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Abstract - Cyberpunk has become an important cultural practice that explores the current fears about technology, identity, and 

power in a creative way. This paper aims to conduct a qualitative analysis of cyberpunk in various forms of media, such as 

novels, films, and video games, in an attempt to explore the ethical, philosophical, and social-technological issues that lie behind 
the genre. The paper employs descriptive, interpretive, and comparative approaches to analysis, drawing on existing Western 

cyberpunk texts, as well as selected Indian texts, which leads to a discussion of the global aspect of the genre that has been 

studied insufficiently. Based on postmodern theory and criticism of the arts of speculative fiction, the analysis explores how the 

portrayal of Artificial Intelligence, the space of cybernetics, and posthuman subjectivity indicate the current anxiety over 

surveillance and power, as well as the fragmentation of culture. The results indicate that cyberpunk is not only a futuristic and 

speculative fiction genre but also a critical tool that can be used to analyze the current technological changes and their 

meaningful implications for human agency and social order. 

Keywords - Artificial Intelligence, Cyberpunk, Comparative Media, Ethical Representation, Hyperreality, Postmodern Theory, 
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1. Introduction  
The cyberpunk genre presents a rich and layered domain 

for scholarly exploration, offering narratives that delve into 

dystopian futures, technological upheavals, and the 

reconfiguration of human identity. This study aims to 

investigate cyberpunk as a complex and multi-dimensional 

genre by analyzing its narrative structures, visual aesthetics, 

and thematic resonances across diverse media, including 

literature, film, and interactive platforms. Given the genre’s 
intricate engagement with ethical, social, and philosophical 

questions, qualitative research methods provide the most 

suitable framework for a nuanced examination of its content 

[1]. This paper adopts a qualitative methodology that 

foregrounds descriptive, interpretive, and comparative 

approaches to unpack the genre's evolving discourse. Through 

this lens, the research explores how cyberpunk grapples with 

issues such as Artificial Intelligence, identity formation, and 

socio-technological transformation. Particular attention is 

paid to the genre's historical development and its capacity to 

critique and reflect on the cultural anxieties of both the present 

and imagined futures. 

A unique contribution of this study lies in its inclusion of 

Indian cyberpunk narratives, such as River of Gods, The Wall, 

and Machinehood, which reframe the genre’s traditionally 

Western orientation. These texts not only expand the global 

narrative of cyberpunk but also offer culturally grounded 
perspectives on technology, power, and resistance. By 

situating these works within a broader theoretical context—

drawing from postmodernism, speculative fiction studies, and 

socio-technical critique—the research highlights how 

cyberpunk operates as a medium for reimagining 

contemporary social realities. 

In doing so, this study lays the methodological 

groundwork for examining cyberpunk’s capacity to function 

as both a reflection of and a response to technological 

advancement and the complex dilemmas of modern societies. 

The chosen research design aligns closely with the study’s 
objectives, ensuring a structured and ethically sound inquiry 

that bridges current and futuristic perspectives on technology, 

culture, and identity. 

The paper is organized into seven sections. Section II 

outlines the qualitative research design and methodological 

framework. Section III surveys key cyberpunk texts across 

media formats. Section IV outlines the analytical approach, 

employing descriptive, interpretive, and comparative 
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methods. Section V addresses ethical considerations in the use 

of data. Section VI acknowledges the study’s scope and 

methodological limitations. Section VII concludes with a 

synthesis of findings, reaffirming cyberpunk’s critical lens on 

technology and society. 

1.1. Research Objectives 

The following are the goals of this study:  

 To examine ethical and philosophical issues that are 

portrayed in cyberpunk stories in various media formats. 

 To make a comparison between Western and Indian texts 

of the genre of cyberpunk to identify differences in 

culture in the representations of technology.  

 To analyze cyberpunk as an act of reflection and criticism 

of modern socio-technological actualities. 

 

1.2. Novelty and Contribution of the Study 
This study offers a comparative, cross-media qualitative 

analysis that extends beyond traditional literary examinations 

of cyberpunk. By incorporating Indian cyberpunk narratives 

alongside Canonical Western Works, the research contributes 

a broader global perspective to cyberpunk studies. 

Furthermore, the study foregrounds ethical and philosophical 

inquiry as central analytical lenses, thereby positioning 

cyberpunk as a meaningful framework for understanding 

present-day technological and cultural challenges. 

1.3. Research Description 

The study of cyberpunk has emerged alongside the 

development of Western literary and film cultures, with a 
significant focus on films and books such as Neuromancer and 

Blade Runner. According to early research, cyberpunk is a 

reaction to late capitalism, acceleration of technology, and 

postmodern fragmentation with a focus on corporate 

hegemony, virtual reality, and posthuman identity. Theorists 

of postmodernity have frequently employed the concepts of 

simulation, hyperreality, and the destabilization of 

subjectivity to analyze cyberpunk narratives. Other, more 

current papers have extended the cyberpunk analysis to 

address issues of artificial intelligence, surveillance, and 

digital labor, raising ethical concerns. Scholars have explored 
the notion that cyberpunk is a reflection of modern-day 

concerns with data privacy, automation, and technological 

inequality, particularly in relation to global capitalist systems. 

However, much of this work remains confined to text or 

cinematic criticism, and there is limited interaction between 

this work and other interactive media, such as video games. 

Indian cyberpunk fiction, such as Ian McDonald, Gautam 

Bhatia, and S.B. Divya, brings culturally based attitudes 

towards technology, social hierarchy, and government. These 

works incorporate cyberpunk tropes into the postcolonial 

environment, exploring issues such as resource scarcity, 

digital labor, and state control. Although they are relevant, 
these works are commonly handled individually and rarely 

become part of a larger comparative/ethical analysis of 

cyberpunk. These gaps in the current literature are, therefore, 

twofold, as the lack of systematic comparative analysis of 

cross-media and the lack of non-Western cyberpunk 

characters in ethical and philosophical discourses. The current 

research aims to address these gaps by employing a 

qualitative, comparative approach that explores cyberpunk as 
a genre with a global responsiveness and influence from 

various socio-technological environments. 

