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This book provides a foundation for the mathematics of blockchain. It

is inspired by a general analysis and synthesis of the current knowledge
of blockchain technology and starts by laying a foundation for the
mathematics of blockchain. The aim is for research in the area of
blockchain to lead their study from the construction highlighted in this
book. First, the basis of a blockchain is set: block, transaction contents,
block header, Merkle tree, nonce, Proof-of-Work. Connections with
elliptic curves and cryptographic signatures are made. Second, the
book ties this with a Graph and Matrix Theories approach and models
the peer-to-peer relationship through the Bitcoin Network. Third, it is
proposed further modelling, notably around halving, optimal storing, or
diffusion of information, which are consequences of the mathematical
foundation. The notion of Entropy of Privacy and the Particles model
are introduced. Finally, the mathematical statements therein are proven
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and essential reminders can be found before each section, so the
content can be accessible from a graduate level.
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1. The flow state: Toward an optimal, total, and visceral experience

This volume explores the intersections of live performance and video
games, focusing on how digital technologies influence contemporary
theatre practices and performance arts. Edited by Réjane Dreifuss,
Simon Hagemann, and Izabella Pluta, the book examines the mutual
inspirations and transfers between these mediums. It addresses topics
such as gamified theatre, immersive experiences, the dramaturgy of
video games, and the use of game technologies in live performances.
Contributions from researchers and practitioners provide insights into
the evolving narrative forms, participatory arts, and the interplay
between physical and virtual realities. Intended for scholars, artists, and
students in theatre studies and media arts, the publication aims to
promote understanding of the cultural, technological, and performative
dynamics shaping this interdisciplinary field.



