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Sam Masur/Mazer: A Harvard-educated Korean-American artist who evolves into a game designer. Anna Lee: The mother of Sam. Dong Hyun: Sam's paternal grandfather. Bong Cha Lee: The grandmother of Sam on his mother's side. Marx Watanabe: Sam's roommate while at Harvard and later manages Unfair Games. Sadie Green: A software
developer hailing from Los Angeles, attending M.I.T. and transitioning into a game designer. Alice: Sadie's elder sister. Freda: The grandmother of Sadie. Dov Mizrah: A married faculty member at M.I.T. who engages in a romantic relationship with Sadie. Abe Rocket: Sadie's boyfriend during her early years in Los Angeles. Zoe: The longest-lasting
romantic partner of Marx. Lola: The girl whom Sam takes to his high school prom. Ant and Simon: A pair of software developers working at Unfair Games who tie the knot both in San Francisco and within the game world of Mapleworld. Themes The Drive of Creativity: Zevin explores the immense push for creativity and the ambition to build
something of value. It drives Sam and Sadie to create successful games, but also strains their relationship and causes personal suffering. This theme demonstrates the highs and lows of intense creative pursuits. Escape and Infinite Chances: Video games are presented as an escape from harsh realities, a medium for expression, and a realm where
endless possibilities exist. Sam uses games to overcome the limitations of his physical disability and imagines a world of infinite rebirth and redemption. Zevin underscores the longing for a do-over and the idea of getting multiple chances to get things right. The Enduring Power of Friendship: The book explores the deep and complex bond between
Sam and Sadie that withstands various ups and downs. Their friendship, while fraught with complications, endures over decades, outlasting other relationships. This theme highlights the resilience and significance of long-term friendships. Identity Politics and Privilege: The narrative delves into how identity politics and privilege impact relationships.
Sam's working-class, Korean-American background and physical disability contrast with Sadie's wealthy upbringing, influencing their perspectives and interactions. The theme examines the complexities of modern relationships and societal disparities. Sexism, Disability, and Pain: Zevin addresses sexism in the gaming industry, the experience of
disability, and the struggle with physical and emotional pain. These themes shed light on societal issues and personal struggles, contributing to the novel's depth and resonance. The Evolution of the Video Game Industry: The book provides a well-researched overview of the evolution of the American video game industry, with games designed by Sam
and Sadie reflecting significant trends and developments. This theme celebrates the vibrant history and cultural impact of video games. Video Games as a Form of Art and Expression: Zevin presents video games as a unique form of art that can address real-world issues, explore alternate realities, and provide comfort during challenging times. This
theme challenges misconceptions about video games and highlights their potential for positive influence and human connection. Historical and Contemporary Context: The narrative touches on significant historical and contemporary events like 9/11 and Covid-19, showing how video games provide an outlet for expression and comfort during
challenging times. This theme emphasizes the broader social and cultural relevance of video games. Summary "Tomorrow, and Tomorrow, and Tomorrow" by Gabrielle Zevin is a multi-layered narrative that spans across three decades and follows the lives of Sam Masur and Sadie Green, two individuals who first bond over video games in a children's
hospital. Sam, a Korean-American from a working-class background, is physically disabled, while Sadie comes from a wealthy family. They cross paths again in college and develop a successful video game, 'Ichigo’, which catapults them to fame but also brings on new challenges. Their relationship, complex and enduring, explores themes of identity
politics and privilege as they navigate the ups and downs of friendship, creative partnership, and their professional journey in the gaming industry. Their other successful games include 'Solution', 'Both Sides', and 'Mapleworld', each reflecting the trends and developments of the gaming industry at the time. Despite their differences and conflicts, the
two main characters maintain a strong bond, demonstrating the enduring power of friendship over romantic or platonic relationships. Zevin uses the video game industry as a backdrop to explore broader themes such as sexism, disability, pain, loss, grief, and the human desire for second chances and reinvention. Additionally, the novel examines the
cultural and social significance of video games, highlighting their role as a unique form of art, and a means of exploring alternate realities and addressing real-world issues. It also touches on the impact of significant historical events like 9/11, and contemporary phenomena like Covid-19, highlighting how video games have provided comfort and an
outlet for expression during challenging times. The novel is accessible to readers regardless of their familiarity with video games, but also provides a well-researched and immersive retrospective of the gaming industry for video game enthusiasts. Its narrative weaves together personal and professional struggles, themes of identity and privilege, the
evolution of the gaming industry, and a profound exploration of friendship, making it a complex and compelling read. Chapter Summaries When the security of their own reality shatters with a fatal shooting at their gaming company, Unfair Games, the lifelong friendship of Sam and Sadie faces its most devastating challenge yet. Grief over the loss of
Marx, Sadie's love and their mutual friend, eclipses them both, forcing them into separate orbits. Sam, ever the game designer, creates a secret online world as a lifeline to Sadie, who has sunk into postnatal depression. When the truth behind this virtual universe emerges, Sadie, feeling betrayed, severs all ties with Sam. But time, the ultimate game