2. Research Methodology and Design 
The methodology for this study is qualitative research 

focusing on text and media analysis. Qualitative research 

methods are constructive when analyzing the interrelations 

between the studied literature, media, or culture, as some 
genres, such as cyberpunk, are multiply interpretable [1]. That 

is why this approach enables the researcher to focus on such 

aspects as narratives, themes, and aesthetics of cyberpunk. 

Due to the employment of the qualitative research approach, 

the study seeks to recover the ethical issues, social concerns, 

and philosophical questions that characterize cyberpunk 

literature and media [2].  To enrich this study with a global 

perspective, the research incorporates analyses of Indian texts 

and academic papers exploring cyberpunk themes within 

Indian Contexts. Works like River of Gods by Lan McDonald 

delve into the interplay of advanced technology, cultural 

identity, and societal dynamics unique to India [3].  

The Wall of Gautam Bhatia explores futuristic urban 

landscapes and questions the societal impact of technology 

within confined and hierarchical systems [4]. Simulacrum by 

Rahul Kanakia explores the intersection of identity and reality 

in a tech-dominated dystopia, highlighting the moral 

dilemmas posed by Artificial Intelligence and Surveillance. 

Machinehood by S.B. Divya addresses themes of the gig 

economy, human augmentation, and societal class struggles in 

a near-future setting. Scholarly articles such as “Cyberpunk 

Beyond Border: Indian Contributions to Speculative Fiction” 

emphasize how Indian literature reinterprets cyberpunks' 
central motifs, including the relationship between technology 

and tradition [5]. These references provide a comparative lens 

to examine how cyberpunk adapts to and reflects the distinct 

technological and ethical concerns in Indian society.              

This design is especially appropriate for decoding the 

multi-layered semiotic meanings that are characteristic of 

cyberpunk stories and understanding how these layers interact 

in terms of tech, person, and system. 

Fig. 1 Research Methodology 

Qualitative 
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2.1. Rationale 

The use of a Qualitative Research approach is quite 

appropriate when addressing the research questions and aims 

of this study because the narratives, themes, and aesthetics of 

cyberpunk are central to the investigation [6]. Such objectives 
require a hermeneutic paradigm that can reveal the multiple 

ethical, social, and philosophical registers that are concealed 

in cyberpunk literature, media, and cultures. 
 

Qualitative research is instrumental in this regard because 
it focuses more on exploring naturally occurring phenomena, 

where little attention is paid to seemingly isolated ‘facts,’ and 

the attitudes and behaviors of people are inherently contextual 

[7]. In that respect, this approach is singularly well-equipped 

to address the complexities of analyzing cyberpunk themes in 

several ways. Firstly, cyberpunk’s semantic potential tends to 

be multilevel and thus might be effectively deciphered only in 

detail, for instance, the relationship between technology, the 

Self, and Power [8]. The use of a qualitative framework 

enables the researcher to delve deeper into these layers and 

explain how concepts such as corporate dominance, ethical 
concerns, and posthuman personae manifest in different media 

forms. Secondly, unlike quantitative or mixed-method studies, 

qualitative research does not translate the complexity of 

cultural stories into numbers or embark on an enterprise of 

generalizing culture.  

 

For instance, studying texts like Neuromancer and Blade 

Runner or any other cultural productions requires paying 

attention to the semantic features of novels or films, which 

cannot be described with overwhelming precision using 

statistical methodology. That is why the qualitative approach 

is used to maintain the focus on the interpretative aspect of the 
genre and provide readers with a broader vision of its cultural 

and philosophical value. The purpose of this work is to explain 

this choice of methodology to explain the development of 

cyberpunk as a genre in literature, movies, and video games 

[1]. A comparative analysis, which is at the heart of this 

research, gains advantages from the qualitative approach 

because it emphasizes similarities and paradoxes of the 

representation and reconsideration of cyberpunk themes in 

various media products. Through such changes, the study not 

only identifies the main developmental stages of the genre but 

also its capacity to respond to and engage the current society 
and technology concerns.  

 

Finally, the reason for selecting the qualitative research 

methodology is the necessity to address the research 

objectives presented in the first chapter of the study in relation 
to the problem of defining cyberpunk as a cultural 

phenomenon and its reflection of contemporary technological 

and ethical concerns [9]. Following this approach not only 

adds to the knowledge contribution to the topic of analysis, 

which is cyberpunk, but it also ensures that the study 

maintains its focus on the interpretative and thematic 

concerns. 

2.2. Research Approach 

The research employs three interrelated qualitative 

methods: descriptive, interpretive, and comparative methods. 

 

2.2.1. Descriptive Method 
The descriptive approach is used in order to compile and 

describe the cycles of cyberpunk narratives, motifs, and the 

stylistics used. These concerns include the manner in which 

cyberpunk establishes its dystopian landscapes, represents 

the’ merging of technologies with the human body, and its 

reflection on social power dynamics. In this way, the study 

provides a comprehensive understanding of these elements, 

which can be used to support further interpretive and 

comparative analysis [10]. For example, the currently most 

iconic motifs typical of cyberpunk, such as neon-lit rain-

soaked cityscapes, have to be researched to prove the use of 

specific motifs in the visualization of the genre’s themes. 
 

2.2.2. Interpretive Method 

Interpretation takes up most of this research because the 

work aims at establishing the ethical/philosophical values and 

tenets of cyberpunk texts. Through hermeneutics, the research 

will examine how primary texts address subjectivities, actions, 

and ethics in the age of technology [11]. For instance, 

Neuromancer will be investigated in terms of cyberspace as a 

constituent of the self, and Blade Runner will be reviewed 

with reference to artificial intelligence and the humanity of 

robots. It is also the interpretive method that allows for a more 
profound understanding of the cyberpunk sociopolitical angle, 

where these narratives both reproduce and question today’s 

issues, such as corporate power and surveillance. 

 

2.2.3. Comparative Method 

A comparative analysis is applied to compare and contrast 

thematic and stylistic consistencies and contradictions 

between various media representations of cyberpunk [12]. 

When analyzing texts, such as literary works like 

Neuromancer, alongside biopics like Blade Runner, and video 

games like Cyberpunk 2077, the study aims to identify how 

the concept of cyberpunk is translated across different media. 
This method will also reveal how various media reinforce or 

limit some aspects of cyberpunk’s cultural commentary, as 

well as provide an understanding of the development of the 

genre in contemporary contexts. 

