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Technology is an expression of man’s dreams. If man did not 
indulge his fantasies, his thoughts alone would inhibit the 
development of technology itself. The technological realities 
of today are already obsolete and the future of technology is 
bound only by the limits of our dreams. Modern communica-
tions media and in particular electronic media are outgrowths 
and extensions of those senses which have become dominant in 
our social development. [1]

THE TECHNICALITIES MATTER A LOT, BUT 
THE UNIFYING VISION MATTERS MORE. [1]

RESPONSIVE COMPUTER DISPLAY 
SYSTEMS CAN, SHOULD AND WILL 
RESTRUCTURE AND LIGHT UP THE 
MENTAL LIFE OF MANKIND. [1]

By “fantics” I mean the 
art and science of 

getting ideas across, 
both emotionally and 

cognitively. 
“Presentation” could 
be a general word for 

it. The character of 
what gets across is 

always dual; both the 
explicit structures, 
and feelings that go 

with them. [1]

This principle of 
mental unification is 
what makes things 
come together, both 
literally and 
figuratively, in a 
fantic field. [1] 

PHAINEIN

PHANTASTEIN

Display system that 
helps you envision com-

plex alternatives. [1] 

‘Toy’ means it 
should be easy and 

fun to use. [1]

TECH ART

WE LIVE IN MEDIA, 
AS FISH LIVE IN WATER. 

(Many people are prisoners of the media, many 
are manipulators, and many want to use them to 
communicate artistic visions.) [1]

The artist is a positive force in 
perceiving how technology can be 

translated to new environments to 
serve needs and provide variety and 

enrichment of life. [2] 

Adventure map. Atari 2600. 
Warren Robinett. 1979

Mickey Mouse sketch. 
Walt Disney. 1928.

A SYSTEM TO HELP PEOPLE THINK. [1]


