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Avatars:  between  replicants  and  androids  on  
the  screens;  the  human  being  abandons  
himself

Avatars:  between  replicants  and  androids;  
the  human  being  abandons  himself

The  film  Blade  Runner  is  one  of  the  most  notorious  examples  in  which  fictional  robots,  with  a  human  
appearance  and  built  in  laboratories  with  part  of  their  genetic  material,  are  presented  as  a  plausible  
substitute  for  people.

What  are  the  causes  that  have  aroused  the  human  interest  or  need  to  replace  oneself?  What  evidence  
can  we  find  of  this  in  different  media?  And  finally,  what  consequences  could  begin  to  emerge?

Since  the  1980s,  communication  on  screens  has  experienced  a  massive  acceleration,  both  with  the  
emergence  of  mobile  phones  and  the  popularization  of  the  Internet  and,  finally,  the  widespread  use  of  
artificial  intelligence.  The  construction  of  science  fiction  narratives  increasingly  resembles  contemporary  
communicative  reality.

SUMMARY:

Through  different  theoretical  contributions  and  practical  examples,  it  is  concluded  that  there  is  a  progressive  
and  exponentially  growing  presence  of  human  alienation  through  avatars,  replicants  and  substitutes  on  
the  screens  of  the  different  media.
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The  film  Blade  Runner  is  one  of  the  most  notable  examples  where,  in  fiction,  robots  with  human  appearance  and  built  in  laboratories  with  part  of  the  

genetic  material,  are  proposed  as  a  plausible  substitute  for  humans.  Communication  on  screens  since  the  1980s  has  undergone  massive  acceleration  

both  with  the  advent  of  mobile  phones  and  the  popularization  of  the  internet,  and  finally,  the  widespread  use  of  AI.  The  construction  of  science  fiction  

narratives  increasingly  resembles  contemporary  communicative  reality.
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1.1.  Replicants  replace  humans  in  fiction

cinematographic

1/  Scott,  R.  (1982).  Blade  Runner.  USA.  Film  based  on  the  novel  Do  Androids  Dream  of  Electric  Sheep?,  
by  Philip  K.  Dick  (1968),  a  science  fiction  classic  in  which  a  bounty  hunter  must  hunt  down  rebel  androids  
in  a  dystopian  future.
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1.  Introduction

The  etymology  and  meaning  of  the  verb  “to  replicate”,  to  copy  exactly,  to  replicate,  in  Latin  

ripiegare,  to  double,  to  repeat,  to  make  anew,  raises  a  question:  what  need  is  there  to  repeat,  

to  copy  the  human  being?  Is  the  human  being  not  self-sufficient?  Why  copy  if  there  is  the  

possibility  of  creating?  What  impeded  need  for  creation  and  natural  human  reproduction  gives  

way  first  to  assisted  reproduction,  then  to  artificial  reproduction  and  finally  to  the  production  of  

synthetic  replicants?

If  this  doubt  arises  from  a  1982  film,  Blade  Runner,  which  shows  a  dystopia  that  supposedly  

takes  place  in  2019,  a  year  in  which,  coincidentally,  the  real  world  witnesses  the  massive  

emergence  of  digital  and  virtual  relationships  due  to  the  lockdown;  2019  is  the  gateway  to  the  

popularization  of  chatbots,  artificial  intelligence  (AI)  through  ChatGPT  and  the  proliferation  of  

customizable  mini-avatars  on  smartphones  on  a  large  scale.

Humans  are  abandoning  screens  –  cinematic,  video  or  mobile  –  giving  way  to  android  

replicants  and  avatars.

What  is  it  that  humans  are  so  afraid  of  that  they  need  to  replace  themselves  with  avatars,  

replicants  and  finally  surrogates  who  represent  them  on  mobile  screens,  giving  them  

supernatural  powers  and  features?  If  in  science  fiction  aliens  invaded  the  Earth,  in  real  life  the  

screens  are  invaded  by  artificial  beings  who  take  the  place  of  people.  Behind  each  avatar  

there  is  a  simulation  of  oneself,  an  alienation  of  each  being.