master, isn't finished with them. Reunited years later, their friendship, while not rekindled to its past fervor, is acknowledged as irreplaceable. They part ways, but not before exchanging a game concept—perhaps their most intimate language—suggesting that their game, and their friendship, is far from over. In today’s post, the analytic focus is on
Gabrielle Zevin’s “Tomorrow, and Tomorrow, and Tomorrow”. We’ll delve deep into the essence of Zevin’s narrative, exploring an extended summary of the novel to set the stage, introducing the vibrant characters that bring this story to life, and finally, offering thought-provoking questions for book clubs or reflective readers eager to dissect the
layers of this compelling tale.“Tomorrow, and Tomorrow, and Tomorrow” by Gabrielle Zevin is a thrilling exploration of friendship, creativity, and the intricate dance between love and ambition. At the heart of this story is a bond that defies easy categorization. Sam and Sadie are more than friends, yet not quite lovers, sharing a connection that’s both
deeply intellectual and emotionally charged.Their meeting during a cold December day at Harvard reignites a relationship that propels them into the whirlwind world of video game design. Together, they create “Ichigo,” a game that cements their status as industry luminaries thus becoming a canvas for their hopes, fears, and unspoken feelings.Zevin
navigates the peaks and valleys of Sam and Sadie’s journey, from the euphoria of creative success to the desolation of personal failures and betrayals. Through the lens of video game design, Zevin explores themes of identity, disability, and the quest for redemption, challenging readers to consider how the games we play reflect our deepest desires
and insecurities.Set against a backdrop that spans from the academic halls of Cambridge, Massachusetts, to the vibrant streets of Venice Beach, California, and beyond, “Tomorrow, and Tomorrow, and Tomorrow” is a rich mosaic of human experience. It examines the complexity of human connections, the pain of unrequited love, and the sacrifices we
make in the pursuit of our passions.Photo: AmazonThe novel does not conform to traditional narratives about love and success. In fact, it’s a refreshing departure from cliched romances, offering instead a nuanced look at how relationships evolve over time, influenced by personal growth, external pressures, and the changing landscapes of our
lives.For anyone intrigued by the intersection of technology, art, and human emotion, this novel is a must-read. It’s not just a story about making video games; it’s about the game of life, with all its unexpected twists, turns, and the occasional need to hit the reset button.Related: Black Cake Book SummaryLet me introduce you to the main characters,
Sam and Sadie, whose relationship and creative partnership form the heart of this narrative, along with a few others who play significant roles in their journey.Sam Masur: A brilliant and complex character, Sam navigates life with a keen intellect and a deep emotional reservoir. He’s faced significant challenges from a young age, including dealing
with the aftermath of a tragic accident that left him physically impaired. This experience, however, does not define him; instead, it adds layers to his character, influencing his approach to life and game design. Sam’s relationship with Sadie is intricate, marked by both profound connection and significant tension.Sadie Green: Sadie is a force to be
reckoned with—talented, driven, and fiercely independent. Her bond with Sam is both a source of strength and a point of contention, as their shared passions bring them together and, at times, drive them apart. Sadie’s journey is one of self-discovery, as she navigates the challenges of the male-dominated video game industry and confronts her own
desires and ambitions.Marx Watanabe: A close friend to both Sam and Sadie, Marx plays a crucial role in their lives and in their video game projects. His loyalty and pragmatism provide a stabilizing force for the duo, especially when their creative ambitions lead to personal and professional turmoil. Marx’s character adds a layer of compassion and
realism to the story, highlighting the importance of friendship and support in the face of adversity.Dov Green: Sadie’s cousin, Dov, is another key character who adds depth to the narrative. His involvement in the gaming world and his relationship with the main characters bring additional complexities to the story, especially as it relates to family
dynamics and the intertwining of personal and professional lives.Here are several thought-provoking questions that could spark engaging conversations in your book club:The Complexity of Sam and Sadie’s Relationship: How do Sam and Sadie’s personal histories and challenges shape their relationship? Discuss the dynamics between them, focusing
on how their past experiences influence their interactions and creative partnership.ldentity and Disability: Sam’s experience with disability is a significant aspect of his character and the story. How does the novel address the theme of identity in relation to disability? Discuss how Sam’s and other characters’ attitudes towards disability affect their
relationships and self-perception.Ambition and Success: The novel explores the impact of ambition and success on the characters’ lives, especially in the context of the competitive video game industry. How do ambition and success affect the characters’ relationships and personal growth? Discuss whether the novel presents success as ultimately
fulfilling or complicating for personal happiness.The Role of Video Games: Video games are central to the plot and the characters’ lives. Discuss how video games serve as a metaphor for broader themes in the novel. What do you think the novel says about the power of storytelling and imagination within video games?Betrayal and Forgiveness:
Betrayal plays a significant role in the storyline. Discuss instances of betrayal in the novel and their impact on the characters. How do the characters deal with betrayal, and what does the novel suggest about the possibility of forgiveness and reconciliation?Creative Collaboration: Sam and Sadie’s partnership is both a source of their greatest
achievements and their most significant conflicts. Discuss the challenges and rewards of creative collaboration as depicted in the novel. What can be learned from their experiences about working closely with others?Cultural References and Influences: The novel is rich with references to video games, literature, and pop culture. Discuss how these
