gamers: Moving Beyond the Constructed Audience

https://adanewmedia.org/2013/06/issue2-shaw/


Games as Liberating, Empathizing Play

Dys4ia



Computers in the Playground

• AI provides opposition to our game 
perfomances

• Check out Google’s QuickDraw

• OpenAI Plays Hide and Seek

• Google’s Deepmind plays Starcraft 2 (better
than most humans)

• Yet… no mixing the Playgrounds:
• Cheating (e.g. aimbots in Fortnite)

https://quickdraw.withgoogle.com/
https://www.youtube.com/watch?v=Lu56xVlZ40M
https://deepmind.com/blog/article/alphastar-mastering-real-time-strategy-game-starcraft-ii
https://arstechnica.com/gaming/2019/11/fortnite-pro-faces-lifetime-ban-for-using-aimbots-in-video/


No class next week: find a cyborg or 
computer and go play together!

e.g. at the Nationaal Videogame Museum in Zoetermeer!

https://www.nationaalvideogamemuseum.nl/

