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MEXTY PEAJIBHOCTBIO 1 CUMYJIAIIMEN: TUTTEPPEA/TBPHOCTD

JKAHA BOJPUHAPA U KOHCTPYUPOBAHUE MEXKY/IBTYPHOI'O

ITPOCTPAHCTBA B KUBEPITAHK 2077: PAHTOMHAS CBOBO/JIA
AnHoTauus. B nannoii cratebe paiion [orrayn B Kubepnank 2077: dantomHas
CBobonma  paccmarpuBaeTcs  4epe3  MpU3My  KOHIICNIMH  CUMYISKpa U
runeppeansHoctn Kana boapwmiisipa. MccnenoBanue TIOKa3bIBaeT, Kak JdaHHas
mudpoBass urporas cpeda (YHKIHMOHHPYET B KauecTBE THUIEPpPEaIbHOro
MEXKKYJIBTYPHOTO IIPOCTPAHCTBA, B KOTOPOM D3JEMEHTHI Pa3IMYHBIX KYIBTYD,
APXUTEKTYPHBIX CTHJIEM M TOPOACKHX CHMBOJIOB CHHTE3UPYIOTCA B LIEJIOCTHYIO, HO
BBIMBIIUIEHHYIO ~ MOJZI€NIb  MYJBTUKYJIBTYPHOM  PEaJbHOCTH.  AKTYyaJbHOCTb
uccienoBaHus OOyCJIOBIIEHa BoO3pacTarollled poyiblo  UU(pPOBBIX Meaua B
GbOpMHUPOBAaHUU  COBPEMEHHOTO  BOCIPHUSITHUS  MEXKYJABTYPHBIX  pa3IMuuid |
KYJIETYPHOU OCBEIOMJIEHHOCTH. Llenp crarbu 3akiro4aeTcs B ONPENEIIEHUH TOTO,
KaKuM o0Opazom JHorrayn KOHCTPYHUPYET TUIIEPPEATBHYIO BEPCHUIO
MYJIBTUKYJIBTYpadu3Ma M Kak 3Ta KOHCTPYKUMS BIHSIET HAa T[OHUMAaHHUE
MEXKYJIbTYpHOM KOMMYHHUKAIIMM B YCIOBUSAX moOanu3auuu. Metogosiorus
VCCIIEIOBAHUS COYETAeT KAY€CTBEHHBIM BU3YaJIbHBIM M MPOCTPAHCTBEHHBIM aHAJIN3
UTPOBOM Cpelpl C TEOPETUUYECKOW MHTEpIIpETalMeld, OCHOBAaHHOW Ha KOHILEILIUU
cumynsuun - JK.  bogpuiigpa. Pe3ynpraThl mokaspiBaioT, 4Tto JlorrayH He
PENPE3CHTUPYET AYTEHTUYHYI0 MYJIBTUKYJIBTYPHYK) PEaIbHOCTb, a CO3HAET
yoenuTenbHbId UG POBONA  CUMYISIKD, (DOPMHUPYIONIUN BOCIPUATHE HUTPOKAMU
KYJIETYPHOTO Pa3zHO00pa3us, mio0aau3aluu U MEXKYJIbTYypPHOrO B3auMojeicTBus. B
CTaTb€ JENaeTcs BBIBOI O TOM, YTO IIM(POBbIE HTPOBBIE MPOCTPAHCTBA CIEAYET
paccMarpuBarTh Kak aKTUBHBIX areéHTOB MPOM3BOJCTBA KYJIBTYPHBIX CMBICIOB U Kak

BaXXHBIE IUIOMIAJAKH (OPMUPOBAHUS MEKKYJIBTYPHOU OCBEIOMJIEHHOCTH B 3IOXY
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Between Reality and Simulation: Baudrillard’s Hyperreality and Cyberpunk
2077: Phantom Liberty’s Construction of Intercultural Space

Abstract. This article examines Dog Town in Cyberpunk 2077: Phantom Liberty
through the theoretical framework of Jean Baudrillard’s concepts of simulacra and
hyperreality. The study explores how this digital game environment functions as a
hyperreal intercultural space in which elements of different cultures, architectural
styles, and urban symbols are synthesized into a coherent but fictional model of
multicultural reality. The relevance of the research lies in the growing role of digital
media in shaping contemporary intercultural perception and cultural awareness. The
aim of the article is to determine how Dog Town constructs a hyperreal version of
multiculturalism and how this construction influences the understanding of
intercultural communication in the context of globalization. The methodology
combines qualitative visual and spatial analysis of the game environment with a
theoretical interpretation based on Baudrillard’s concept of simulation. The results
show that Dog Town does not represent authentic multicultural reality but produces a
persuasive digital simulacrum that shapes players’ perceptions of cultural diversity,
globalization, and intercultural interaction. The study concludes that digital game
spaces should be understood as active agents in the production of cultural meanings
and as important sites for the formation of intercultural awareness in the hyperreal
age.
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Introduction

