
Contents

1 Introduction................................................................................................. 1
1.1 “Don’t Think, Just look”..................................................................... 2
1.2 Incessant Talk about the Game........................................................... 3
References..................................................................................................... 6

2 Function and Stubbornness of the Game............................................... 7
2.1 Elementary Sociality: Interaction, Society, Person........................... 9
2.2 Theory Excursus: The Game, the Players and the Social Form 

of Action....................................................................................  16
2.3 Self-Liberation: Temporarily Acting Without Commitment As If... 24
2.4 Self-Restraint: Qualities of Experience in the 

Nothing-Is-Impossible.............................................................  30
References....................................................................................................... 36

3 The Game Discourse: Consensus, Contact, Counterpoints....................41
3.1 What Does “Acting As If’ and “Without Obligation” Mean?

With an Excursus on the Language Game...........................................43
3.2 Common Characteristics of the Game in a Theoretical Light...........54
3.3 The Ludic Action as a Pragmatic Paradox...........................................58
3.4 Without Play No Normality or Without Normality No Play?...........64
References....................................................................................................... 66

4 Functional Changes and Variations of the Game.................................... 71
4.1 Ludic Action Diversity, Historically and Systematically....................72
4.2 Play in the Tribal, Stratified, Modern, Digital Society........................75
4.3 Playing with Oneself and with Others.............................................. 82

VII

https://d-nb.info/127137269X


VIII Contents

4.4 Playing with Themes, Signs and Media of All Kinds....................... 89
References..................................................................................................... 96

5 Playing in the Digital Sandbox...................................................................101
5.1 Computer as a Tool and Dissemination Medium...............................104
5.2 Interaction Between Addresses............................................................ 113
5.3 A Triple Ego Experience as Player, Observer and Played...............118
5.4 Killing Without Commitment: The Fascination of Violence

and the Digital Ease of Death.............................................................. 123
References...................................................................................................... 130

6 Transitions I: Expansions and Corruptions of the Game...................... 135
6.1 The Game is Willing.............................................................................137
6.2 Good Game, Bad Game: Patterns of Interpretation in Dissent.........138
6.3 Gambling Addiction: A Seduction of the Game or Its Abuse?.........141
6.4 Dreams of Purity and Realities of Success: Education and

Economics Dominate...........................................................................143
6.5 Gamification - Bullshit or Gateway to a Better World...................... 148
References.....................................................................................................151

7 Transitions II: Modern Play Spaces and the Ludic Basic Feeling
of Digital Culture........................................................................................155
7.1 Ona Voyage of Discovery..................................................................... 156
7.2 Comparison or Equation....................................................................... 157
7.3 Temporary Voluntary Participation: Associations and Work

Organisations......................................................................................... 158
7.4 Non-binding: Plurality of Meaning, Positive Law,

Experience-Orientation of Consumption........................................... 159
7.5 Unexpected: An Insured Life in the as If............................................ 163
7.6 Always on: Mindfulness and Connectivity..........................................166
7.7 The Continuing Invocation of the Game: Good Reasons,

Dubious Purposes.................................................................................172
References...................................................................................................... 174


