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				ABSTRACT

				As generative artificial intelligence becomes embedded across creative industries, it is reshaping production processes, authorship and aesthetic conventions, particularly within audiovisual media and gaming. This special issue of Hipertext.net examines the implications of these transformations from theoretical, empirical and ethical perspectives. The contri-butions explore how AI tools influence narrative agency, creative labour, and the cultural infrastructures of storytelling.Serna-Bernal and Rubio-Tamayo (2025) analyse how AI redefines 2D design workflows and decision-making, while Letonsaari, Tri-Dung and Tri-Cuong (2025) reassess authorship and user participation in digital storytelling through a post-structuralist lens. Kumar-Putta (2025) addresses the emergence of the “Synthetic Actor”, arguing that AI converts performance into data, raising questions about consent, ownership and labour rights. Valverde-Valencia (2025) proposes a relational model for human–AI creativity, moving beyond interaction towards interdependence. Araneda-Acuña (2025) applies Vygotskian psychology to AI collaboration, seeking to preserve human agency within creative processes.Ferreira (2025) demonstrates how generative AI both reproduces and reveals cultural bias in game narratives, whereas López-Delacruz (2025) contends that AI currently replicates rather than innovates cinematic storytelling. Fernán-dez-Rafael, Cuenca-Amigo and Mujika-Alberdi (2025) show that affective AI’s impact on engagement is limited and context-de-pendent. Finally, Martínez-López and Salvadó-Romero (2025) identify emerging AI-driven aesthetics addressing posthu-manism and ecological themes.Together, these studies suggest a paradigm shift from singular authorship to distributed co-creation. Creativity becomes a negotiated process within probabilistic systems, requiring ethical oversight and critical reflection to counter bias, fragmen-tation and the commodification of human expression.
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				RESUMEN

				A medida que la inteligencia artificial generativa se integra en las industrias creativas, transforma la producción, la autoría y las convenciones estéticas, especialmente en los medios audiovisuales y los videojuegos. Este número especial de Hipertext.net examina las implicaciones de estas transfor-maciones desde perspectivas teóricas, empíricas y éticas, analizando cómo las herramientas de IA influyen en la agencia narrativa, el trabajo creativo y las infraestructuras culturales del relato.Serna-Bernal y Rubio-Tamayo (2025) exploran cómo la IA redefine los flujos de trabajo del diseño 2D y los procesos de decisión, mientras que Letonsaari, Tri-Dung y Tri-Cuong (2025) reevalúan la autoría y la participación del usuario en la narración digital desde una perspectiva posestructu-ralista. Kumar-Putta (2025) analiza la aparición del “Actor Sintético”, mostrando cómo la IA convierte la interpretación en datos y plantea dilemas sobre consentimiento, propiedad y derechos laborales. Valverde-Valencia (2025) propone un modelo relacional de creatividad humano–IA centrado en la interdependencia, y Araneda-Acuña (2025) aplica la psicología histórico-cultural de Vygotsky para preservar la agencia humana en los procesos creativos.Ferreira (2025) demuestra que la IA generativa reproduce y a la vez expone sesgos culturales en las narrativas de los videojuegos, mientras que López-Delacruz (2025) sostiene que, por ahora, la IA replica más que innova el lenguaje cinema-tográfico. Fernández-Rafael, Cuenca-Amigo y Mujika-Alberdi (2025) constatan que la IA afectiva tiene un impacto limitado y dependiente del contexto, y Martínez-López y Salvadó-Romero (2025) identifican nuevas estéticas vinculadas al poshumanismo y al cambio climático.En conjunto, los estudios evidencian un cambio de paradigma: de la autoría individual a la co-creación distribuida, donde la creatividad se negocia dentro de sistemas probabilísticos que requieren supervisión ética y reflexión crítica.
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				Introduction

				As generative artificial intelligence (AI) tools are increasingly integrated into creative industries (Guerrero-Solé & Ballester, 2023, Heigl, 2025), their impact on creative processes, narra-tive structures and visual language becomes a topic for critical research. Particularly within the domains of audiovisual production and gaming, AI tools are increasingly integrated in production at any stage, from ideation, scriptwriting, and automating editing, to visual effects, synthesising voices, creating game assets and personalizing game plays, resha-ping traditional workflows and lowering barriers for creators worldwide (Santoso & Wijayanti, 2024). The integration of AI also presents a range of challenges and risks, including concerns about intellectual property (Novaes & Ferraz, 2025) and authorship (Weber et al., 2024), biases and stereotypes in representation (Bianchi et al., 2023), ethics (Crawford, 2021), authenticity (McCormack et al.,2019), labour relations and technological monopolies, and the impact on creativity (Boden, 1998; Cox et al., 2025; Doshi & Hauser, 2024; Mazzone & Elgammal, 2019). The emerging field of responsible AI in general, and specifically in the creative industries offers an interdisciplinary, systemic and human-centred framework to approach these issues (Dignum, 2018, Ruszev et al., 2024, Trattner et al., 2022, Vallor, 2023).

