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Cyborgs



Technology and Theories of the Body

• Cybernetic Organism:
• Cybernetics: “The scientific study of control 

and communication in the animal and the 
machine.“ (Wiener 1948)

• “The Cyborg deliberately incorporates 
exogenous components extending the self-
regulatory control function of the organism 
in order to adapt it to new environments.” 
(Cyborgs and Space, Clynes and Kline)

• Future bodies and high tech

Illustration accompanying a LIFE magazine coverage of 

Cyborgs and Space

http://web.mit.edu/digitalapollo/Documents/Chapter1/cyborgs.pdf


Cyborgs all the way down..

Humani Victus Instrumenta,

Unknown Artist (1570s) "And a bloody action it was," continued the thing, as if in a soliloquy; "but 

then one mustn't fight with the Bugaboos and Kickapoos, and think of coming 

off with a mere scratch. Pompey, I'll thank you now for that arm. Thomas" 

[turning to me] "is decidedly the best hand at a cork leg; but if you should ever 

want an arm, my dear fellow, you must really let me recommend you to 

Bishop." Here Pompey screwed on an arm.”

Homo habilis, 2 million years ago

Forensic reconstruction

Roos (DMSC 2019), the Cyborg, 

making a tattoo of a Cyberman

https://commons.wikimedia.org/wiki/File:Unknown_engraver_-_Humani_Victus_Instrumenta_-_Ars_Coquinaria_-_WGA23954.jpg
https://en.wikipedia.org/wiki/Homo_habilis#/media/File:MEH_Homo_habilis_Daynes.jpg


A Cyborg Manifesto (Haraway 1985)

• Cyborgs as chimeric, hybrid bodies vs dualism, 
essentialism, patriarchy
• Human-Animal chimeras

• Human-Machine chimeras

• Physical-non physical chimeras

“Perhaps, ironically, we can learn from our fusions with 
animals and machines how not to be Man, the 
embodiment of Western logos.” 

Donna Haraway

Dr.  Who’s Cybermen



Play and the Body (Keogh 2018)

Bodies (biological, cultural, self-identified, and ascribed) are central to our digital media



Arcades: Fun for the Family

https://www.flickr.com/groups/arcades/pool/page1/


Pac-(Wo)Man
“Women are insane about this game. 
Men like the sports games, the action 
games and the space games. Women 
like the predator games.”

NBC News Report

“Video experts believe that Pac-Man’s 
lighthearted graphics, catchy tunes 
and the absence of exploding 
spaceships attract women players.”

Working Women magazine

Ms. Pac-Man



Video Games become Niche: Crash of 1983

Source: Bugsplat

https://www.bugsplat.com/great-video-game-crash-1983


‘ Toys for boys’

XBox One (2014)



Women in Video Games

Damsel in Distress

Body Types

Women as Reward

Ms. Male Character



Tropes vs. Women

• Feminist Frequency (Anita Sarkeesian)

• Successful ($158,000) Kickstarter

→ Harassment

https://feministfrequency.com/
https://kotaku.com/bomb-threat-targeted-anita-sarkeesian-gaming-awards-la-1636032301


Gamergate

• Harassment campaign against Zoe Quinn
• Developer of Depression Quest
• Masquerading as “Ethics in Game Journalism”
• Doxxing: the public release of personal information
• Involving other (female) developers.

• Misogyny and Gaming
• Violently shutting out the Other

• The Future of the Culture War (2014)

“What we have in Gamergate is a glimpse of how these 
skirmishes will unfold in the future—all the rhetorical 
weaponry and siegecraft of an internet comment section 
brought to bear on our culture, not just at the fringes but at 
the center. What we're seeing now is a rehearsal, where the 
mechanisms of a toxic and inhumane politics are being 
tested and improved.”

~ Emma Carmichael on Deadspin

http://time.com/4927076/zoe-quinn-gamergate-doxxing-crash-override-excerpt/
https://deadspin.com/the-future-of-the-culture-wars-is-here-and-its-gamerga-1646145844


Just Fun and Games?

• When we talk about or play video games [or insert other fun digital 
medium here], we frequently end up talking about many other things 
at the same time, e.g.:
• Technology for/against/with humans

• How we constitute, use, conceptualize our bodies and those of others

• How we perform, police and commercialize our identities

• How we codify and ritualize cultural historical tangents

• Digital media are pitched as making our lives more fun/easy, but 
quickly become the cybernetic core of our complex lives, cultures, 
and societies.



Go play like cyborgs!

Hard Lads by Robert Yang

Depression Quest by Zoe Quinn


