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The computer is not a visual medium, and yet 
computation as we know it today has been 
fundamentally shaped by computer graphics. It 
was the desire to make computation legible and 
accessible to human users that drove researchers 
to develop systems for graphical human-machine 
communication, and while visual representation 
is in no way essential to the theory of computing 
or the practice of procedural calculation, 
computer graphics played a significant role in 
the development of the computer as a technical 
medium, and for shaping our modern understanding 
of what computers are for and can do. This talk 
engages this seventy year history, arguing that 
computer graphics mark a transformation in the 
very notion of what computing is through the 
imposition of a formal logic tied to a theory of the 
world as a structure of visible, interactive objects.
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