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Abstract:
Bringing together perspectives from the humanities, natural sciences, and engineering, this conference approaches Human–AI relations not simply as a question of technological innovation or ethical boundary-setting, but as a deeply interdisciplinary problem of human-machine interaction. We are looking, first, at studying interfacing processes between humans and artificial or computational systems, including language-based AI, robots, androids, humanoids, and related machinic forms, as well as the devices, platforms, and environments through which they become operative in everyday life and intelligible in popular culture. Rather than treating interfaces as neutral surfaces of access, the panel understands them as dynamic arrangements in which humans and machines are made available to one another, rendered legible, actionable, and governable through reciprocal processes of selection, formatting, and response. From this perspective, interfacing is not limited to moments of direct use. It also encompasses the symbolic, aesthetic, and cultural logics through which AI systems are imagined, staged, and normalized in popular culture. The conference therefore examines the representational forms of human-machine relations in popular culture such as Film, Television, and Video Games. 
Beyond individual figures such as robots, replicants, cyborgs, humanoids, or synthetic companions, we also seek research on the broader production, circulation, and reception logics of media – including film and television productions, broadcasters and social media or gaming platforms – through which such interfaces become culturally intelligible and socially consequential, as well as on their enduring and transformative effects on modern society. A media-theoretical perspective highlights how popular representations do not merely reflect technological developments but actively shape the conditions under which AI is perceived, desired, feared, and integrated into everyday culture. A cultural-studies perspective complements this by asking how such representations are produced, circulated, appropriated, and domesticated across different media ecologies. 
This becomes especially visible in science fiction, fantasy, and horror, from Metropolis’s female robot to the fabricated bodies of Ghost in the Shell (1995), Her (2013), Ex Machina (2014), or Blade Runner 2049 (2017), as well as in television series such as Ghost in the Shell (2 seasons, 2002), Humans (3 seasons, 2015-2018), Westworld (4 seasons, 2016-2022), or Black Mirror (7 seasons, 2011-2025), and in video games such as The Talos Principle (2014), and SOMA (2015), NieR: Automata (2017), or Detroit: Become Human (2018). It is further reworked in newer iterations of the Frankenstein trope such as Frankenstein (2025) and The Bride (2026), or in figures of alien and technologically mediated femininity in Poor Things (2023) and Bugonia (2025). 
Taken together, the panel investigates AI interfaces as technical, symbolic, and affective formations that mediate emerging forms of techno-sociality, reorganize the relation between bodies, machines, and the cultural imagination, and reopen fundamental ethical and philosophical questions: Do robots and digital beings possess emotions, agency, or something akin to a soul? Can they think or create independently? Might they be considered subjects of rights? And what do such questions reveal about the shifting boundaries of the human?
We are welcoming perspectives from different geo-political vantage points (South Korea, Japan, Australia, China, India, etc.). The initial idea of the conference was developed by a German-American collaboration as part of the Baden-Württemberg Faculty Mobility Program that also includes student involvement/study abroad components. 

Possible topics include (but are not limited to):
*Reproduction and A.I.
*Gender/Queerness/Binaries in the relationship between Humans and Machines
*Interface between Media industry (popular knowledge) and experts
*Consumption of A.I.
*Fear and Anxiety surrounding A.I.
*Cybernetics and A.I.
*Cyborg, Posthuman, posthumanism
*Adaptive/assistive technology
*Co-creation between humans and machines
*Data feminism
*AI assisted technology
*Gender in automation and decision-making
*Techno-orientalism 
*Gender and AI-powered platform studies 
*Gendered labor and technology
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