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Can computers think? There is an easy answer. Computer-
based agents, like dramatic characters, do not have to
think (in fact, there are many ways in which they cannot); 
they simply have to provide a representation from which 
thought may be inferred.

technologies offer new opportunities for creative, 
interactive experiences, and in particular, for new forms 
of drama. But these new opportunities will come to pass 
only if control of the technology is taken away from the 
technologist and given to those who understand human 
beings, human interaction, communication, pleasure, and 
pain.”

“intelligibility” and “understanding”—and therefore 
“interaction”—between people and machines must be 
seen as profoundly different from that between persons.

Black Mirror episodes: 3x4 San Junipero / 1x1 The National Anthem / 3x2 Playtest / 2x1 Be Right Back / 1x2 Fifteen Million Merits
www.newyorker.com/culture/richard-brody/aint-got-no-body

there actually are different ways of acting, favored 
differently across cultures. How to act purposefully is 
learned, and subject to cultural variation.
European culture favors abstract, analytic thinking, the 
ideal being to reason from general principles to particular
instances. The Trukese, in contrast, having no such
ideological commitments, learn a cumulative range of
concrete, embodied responses, guided by the wisdom of
memory and experience over years of actual voyages.

computer games have in some ways served as a model
for it. In fact, it is in the areas that dramatic entertainment
and human-computer activity are beginning to converge 
that pan-sensory representation is being most actively 
explored.

instead of looking at a screen, for instance, a person is 
surrounded by stereoscopic sounds and visual images 
delivered through earphones and “eyephones.”

the object of a dramatic representation is not character 
but action; Hamlet represents the action of a man 
attempting to discover and punish his father’s murderer. 
The characters are there because they are required in 
order to represent the action

First, don’t fall in love with your computer. Second, don’t fall in love with a prostitute.
Third, it has probably already happened.

These sensory phenomena are the basic material of both 
drama and human-computer activity; they are the clay that 
is progressively shaped by the creator,
whether playwright or designer.

A. Turing, The Imitation Game:
if a machine could be made to respond to questions in 
such a way that a person asking the questions could not 
distinguish between the machine and another human 
being, the machine would have to be described as 
intelligent

automata: physical devices that are self-regulating in ways
that we commonly associate with living, animate beings

As soon as computational artifacts demonstrate
some evidence of recognizably human abilities, we are 
inclined to endow them with the rest.

One of Aristotle’s fundamental ideas about drama (as well 
as other forms of literature) is that a finished play is an
organic whole. He used the term organic to evoke an 
analogy with living things. Insofar as a whole organism 
is more than the sum of its parts, all of the parts are 
necessary for life, and the parts have certain necessary 
relationships to one another

Part of the art of creating both dramatic characters 
and computer-based agents is the art of selecting and 
representing external traits that accurately reflect the 
agent’s potential for action.
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