In the context of globalization and the rapid expansion of digital media,
intercultural communication increasingly takes place not only through direct contact
between representatives of different cultures but also through virtual environments
created by mass culture, digital platforms, and the game industry. Under these
conditions, it becomes especially important to examine how digital simulations shape
people’s understanding of cultural diversity and influence their perception of
intercultural interaction.

One of the most productive theoretical frameworks for analyzing this phenomenon
is Jean Baudrillard’s concept of simulacra and hyperreality. According to Baudrillard,
in postmodern society signs and images no longer merely reflect reality; instead, they
function as autonomous systems that replace reality and create a hyperreal space in
which the boundary between the authentic and the constructed becomes unstable. In
such a condition, cultural experience is increasingly mediated not by direct
participation in reality, but by involvement in symbolic and visual models.

Digital game environments are of particular interest in this regard because video
games have become one of the major channels through which global audiences
encounter foreign cultures, urban imaginaries, and visions of the future. Cyberpunk
2077: Phantom Liberty, and especially its Dog Town district, offers a relevant case
for examining how a game space can operate as a hyperreal construction in which
elements of different cultures, architectural traditions, and urban aesthetics are
integrated into a coherent but fictional system that has no direct real-world original.

The relevance of this study lies in the need to understand how such digital spaces
participate in the production of cultural meanings and influence the development of
intercultural awareness. The research problem emerges from the contradiction
between the traditional understanding of intercultural communication as a sphere of
authentic cultural contact and the contemporary reality in which a substantial part of
cultural knowledge is formed through mediated and simulated environments.

The aim of this article is to analyze Dog Town in Cyberpunk 2077: Phantom

Liberty through the lens of Baudrillard’s theory of hyperreality and to determine how
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this virtual environment constructs an intercultural space and shapes the perception of
multiculturalism, globalization, and cultural difference. To achieve this aim, the
article addresses the following tasks: to outline the main principles of Baudrillard’s
theory of simulacra and hyperreality; to identify the visual and spatial features of Dog
Town as a digital environment; and to examine how this simulation influences the
audience’s understanding of intercultural communication in the digital age.

The novelty of the study lies in applying Baudrillard’s theoretical framework to a
contemporary video game as a medium that not only represents culture but also
produces hyperreal cultural experience. The practical significance of the article is
connected with its potential contribution to media studies, intercultural
communication research, cultural studies, and the analysis of digital environments as
spaces of symbolic and ideological influence.

Literature Review

Baudrillard’s theory of representation and simulation went through several phases
of development. In his early work, under the impact of semiotics, he thought that
images were symbols that represented reality through structural relationships
(signifier-signified). However, he increasingly argued that contemporary media
culture has fundamentally altered this relationship. Baudrillard proposed four
successive stages of the relationship between images and reality in Simulacra and
Simulation: First, the image has real substance (standard representation); then it
obfuscates and distorts reality (bourgeois representation); the third is that the image
conceals the absence of reality (simulation); finally, there is no relation whatsoever
between the image and reality (complete simulation, hyperreality).

In this final phase, Baudrillard argues that simulations, characterized by late
capitalism and postmodern culture, are no longer representations of anything. These
entities are autonomous bodies with internal coherence and a certain degree of
independence. The hyper-realistic urban landscape in a digital game is not a replica of
the real world but a kind of reality that arises from players’ feelings and cognition.
There is no longer any difference between the real city and the virtual city in the

simulation, and through this process, human beings will acquire knowledge,
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perception, and sense of identity of the urban environment.

Baudrillard argues that hyperreality does not represent an escape from reality into
fantasy. Hyperreality is not a negation of reality, but rather a kind of existence that
has become present in modern times as an important basis for people to understand
and face the world. Simulation is no less real than actual existence; On the contrary, it
is necessary, feasible and of great social value. For Baudrillard, recognizing that
people live in hyperreality is essential to understanding contemporary culture
(Baudrillard, 1994).

Intercultural Communication and the Problem of Authentic Representation

Traditional ways of promoting intercultural communication are often that only by
experiencing the cultural atmosphere, traditional customs and beliefs firsthand can
one truly understand another culture. From this perspective, learning about culture
through simulations or representations seems inherently limited, because the
authentic voices or practices are missing, replaced by mediated versions shaped by
outside perspectives. Whether there is ethnic authenticity in inter-ethnic education
can be judged by whether a review of intercultural pedagogy has been carried out.