references enhance the narrative. Are there any particular references or influences that you found particularly meaningful or enlightening?Themes of Connectivity and Isolation: Despite the deep connections formed between characters, themes of isolation and loneliness are prevalent. How does the novel explore the tension between the need for
connection and the experience of isolation? How do the characters’ virtual and real-life interactions reflect this tension?The Ending: Without giving anything away, discuss your thoughts on the novel’s ending. Were you satisfied with the resolution of Sam and Sadie’s story? How does the ending reflect the novel’s overarching themes?Comparisons to
Other Works: For those who have read Gabrielle Zevin’s “The Storied Life of A.]. Fikry” or other works, how does “Tomorrow, and Tomorrow, and Tomorrow” compare? Discuss similarities and differences in themes, character development, and narrative style.Related: Hello Beautiful Summaryln wrapping up, “Tomorrow, and Tomorrow, and
Tomorrow” is more than just a narrative about video games and the people who create them; it’s a multifaceted exploration of life’s challenges and the beauty of human connection. Through this post, we aim to offer insights and questions that will enhance your appreciation of Gabrielle Zevin’s work, inviting you to ponder the profound themes and
intricate relationships that make the novel a memorable and impactful read. Chapter Summaries & Analyses “Tomorrow, and Tomorrow, and Tomorrow” by Gabrielle Zevin follows the lives of Sam and Sadie, who meet as kids and reconnect in college to create video games together. Their journey, spanning nearly thirty years, explores the highs and
lows of friendship, creativity, and personal growth. As they build their gaming company, Unfair Games, they face professional challenges and personal losses, including the tragic death of their friend Marx. This novel highlights the power of resilience and the deep bond of friendship. Whether you’re a gamer or not, it’s a touching story about life’s
infinite possibilities. Title: Tomorrow, and Tomorrow, and TomorrowAuthor: Gabrielle ZevinPublication Date: July 5, 2022 Table of Contents Sam and Sadie first meet in a hospital in the late 1980s. Sam is recovering from a severe car accident that left him with a crippling foot injury, and Sadie is visiting her sister, Alice, who is undergoing cancer
treatment. Their shared love of video games sparks a deep friendship. They bond over games like “Super Mario,” finding solace and escape in the digital worlds they explore together. However, their friendship takes a hit when Sam discovers that Sadie has been using their time together as part of a community service project, leading to a painful
separation. Years later, in college, Sam and Sadie cross paths again at a train station. Their reconnection is serendipitous, igniting the passion for game design they both share. Along with Sam’s roommate, Marx, they decide to create their own video game. This endeavor leads to the creation of their first game, “Ichigo,” which becomes a massive
success. The trio founded a gaming company, Unfair Games, and their lives are transformed by fame and wealth. However, their success brings new challenges, as personal and creative tensions begin to strain their relationships. The story alternates between the perspectives of Sam and Sadie, exploring their evolving friendship, creative endeavors,
and personal struggles. Sadie is ambitious and determined to break barriers in a male-dominated industry, while Sam grapples with his disability and the emotional scars from his past. Marx serves as a stabilizing force, managing the business side of their company and mediating conflicts between Sam and Sadie. Despite their success, the trio faces
numerous setbacks, including creative differences, personal betrayals, and tragic losses. The narrative takes a darker turn with the sudden, tragic death of Marx, a pivotal character who had been the glue holding Sam and Sadie together. His death not only shakes their personal lives but also jeopardizes the future of Unfair Games. The loss forces
Sam and Sadie to confront their unresolved issues and the deep-rooted emotions they have been avoiding. They must navigate the complexities of their relationship while trying to honor Marx’s legacy and keep their company afloat. The novel concludes with a sense of bittersweet resolution. Sam and Sadie, having weathered the storms of their
personal and professional lives, find a new understanding of each other and themselves. Their journey highlights the transformative power of friendship and the resilience required to face life’s challenges. “Tomorrow, and Tomorrow, and Tomorrow” leaves readers with a poignant reminder of the enduring nature of human connections and the infinite
possibilities that come with each new day. Find your next great read with our free book suggestion tool. It’s easy, fun, and even gives you a likelihood rating for each book. Try it now! Friendship: The novel explores the depth and complexity of friendships, especially those that span decades and withstand significant challenges. Creativity and
Ambition: It highlights the passion and drive required to succeed in creative fields, particularly in the competitive world of video game design. Personal Growth: The characters’ journeys illustrate the importance of personal growth and the impact of unresolved issues on relationships. Resilience: The story emphasizes resilience in the face of tragedy
and the ability to find hope and renewal despite significant setbacks. Sam: A talented game designer with a traumatic past and a physical disability, he is deeply bonded with Sadie. Sadie: Ambitious and determined, she is a pioneering woman in the gaming industry. Marx: Sam’s college roommate and the business manager of Unfair Games, he is a
stabilizing force and mediator. Anna: Sam’s supportive mother who impacts his emotional development. Dov: Sadie’s professor and complicated love interest, representing the darker side of ambition and manipulation. Sam and Sadie’s Tumultuous Friendship: Their friendship begins in childhood but experiences significant strain over the years.