 

2.3. Theoretical Framework 

The research theory applied to this study originates from 

postmodern critique and speculative fiction criticism, as 

outlined in Chapter 2. As for cyberpunk as a subgenre, the 

narrative elements are even more postmodern in the sense of 

fragmentation, hyper-reality, and the relative discrediting of 
great meta-narratives. These characteristics correlate with 

theorizations of postmodern thought, most notably that of 

Jean Baudrillard, who sees within simulacra and simulation 

the elements of the cyberpunk world [13-14]. In this context, 

postmodern critique is used in the study to analyze how 
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cyberpunk narratives undermine historical constructions of 

identity, subjectivity, and social order in response to 

technological advancements [15]. 

 

Further development of the framework is achieved 
through the analysis of speculative fiction, where cyberpunk 

is located within the tradition of discussing real-life issues 

through fictional settings. This way, they expand the works of 

scholars such as Darko Suvin and Ursula K. Le Guin, who 

explain how cyberpunk uses the technique of setting science 

fiction in logically probable future worlds [16-17]. This 

enables the study to combine a textual analysis of cyberpunk 

with a critical look at issues of the present day through the 

cyborg aesthetic. 

 

2.3.1. Interlinking Postmodern Critique and Speculative 

Fiction Criticism with Methodological Choices 
For this study, postmodern critique and speculative 

fiction criticism theories are informed and adopted 

significantly, with each coming with a different perspective 

through which the complexities of cyberpunk as a genre can 

be understood. Acknowledging postmodern critique by Jean 

Baudrillard and Fredric Jameson as a theoretical base, 

cyberpunk migrates such postmodernist features as 

fragmentation, hyperreality, and the denial of the Great 

Narratives [13-14], [18]. This conclusion resonates with 

Baudrillard’s idea of simulacra, in which representations 

supplant reality and create a new postmodern hyperreality. For 
instance, the sense of cyberspace presented by the author of 

Neuromancer as the world of identity and power answers to 

the postmodernist discussion of reality and vitality. 

 

Criticism of speculative fiction also contributes to this by 

situating cyberpunk within the tradition of addressing 

contemporary social issues through the use of futuristic and 

imaginary settings. Critics such as Darko Suvin introduced the 

concept of “cognitive estrangement,” which involves 

presenting familiar concepts to the reader in a thoroughly 

otherworldly setting, forcing them to reconsider many of 

society's existing values [19]. There is no better playground 
for cyberpunk, as it thus places technological progress in front 

of profound ethical and philosophical questions SF explores, 

as in Blade Runner’s AI: Is it human? Or Altered Carbon’s 

class divide? The speculative component thus enables the 

analysis to transcend time-based realities and be applied to 

both current realities and future scenarios. 

 

2.3.2. Incorporating Critical Theory and Media Studies for 

Broader Analytical Depth 

To add another layer of analysis to this paper, this study 

combines critical theory and media lens. Some points from the 
critical theory, and specifically the Frankfurt School, focusing 

on power relations and cultural analysis, enhance the concepts 

of corporate domination and monitoring in cyberpunk [20]. 

Herbert Marcuse and his ideas, particularly technological 

rationality and the one-dimensional society, provide the key 

aspects of cyberpunk criticism of technology. Such concepts 

are fundamental when considering curiosity for the way in 

which characters of cyberpunk stories deal with such notions 

of subjectivity and agency in technocratic cultures [21]. 

 
Media studies offer a complementary way of looking at 

cyberpunk themes because the concentration is on the. Media 

Type adds needed dimension to the themes because the focus 

is on the. It becomes relevant here where Marshall McLuhan 

famously said, “The Medium is the Message”. 

 

When comparing the way the cyberpunk aesthetic 

translates from literature to cinema, television, and video 

games. For example, the film Blade Runner suggests the 

postmodern urban environment’s general sadness and 

hopelessness through rich and detailed neon imagery, and 

Cyberpunk 2077, by contrast, might enable players to directly 
grapple with and respond to the moral concerns through strong 

acting in the game. Consequently, the study acquires a critical 

appreciation of how various mass media influence the 

portrayal and interpretation of cyberpunk elements within this 

genre and its development over time [22]. 

 

2.3.3. Application of Theoretical Perspectives 

The methodological approach in this research is 

descriptive, interpretive, and comparative, and is grounded in 

these theories. Interpretive paradigm enables the 

understanding of disaggregated stories and philosophical 
conundrums, including the ‘Identity Crises’ of cyborgs. A 

comparison of cyberpunk and core themes benefits from 

speculative fiction criticism when examining the 

transformation of cyberpunk across media and cultural 

boundaries [23]. On the other hand, critical theory and media 

studies ensure that elements of socio-political consideration 

and aesthetic differences in cyberpunk works are captured in 

the descriptive analysis. Firstly, having addressed 

postmodernism, post-industrialism, and the information age in 

tandem, the framework does not simply fit the study’s 

qualitative approach; it also allows for a comprehensive and 

theoretically robust interpretation of the multifaceted narrative 
and aesthetic and thematic parameters of cyberpunk [24]. 

Broadening the structure in this way provides a strong context 

for interpreting the multiple layers inherent in the genre and 

ensures that the research serves a significant purpose in the 

existing academic literature on cyberpunk and speculative 

fiction. 

 

3. Data Collection 
This research study relied on a qualitative data collection 

method using both primary and secondary research methods 

to map out the thematic and narrative development of the 

cyberpunk genre. The sources comprise writings on media as 

well as writings in media, in the form of novels, films, 

television series, and video games. These texts were selected 

to analyze the genre’s development through time and 

frequency, and discuss matters that change identity, ethical 
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issues, and technology in society. Certain movies and books 

that stand out as cyberpunk are Do Androids Dream of Electric 

Sheep? Neuromancer, Blade Runner, and Cyberpunk 2077 

accurately portray several key concerns of postmodern society 

regarding AI, purchase of consciousness, and social 
stratification. The analysis of the Indian cyberpunk literature, 

including River of Gods by Ian McDonald, The Wall by 

Gautam Bhatia, and Machinehood by S.B. Divya, was also 

discussed. These texts address issues of AI ethical concerns, 

systemic social class, and ethical concerns related to human 

enhancement within India-specific scenarios. For instance, 

The Wall has a somewhat fictional setting that concerns the 

rebellion, the surveillance, and the future use of technologies 

on society, and Machinehood discusses the gig economy and 

bioethics surrounding biotechnology. 

