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I. Introduction 

Early twenty-first century science fiction cinema has added a striking new layer to the fields of discourse that 
currently weave around the notion of posthumanity (Bishop, 2012). Posthumanism [1] has flung open ample 
avenues for interdisciplinary research in the gamut of literature, informatics, information technology, 
biotechnology so on and forth. Like postmodernism, it overthrows and outreaches its predecessor. It ushers in a 
posthuman protagonist – the technological human – who projects and pits himself vis-à-vis his biological 
counterpart. This technological human, more or less, replaces stability of his biological counterpart.  
Cinematic posthuman fiction in the late capitalist era has urged posthuman fiction wrights to jazz their fiction up 
with a phantasmagoric manifestation of technoculture, hybridity, cybernetics and hyper reality. Such cinematic 
fiction demonstrates a narrative rollout of a posthuman quadruplex with a focus on technoculture oozing out a 
mix of the futuristic technology and the postmodern humanist culture. In such fiction, a posthuman protagonist is 
lobbed into a dystopian pandemonium by posthuman villains who pose him labyrinthine threats and subject him 
to a technological jeopardy. Exercising his posthuman powers judiciously, he emerges victorious.  
The cinematic fiction, Krrish 3 [2], set in Mumbai, spins a narrative trajectory of the twenty-first century 
technoculture of a multimodal subjectivity in which characters toggle between human and nonhuman bodies. The 
action is woven around the world of technoculture, hybridity, cybernetics and hyperreality. Before delving deep 
into posthumanist projections in the contemporary Bollywood cinematic fiction Krrish 3, a definitional turf of 
posthumanism and a quadruplex of the posthumanity needs to be addressed. 

II. Definitional turf of posthumanism and quadruplex of the posthumanity 

 The most cursory review of the literature addressing posthumanism in its current context reveals a host of terms, 
such as ‘posthumanism in fiction,’ ‘technoculture’, ‘hybridity’, ‘cybernetics’ and ‘Hyperreality’ which needs to 
be nailed down in the following way: 

A. Posthumanism in fiction 

Synonymously used as a posthuman fiction, the phrase ‘posthumanism in fiction’ is a blend of two words – 
posthumanism and fiction. The term posthumanism is a noun form of an adjective ‘posthuman’. In critical theory, 
the posthuman is a speculative being that represents or seeks to re-conceive the human. (ibid) Donna Haraway 
defines it as a multilayered and heterogeneous entity capable of comprehending world from many angles at a 
same time which is impossible for a human. To borrow her wording: 
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The posthuman, for critical theorists of the subject, has an emergent ontology rather than a stable 

one; in other words, the posthuman is not a singular, defined individual, but rather one who can 

"become" or embody different identities and understand the world from multiple, heterogeneous 

perspectives. (Haraway, “Situated Knowledges” 1991). 

Rebecca Bishop defines the term computationally in the manner given below:  

a number of scientists and writers variously used the term “posthuman”, “transhuman”, or 

“Human +” to describe an “advanced’ humanity cognitively, physiologically and neurologically 

superior to the human in its current state. NBIC technologies (nanotechnology, biotechnology, 

information technology and cognitive sciences), coupled with advances in genetic manipulation, 

robotics and artificial life, were heralded as the grounds for a form of technocultural 

ubermensch who would ultimately transcend the human itself. (Bishop, 2012) 

On the basis of these definitions, it may be summed up, inter alia, that posthumanism is the phenomenon which 

heralds the advent of biotechnological protagonists powered by artificial intelligence, computing interface and 

technological augmentation setting it wholly apart from its human counterparts.  

The word ‘fiction’ may be defined as “ the form of any work that deals, in part or in whole, with information or 

events that are not real, but rather, imaginary and theoretical—that is, invented by the author. (Fiction, 1) 

The phrase ‘posthumanism in fiction’ refers to a fictional narrative in which speculative characters under 

techno-centric setting and with computational and technological underpinning deliver their performance within 

techno-futuristic unities of time, action and place and eclipse humanist attributes in pursuance of extra-ordinary 

post-humanist features.  