Despite their deep connection and shared love for video games, their relationship is marred by misunderstandings, unspoken feelings, and unresolved conflicts. Sam harbors romantic feelings for Sadie, which complicate their friendship.Marx’s Tragic Death: Marx, the charming and supportive third member of their trio, plays a crucial role in their
gaming company, Unfair Games. However, he meets a tragic end in a workplace shooting. His death profoundly impacts both Sam and Sadie, creating a rift and intensifying the emotional turmoil in the story.Sam’s Struggles with Disability and Identity: Sam’s physical disability and the emotional scars from his past shape his interactions and
decisions. He often feels inadequate, which affects his relationships with Sadie and others. His journey involves grappling with his identity and self-worth, culminating in a poignant exploration of his vulnerabilities.Sadie’s Relationship with Dov: Sadie has a complicated relationship with Dov, her older professor, which involves elements of mentorship,
romance, and manipulation. This relationship significantly influences her personal and professional life, adding layers of complexity to her character.The Video Game Metaphor: Throughout the book, video games serve as a metaphor for life and relationships. The concept of infinite rebirth and redemption in games parallels the characters’ struggles
for growth and forgiveness. This theme is encapsulated in the creation of their games, which mirror their personal experiences and emotions. Gabrielle Zevin is an accomplished author known for her insightful and emotionally resonant storytelling. Her previous works include “The Storied Life of A.J. Fikry” and “Young Jane Young,” both of which
received critical acclaim. Zevin’s ability to create relatable characters and compelling narratives has earned her a dedicated readership. Her exploration of diverse themes, from the nuances of human relationships to the intricacies of creative pursuits, showcases her versatility as a writer. For a deeper dive into Tomorrow, and Tomorrow, and
Tomorrow and to explore the pros and cons, even to see what your friend would say about this book visit our full review. We hope you found this synopsis of Tomorrow, and Tomorrow, and Tomorrow fun. Summaries are just the beginning, much like trailers for movies. If you enjoyed what you’ve read, the full book promises even more. Ready to enjoy
further? Here is the link to buying Tomorrow, and Tomorrow, and Tomorrow. DISCLAIMER: This book summary is meant as a summary and an analysis and not a replacement for the original work. If you are the original author of any book on our website and want us to remove it, please contact us. The following version of this book was used to create
the guide: Zevin, Gabrielle. Tomorrow, and Tomorrow, and Tomorrow. Alfred A. Knopf, 2022. Gabrielle Zevin’s third-person narrative, Tomorrow, and Tomorrow, and Tomorrow, follows the friendship of Sadie and Sam over the course of thirty years. At the outset of the novel, the characters reconnected for the first time since childhood, in a subway
station. Before Sadie boarded her train, she gave Sam a disc with a copy of her new game, Solution. When they were young, Sam and Sadie met in the hospital and talked about Nintendo and Oregon Trail. After their first meeting, the nurses asked Sadie to return to help Sam’s recovery, and her mother promised she would receive community service
hours. When Sam discovered that Sadie had ulterior motives, he felt betrayed and stopped talking to her. In the narrative present, Sam went to Sadie’s apartment to discuss Solution. She was struggling with depression and explained that she went through a bad breakup. Although she did not tell Sam, Sadie had been dating her professor, Dov, who
left her to rekindle his relationship with his wife. Sam continued to visit Sadie and later proposed that they develop a game together. Sam and Sadie worked on Ichigo in Marx’s apartment the summer before their senior year. When Sam suggested that Sadie ask Dov for the engine Ulysses, Sadie agreed and begins dating the professor again. Ichigo
was well received, and the friends sold the game to Opus, who contracted them for a sequel. However, when Ichigo II was met with lackluster reviews, Sadie conceptualized a new game, Both Sides. Unfair Games moved to California during the production of their third game. The move helped Sam to recover from his surgery and gave Sadie and
excuse to end her relationship with Dov, who was increasingly abusive. In California, Sam struggled with phantom limb syndrome, loneliness, and excruciating pain. However, Sadie felt rejuvenated and happy for the first time. However, when she discovered that Sam knew about her relationship with Dov, before pushing her to contact him for the
engine, she felt betrayed. Sadie blamed Sam for not protecting her, even though she never spoke openly about her relationship with Dov. Their friendship was increasingly strained, and their communication indirect. Later, Sadie began to date their business partner and friends, Marx. After the successful release of Sadie’s game, Master of Revelers,
Sam and Sadie attempted to reconcile their relationship. The friends went on a press tour to promote the game. However, when they are away, Sadie discovered she was pregnant, and Marx was shot by a gunman who entered the office looking for Sam. The shooter was angry that Unfair created same sex marriage in their game Mapleworld and shot
Marx and Ant. After her partner’s death, Sadie refuses to talk to Sam or visit the office. Meanwhile, Sam led Unfair Games forward and oversaw the completion of Counterpart High: Senior Year. When the game was finalized, he organized a party for his employees. Despite the revelry, Sam felt alone without either of his partners. As years passed,
Sam and Sadie both contemplated contacting each other but were unsure how to reconcile the distance. Dong Hyun encouraged Sam to speak to his oldest friend and later left his Donkey Kong machine to Sadie, in his will. Sam called Sadie shortly after to inform her of the inheritance. Later, the friends travelled to New York to speak with another