Replicants  are  semi-organic  androids  created  with  genetic  engineering  techniques,  marketed  

by  the  Tyrell  Corporation,  as  told  in  the  fiction  Blade  Runner  (Ridley  Scott,  1982)1 .  The  action  

takes  place  in  a  future  2019  in  which  the  Earth  is  abandoned  by  healthy  and  chosen  humans,  

who  move  to  live  on  other  planets  because  it  is  contaminated  and  overpopulated,  the  animals  

have  disappeared  and  the  plants  are  synthetic.  In  fiction,  androids  are  designed  to  help  in  

many  tasks  and  to  be  as  similar  as  possible  to  human  beings,  but  physically  better  and  with  a  

higher  intelligence.

beauty,  Fellini,  Sorrentino,  Benigni,  Barthes,  Monteverde,  Capra,  purity,  truth,  goodness.

What  are  the  causes  that  have  sparked  human  interest  or  need  to  replace  themselves;  what  evidence  can  we  find  of  this  

in  different  media,  and  finally  what  consequences  could  start  to  be  outlined.

KEY  WORDS:

Through  various  theoretical  contributions  and  practical  examples,  a  progressive  and  exponentially  growing  presence  of  

human  alienation  through  avatars,  replicants,  and  substitutes  on  the  screens  of  different  media  is  concluded.
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Then,  RoboCop  (Paul  Verhoeven,  1987)  introduces  RoboCop,  a  cybernetic  policeman  who  fights  

evil.  More  recently,  WALL-E  (Andrew  Stanton,  2008)  shows  us  an  adorable  cleaning  robot  on  a  

post-apocalyptic  Earth.  Finally,  Ex  Machina  (Alex  Garland,  2015)  introduces  Ava,  an  incredibly  

advanced  android  whose  behavior  between  good  and  evil  is  relativized.  Until  arriving  at  animated  

productions  such  as  Avatar

(James  Cameron,  2022),  in  which  humans  are  the  great  enemy  of  an  idyllic  and  perfect  world  of  

avatars.  In  Avatar:  The  Way  of  Water,  the  Na'vi,  including  Jake  Sully  and  Neytiri,  are  the  good  

protagonists,  while  humans,  especially  the  villain  Colonel  Miles  Quaritch,  are  the  evil  antagonists  

who  want  to  destroy  them  and  their  way  of  life  and  their  natural  environment.

Avatar  in  computing  is  the  graphic  representation  of  a  user  on  the  Internet:  in  video  games,  chat  

lines  or  metaverse  (Stephenson,  1992)2 .  They  are  substitute  images  that  inhabit  the  onlife

Robots  have  appeared  on  the  big  screen  almost  since  the  origin  of  cinema  itself,  where  it  

seems  that  the  representation  of  human  beings  in  images  is  increasingly  insufficient.  One  of  the  

pioneering  films  that  features  robots  is  Metropolis  (Fritz  Lang,  1927),  which  shows  robots  in  a  

futuristic  city  in  which  there  are  robots  like  Maria,  with  an  evil  version  created  to  sow  chaos.  In  The  

Day  the  Earth  Stood  Still  (Robert  Wise,  1951),  we  find  the  alien  robot  Gort,  a  good  robot  like  his  

descendants  in  Star  Wars.  The  film  Forbidden  Planet  (Fred  M.  Wilcox,  1956)  introduces  Robby  the  

Robot,  one  of  the  most  iconic  positive  and  helpful  characters.  Later,  in  2001:  A  Space  Odyssey,  

we  find  the  alien  robot  Gort,  a  good  robot  like  his  descendants  in  Star  Wars.

(Stanley  Kubrick,  1968),  HAL  9000  appears,  an  advanced  AI  that  starts  out  neutral  and  then  turns  

evil.  The  Star  Wars  saga:  Episode  IV  -  A  New  Hope  (George  Lucas,  1977)  introduces  us  to  the  

beloved  androids  R2-D2  and  C-3PO.  Coming  to  the  already  mentioned  Blade  Runner  (Ridley  

Scott,  1982),  where  replicants  appear  like  Roy  Batty  who  make  us  question  humanity  and  

conscience,  glimpsing  the  first  emotions.  Then,  The  Terminator  (James  Cameron,  1984)  introduces  

us  to  the  implacable  evil  Terminator  T-800.

Replicants  are  semi-synthetic  creatures  endowed  with  AI  and  take  over  the  film's  action  while  

representatives  of  the  human  species  leave  the  scene.

just  like  the  genetic  engineers  who  created  them;  they  have  been  implanted  with  false  memories  

and  it  is  hypothesized  that  they  may  develop  their  own  emotions.