Consequently, all of the chosen primary texts are coded 

narratively and compared with respect to the themes, which 
address the social and technological issues mentioned in the 

frameworks. Secondary resources add more value to the study 

by offering theoretical implications, factual information, and 

criticism. Such sources include refereed journals, critical 

essays, interviews, conference proceedings, and other forms 

of published works. Essays published in Science Fiction 

Studies, Journal of Postmodern Fiction, and Journal of Indian 

Literature Studies present analyses of crucial topics such as 

cyberspace, identity, and critiques of technology, with 

reference to Indian speculative fiction.  

This paper draws on the work of philosophical and 
postmodern gurus like Jean Baudrillard, Fredric Jameson, 

and Donna Haraway in factions such as simulation, hyper-

reality, and cybernetic societies. This way, secondary sources 

comment on, interpret, or present an analysis of primary texts. 

Rahul Kanakia’s Simulacrum is a narrative of selling reality 

in India. To bring together these disparate materials and 

activities, there are such methods as literature mapping, 

integrative reviews, and cross-references. One of these 

approaches is used in order to define which areas are still 

relevant to the studies, another to watch specific themes, and 

the third is used in order to find correspondences between the 

conceptual directions and texts. Simulation theory, as 
developed by Baudrillard, is employed in the exposition of 

The Matrix, while Jameson’s concept of late capitalism helps 

define corporate dominance in Blade Runner. As a result, this 

work presents an analysis of the narratives and themes of 

cyberpunk, utilizing both primary and secondary sources. 

3.1. Primary Text 

Source materials are crucial to this inquiry as they include 

notes from the actual fractured narratives, themes, and 

aesthetic features of cyberpunk. The texts selected cover 

literature, movies, TV productions, and video games because 

these genres have developed as media have shifted. This 
categorization guarantees the examination of all years and 

media, guaranteeing a comprehensive development of the 

subject of cyberpunk. 

3.1.1. Literature 

 1968: Blade Runner, the first source was Do Androids 

Dream of Electric Sheep? By Philip K. Dick, [25] a novel 

that laid the groundwork for the Blade Runner film by 
exploring artificial intelligence, identity, ethical issues, 

and many other elements that refer to the modern 

society’s relation to technology. 

 1984: The term ‘Cyberspace,’ and the cyberpunk 

worldview, was defined by William Gibson in 

Neuromancer, along with power structures, personality, 

and the issue of technology becoming a part of people’s 

lives [26]. 

 1991: Synners by Pat Cadigan. Synners is a very thought-

provoking book for sci-fi fans, as Cadigan focuses on the 

concept of consciousness as the new source of 
commodification and raises the issue of ethical usage of 

technology  [27]. 

 2002: The novel Altered Carbon by Richard K. Morgan 

is a contemporary treatment of such cyberpunk 

conventions as body swapping, on the themes of 

immortality and social class [28]. 

 2005: River of Gods by Ian McDonald. This novel 

borrows from the cyberpunk genre while situating it 

within the Indian social and cultural realities, addressing 

issues such as Artificial Intelligence, water crisis, and the 

social class system. It provides a perspective that is 

neither modern nor postmodern, but postcolonial, 
examining tradition and technology in future India. 

 2021: The Wall, Gautam Bhatia imagined in a state of 

plausible future, this text explores the consequences of 

being enclosed in closed hierarchical structures. In 

analyzing the events of the plot, it is possible to mention 

the rebellion, surveillance, and an ethical concern of 

technological control. 

 2021: Machinehood by S.B. Divya. The novel presents a 

cyberpunk theme, including human enhancement, the gig 

economy, and elites and proles, and wages a critique of 

bioinformatics and artificial intelligence in the present 
day. However, it also raises concerns about the ethical 

implications of relying on this technology. 

 2015: Simulacrum by Rahul Kanakia. This work explores 

the complexity of existence in an illusory postmodern 

society where megacorporations control not only its 

population but also its reality. They set profound socio-

economic and existential issues within the context of a 

technologically defined world. 

 

3.1.2. Film and Television 

 1982: Blade Runner, a visionary work that shows the test 
and impact of capital on human, humane development in 

a world dominated by vast engaging technologies [29]. 

 1999–2003: Matrix film trilogy analyzes the postmodern 

issue of the hyper reality, freedom, and the Sophist and 
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existentialist opposition of man versus machine [30]. 

 2017: Blade Runner 2049, a sequel that increases the 

depth of themes that can be found in the original film 

regarding identity, artificial intelligence, and ecological 

decay [31]. 

 2018–2020: Altered Carbon Netflix series using the novel 

by Morgan as a source to visually and metaphorically 

enhance cyberpunk’s consideration of identity and moral 

concerns [32]. 

 2022: The series named Cyberpunk: Edge Runners 

focuses on the problems of inequality and the influence of 

the economy on people who use cybernetics [9]. 

 2024: SAC_2045 Final Season–Ghost in the Shell, based 

on the concept of quantum computers, secure warfare, 

and AI administration [33]. 

 
3.1.3. Video Games 

 1999: System Shock 2, a critically acclaimed game 

focusing on an overview of present and potential 

problems posed by computer AI and human inferiority 

[34]. 

 2000–2016: The Deus Ex series encompasses various 

aspects, including, amongst others, Transhumanism, 

surveillance, and power [35]. 

 2020: Cyberpunk 2077, the game is based on high-stakes 

corporate control, cyber dysphonia, and the moral 

implications of advancement in technology [36]. 

 2023: Starfield: Neon City contains only a cyberpunk 

theme with references to urban environments and a 
realistic background related to the exploitation of 

resources by megacorporations [37]. 

 

Inclusion Criteria 

 Canonical Works: Certain texts are chosen to represent 

the cyberpunk genre, such as Neuromancer and Blade 

Runner. 