company about developing Ichigo III. In the airport, Sam suggested that they make another game together and Sadie gave him a disk with her new game, Locus Sextus. Chapter Summaries & Analyses Chapter Summaries & Analyses Tomorrow, and Tomorrow, and Tomorrow by Gabrielle Zevin is a captivating novel about friendship, creativity, and
the power of storytelling. Following the lives of Sam and Sadie, two childhood friends turned creative collaborators, the story spans decades as they navigate the highs and lows of designing video games, personal loss, and the complexities of their relationship. With themes of love, ambition, and the resilience needed to start over, this book is a
heartfelt exploration of what it means to create and connect.AuthorGabrielle ZevinPublication dateJuly 5, 2022Goodreads Rating4,14Page count401 pagesGenresFiction, Contemporary, Romance, Literary Fiction, Adult, Historical Fiction, Coming Of Age, Adult FictionGabrielle Zevin’s Tomorrow, and Tomorrow, and Tomorrow is a rich and emotionally
resonant novel that explores friendship, creativity, love, and the art of storytelling. The story spans decades, following the lives of Sam Masur and Sadie Green, childhood friends who reconnect as young adults and build a creative empire in the video game industry.Sam and Sadie’s friendship begins in a hospital when they are both children—Sam
recovering from a devastating car accident and Sadie visiting her terminally ill sister. They bond over their shared love of video games, but a misunderstanding causes a rift that lasts for years. When they meet again as college students—Sam at Harvard and Sadie at MIT—they rekindle their connection and collaborate to design a revolutionary video
game called Ichigo. The game’s success propels them to fame and provides the foundation for their company, Unfair Games, alongside their friend and business partner, Marx Watanabe.As the trio builds Unfair Games into a powerhouse of creativity and innovation, the novel delves into the complexities of their relationships. Sam’s struggles with
chronic pain and the lingering trauma from his childhood accident affect his self-esteem and interactions. Sadie faces systemic sexism in the male-dominated gaming industry and grapples with the tension between her artistic integrity and the demands of commercial success. Marx, the charming and optimistic mediator, becomes the stabilizing force
in their lives but ultimately faces his own tragic fate.The novel doesn’t shy away from exploring the darker aspects of life and creativity. Sam and Sadie’s friendship is tested by jealousy, miscommunication, and grief, yet their bond endures through the years, highlighting the resilience required to maintain deep connections. The book also examines
failure as an inevitable part of life and creativity, emphasizing the beauty of starting over and finding redemption in second chances.Through its vivid portrayal of the video game industry, Tomorrow, and Tomorrow, and Tomorrow uses gaming as a metaphor for life. Just as players can restart a game and try again, the characters confront their
mistakes and begin anew, finding meaning in their struggles. The novel’s exploration of storytelling—both in games and in life—underscores the ways we create and share experiences to connect with others and understand ourselves.At its core, Tomorrow, and Tomorrow, and Tomorrow is a celebration of human connection and the transformative
power of creativity. It’s a poignant, beautifully written story that resonates deeply with themes of ambition, love, loss, and the enduring need to create and rebuild.Gabrielle Zevin’s Tomorrow, and Tomorrow, and Tomorrow is a character-driven novel that brings its cast to life with depth and nuance. The story revolves around Sam Masur and Sadie
Green, childhood friends who reconnect as adults to create video games and build a creative empire. Alongside their friend and business partner, Marx Watanabe, they navigate the challenges of love, ambition, and loss over decades. Each character brings a unique perspective and emotional complexity to the narrative, contributing to the novel’s
exploration of friendship, identity, and the power of storytelling.Sam is one of the novel’s central protagonists. A deeply creative and introspective individual, Sam'’s life is shaped by a traumatic car accident during his childhood that leaves him with a permanent disability and chronic pain. His love for video games serves as both a form of escapism
and a way to connect with others. Despite his brilliance as a game designer, Sam often struggles with feelings of inadequacy and a tendency to withdraw emotionally. His complex friendship with Sadie is at the heart of the story, marked by love, rivalry, and miscommunication.Sadie is the other central protagonist, a fiercely intelligent and ambitious
woman with a passion for video games and storytelling. She meets Sam as a child in the hospital while visiting her terminally ill sister, Alice, and their shared love of games forms the foundation of their lifelong connection. Sadie faces systemic sexism in the gaming industry and struggles with her identity as a creator, torn between pursuing her
artistic vision and achieving commercial success. Her relationship with Sam is fraught with tension but ultimately grounded in deep mutual respect and love.Marx is Sam and Sadie’s best friend and the third partner in their company, Unfair Games. Charismatic, optimistic, and deeply caring, Marx serves as the glue that holds the group together. His
background as a theater major gives him a unique perspective on storytelling and collaboration, making him an integral part of the team’s success. Marx’s unwavering support for Sam and Sadie extends beyond their professional lives, and his tragic death becomes a pivotal moment that forces the other two to confront their unresolved issues.Dov is