B. Technoculture 

Technoculture explores the changing relationship between technologies, humans, and culture. Wikipedia defines 

Technoculture as "social reception and representation of technology in literature and popular culture from the 

Romantic era to the present" Joseph Dumit comprehensively defines it in the manner below: 

We can situate technoculture then in a busy intersection of academic interests and note some 

special needs to which it points and which it begins to address: (1) building on the cultural 

studies subversion of the high/popular split, it expands studies of technology in society to 

everyday appropriations; (2) it pays attention to the media's role in scientizing us as well as in 

selling science; (3) parts of it draw upon fieldwork and provide practical histories and 

analyses, pushing in the direction of applied cultural studies; and, (4) by refusing to posit 

monstrous enemies in control of technology (especially of communications technologies), it 

provides models for rethinking intellectual technophobia. (Dumit, 2003) 

Thus, technoculture – the foremost characteristics of posthumanism –  is the study of social reception and 

representation of technology in literature, i.e., how the technology is going to impinge upon society dismantling 

an age-old humanist culture which enshrines and espouses homo-centric values and replaces them with anti-

sentimental values, usually, fueling technophobia.   

C. Hybridity  

Hybridity is the key attribute of a posthuman because it is the hybridity which makes him both a man and a 

machine simultaneously. Dr. Ajay Sareen broadly elucidates hybridity in the manner mentioned below: 

Hybridity implies an amalgam of values of two different cultures (cultural hybridity), or of 

physical features of two different races….the result of interaction between two different 

cultures… The hybrid state is occupied by the one who has been 'de-territorialized'… There is 

another sort of hybridity termed as biological hybridity... arising from the mixed identity. 

(Sareen, 2009) 

Hybridity, in the current context, connotes the mixed identity of the posthuman which makes him both a man 

and a machine simultaneously and accords him with a corporeal as well as a virtual mobility. He oscillates 

between human & virtual cultures. 

D. Cybernetics  

Cybernetics is a process by which a biological organism enhances its abilities by the integration of technology 

(Cybernetics, 2014). Dr. T. Ravichandran comprehensively chalking out contour of cybernetics put: 

Cybernetics is the scientific study of communication and control.  It uses feedback as a 

method of controlling living organisms and machines and is applied to the regulatory 

function of computer controlled machines and organisations, automata and robots.  It is an 

umbrella term that covers other specialized subjects like adaptive systems, artificial 
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intelligence, complex systems, control systems, information theory, simulation, and 

systems engineering. (Ravichandran, 2005) 

Two different connotations of cybernetics delineated above need to be clubbed together to be fitted into our 

present analytical framework of cybernetics in a sense that on one hand, it is the process of technological 

transmogrification of a biological organism to make him a posthuman. On the other hand, it is the method of 

controlling both humans and posthumans. 

E. Hyperreality 

Hyperreality is generally defined as a condition in which what is real and what is fiction are blended together so 

that there is no clear distinction between where one ends and the other begins (Hyperreality, Wisegeek 2014). It 

is further defined as “an image or simulation, or an aggregate of images and simulations, that either distorts the 

reality it purports to depict or does not in fact depict anything with a real existence at all, but which nonetheless 

comes to constitute reality (Hyperreality, TheFreeDictionary 2014). 

III. Posthuman Characterization of Krish 3 

There is a three-pronged category of the characters in Krrish 3 that undergoes posthuman characterization, viz, 

A. Posthuman Protagonist (Krrish); 

B. Posthuman Villain (Kaal); 

C. Mutants (Manvars) 

A. Posthuman Protagonist (Krrish) 

Characteristics, such as, rescuing a damaged aircraft flying in the wind or, for that matter, whizzing about 

rescuing little boys and lifting an entire portion of a skyscraper with his bare hands lends Krrish a posthumanist 

halo. Jawaid chalkes out contours and source of Krrish’s charismatic posthumanity:  