 Diversity of Media: The study is therefore able to grasp 

how cyberpunk themes progress across literature, films, 

television, and video games. 

 Relevance to Core Themes: In essence, pieces that deal 
with such issues as identity, ethics, and the social 

implications of technology are given preference. For 

example, Cyberpunk 2077 and Altered Carbon are 

fundamental for understanding modern concepts such as 

identity or surveillance. 

 
Table 1. Chronological Evolution of Cyberpunk Primary Texts and Themes (1968-2024) 

Year Medium Title/Work Themes Explored 

1968 
Literature Do Androids Dream of 

Electric Sheep? 

AI ethics, identity, human vs machine 

1982 Film Blade Runner Corporate dominance, humanity, and artificial intelligence 

1984 Literature Neuromancer Cyberspace, corporate control, identity 

1991 Literature Synners Commodification of consciousness, ethical dilemmas 

1999 
Video 

Game 

System Shock 2 AI dominance, human vulnerability 

1999–2003 Film The Matrix trilogy Hyper reality, AI autonomy, philosophical freedom 

2000–2016 
Video 

Game 

Deus Ex series Transhumanism, surveillance, and power dynamics 

2002 
Literature Altered Carbon Consciousness transfer, immortality, and societal 

stratification 

2005 
Literature River of Gods AI, water scarcity, societal stratification, and cultural 

interplay 

2015 Literature Simulacrum Reality vs identity, surveillance, AI-driven dystopia 

2017 Film Blade Runner 2049 AI ethics, identity, and ecological degradation 

2018–2020 Television Altered Carbon (Netflix) Identity, morality, and consciousness transfer 

2020 
Video 

Game 

Cyberpunk 2077 Corporate dominance, cybernetic augmentation, ethics 

2021 Literature The Wall Surveillance, societal hierarchies, rebellion 

2021 Literature Machinehood Human augmentation, gig economy, class disparities 

2022 Anime Cyberpunk: Edgerunners Economic disparity, cybernetic augmentation, rebellion 

2023 
Video 

Game 

Starfield: Neon City Resource exploitation, megacorporations, and dystopian 

urban settings 

2024 
Television Ghost in the Shell: SAC_2045 

Final Season 

Quantum computing, cyber warfare, and AI governance 
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Analysis Methods 

 Thematic Coding: Examine and list active motifs in the 

selected texts (future technophobia, post-identity crises); 

explain their significance in the overdevelopment of 

cyberpunk’s social commentary. 

 Narrative Analysis: It is suggested to analyze cyberpunk 

plots and characters, including their development of a 

role, as well as the concept of the setting, to unpack the 

series’ take on social and technological questions. 

 Comparative Analysis: Differences in focusing on 

different aspects of the thematic material. Thus, one can 

compare the way in which Artificial Intelligence is 

depicted in Blade Runner and Cyberpunk 2077, and how 

distinct platforms affect pedestrians’ perception. 

 

3.2. Secondary Sources 
Secondary data is an essential component for providing 

depth, context, and scholarly rigor to the analysis of primary 

texts in the study of cyberpunk. These include:  

3.2.1. Academic Articles 

Empirical journals provide empirical findings and critical 

discourses of cyberpunk stories. Some articles are from 

Science Fiction Studies and Journal of Postmodern Fiction 

[38-39]. These articles assist in understanding cyberspace as 

an object and interpret its key themes, which seem to be 

identity, ethics, and a critique of technology. 

Scholarly journals like the Journal of Indian Literature 

Studies and the Asian Science Fiction Research Journal give 
perspective to cyberpunk aspects of Indian speculative fiction. 

Articles like "Cyberpunk Beyond Borders: Indian 

Contributions to Speculative Fiction" explore themes of 

identity, ethics, and the relationship between tradition and 

technology in Indian contexts. Similarly, The Wall by Gautam 

Bhatia demonstrates that cyberpunk is rooted in societal 

stratification and technological reliance. 

3.2.2. Critical Essays and Books 

Postmodernism is accessible, and knowledge about it 

stems from prior theoretical studies by Fredric Jameson, Jean 

Baudrillard, and, more specifically, their views on simulation 
and hyperreality [13-14]. These are vital for decoding the 

philosophy and culture of cyberpunk that the subgenre 

develops. 

Previous papers like Postmodernism in Indian Science 

Fiction explain how cyberpunk motifs take up residence in 

Indian literature and demonstrate that Machinehood by S.B. 

Divya critiques the gig economy and biotechnology morals. 

3.2.3. Interviews and Reviews 

Primary sources include author commentary and 

director’s insights into the creative and cultural processes of 

cyberpunk works by William Gibson and Ridley Scott [40]. 

Interviews with authors such as Ian McDonald and 

Gautam Bhatia, being from East Asia and South Asia, 

respectively, included in the book Speculative Voices of the 

East (2023), pointed towards similar observations about their 

writing and the Cyberpunk genre. 

3.2.4. Conference Proceedings and Edited Volumes 

Professional papers and essays published in academic 

conferences on speculative fiction and cyberpunk offer 

diverse points of view from other fields, so they are helpful in 

identifying developments. 

Asian Speculative Fiction Symposium (2023), present 

papers consider how Indian cyberpunk treatments tackle 

issues such as urban dystopias, artificial intelligence, and post-

culture in Simulacrum by Rahul Kanakia. These proceedings 

have presented some useful benchmarks. 

3.2.5. Role of Secondary Sources 

Providing Context 
Secondary sources frame primary texts within historical, 

cultural, and theoretical contexts. For example, critical 

interpretations of Neuromancer bathe the novel in 1980s 

technological discourses, which reveal how the novel 

predicted the existence of cyberspace and virtual worlds. 

Similarly, River of Gods is critically analyzed in light of 

India’s real-world scarcity and AI ethics. 

Critiquing Primary Texts 

There are critical reviews by scholars here, which offer 

different interpretations and focus on the remaining parts. 

Blade Runner’s sexism and the ecological criticisms of 
Altered Carbon as representative of the abuse of the natural 

world are also parts of its representation of the future. 

Simulacrum critiques the commodification of reality in a 

uniquely Indian Setting.  