(Floridi,  2012)3 .  The  philosopher  Luciano  Floridi  explores  how  the  omnipresence  of  information  

and  communication  technologies  has  blurred  the  line  between  online  and  offline,  creating  a  new  

experience  of  hyperconnected  reality:  onlife.  They  have  the  ability  to  represent

in  the  metaverse

1.2.  Avatars  inhabit  the  onlife,  replacing  human  beings.
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3/  Floridi,  L.  ( 2012).  «The  Onlife  Manifesto:  Being  Human  in  a  Hyperconnected  Era».  The  concept  of  onlife  
appears,  which  is  the  universe  created  in  the  networks.

2/  Stephenson,  N.  (1992)  Cyberpunk  Snow  crash.  Novel  in  which  a  3D  virtual  world  (metaverse)  is  populated  

by  digital  human  replicas.  The  term  metaverse  appears  for  the  first  time,  which  interconnects  subjects,  
spaces,  objects  in  the  virtual  world.
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Deepfake  is  a  technique  that  uses  AI  to  create  videos  or  images  that  manipulate  a  person's  

appearance,  making  them  appear  to  say  or  do  things  they  haven't  actually  said  or  done.  This  

technology  is  becoming  increasingly  advanced  and  difficult  to  detect,  raising  concerns  about  

its  misuse.  Famous  recent  examples  of  deepfake  use

Examples  include  a  2022  video  showing  Ukrainian  President  Volodymyr  Zelensky  calling  on  

his  armed  forces  to  surrender  during  the  conflict  between  Russia  and  Ukraine.  Another  example  

is  a  2022  deepfake  video  of  Russian  President  Vladimir  Putin  showing  him  declaring  peace.  In  

2021,  a  series  of  deepfake  videos  on  TikTok  showed  actor  Tom  Cruise  performing  magic  

tricks.  In  2020,  Channel  4  published  a  satirical  video  showing  a  computer-generated  version  of  

Queen  Elizabeth  II  in  her  Christmas  message.

In  2023,  a  video  on  ITVX  showed  Nicki  Minaj  and  Tom  Holland  playing  a  couple  in  a  comical  

situation.  These  examples  show  how  deepfake  technology  can  be  used  both  for  entertainment  

and  to  deceive  or  manipulate.  The  human  being  is  distorted,  changed  into  itself.

Avatars  need  a  copyright  that  the  originals  must  protect  against  their  own  copies  or  third  

parties.  The  CEO  of  Meta  has  spent  between  1  and  5  million  dollars  to  buy  the  rights  to  the  

avatars  of  some  celebrities  (2024).  Tom  Hanks  had  to  report  the  abusive  use  of  his  image  by  

changing  it  through  AI.

The  already  well-known  deepfake  surprised  Spaniards  at  Christmas  2024  with  fake  images  

generated  by  AI  in  which  antagonistic  politicians  such  as  Sánchez  and  Feijóo,  or  Yolanda  Díaz  

and  Isabel  Ayuso  hugged  each  other,  all  dressed  in  Christmas  sweaters  (2024)4 .

American  football  star  Deion  Sanders  has  also  managed  to  have  his  virtual  version,  developed  

by  Metaphysic  (2021),  used  by  the  Procter  &  Gamble  brand  to  promote  a  razor  advertisement.  

Fran  is  a  Disney  AI  that  has  rejuvenated  Harrison  Ford  for  Indiana  Jones  5.  Amber  is  the  AI  

clone  of  the  heiress  Paris  Hilton.

A  politician  campaigning  in  the  metaverse,  a  player  in  a  video  game  or  a  singer  in  a  concert  in  

second  life.  Clones  generated  with  AI  are  already  a  new  business  in  brand  and  celebrity  

marketing.  Music,  fashion,  film  and  sports  stars  already  have  their  replicas  and  exploit  them.  