In the first of his full-blown action sequences Krrish hops over buildings and slingshots straight 

into the half-open malfunctioning front wheel of an airborne 747…Krrish gets his powers – 

which include a whole lot of super (super speed, super strength, super immunity) – from the Sun 

(Kryptonians are powered by our Sun too). (Jawaid 2013) 

Krrish assumes hybridity, hyperreality and technoculture by switching between a human and a posthuman. For 

instances, when he hears news about an airplane whose front tyres are stuck due to some malfunctioning which 

creates high risk, even if landed, it may explode and so will the passengers inside. Krishna [3] immediately 

changes himself to Krrish and saves the plane from accident by holding the component to make tyres free to 

roam. Krishna secretly takes on the identity of Krrish when robbers barge into a jewellery store, or when a kid is 

dangling off cables between the roofs of tall buildings. (Masand 2013) 

Furthermore, one of key features of posthuman characterization is that the action moves forth in accordance 

with scientific principles that are new or that contradicts known laws of nature, for example time travel, 

wormholes, or faster-than-light travel. We watch Krrish, Kaal and his mutants travelling faster-than-light in 

many scenes, especially when they go combative.  

Krrish 3, Bollywood posthuman cinematic discourse, sets itself apart from its counterparts by Indianizing the 

posthuman depicted in the following way: 

Spare a thought for the Indian superhero. Unlike his Western counterparts – Batman, Superman, 

Iron Man – our guy can’t be dark or brooding. There is no room in his narrative for irony or 

angst. Not only does he have to save the world, he also has to sing and dance. He has to 

propagate family values, convincingly overact in thundering melodrama, defeat a villain who, 

like most villains in Bollywood, laughs a lot and he must cater to and eventually seduce an 

audience that has grown up without a superhero comic book culture. (Chopra 2013) 

In the Bollywood context of course, Superman needs to do a lot more than just fight villains and 

save the world to prove his superhero credentials. Club hopping, dancing in the disc, soaking the 

script with hyper melodrama, a bit of comedy and some six-pack show - you name it, apna 

superhero Krrish does it all. (Chakravorty 2013) 

B. Posthuman Villain (Kaal) 

A telekinetic power wielded by Kaal characterizes him posthumanistically. Kaal has a magnetoesque ability to 

attract metal, assembling a suit of super-armor from the flying floorboards of his lab.  (Chute 2013). He “lives in 

a steel capsule atop a snow-clad cliff and slithers about in a wheelchair. In this strange world, Siberian and 

supernatural, where transparent touch-screens have glowing figures.” (Sharma 2013) 
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C. Mutants (Manvar) 

Characters of posthuman fiction pop out of future human evolution and include aliens, mutants, androids, or 

humanoid robots. In Krrish 3, we watch manvars [4]. Kaal, who is paralyzed waist-down wishes to regain his 

humane powers and so keeps experimenting with humans and animals so as to find a bone marrow that matches 

his. In the process of doing so, he creates what he calls “Manvar” (mutants), a hybrid of “Manav” (Human) and 

“Janvar” (Animal). (Palande 2013) He is a paralyzed super-villain stuck in a wheelchair, who can move objects 

with his mind, and commands a troop of mutants.  

Kaal fuses DNA, to create an assortment of evil mutants called maanvars (manav+jaanwar) - a horned 

Rhinoman, red-eyed Antman, a Frogman (who gives lot of tongue) and a supershapely chameleon Kaya. 

(Mukherjee, 2013) Amongst his most loyal 'maanwars' is the catsuit-clad Kaya, a shape-shifting temptress 

modeled after Mystique. (Masand 2013). Kaya, Kaal's female henchman is created by fusing the serum of a 

woman and a chameleon. She is instrumental in Kaal's scheme because of her ability to take anybody's form 

whenever she wishes. Kaya, carrying out Kaal's instructions, assumes hybridity and hyperreality and, 

consequently, takes Priya's form while Priya is kidnapped by Kaal (Krrish 3 2015) 

 Most of posthumans, except protagonists are devoid of human culture; they do not espouse core humanistic 

values. They (Kaal & his mutants, in the current context) are governed by technoculture. 

