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Posthumanism, or thinking beyond humanism and the human, represents an increasingly prevalent 
if disparate collection of stances underpinning human action in art practice, science, technology, 
and industry, medical care, social and cultural life, psychological and spiritual experience, human-
animal and human-ecological relationships, political policy, and disciplinary work in academia, 
including training and pedagogy. In fact, expert work in each of these areas is often already shaped 
by thinking which is demonstrably posthumanistic, even if that term would, as yet, never be used 
to describe the approach taken.  
 
Posthumanism is more than an academic theory or philosophy in this interdisciplinary context—it is 
also expressed in practice, in the very act / work of cultural production. When knowledge is 
communicated from one domain to another, from one area of expertise to another, however, the 
most radical insights can often be lost to a residual humanism underpinning public discourse. This is 
perhaps unsurprising; for various reasons humanism, or some form of anthropocentrism, still 
dominates human thinking and perception. Humanism, not posthumanism, often seems to be the 
language of interdisciplinary communication, particularly (but not only) in the West. How might 
this change, and why would it be worth changing? 
 
The presentation begins with a brief introduction to posthumanism, and to the speakers’ own 
research and industry networks. We will then outline ongoing plans for collaboration between 
researchers, practitioners, and institutions in (and outside of) the UK that are invested in exploring 
and explaining the implications of posthumanism. We are especially interested in focusing on the 
real-world impact of posthumanist perspectives, and engagement with currently disinterested 
groups. We aim to promote, produce, and support work which puts posthumanistic thinking into 
action, with the hope of demonstrating new possibilities opened up by collaborative thinking and/or 
working in a way which deploys or builds off of a posthumanistic stance. 
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Claims concerning the impact of robots on the future of jobs are common place in popular press, 
industry conferences, and policy reporting. Part of this debate concerns the occupations which seem 
particularly susceptible or immune to developments in automation and Artificial Intelligence. This is 
where the “good news” emerges for the creative industries, with several prominent policy 
organisations setting out that “creativity” is safe (Nesta, 2015; 2017). Indeed, other commentators go 
further to suggest how Artificial Intelligence can enhance creativity (Forbes, 2019). Often 
underdeveloped in both these accounts is a nuanced, historically attentive understanding of how 
creativity and technology are interweaved. As Osborne (2003: 522) argues, ‘more often than not the 
very idea of creativity is just a component in a wider assemblage.’ This paper reflects on the 
“either/or/both” relationships between creativity and technology.  
 
Firstly, the role of technologies in the creative process is examined. This goes beyond seeing 
technologies as “tools” in the creative process, to explore the human and non-human relationships 
involved in the co-constitution of creative practices and products. From the paintbrush to the digital 
editing suite, contemporary claims about creativity and robots would benefit from exploring the 
mundane and everyday ways in which “humans” and “robots” exist together.  
 
Secondly, the notion of “safe” or “resistant” creative jobs is problematized by locating creative jobs 
within the wider networks and ecologies of jobs and income generation that individuals can be 
enmeshed within. The emphasis here is on patterns of multiple job-holding and portfolio working 
common to creative work. Well-rehearsed examples include the aspiring actor working in a coffee 
shop. This paper avoids the separating of “safe creative jobs” and “unsafe uncreative jobs”, and 
instead questions the assumptions operating in these designations and the significance of establishing 
their interdependencies and overlaps. 
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Hopes for and anxieties about a near future technological environment driven by artificial 
intelligence have tended to figure nonhuman cognitive and pseudocognitive developments in terms 
of the full simulation of human intelligence, of humanoid robots ‘taking over’, of Singularities, Turing 
Tests and Uncanny Valleys. Yet since the late 1970s AI has been integral to digital popular culture, 
and it has often been figured as nonhuman. Chased by seemingly intentional ghosts in the mazes of 
Pac-Man, compelled to feed and nurture voracious Tamagotchi and Nintendogs, or taming and 
training horses on the plains of Hyrule, everyday life has quietly become a domain of “becoming 
with” nonhuman and animal-like agents.  
 
This presentation will sketch a map of this domain across digital gameworlds, robot toys, and 
computer science, and will suggest an ethological approach to describing these cross-species 
encounters. Further, it will argue that the animality of AI and A-Life entities is real and not 



metaphorical, opening up ontological questions of the synthetic animal itself: what kind of 
speciation gives rise to them, what habitats and what kinds of behaviour characterise their 
existence? How is the status of animal achieved from the assemblage of code, digital hardware, 
animated imagery, lived popular culture, bodies and minds in play? 