Sadie’s college professor and mentor, who later becomes her lover. While he plays a crucial role in shaping Sadie’s early career, their relationship is fraught with power imbalances and emotional manipulation. Dov’s presence in Sadie’s life highlights the challenges she faces as a woman in a male-dominated field, as well as the sacrifices she must
make to assert her independence.Alice is Sadie’s older sister, whose terminal illness deeply affects Sadie during her childhood. Though Alice’s presence is limited in the story, her illness serves as a catalyst for Sadie’s early bond with Sam and influences Sadie’s sense of responsibility and compassion.Dong Hyun is a minor but significant character
who is Sam’s roommate in college and a lifelong friend. He provides Sam with emotional support and practical advice, helping him navigate the challenges of building Unfair Games and maintaining his relationships.Zoe is a key member of the Unfair Games team and plays an important role in the company’s creative and technical successes. She is
supportive of both Sam and Sadie, providing stability and insight as they navigate their complex partnership.Each character in Tomorrow, and Tomorrow, and Tomorrow contributes to the novel’s exploration of creativity, connection, and the human condition. Their relationships are as nuanced and flawed as they are enduring, creating a rich tapestry
of emotional and intellectual depth.Gabrielle Zevin’s Tomorrow, and Tomorrow, and Tomorrow is a deeply resonant and beautifully crafted novel, but like any book, it has its strengths and weaknesses. Here’s a balanced look at its pros and cons:1. Complex Characters: The characters, especially Sam, Sadie, and Marx, are richly developed with distinct
personalities and backstories. Their relationships feel authentic, with all the messiness, love, and misunderstandings that define real human connections.2. Exploration of Creativity: The novel’s deep dive into the creative process is one of its standout features. It captures the joys and challenges of collaboration, the tension between artistic vision and
commercial success, and the vulnerability required to create meaningful art.3. Unique Setting and Themes: By placing much of the story in the video game industry, the book explores a fresh and modern setting that hasn’t been overused in literary fiction. It celebrates gaming as an art form and uses it as a metaphor for life’s challenges and the
power of reinvention.4. Emotional Depth: The story’s exploration of friendship, grief, ambition, and identity is emotionally rich. Zevin’s writing evokes empathy and invites readers to reflect on their own relationships and personal growth.5. Nonlinear Narrative: The shifting timelines and perspectives add layers to the story, allowing readers to see
events from multiple angles and appreciate the depth of the characters’ journeys over decades.1. Pacing Issues: The novel’s pacing can feel uneven, with some sections dragging or becoming overly detailed, particularly in the descriptions of video game mechanics or technical processes.2. Overemphasis on Gaming Details: While the focus on video
games is a unique aspect, non-gamers might find the technical jargon or in-depth game descriptions hard to follow or less engaging.3. Lack of Romance Payoff: Some readers might feel frustrated that Sam and Sadie’s relationship never fully transitions into romance, even though there’s tension throughout the story. For those expecting a romantic
arc, this could feel like a missed opportunity.4. Predictable Plot Points: Although the characters are well-written, some plot developments—like Marx’s tragic death—might feel predictable or overly reliant on emotional manipulation.5. Limited Supporting Character Depth: While Sam, Sadie, and Marx are deeply fleshed out, some supporting
characters, like Dov or Zoe, feel less developed, leaving their motivations and contributions less impactful. Tomorrow, and Tomorrow, and Tomorrow is a moving and thought-provoking novel that excels in its exploration of creativity, relationships, and resilience. While its unique focus on gaming and artistic collaboration sets it apart, the heavy detail
and pacing may not appeal to everyone. For those who connect with the characters and themes, however, it offers a memorable and emotionally rewarding reading experience. Tomorrow, and Tomorrow, and Tomorrow is a genre-blending novel that primarily falls under literary fiction, with its focus on deep emotional themes and complex
relationships. It also incorporates elements of contemporary fiction, exploring modern technology and gaming culture, and coming-of-age, following the personal and professional growth of its protagonists. The novel’s unique focus on creativity and collaboration within the video game industry adds a fresh layer to its narrative. Chapter Summaries &
Analyses Chapter Summaries & Analyses “Tomorrow, and Tomorrow, and Tomorrow” by Gabrielle Zevin is not just a novel but a profound exploration of themes of love and tragedy in the immersive world of video games. The story unfolds over three decades, following Sadie Green and Samson “Sam” Masur. Their first encounter is as poignant as it
is unusual - meeting in a hospital as children, with Sadie visiting her cancer-stricken sister and Sam recovering from a devastating accident that claimed his mother’s life and left him with a broken foot. A shared love for video games sparks their friendship, a bond strong enough to break Sam’s traumatic silence. However, a misunderstanding drives a
wedge between them, leading to years of separation. Fate reunites them as adults in Boston - Sadie, a computer science major at MIT, and Sam, a student at Harvard. Their rekindled friendship soon evolves into a creative partnership, with Sadie’s game design genius and Sam’s knack for creating puzzles and mazes. They launch “Ichigo,” a
blockbuster game, with the help of Sam’s wealthy roommate, Marx Watanabe. This marks the beginning of their company, Unfair Games. But their journey is not smooth. Sam and Sadie’s differing backgrounds - Sadie from a privileged white, Jewish family, and Sam, part Korean with a financially strained upbringing - add layers to their dynamic.