The  soccer  player  Neymar  has  managed  to  have  his  avatar,  created  by  MetaHuman  (2022),  

be  the  image  of  a  model  of  Puma  brand  sneakers.  The  actress  Salma  Hayek  has  had  her  

replica  in  the  first  episode  of  the  last  season  of  the  television  series  Black  Mirror.  The  former  

model  Eva  Herzigova,  at  the  Metaverse  Fashion  Week  event,  presented  her  digital  clone,  

made  by  MetaHuman  (2023),  to  parade  on  the  virtual  catwalks  wearing  digital  copies  of  high  

fashion  dresses.

The  human  corporeal  is  lost,  it  dissolves,  just  as  in  Hindu  iconography  and  mythology,  

where  the  avatar  represents  the  human  being  who  incarnates  in  divinity,  dissipating  in  it;  in  the  

avatar,  in  the  replicant,  in  the  fake  substitute,  the  person  becomes  immaterial,  digitalized  and  

synthesized.

4/  United  Unknown  (2024).  «The  magic  of  Christmas».  Social  Network  X.

1.3.  Deepfake  and  other  human  defeats
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It  is  from  online  platforms  and  video  games  and  their  online  version  that  the  creation  of  a  digital  identity  

begins  to  be  used  on  a  large  scale.  The  use  of  avatars  on  video  game  screens  began  in  1980,  and  their  

presence  has  increased  by  100%,  becoming  an  integral  part.  In  2020,  there  were  approximately  30  

million  active  players  in  MMORPGs  such  as  World  of  Warcraft  and  Final  Fantasy  XIV.  In  2021,  it  was  

estimated  that  there  were  more  than  1  billion  online  video  game  players  worldwide,  with  their  

corresponding  avatars.  In  2023,  the  global  online  video  game  market  generated  approximately  US$26.14  

billion  in  revenue,  which  translates  to  a  growth  of  9.8%  compared  to  the  previous  year.  In  2020,  online  

video  game  revenue  experienced  a  significant  increase  due  to  the  global  outbreak  of  COVID-19,  which  

forced  many  people  to  stay  at  home  and  turn  to  digital  avenues  of  entertainment  and  find  new  channels  

to  connect  with  others.  Although  the  growth  trend  has  normalized,  online  gaming  remains  a  popular  

activity,  with  an  estimated  1.1  billion  online  gamers  worldwide  currently,  with  China,  South  Korea,  and  

Japan  being  the  countries  with  the  highest  online  gaming  reach  among  the  population.5  By  2024,  the  

number  of  concurrent  players  with  avatars  reached  in  the  most  successful  game,  Black  Myth:  Wukong,  

has  been  2.5  million.

In  1979,  the  PLATO  role-playing  video  game  Avatar  began  to  popularize  the  term  "avatar"  in  the  video  

game  world;  later,  in  1985,  Richard  Garriott  used  the  term  "avatar"  to  describe  the  user's  representation  

in  the  video  game  Ultima  IV:  Quest  for  the  Avatar.  Avatars  became  an  integral  part  of  video  games.

The  popularization  of  avatars  on  mobile  phones  began  thanks  to  the  rise  of  smartphones  and  social  

media  in  the  2000s.  On  mobile  screens,  the  growth  of  avatar  use  has  been  exponential  since  2010,  

when  they  are  integrated  into  mobile  messaging.  The  evolution  of  mobile  avatars  reaches  the  

implementation  of  three-dimensional  avatars;  technology  advances  in  the  use  of  graphical  operating  

systems,  graphical  APIs,  and  development  tools  to  create  and  synchronize  these  mobile  human  

substitutes  (Baldassari  et  al.,  2017)6 .  In  2022,  it  was  estimated  that  there  were  1.3  billion  monthly  active  

users  on  instant  messaging  applications  using  avatars.  In  2023,  about  81.4%  of  the  world's  population  

had  access  to  a  mobile  phone,  and  many  of  these  people  use  avatars  on  social  media  applications.  

Avatars  allowed  users  to  personalize  their  profiles  and  represent  themselves  in  supposedly  more  

personal  and  creative  ways,  but  actually  the  construction  of  those  mobile  human  substitutes

5/  Statista  (2024).  Retrieved  from:  https://www.statista.com/topics/1551/online-gaming/

6/  Baldassari,  S.;  Cerezo,  E.,  and  Urra  Cuairán,  O.  (2017).  University  of  Zaragoza.  “3D  avatars  on  mobile  
devices”  project.  Zaragoza,  Department  of  Computer  Science  and  Systems  Engineering,  University  of  
Zaragoza.