Supporting Theoretical Frameworks 

Secondary sources serve to ground the research on strong 

theoretical frameworks. For example: 

 Jean Baudrillard and the simulation of simulacra and 

simulation help to dissect the aspects of hyper reality in 

the Matrix. 

 Transhumanist and cybernetic identity can be explained 
by elaborating on Donna Haraway’s Cyborg Manifesto. 

 

Key Databases and Journals 

a) Databases 

 JSTOR India Access 

 Springer Nature Link  

 Open Library  

 

Table 2 provides documentation of Essential Cyberpunk 

Research Databases. 
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Table 2. Essential Cyberpunk Research Databases 

Database Relevance to Cyberpunk Research 

JSTOR India 

Access 

JSTOR provides access to a vast collection of scholarly articles and journals. It is essential for exploring 

theoretical frameworks, historical contexts, and critical analyses of cyberpunk themes such as AI ethics, 
identity, and societal impacts of technology. 

Springer 

Nature Link 

This database offers access to books and articles on cultural studies, science fiction, and technology. It is 

crucial for understanding the intersection of speculative fiction with advancements in AI, cyberspace, and 

Transhumanism within cyberpunk narratives. 

Open Library 

Open Library provides free access to primary texts and archival materials. It is vital for obtaining original 

cyberpunk literature, such as Neuromancer or Do Androids Dream of Electric Sheep?, to study their 

narratives and thematic developments. 

b) Journals 

 Science Fiction Studies: Specializes in speculative fiction 

and cyberpunk. 

 Journal of Postmodern Fiction: Presents such themes as 

subject, identity, and moral issues, as well as nonlinear 

story arcs. 

 Cultural Studies: Discusses intersections of technology 

and societal trends. 

 

Method of Engagement with Secondary Sources 

a) Literature Mapping 

Secondary data from available literature will be reviewed 

in order to determine research gaps that will inform the 

positioning of the study within current trends. This concerns 

the translation of when and how cyberpunk themes were 

addressed by society. 

b) Integrative Review 

The main conclusions drawn concurrently from various 

research sources will be integrated. For example, the videos 

are going to show negative comments on Cyberpunk 2077 and 

compare them to earlier similar texts, such as Neuromancer. 

c) Thematic Cross-Referencing 

To support interpretations, secondary sources will be 
attached to primary texts. For example: 

 From an analytical perspective, Baudrillard’s ideas on 

simulation will help in understanding the movie, The 

Matrix. 

 Jameson’s concept of late capitalism will explain 

corporate influence in Blade Runner. 

 

 
Table 3. Mapping Contemporary Insights into Cyberpunk Narratives (2020-2024) 

Year Source Type Key Contributions 

2020 

Books Donna Haraway's Staying with the Trouble discusses ecofeminism relevant to cyberpunk. 

Academic Articles Articles in Science Fiction Studies analyze Cyberpunk 2077. 

Films/Media Westworld Season 3 explores cyberpunk aesthetics and AI governance. 

2021 

Books Baudrillard’s reprinted Simulacra and Simulation remains crucial for hyperreality. 

Conferences Cyberpunk sessions at the Speculative Futures Forum focus on the metaverse. 

Academic Articles Articles in Cultural Studies explore digital labor in Altered Carbon. 

2022 

Books The Ethics of AI explores philosophical challenges mirrored in cyberpunk narratives. 

Academic Articles JSTOR papers analyze environmental critiques in Altered Carbon. 

JSTOR papers analyze "The Wall" by Gautam Bhatia for its societal critiques. 

Films/Media Cyberpunk: Edgerunners highlights the concept of cybernetic identity and corporate exploitation. 

2023 

Edited Volumes The Futures of Cyberpunk anthology explores post-pandemic themes in cyberpunk. 

Academic Articles Journal of Postmodern Fiction publishes on gender and technology in Blade Runner. 

Journal of Indian Literature Studies publishes on themes in Machinehood. 

Art Exhibitions Neon Dreams Exhibition showcases cyberpunk aesthetics and societal commentary. 

2024 

Books AI and the Future of Work discusses ethical challenges resonant with cyberpunk. 

Films/Media Ghost in the Shell: SAC_2045 Final Season expands cyberpunk’s global narrative. 

Conference Papers Speculative Fiction Conference examines the ethics of digital twins and AI in media. 



Omdev Dahiya et al. / IJHSS, 12(6), 81-94, 2025 

 

89 

4. Research Methods 
The analytical framework for this research employs three interrelated methods: descriptive interpretation and comparative 

analysis. All these methods together make it possible to consider the contours of the discursive formation of cyberpunk, as well 

as its recurring themes, ethical questions, and media variations. 

 
Fig. 2 Research Methods Overview: Methods in Cyberpunk Analysis 

 

4.1. Descriptive Method 
The descriptive method is centered on discovering and 

classifying subjects that relate to cyberpunk, including the 

typical themes, motifs, and styles. This method guarantees that 

all elements of the current genre are covered to provide a basis 

for further analysis of distinctive features [10]. 

 
4.1.1. Focus Areas 

Themes: Major topics like postmodern technology, loss 

of self, corporate hegemony, and social classes. 

 Aesthetic Elements: Cityscape and neon lights with 

references to rain, smooth technology interacting with 

worn-down surroundings. 

 Character Archetypes: Hackers and rebels, together with 

cyborgs, who are all the figures arguing with the system 

in movies and novels. 

 
4.1.2. Application 

 Describing the socio-technological relations in 

Neuromancer, what it does to construct cyberspace as a 

territory of identity, for instance. 

 Documenting the modes of the film Blade Runner, for 

instance, the film noir features that enhance existentialist 

features of existentialism. 

 

4.1.3. Outcome 

 The descriptive method offers a list of the traits that are 

attributed to the genre of cyberpunk, thus forming a 

starting point for the interpretive and comparative 

assessment. 

Table 4 provides an overview of the descriptive methods. 

Table 4. Descriptive Method Overview 

Aspect Focus Example 

Themes 
Technological 

dystopia 

Corporate control 

in Blade Runner. 

Aesthetics 
Neon-lit, urban 

decay 

Visuals in 

Cyberpunk 2077. 