IV. Posthuman Thematization of Krish 3 

Thematic thrust of posthuman fiction is often philosophical in nature. It attempts to investigate the impact of 

technologies on human life. It seeks to scrutinize relation between the natural and artificial. The already-

discussed quadruplex foregrounds a kaleidoscopic range of the burning themes which are found omnipresent in 

the contemporary cinematic posthuman fictions under discussion. These themes can be catagorized in the 

following manner: 

A. Technoculture is thematized by showing cultural changes popping out of the interfacing and 

commingling of humans and animals. Such technological transmogrification of humans is shown 

through mutants of Kaal.  

B. Hybridity is thematized through Krrish’s switchover between a human and a superhuman and mutants’ 

bio-technological switchover between humans and animals sans any physical switchover. 

C. Mushrooming influence of cybernetics is thematized through enhancement of abilities by biological 

organisms through integration of technology. Kaal’s technological laboratory churning out mutants is 

characteristic of cybernetic influence. 

D. Hyperreality is thematized through a projection of blurred boundaries between the real and the fiction. 

A posthuman’s vanishing into a superhero and his visiting back to a commoner simultaneously is an 

apt illustration of hyperreality. Besides, telekinetic control wielded by Kaal is symptomatic of 

hyperreality.  

Additionally, thematizing Krrish 3 in a typically posthumanistic vein, one more thematic layer may be ripped 

off, which echoes ethical ethos embedded into its entire edifice. To quote Madhureeta:  

Each time evil awakens in the world, a superhero rekindles his superpowers. This time Krrish is 

back, with thrice the power to destroy the demonic Kaal and his bastion of beastly mutants… 

Kaal wants to spread a deadly virus to exterminate humanity, but Krrish uses his superpowers to 

save 'mankind' from the malignant 'mutakind'. (Mukherjee, 2013) 

V. Deconstruction of Posthuman Binaries in Krrish 3 

Critical evaluation of the posthuman cinematic fiction on the basis of the quadruplex problematizes a slew of 

postcolonial binary juxtapositions such as man vis-à-vis machine, literature versus technology, hyperreality 

versus corporal reality, utopia versus dystopia and posthumanity and professional ethics versus human values. 

These binaries find echo in the four-pronged posthumanization of Krish 3 and represented by Krrish, Kaal & his 

Manvars. Virtue nurturing and nourishing humanism represented by Krrish is pitted against vice nibbling away 

at humanism represented by Kaal and his bastion of beastly mutants. 

VI.  Conclusion 

In a nutshell, posthumanity is concentrated and crystallized around a quadruplex of posthuman powers lying 

bare promises, potentials and perils of technologies for our future generations. Posthuman powers – when 

misused by posthuman villains, such as, Kaal, for their vested interests ranging from perching upon pinnacle of 

capitalistic power to annihilating mankind in one way or the other – perpetuate perils and pangs of technology 

for the human progeny. On the flip side, Posthuman powers – when utilized by posthuman protagonists, such as, 

Krrish, for utilitarian ends – put forth potentials of posthumanism. Thus, this posthuman cinematic discourse 

unveils the herald of forces of both vice and virtue. Welcome trend, however, is invincibility of forces of the 

virtue over forces of the vice quelling even a niggle about eclipse of humanism in posthuman times.   
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VII. Notes 

[1]  Terms posthumanity & posthumanism have synonymously been used. 
[2]  Directed by Rakesh Roshan,’Krrish 3′ is the third film in the sci-fi genre after ‘Koi Mil Gaya’ and ‘Krrish’. (PTI 2013) 

[3]  As a human, the hero is known as Krishna; as a posthuman, he is known as Krrish.  

[4]  A Cheetah Woman, an Ant Man, a Scorpion Woman, a Rhino Man, a Frogman and a supershapely chameleon Kaya form a 
phalanx of posthuman mutants in Krrish 3.  
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