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The Dynamic Geography of History is a game inspired by the
installation of the same name initiated in 2006 and based on
the model of the famous video game “Pong”. Released by
Atari in the 1970s, “Pong” was one of the first video games
in history, consisting in a simplistic simulation of a game of
ping-pong. The player sees an aerial view of the table and
can move a virtual racket symbolized by a simple bar. The
ball is represented by a small square that moves across the
rectangular screen, bounces off the edges, the objective
being to send it back to the opponent. A very basic game in
its conception and playability, “Pong” was nevertheless a
tremendous success, becoming universally popular and
selling several hundreds of thousands of copies.

In the version of this game proposed by mounir fatmi, the
playing field is still rectangular, but demarcated this time with
a thick black line that also splits the space into two equal
parts. The bars used for rackets are replaced by the names
of artistic currents and political and social movements:
“cubism”, “abstractionism”, “colonialism”, “capitalism”, etc.
The black square representing the ball bears a white
inscription: the conjugated form of the verb “to be” in the first
person of the present tense, acting as some form of general
truth.

The Dynamic Geography of History explores the relations
between art and social and political contexts. The originality
of its questioning resides in its spatial approach of the
sequence of history. Indeed, the video game invites us to see
it not as a chronological succession, but as a matter of
spaces and relations. Elaborated in this way by mounir fatmi,
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it invites us to a reinterpretation of art history and political
movements by reconsidering elements perceived as
contradictory, as the opposite poles of a phenomenon,
namely the historical process.

The minimalism of the representation of this game ultimately
leads to a humorous interrogation on the terrific success of
antagonisms in the history of humanity and civilizations. A
simple logic of opposition, simplistic even, seems to have
been at play since prehistoric times and up to the present
day. In the great wide world, in this chain and this confusion
of political, ideological and artistic currents, opposition stands
out as an irreducible and primitive principle. Is it rooted in our
deep mental structures, in the essentially dichotomous and
bellicose nature of our ways of thinking, always looking for
opposition, for an opponent to fight? With mounir fatmi,
games often take on a satirical quality and introduce a
critique of our existential strategies.
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