				This second special issue of Hipertext.net dedicated to AI and communication highlights the enormous interest in how gene-rative technologies are transforming the audiovisual sector on a global scale and takes a closer look at the integration of AI into narrative processes and production workflows in audiovi-sual creation. Contributors to the special issue address—both from theoretical and empirical perspectives—key aspects of the transformation of storytelling forms across genres and formats as diverse as cinema, video games and interac-tive installations, and provide a critical perspective on how generative AI models intervene in the cultural and technical infrastructures of storytelling, influencing how narratives are produced, experienced, and archived across audiovisual media.

				Serna-Bernal & Rubio-Tamayo (2025) explore how generative AI technologies reconfigure traditional 2D design workflows and propose a structured understanding of the ways in which AI goes beyond efficiency and efficacy, and introduces new challenges in decision-making, authoring and creative formu-lation. 

				Letonsaari, Tri-Dung & Tri-Cuong (2025) locate procedural and generative models of storytelling within a historical context, recalling earlier theories that anticipate the de-cen-tering of authorship and narrative agency typical of automatic content creation, in particular Roland Barthes’ and Michel Foucault’s post-structuralist theories. The authors analyze narrative agency in digital media and explore how diffe-

			

		

		
			
				
					RESUM

					A mesura que la intel·ligència artificial generativa s’integra en les indústries creatives, transforma la producció, l’autoria i les convencions estètiques, especialment en els mitjans audiovisuals i els videojocs. Aquest número especial d’Hipertext.net examina les implicacions d’aquestes transformacions des de perspectives teòriques, empíriques i ètiques, i analitza com les eines d’IA influeixen en l’agència narrativa, el treball creatiu i les infraes-tructures culturals del relat.Serna-Bernal i Rubio-Tamayo (2025) exploren com la IA redefineix els fluxos de treball del disseny 2D i els processos de decisió, mentre que Letonsaari, Tri-Dung i Tri-Cuong (2025) reavaluen l’autoria i la participació de l’usuari en la narració digital des d’una perspectiva postestructuralista. Kumar-Putta (2025) analitza l’aparició de l’«Actor Sintètic» i mostra com la IA converteix la interpretació en dades, plantejant dilemes sobre el consentiment, la propietat i els drets laborals. Valverde-Valencia (2025) proposa un model relacional de creativitat humà–IA basat en la interdependència, i Araneda-Acuña (2025) aplica la psicologia històricocultural de Vygotsky per preservar l’agència humana en els processos creatius.Ferreira (2025) demostra que la IA generativa reprodueix i alhora revela biaixos culturals en les narratives dels videojocs, mentre que López-Delacruz (2025) sosté que, per ara, la IA reprodueix més que no pas innova el llenguatge cinemato-gràfic. Fernández-Rafael, Cuenca-Amigo i Mujika-Alberdi (2025) constaten que la IA afectiva té un impacte limitat i depenent del context, i Martínez-López i Salvadó-Romero (2025) identifiquen noves estètiques vinculades al posthumanisme i al canvi climàtic.En conjunt, els estudis apunten cap a un canvi de paradigma: de l’autoria individual a la cocreació distribuïda, on la creativitat esdevé un procés negociat dins de sistemes probabilístics que exigeixen supervisió ètica i reflexió crítica.
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				rent forms of storytelling, including games, journalism, and generative systems, support different levels of user partici-pation in shaping narrative meaning. They critically reevaluate traditional assumptions about authorship, participation, and narrative structure in the context of emerging digital practices, and propose a two-dimensional framework for analysing narrative agency in digital media that positions narrative experiences along two axes: 1) user agency and 2) the origin of narrative content, ranging from authored to algorithmic.

