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This thesis talks about the posthumanist representation of non-human animals in digital games. Humanism is
understood here as a theory and an amalgamation of attitudes mapped by anthropocentrism, humanitarianism, and
humanities. Posthumanism is used mostly to signify a non-anthropocentric approach to the world, without the exclusion
of benevolence, caring, and of course the fabric of this thesis — humanities. The goal of this thesis is to explore how
anthropocentric humanism and the ongoing posthuman turn in regard to non-human animals are being mirrored in and
shape the medium of games which, although it traditionally favored the anthropocentric vision of the world, is
changing, in part, under the influence of the shifting social climate and new tendencies in academia, and becomes an

instrument of this change as well.

The thesis starts with a theoretical chapter on the history of humanist developments and the corresponding
advancement of the anthropocentric treatment of non-human animals. The organizing principle of this chapter is
Giorgio Agamben’s anthropological machine — the process of defining and imagining human beings which
simultaneously leads to the creation of a negative definition of non-human animals, which is often unjust and harmful to
the latter. The second chapter is devoted to the development of posthumanist thought in regard to animals as well as the

posthumanist principles of treating non-human animals.

The following analytical chapters, third and fourth, are concerned with animal representation in digital games
such as Pokemon Go, Animal Crossing, The Witcher 3, Rise of the Tomb Raider, Sims 4, Stardew Valley, Stronghold,
Zelda: Breath of the Wild, Fallout 4 (Chapter Three) and Shelter, Shelter 2, The Last Guardian, Stray, Zelda: Breath of
the Wild, and Fallout (1997) (Chapter Four). Chapter Three is about the traditional, humanist representation of non-
human animals, which is supported not only by the all-popular anthropocentrism but also the particular aspects of the
medium, mainly the resistance of games as objects and the use of game characters to embody that resistance. In this
chapter, I propose the terms to name the traits of animals represented in accordance with the humanist paradigm. I argue
that such animals are generic, powerless, and everlasting (as individuals and as species). Chapter Four is devoted to
games that represent animals in a different, more posthumanist way. The traits of such animals can be seen both in these
games and in the postulates of posthumanist scholars. I call such animals individual (mostly in accordance with the
thought of Martin Buber and Donna Haraway), powerful (after Haraway, Peter Singer, and Cary Wolfe), and ephemeral

(due to the conclusions drawn by Kris Kevorkian and Clive Hamilton).

The fifth chapter is about the possibility of employing the principles of posthumanist animal representation in
psychological experiments, especially those designed to research the possibility of affecting the pro-animal attitudes and
empathy of readers and players. The chapter gathers the published experiments which prove that such influence is
possible. However, as there is a certain lack of precision in the description of the games used in the experiments, it is
unknown what aspects of these games are really at play. It can be concluded that using humanities and game studies in

psychological research on games to a much higher extent could bring very fruitful results.