Character 

Archetypes 

Hackers, rebels, 

and cyborgs 

Case in 

Neuromancer. 

 

4.2. Interpretive Method 
The interpretive method examines the moral choices, 

existential issues, and sociopolitical commentary presented in 

cyberpunk stories. This method reveals social and cultural 

ramifications of the genre that are not easily discernible by 

other ordinary methodologies [11]. 
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4.2.1. Focus Areas 

 Ethical Dilemmas: Topics that were discussed include the 

Legal status of artificial intelligence, owning rights to 

data, and the topic of human enhancement. 

 Philosophical Questions: Reflection on self, the world, 
and the ‘ought,’ within technologically driven scenarios. 

 Societal Critique: Exposition of methods of corporate 

dominance, social class, and environmental pollution. 

 

4.2.2. Application 

 Understanding what it means to consider the ethical 

dilemmas of AI-human relationships in Blade Runner, 

including but not limited to replicants' desire for their 

subjectivity. 

 Exploring social concerns about Life and Mind upload in 

Altered Carbon. 

 

4.2.3. Outcome 

 The interpretive method helps read cyberpunk works, 

paying attention to the current ethical and social questions 

included in the texts. 

The following Table 5 provides an overview of 

Interpretive Methods 

Table 5. Interpretive Method Overview 

Aspect Focus Example 

Ethical 

Dilemmas 

AI rights, data 

privacy 

AI autonomy in 

Blade Runner. 

Philosophical 

Questions 
Identity and reality 

Cyberspace in 

Neuromancer. 

Societal 

Critique 

Corporate control, 

class divide 

Stratification in 

Altered Carbon. 

 

4.3. Comparative Method 

The comparative method analyses how the themes and 

visual language of cyberpunk are translated from literature to 

filmmaking and video games. It sheds more light on the 

differences in narration and themes [12]. 

4.3.1. Focus Areas 

 Media-Specific Adaptations: What kinds of ideas of 

cyberpunk are reflected in novels, and which ones are 

reflected in films and games? 

 Thematic Comparisons: The differences between 

Cyberpunk pieces of art, such as Neuromancer and 

Altered Carbon, concerning virtual realities and human 

identity. 

 Aesthetic Differences: Semantic differences in the visual 

and storytelling approaches across media forms. 

 
4.3.2. Application 

 A comparative analysis of cyberspace representation as 

portrayed in the textual production Neuromancer and the 

Netflix series Altered Carbon. 

 Analyzing how Cyberpunk 2077, as an interactive media, 

impacts user engagement with corporate exploitation in 

comparison with traditional storytelling. 

 

4.3.3. Outcome 

 The comparative method emphasizes the translatability 

and the development of cyberpunk across media space, as 

the genre proved to be able to fit new technological and 

cultural environments. 

Table 6 provides an overview of comparative methods. 

Table 6. Comparative Method Overview 

Aspect Focus Example 

Media-Specific 

Adaptations 

Novels vs. 

films vs. 

games 

Cyberspace in 

Neuromancer vs. 

Altered Carbon. 

Thematic 

Comparisons 

Identity, 

corporate 

exploitation 

Corporate hegemony 

in Blade Runner vs. 

Cyberpunk 2077. 

Aesthetic 

Differences 

Visual and 

narrative 

styles 

Noir visuals in Blade 

Runner vs. neon 

aesthetics in 

Cyberpunk 2077. 
 

The use of descriptive, interpretive, and comparative 

approaches, the above analytical paradigm affords a 

composite evaluation of cyberpunk stories. The identification 

method registers the genre’s components, the hermeneutic 

method identifies its connotations, and the relational method 

demonstrates its versatility by crossing the media divide. 

When combined, these approaches afford a sound platform for 

considering a comprehensive set of themes and the cultural 

resonance of cyberpunk. 

5. Ethical Considerations in Research 
Issues of ethics form the premise of this study since they 

act as a guideline in maintaining integrity in the study and 

avoiding cases of plagiarism of works that belong to other 

writers and scholars. Due to the strength and nature of this 

particular kind of research that primarily involves the 

interpretation of published documents and secondary data, due 

consideration has been paid to copyright issues, questions of 

authorship, and minimizing interpretational prejudice. 

5.1. Copyright and Intellectual Property Issues 

It means that the objects of the study are various written 

works: books, articles, films, and video games belonging to 

different authors that are protected by the right of copyright. It 

is mandatory to adhere to these laws to avoid infringement and 

maintain ethical standards. 

5.1.1. Fair Use Doctrine 

This research relies on the fair use doctrine, which 

permits the use of copyrighted works in various ways, 

including criticism, commentary, and scholarly research [22]. 
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Text quotations, moving scenes from the films, and game 

images will only be included in the work and only as 

illustration materials. 
 

5.1.2. Attribution of Original Creators 

Any work cited in this report will be done using the 

correct Citation Styles, such as APA, ensuring that the original 

owners, filmmakers, or game developers are acknowledged 
[17]. It also encompasses times when a person directly quotes 

information from a source and times when a person 

adopts/conveys the ideas expressed in a source in their own 

words. 

 

5.1.3. Usage Permissions 

If there are occasions where such large amounts of an 

excerpt or other forms of media (for instance, screenshots or 

video clips) are used, permission from the copyright owner 

will be obtained [15]. This is helpful in order to give 

recognition to the ownership of copyrights in the conduct of 
the study. 

 

5.2. Ethical Use of Secondary Data 

Secondary data is an important aspect of the study, which 

uses articles, critical essays, and interviews to support the 

investigation. More is necessary to guarantee the ethical 

application of these assets. 
 

5.2.1. Proper Attribution 

Great care will be taken to cite the secondary sources used 

in order to give credit to other scholars and critics [24]. This 

involves attributing one or some ideas, theories, or 

interpretations derived from their works. 
 

Avoiding Misrepresentation 

The study will also ensure that secondary data is depicted 
as it is, without being distorted in any way. For example, if a 

given scholar is cited with the intent and argument, the source 

shall be used to prevent selective or deliberate misuse of 

information. 
 

Transparency in Source Selection 

Fulfilling a methodological objective, the application of 

particular forms of secondary sources will be justified and 

linked to the study's aims. Such transparency also guarantees 

that the study is firm and follows proper academic and ethical 

frameworks [20]. 
 

