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But where there is danger, the saving powers grow as well.
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Received: 11 Nov 2024 The advent of Al calls for an existential self-redefinition of humanity. It necessitates the establishment

Accepted: 10 Jan 2025 of a pluralistic global humanist culture that enables us to coexist in the new world of active media and
autopoietic technology. In this paper, related philosophical questions give rise to the proposal of a
novel metaculture that elevates human heritages and cultural memories to the plane of a digital Al-
based infrastructure. I argue for a balanced and holistic approach to human-to-human and human-AI
interactions and metaculture that can be developed in the form of combinatorial “metagames” that
reflect the potential of human consciousness, transcend the boundaries between technology, human
embodiment and biology, the arts, sciences and humanities, and philosophy, and, finally, include the
element of meaningful coincidence and spontaneity “in the second potency.” Hermann Hesse's final
novel, The Glass Bead Game, offers a key to understanding this basic idea. His vision is extremely
relevant today. Based on this, the concept of cultivating global cultural memories through innovative
aesthetic-epistemic “Glass Bead Games 2.0” is discussed further from a systematic angle. To
complement this, reference is also made to Hesse’s own source of inspiration: Novalis's
“encyclopedist” approach interlinks aesthetic and epistemic productivity in a way that could become a
major starting point to create a new holistic metaculture in the Age of AL
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HERMANN HESSE (1877-1962)
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®* Hesse’s game represents infinite creativity,
which he also describes as unfolding in
(partly fictional, imagined) historical
dimensions
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HERMANN HESSE (1877-1962)
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HERMANN HESSE (1877-1962)
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theoretically the entire spiritual content of the world could be
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TIMOTHY LEARY (1920-1996)
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to such “[...] a high and sublimation [that it DB] already
ained something like an awareness of itself and its possibilities, and
this went parallel with the general development of the cultural
consciousness of the time, which had overcome the great crisis.”

(Hesse, Das Glasperlenspiel, tr. DB)
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ARTIFICIAL INTELLIGENCE
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entirely new mode of thinking

Leary, Timothy. 1986.
“Artificial Intelligence:
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® Leary emphasizes that Hesse depicted a future Golden Hesse’s Prophetic ‘Glasé

Age of Mind that is “based on a tangible mental- Bead Game’.” Mosaic: An
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TIMOTHY LEARY (1920-1996)

ARTIFICIAL INTELLIGENCE
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ARTIFICIAL INTELLIGENCE
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® Raising human intelligence (creative imagination, Novalis’ artist—philosopher,

Hesse’s magister ludi) is necessary for Al advancement, too!
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ARTIFICIAL INTELLIGENCE
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