				Drawing on four case studies, Kumar-Putta (2025) examines the symbolic erosion of embodied, human-centric perfor-mance and the emergence of AI-generated or digitally resurrected actors in contemporary cinema. Exploring the implications of ‘the death of the Actor’ for our understanding of authorship, embodiment, presence, labor rights, consent, authorship and ownership, and the ethics of immortality, Putta argues that AI technologies transform the actor from a real, embodied performer into a data asset subject to extrac-tion, manipulation, and decomposition. This transformation culminates in the emergence of the Synthetic Actor, a datafied subject whose functions are distributed across human inten-tion and algorithmic processing, and raises urgent ethical and legal questions regarding creative labor rights, authorship fragmentation (“The Death of the Author” in a material sense), and the commodification of likeness within the framework of platform capitalism.

				By proposing relational processes as a conceptual shift from the paradigm of interaction, Valverde-Valencia (2025) seeks to capture the mutual influence and feedback loops that increa-singly define human–AI creative practice. The article surveys the transition from interaction to relation from different pers-pectives, including post-phenomenology, Actor-Network Theory and contemporary discussions in HCI and HAII, thereby contributing to our understanding of the significance of human-computer interaction for creativity. Valverde-Valencia explores the nuances of the relation paradigm in the cogni-tive, affective and behavioral dimensions and applies it within the audiovisual industry. This application allows for a critical examination of the implications of these new creation forms for traditional and emerging workflows, as well as contribu-ting to debates on labor and ethics. Finally, the article suggests three potential research directions for the empirical study of Human-AI relational processes, and stresses the importance of fostering critical awareness of these relationships in educa-tion.

				Araneda-Acuña (2025) explores the role of AI in creative processes from Vygotsky’s cultural-historical psychology perspective, and offers a novel application of Vygotskian theory to emerging AI technologies, proposing conditions under which AI collaboration can be integrated without compromising human agency.

				Ferreira (2025) analyses how generative AI shapes the narra-tive logic in digital games environments, and how it impacts cultural representations. Since the very architecture of gene-rative models aligns them with hegemonic narrative forms and conventions, AI generated narratives can amplify algo-rithmic biases and reinforce stereotypes; however, they can also, through strategic player intervention, unmask such cons-cious or unconscious biases. The article successfully combines theoretical perspectives with an empirical, mixed-methods analysis of gameplay data and convincingly shows how genre functions both as a scaffold that enables coherence and as a filter that navigates biases. The systematic dataset used in the study, including the detailed coding of player sessions and the final interpretation of the data, demonstrates methodological rigor and provides valuable insight into the strengths and limi-tations of generative storytelling engines.

				López-Delacruz (2025) deals with one of the most impor-tant questions regarding the hypothetical generation of new forms of narrative through the integration of AI in the creative process. The author questions whether AI creates new audio-visual stories or simply replicates established narrative trends in the cinematographic field. Delacruz concludes that, while AI tools promise accessibility and democratization of digital technologies for content generation, from a creative pers-pective they are still limited by established and consolidated styles, narratives and uses of cinematic language, and there-fore do not yet bring about decisive changes in audiovisual practice.

				Fernández-Rafael, Cuenca-Amigo and Mujika-Alberdi (2025) examine how affective AI systems, capable of detecting and responding to human emotional states, influence player enga-gement within a video game context. On the basis of EEG data, the authors ask whether emotional adaptivity significantly influences engagement levels and how individual traits such as gender and gaming experience moderate these effects. While the results of their study reveal no significant diffe-rence in engagement, the authors identify specific subgroups for whom the use of AI provides measurable benefits, thereby underscoring the conditional nature of affective adaptability. Their findings suggest that Affective AI should be deployed selectively and requires profile-aware, stereotype-averse design to be effective and ethically sound, rather than being applied as a universal feature.

				Lastly, Martínez-López & Salvadó-Romero (2025) analyze the films presented in the three editions of the +RAIN Film Festival and identify several aesthetic models that generative AI has introduced into cinematic language in the last years, updating pre-existing forms and adapting them to contemporary issues such as posthumanism, climate change, digital memory, and societies of control.

			

		

	
		
			
				Szilvia Ruszev, Temenuga Trifonova & Frederic Guerrero-Solé

			

		

		
			
				4

			

		

		
			[image: ]
		

		
			
				Hipertext.net, n. 31. 2025 · https://raco.cat/index.php/Hipertext

			

		

		
			