1.5.  Mobile  avatars  for  everyone

1.4.  Video  games  and  avatars
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2.  Results:  increasing  presence  of  avatars  
and  similarities  in  communication

3.  Conclusions:  from  aliens  to  
alienated  man

to  express  personal  identity.  On  Snapchat,  Bitmoji  (personalized  avatars)  are  used  by  over  250  million  users  daily.  

With  the  growth  of  virtual  reality,  it  is  estimated  that  there  are  over  170  million  VR  users  worldwide,  many  of  whom  use  

avatars  in  virtual  environments;  for  example,  on  platforms  like  VRChat,  users  can  create  personalized  avatars,  and  

there  are  reportedly  over  4  million  monthly  active  users.  The  numbers  are  clear:  by  2024,  billions  of  users  will  be  using  

the  same  avatars.

of  players  around  the  world  are  using  avatars;  data  on  the  last  40  years  of  the  evolution  of  avatar  use  speak  of  an  

exponential  increase.  According  to  forecasts,  the  metaverse  market  will  have  a  very  significant  growth,  which  from  

2025  to  2030  could  increase  fivefold  (Statista,  2024)7 ;  this  metaverse  will  be  inhabited  by  avatars.

More  than  2.7  billion  people  play  video  games  worldwide,  and  many  of  them  use  personalized  avatars;  games  such  

as  “Fortnite”  and  “Roblox”  have  reported  that  millions  of  users  create  and  customize  their  avatars.  For  example,  

“Roblox”  has  more  than  200  million  monthly  active  users,  and  avatar  customization  is  one  of  its  most  popular  features.  

Platforms  such  as  Facebook,  Instagram,  and  Snapchat  allow  users  to  create  avatars.  On  Facebook,  for  example,  it  

was  reported  that  more  than  400  million  users  have  created  an  avatar.  Avatars  on  social  media  are  used  to  create  

avatars  that  are  more  popular  than  ever.

It  occurs  through  interchangeable  substitutes  that  contribute  nothing  of  the  unique  person  and  creative  human  essence.

There  are  many  ethical  and  psychological  challenges  that  arise  with  the  increasing  reliance  on  these  digital  identities,  

such  as  privacy,  authenticity  and  the  impact  on  self-esteem.

There  are  many  ethical  and  psychological  challenges  that  arise  with  the  increasing  reliance  on  these  digital  

identities.  Avatars  are  influencing  our  society's  privacy,  authenticity  and  self-esteem,  affecting  our  social,  work  and  

personal  lives.

Avatars  are  not  only  communication  tools,  but  also  extensions  of  our  identity,  which  have  the  power  to  transform  our  

relationships  and  the  way  we  perceive  ourselves  and  others  (Petrov,  2022)8 .  A  falsification  of  one's  own  image  is  

created,  what  in  real  life  is  done  with  cosmetic  surgery,  in  the  virtual  world  is  left  to  Photoshop  or  applications  such  as  

AirBrush  or  Facetune,  which

Dr.  Daniela  Musicco  Nombela.  «Avatars:  between  replicants  and  androids  on  screens;  the  human  being  abandons  
himself».  Communication  and  Man.  2025,  No.  21,  pp.  0-0.  DOI:  https://doi.org/10.32466/eufv-cyh.2025.21.875.13-19

7/  Retrieved  from:  https://es.statista.com/temas/8703/el-metaverso/#topicOverview

8/  Petrov,  V.  (2022).  «The  Age  of  Avatars:  How  Digital  Identities  Are  Transforming  Society».  Explores  how  digital  identities  and  

avatars  are  changing  the  way  we  interact  online.
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They  sell  the  idea  of  feeling  more  secure  with  one's  own  appearance;  avatars  have  only  taken  this  falsification  of  

oneself  to  the  extreme.  The  digital  image,  although  false,  is  considered  more  important  than  the  real  one.  Alter  egos,  

second  selves,  are  built,  which  have  been  growing  and  perfecting  since  men  invented  the  first  robots  in  the  18th  

century  and  with  them  the  avatars  began  their  history  (Spinrad,  1980)9 ,  growing  with  digital  relationships  and  "onlife",  

reaching  with  the  era  of  AI  to  supplant  people,  alienating  them  and  leading  them  to  abandon  themselves.
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