Sadie battles sexism in the tech industry, while Sam copes with his physical and emotional scars. Despite “Ichigo”‘s success, tensions simmer. Sadie feels overshadowed in the male-dominated gaming world, and their creative visions diverge. Sadie leans towards high-concept games, while Sam focuses on commercial viability. Their relationship is a
complex mix of deep affection and professional friction. Tragedy strikes again when Sadie’s partner, Marx, is fatally shot in a hate crime, shattering their world. Sadie, now a mother and enveloped in grief, withdraws. In a heartfelt gesture, Sam creates a game to reach out to her, leading to a bittersweet revelation and a temporary rift. Yet, their bond
endures. As they confront and confess their insecurities and fears, they realize the uniqueness of their connection. The novel closes on a hopeful note, with Sadie and Sam, matured and reconciled, indulging in their shared passion for video games and contemplating a new collaborative project. At the heart of Zevin’s novel is the nuanced exploration
of friendship, particularly between Sadie and Sam. Their relationship is a labyrinth of shared passions, mutual understanding, and unspoken tensions. The story deftly navigates the realms of deep emotional connectivity that transcends romantic love, showcasing how friendship can be equally profound and life-altering. The book illustrates how true
friendship can endure misunderstandings, long separations, and even deep-seated insecurities. Their bond, tested by time and circumstance, acts as the novel’s backbone, demonstrating the resilience and evolving nature of platonic love. Through the lens of video game development, the novel provides a vivid exploration of how art and technology
intersect and influence society. Video games, in this narrative, are not just entertainment; they are a form of art that reflects and shapes cultural and social dynamics. This theme is particularly evident in the characters’ struggles to balance artistic integrity with commercial success, and in their endeavors to use gaming as a medium to address
broader societal issues. The narrative also touches on the evolution of the gaming industry, particularly its impact on and response to societal changes, including gender dynamics and inclusivity. The characters in the book are defined by their multifaceted identities and how they navigate the challenges these identities bring. Sadie’s struggle against
sexism in the tech industry and Sam’s journey dealing with his Korean heritage and physical disability offer insightful commentary on personal identity in the face of societal expectations and obstacles. The novel delves into how their identities shape their perspectives and decisions, particularly in the creative process. It’s a poignant examination of
how personal adversities, whether stemming from gender, race, or physical challenges, can be both a source of struggle and a wellspring of strength and creativity. “Tomorrow, and Tomorrow, and Tomorrow” is a celebration of friendship, the art of video games, and the resilience of the human spirit, set against a backdrop of personal loss and
societal challenges. Zevin’s narrative is a powerful ode to the extraordinary in the ordinary, the beauty in shared passions, and the enduring strength of human connections. Chapter Summaries & Analyses Chapter Summaries & Analyses Sam and Sadie reunite unexpectedly On a frigid December day, Sam Masur, a Harvard junior, spots Sadie Green
on a crowded subway platform. Their eyes meet, and a moment of recognition sparks a reunion. Once childhood friends, their paths diverged due to a past misunderstanding. This chance encounter rekindles their bond, setting the stage for a legendary collaboration. Their shared passion for video games becomes the foundation of a partnership that
will change their lives. This moment marks the beginning of a journey filled with creativity, challenges, and the complexities of human connection. Creative Sparks Ignite A partnership is born Sam and Sadie, fueled by their shared love for gaming, decide to create something extraordinary. They borrow money and call in favors, driven by a vision that
transcends mere entertainment. Their first project, Ichigo, becomes a testament to their combined genius. The game captures the imagination of players worldwide, catapulting them into the spotlight. As they navigate the pressures of success, their friendship deepens, yet underlying tensions hint at future conflicts. This chapter highlights the
exhilarating yet precarious nature of creative collaboration. Rise to Stardom Success and its challenges With Ichigo's success, Sam and Sadie find themselves thrust into a world of fame and fortune. Not yet twenty-five, they are celebrated as prodigies in the gaming industry. However, the demands of their newfound status begin to strain their
relationship. The pressures of maintaining their success and the expectations of their audience weigh heavily on them. As they navigate this new reality, they must confront their personal ambitions and the sacrifices required to sustain their creative partnership. Ambitions and Betrayals Tensions threaten their bond As Sam and Sadie continue to
create, their differing visions and personal ambitions lead to conflicts. The once harmonious partnership is tested by betrayals and misunderstandings. Their creative process becomes a battleground, with each struggling to assert their identity within the collaboration. The emotional toll of their success reveals the fragility of their bond, forcing them