				Overall, the papers in this special issue point at a paradigm shift in the understanding of authorship, agency and creative control in the audiovisual field. Authorship has shifted from a singular human creator to a distributed co-creation model, where the human acts as an orchestrator, curator, or strategist steering a probabilistic system through prompt engineering, while AI functions as a “meta-mediator” with apparent agency. This transition redistributes agency, enabling greater player agency and real-time story influence in contexts like gaming, fostering a symbiotic creative collaboration. A relational model provides better understanding of human-AI collaboration than a model based on the idea of interaction. However, this para-digm introduces significant ethical and practical challenges, including the fragmentation of authorship in audiovisual production, where the actor’s performance is commodified into data assets, raising urgent concerns over intellectual property and likeness rights. Creative control becomes a nego-tiation rather than instrumental mastery, complicated by the tendency of generative AI models to replicate established styles and perpetuate algorithmic biases (such as gender and cultural stereotypes) present in their training data, often resulting in an aesthetic of pastiche and requiring continuous human intervention to ensure ethical and coherent outcomes.
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ABSTRACT

As generative artificial intelligence becomes embedded across
creative industries, it is reshaping production processes,
authorship and aesthetic conventions, particularly within
audiovisual media and gaming. This special issue of Hipertext.
net examines the implications of these transformations from
theoretical, empirical and ethical perspectives. The contri-
butions explore how Al tools influence narrative agency,
creative labour, and the culturalinfrastructures of storytelling.
Serna-Bernaland Rubio-Tamayo (2025) analyse how Al
redefines 2D design workflows and decision-making, while
Letonsaari, Tri-Dung and Tri-Cuong (2025) reassess authorship
and user participation in digital storytelling through a
post-structuralist ens, Kumar-Putta (2025) addresses the
emergence of the "Synthetic Actor’, arguing that Al converts
performance into data, raising questions about consent,
ownership and labour rights. Valverde-Valencia (2025) proposes
a relational model for human-Al creativity, moving beyond
interaction towards interdependence. Araneda-Acufia (2025)
applies Vygotskian psychology to Al collaboration, seeking to
preserve human agency within creative processes.

Ferreira (2025) demonstrates how generative Al both
reproduces and reveals cultural bias in game narratives,
whereas Lépez-Delacruz (2025) contends that Al currently
replicates rather than innovates cinematic storytelling. Fernén-
dez-Rafael, Cuenca-Amigo and Mujika-Alberdi (2025) show that
affective Al's impact on engagement is limited and context-de-
pendent. Finally, Martinez-Lépez and Salvadé-Romero (2025)
identify emerging Al-driven aesthetics addressing posthu-
manism and ecological themes.

Together, these studies suggest a paradigm shift from singular
authorship to distributed co-creation. Creativity becomes a
negotiated process within probabilistic systems, requiring
ethical oversight and critical reflection to counter bias, fragmen-
tation and the commodification of human expression.
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RESUMEN

Amedida que la inteligencia artificial generativa se integra en
las industrias creativas, transforma la produccién, la autoria

y las convenciones estéticas, especialmente en los medios
audiovisuales y los videojuegos. Este nimero especial de
Hipertext.net examina las implicaciones de estas transfor-
maciones desde perspectivas teéricas, empiricas y éticas,
analizando cémo las herramientas de IA influyen en la agencia
narrativa, el trabajo creativo y las infraestructuras culturales
delrelato.

Serna-Bernal y Rubio-Tamayo (2025) exploran cémo la IA
redefine los flujos de trabaio del disefio 2D y los procesos

de decisién, mientras que Letonsaari, Tri-Dung y Tri-Cuong
(2025) reevaldian la autoria y la participacién del usuario

enla narracién digital desde una perspectiva posestructu-
ralista. Kumar-Putta (2025) analiza la aparicién del *Actor
Sintético’, mostrando cémo la IA convierte la interpretacién

en datos y plantea dilemas sobre consentimiento, propiedad

y derechos laborales. Valverde-Valencia (2025) propone un
modelo relacional de creatividad humano-IA centrado en la
interdependencia, y Araneda-Acufia (2025) aplica la psicologia
histérico-cultural de Vygotsky para preservar la agencia
humana en los procesos creativos.

Ferreira (2025) demuestra que la IA generativa reproduce y
ala vez expone sesgos culturales en las narrativas de los
videojuegos, mientras que Lpez-Delacruz (2025) sostiene que,
por ahora, la IA replica mds que innova el lenguaje cinema-
togrdfico. Ferndndez-Rafael, Cuenca-Amigoy Mujika-Alberdi
(2025) constatan que la IA afectiva tiene un impacto limitado
y dependiente del contexto, y Martinez-Lépez y Salvadd-
Romero (2025) identifican nuevas estéticas vinculadas al
poshumanismo y al cambio climdtico.

En conjunto, los estudios evidencian un cambio de paradigma:
de la autoria individual a la co-creacién distribuida, donde la
creatividad se negocia dentro de sistemas probabilisticos que
requieren supervision ética y reflexién critica.
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