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This paper is concerned with how the “nonhuman turn” could translate into a more 
insightful critical agenda for new media studies. I will argue that new media studies relies too 
much on a cultural-studies-driven paradigm centred on participatory culture and human 
interaction to the detriment of the actual computational objects themselves. Inspired by 
recent developments in object-oriented philosophy (OOP)1, this crucial reorientation will 
shed light on the ontological status of the “object” in object-oriented programming, the 
notion of “interaction” in physical computing (a.k.a object-oriented hardware), and, 
ultimately, what can be accomplished by interacting with OOP in the context of 
computational objects that have never been examined from a philosophically informed point 
of view before. 
 
Far from being an instrumental appropriation of OOP, or a purely technical exploration of 
object-oriented programming and physical computing, the paper will make a plea for the 
development of a second phase in OOP in which objects would be further differentiated 
based on their singular ontological properties. In the case of computational objects, I will 
argue that such objects deserve special consideration because they have no precedent: they 
are the first programmable objects in history that can be made to simulate other objects. While 
OOP has put human beings and objects on the same footing, it has not gone far enough in 
singling out particular objects and their properties that differentiate them from other objects. 
The paper will argue for a differentiated philosophy of objects and posit that computational 
objects are a special case.  
 
The last part of the paper being devoted to brief case studies, I will first turn to object-
oriented programming and show how it features data and behaviours that are encapsulated 
in modalities of inheritance and composition (aggregation and association) that allow objects 
to interact with other objects. In the second case study, focusing on physical computing and 
object-oriented hardware, I will discuss Arduino2, which is an open-source hardware 
movement, and examine the three types of interfaces it features: the physical, software, and 
electrical interfaces. The Arduino case study will show how its software object interacts with 
physical and electrical objects such as microcontrollers and the Arduino boards and shields 
in the making of interactive things. These two case studies will thus set the stage for a 
refined version of OOP in terms of computational objects, programming, simulation, and 
interaction.  
 

                                                
1 See Levi R. Bryant, The Democracy of Objects. Ann Arbor: Open Humanities Press, 2011; Graham Harman, The 
Quadruple Object. Washington, DC: Zero Books, 2011; Graham Harman, Prince of Networks: Bruno Latour and 
Metaphysics. Melbourne: re:press, 2009; and Graham Harman, Guerrilla Metaphysics: Phenomenology and the Carpentry 
of Things. Chicago: Open Court, 2005. 
2 See www.arduino.cc 


