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Nothing is more common in the postmodern world than the replication of the violence of interactive
video games and Internet images. In a world of semblances, people die by violence but their deaths are
and are not understood as real. Violence is envisaged as simultaneously actualizing and derealizing death.
If all is semblance, a game, death’s finality is fictive, undecidable.... When school children kill their
teachers and classmates we are convinced that they have been overcome by the images in which they are
immersed, that they reenact the virtual murders they witness hour after hour on video and TV monitors.
How real for them is the difference between pulling a trigger on a gun and clicking a mouse? They learn
afterward—in the flesh, so to speak, and always too late—that these dead and wounded bodies are not
only images, that the images are surfaces of vulnerable flesh.