to confront the complexities of their relationship. This chapter delves into the darker side of ambition and the cost of creative genius. Fame's Fragile Facade The illusion of success Despite their achievements, Sam and Sadie grapple with the emptiness that often accompanies fame. The public adoration masks their personal struggles and the
unresolved tensions between them. As they face the realities of their industry, they must reconcile their public personas with their private selves. The facade of success begins to crumble, revealing the vulnerabilities and insecurities that lie beneath. This chapter explores the dichotomy between public perception and personal truth. Redemptive Play
Finding solace in creation Amidst the turmoil, Sam and Sadie rediscover the joy of creation. They return to the essence of their partnership, finding solace in the act of play. This renewed focus on their craft allows them to heal and reconnect. Through their games, they explore themes of identity, failure, and redemption, offering players a chance to
experience transformation. This chapter highlights the power of creativity as a means of healing and self-discovery. Enduring Connections The lasting impact of friendship Over thirty years, Sam and Sadie's relationship evolves, marked by moments of joy, heartbreak, and reconciliation. Despite the challenges they face, their bond endures,
transcending the boundaries of friendship and love. Their journey underscores the importance of connection and the human need to be loved and understood. This chapter reflects on the enduring nature of their partnership and the legacy they leave through their creative work. Characters Creative visionary with a complex past Sam is a brilliant
game designer whose encounter with Sadie reignites his passion for creation. His journey is marked by ambition and the desire to leave a lasting impact through his work. Despite his success, Sam grapples with insecurities and the weight of past traumas. His relationship with Sadie is central to his development, as he learns to navigate the
complexities of friendship and collaboration. Sam's character embodies the tension between personal ambition and the need for connection. Sadie Green Talented designer seeking identity Sadie is a gifted game designer whose partnership with Sam propels her into the spotlight. Her journey is one of self-discovery, as she navigates the challenges of
fame and the expectations placed upon her. Sadie's relationship with Sam is both a source of inspiration and conflict, as they grapple with their differing visions. Her character explores themes of identity, creativity, and the struggle to assert oneself within a partnership. Sadie's evolution reflects the resilience required to thrive in a demanding
industry. Marx Watanabe Supportive friend and mediator Marx is a close friend to both Sam and Sadie, often serving as a mediator during their conflicts. His presence provides stability and perspective, helping to bridge the gap between the two. Marx's character highlights the importance of friendship and loyalty, as he supports Sam and Sadie
through their creative journey. His role underscores the value of having a trusted confidant amidst the pressures of success. Dov Mizrahi Mentor with a complex influence Dov is a mentor figure to Sadie, offering guidance and support as she navigates her career. However, his influence is not without complications, as his own ambitions and desires
sometimes conflict with Sadie's goals. Dov's character explores the complexities of mentorship and the impact of power dynamics within creative partnerships. His relationship with Sadie highlights the challenges of balancing guidance with personal ambition. Plot Devices The heart of the narrative The partnership between Sam and Sadie is the
central plot device, driving the story forward. Their collaboration serves as a microcosm of the creative process, highlighting the joys and challenges of working together. Through their partnership, the novel explores themes of ambition, identity, and the complexities of human connection. The dynamic between Sam and Sadie underscores the
transformative power of creativity and the impact of collaboration on personal growth. Exploring identity and transformation Video games serve as a metaphor for the characters' journeys, reflecting their struggles and triumphs. The games they create become a means of exploring themes of identity, failure, and redemption. This plot device allows
the novel to delve into the multifaceted nature of play and its potential for transformation. Through gaming, the characters find a way to connect with others and themselves, offering a lens through which to examine their personal and professional lives. Analysis Exploration of creativity and connection "Tomorrow, and Tomorrow, and Tomorrow" is a
profound exploration of the human need for connection and the transformative power of creativity. Through the lens of video game design, the novel examines the complexities of friendship, ambition, and identity. It highlights the challenges of collaboration and the impact of fame on personal relationships. The story underscores the importance of
play as a means of healing and self-discovery, offering a unique perspective on the redemptive possibilities of creativity. Ultimately, the novel is a testament to the enduring nature of human connection and the legacy of creative partnerships. Last updated: January 31, 2025 Chapter Summaries & Analyses



