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(Daniel Pink, From A Whole New Mind: Why Right-brainers Will Rule the Future, 2005)

+ PEEMAN [The Industrial age]
+ HWAL [Information Age] (EiRk & L TIHEHALIRR)
+ a7 IR [Conceptual Age]  (HlEk#EFknowledge economy DIRF{R)
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+ ZEEMAL [The Industrial age]
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- increasing mechanization in the workplace

- culture provided a strong educational benefit

- for the wealthy, cultural activity was an affirmation of their aesthetic sensibilities and their privileged place in society
- there was a sense that culture was good for us

it helped develop the faculties of moral reasoning
it generally improved the mind and therefore society as a whole.

- this was the platform on which the value proposition for arts and culture was built until the 1970s
- it remains the unspoken value premise for many of our cultural institutions today
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+ [HHIA [Information Age] (EiRE L TIHEHALIR)
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- the rise in importance of the “knowledge worker”

- cultural participation offered an companion to the need to process information quickly and efficiently
- the arts were a way of belonging to a particular tribe

- the visual arts became very popular as they were both visually stimulating and socially defining

- this is the period when we see a civic value assigned to the arts that resulted in a building boom

- rebellion and experimentation became acceptable forms of art creation

- the visual arts began to really be a highly priced commodity
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+ a2vx 7 MR [Conceptual Age]
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- an age of convergence, of creativity, of a strong and commercially supported design aesthetic in markets
- an age where the ability to rapidly synthesize a lot of information gives individuals and organizations a competitive edge.
- one of the values that our cultural organizations create now is to be what Thomas Campbell, Director of the Metropolitan Museum of Art

calls the “quiet cars of the modern age”

- Creating, defining and communicating our value now is the single biggest challenge for leaders of cultural institutions