5.3. Mitigating Potential Biases in Interpretation 

Interpretative analysis, by nature or by necessity, always 

has a degree of subjectivity about it that can lead to bias. It is 

worth stating that acknowledging biases to enter into the 

further part of the study is an important step to prevent biases 

that may affect the credibility and reliability of the study. 
 

5.3.1. Peer Review and Feedback 

All the research papers will be reviewed by peers, as the 
authors will consult with their academic leaders to minimize 

bias [41]. This social process enhances the critical evaluation 

of interpretations made in the process, whereby they are made 

collaboratively. 

Awareness of Researcher Bias 

The researcher bows to the fact that they may have 
developed a bias when analyzing the results of the study. In 

order to overcome this, the analysis will employ a fair and 

comprehensive consideration of different sources of primary 

and secondary studies [43]. 

Diverse Perspectives 

Secondary sources will employ both domestic and 

international opinions, a number of critical theories, so as to 

prevent overrepresentation of any one theory or ideology [44]. 

For instance, the papers related to feminist, postmodern, and 

ecological perspectives will all be taken into account. 

Systematic Approach to Analysis 

The analysis used in this research remains highly 
structured to control for subjectivity; for instance, the use of 

thematic coding and comparison [45]. This approach ensures 

that the research adheres to a consistent analytical structure, 

maintaining concrete and workable objectivity. 

6. Limitations of the Study 
This research acknowledges that it is subject to various 

limitations that define its scope and approach. In this case, the 

interpretation and evaluation of cyberpunk texts and media are 

of particular importance, and the study is mainly limited to 

exploring a chosen sample of them. This approach, on the 

other hand, entails a detailed study of the selected piece; 

therefore, it does not cover the varieties and development of 

the genre. However, the methodology and sources of 

information used are also qualitative, which include subjective 

assessments and are analyzed based on modern technological 

and cultural contexts, differing from the characteristics of the 

emergence of cyberpunk. These are discussed in detail below: 

6.1. Scope Limitations 
This is a limited research based on the analysis of selected 

Cyberpunk Texts and Media; Neuromancer, Blade Runner, 

and Altered Carbon among them. Despite this, they are only 

half of what cyberpunk is, a collection of universal motifs and 

visual styles. Cyberpunk has since grown over the years, 

developing subgenres and involving multiple stories across 

the globe. However, due to the present attempt to provide 

richness in analysis, this work is limited to a sample of texts 

and, therefore, cannot address variations and nuances within 

the given genre [42]. To provide examples, texts produced in 

non-Western cultures, or other subcultural media such as indie 
games or regional prose, are not within the scope of this 

investigation. Therefore, although the study is restrictive in its 

approach, the exclusion of the potential of other ideas, which 

would have enriched the concept of cyberpunk, is recognized. 
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Therefore, although the study is restrictive in its approach, the 

exclusion of the potential of other ideas, which would have 

enriched the concept of cyberpunk, is recognized. 

6.2. Methodological Constraints 

This study is not devoid of certain methodological 
limitations; some of these are inherent in the use of 

interpretive paradigms, mainly bias that arises from its 

qualitative nature. The study operates on the assumption that 

the researcher can interpret meaning from texts, and as such, 

the qualitative outcome depends on how we, the researchers, 

theorize what we observe. There are conventional procedures, 

such as thematic coding and comparative analysis, to adhere 

to the rigor, which is still qualitative research. In addition, 

since the work is based on secondary sources, the 

interpretations of other scholars also become the agenda and 

may add an extra layer of bias [2]. This limitation 

reemphasizes the need for methodological explicitness and the 
synthetic use of multiple perspectives in the effort to reduce 

bias and increase validity. 

6.3. Temporal and Cultural Bias 

The Cyberpunk genre belongs to the late twentieth 

century, which represents sociocultural and techno-genic 

concerns of that period. However, its modern application, due 

to several advancements, is influenced by modern inventions 

that include AI and surveillance technology, among others, as 

well as virtual reality. These shifts may cause a disconnection 

between the traditional gasps of cyberpunk and how they look 

in today’s world, thereby altering the entire outlook of the 
cyberpunk genres. For example, the presentation of 

cyberspace in Neuromancer as a new concept when today 

people face various types of digital environments several 

times a day. Third, cultural imperialism affects perceiving and 

translating cyberpunk, for example, in contrast to anime and 

Japanese cartoons, and, for instance, Western movies [9]. 

These temporal and cultural differences point up 

methodological issues inherent in undertaking a synchronic 

analysis of a diachronic and context-sensitive form, namely 

the novel. 

7. Conclusion 
This paper has used a qualitative research approach to 

examine the ethical, social, and philosophical aspects of 

cyberpunk literature and media. Through descriptive, 

interpretive, and comparative approaches, the study has 

illuminated how cyberpunk narratives negotiate themes of 

technological alienation and identity transformation, as well 

as postmodern fragmentation. The descriptive analysis made 

it possible to gain the background knowledge of the narrative 

patterns and stylistic motifs of the genre, specifically the 

dystopian landscapes of the genre, and the relations between 
humans and machines. Based on this, the interpretive inquiry 

has offered an understanding of the moral and philosophical 

questions that are contained in seminal texts like Neuromancer 

and Blade Runner. The comparative method also placed the 

development of cyberpunk within literature, film, and video 

games in a new context by demonstrating its flexibility to 

changing socio-technological conditions. Theoretical insights 

from postmodernism and speculative fiction were also 

included in the study, with special emphasis on concepts such 

as hyperreality and simulation, which allow for viewing 

cyberpunk as a critical prism through which modern society 

may be analyzed. The ethical aspects of research were 
maintained throughout the entire period, including adequate 

attribution, reasonable use, and healthy involvement with 

secondary data. These issues, including selective text 

sampling and interpretive bias, were noted, which provides 

clarity and openness to a new study. What this study highlights 

is the fact that cyberpunk is a genre that reflects and also 

criticizes the entanglements of technology and culture. It 

reconfirms the ability of the genre to question new ethical 

puzzles as well as providing a speculative but realistic 

contemplation of the future of human and technological 

coexistence. 
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