The framework is unable to explain the development of intercultural awareness
under globalization. According to research, the main way children around the world
learn about international culture is still through mass media, such as cinema and
television, music, games and other social platforms; direct interaction is not their
primary means of learning. For many audiences, media representations are not
supplements to direct cultural experience but the primary source of cultural
knowledge. The distinction between genuine and fabricated cultural experiences
becomes blurred through imitation, which is primarily responsible for shaping
individuals’ perceptions of various cultures.

It means recognizing that in globalized contexts, intercultural communication
increasingly occurs through participatory simulations. The relevant question is how
media simulations actively constructs and distributes particular versions of culture,
and how these constructions influence intercultural understanding.

Cyberpunk culture emerged as a genre with a particular focus on depicting a future
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shaped by advanced technology and global capitalism. Its graphic tendencies to
merge Eastern and Western motifs, such as neon lights combined with Chinese
characters, Japanese firm emblems, Latin American urban cultures, and North
American cybernetics, are not accidental; They aim to create images of planetary
tomorrows. The foundation of cyberpunk’s simulation is based on the fact that, under
globalization, capital, technology and culture cross national borders rapidly.

The Dog Town in Phantom Liberty enhances this aesthetic project. Although this
district is not a true depiction of the metropolis, it has integrated different hyper-
realistic styles of global cities. This synthesis is deliberate and aesthetically
conscious, because the designers have selected some cultural patterns, colour
combinations, architectural styles and spatial arrangement methods to create their
own globalized sky. There is neither arbitrariness nor neutrality after that; instead,
people have different views on globalization, multiculturalism and the future.

The aesthetics can be understood as a remarkable manifestation of Baudrillard's
hyperrealism. The “high-tech, low-life” contradiction central to cyberpunk is not a
representation of actual social conditions but a stylized, dramatized simulation that
has become influential in shaping how people think about technology and society.
Each time young people worldwide come into contact with cyberpunk images
through media, cinema and television, or digital games, it is said that they are
interacting with fabricated simulations and thus form their own perceptions of reality.
This type has become the pattern of visual presentation for technological foresight,
and it has had some impact on actual life in architecture planning, art creation and
other fields of cultural work.

Materials and Methods

This thesis presents spatial and visual analysis of Dog Town as a hyper-realistic
environment in Cyberpunk 2077: Phantom Liberty. Based on this game framework,
an entire narration simulation can be carried out in a new culture and across different
boundaries. The analysis focuses on: identifying how the space synthesizes elements
from multiple actual locations into a coherent simulation; examining the internal

logic and aesthetic consistency through which the simulation generates its own
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reality; analyzing how this hyper-realistic space shapes players’ understanding and
experience.

The author played the DLC for approximately fifty hours and is familiar with the
game’s spatial design and cultural semiotics, NPC dialogue samples, and
architectural literature. The analysis employs qualitative visual and spatial methods
approach to evaluate whether the simulated environment has organized cultural
symbols, whether it can evoke an aesthetic experience, and based on this, plan paths
and activities for players.The thesis considers Dog Town as a bounded case study of
hyperrealism in digital game design, recognizing that this single case cannot support
broad generalizations but can illuminate mechanisms by which digital simulations
construct and distribute particular versions of culture.

Results and Discussion

Dog Town is an imaginary metropolis and does not correspond to any specific real
city. Instead of this, it integrates building elements, social symbols and aesthetic ways
from all over the world into one place; such an environment does not exist in reality.
Nevertheless, through this integration, it creates a highly realistic metropolis that
provides reference for many players to understand what a global, multicultural city is
like.

The district’s aesthetic organization reveals this hyper-realistic logic. Neon-lit
towers stand beside savage corporate skyscrapers. Chinese commercial signs share
visual space with Japanese corporate logos and South American street murals. This
composition includes components that should coexist in actual metropolises; the
simulation has lost its sense of geography and time in explaining why these specific
elements cluster together. To maintain consistency in style, it needs to be the same;
therefore, this particular colour scheme, cutting-edge industrial surfaces, and a high
visual density are features of the cyberpunk aesthetic. The space is organized around
aesthetic principles rather than the logic of a real city.

This aesthetic organization is precisely Baudrillard’s point about hyperrealism.
Hyperreal settings do not represent real multiculturalism; instead, they form an

independent system with its own coherence under the norms of art and architecture.
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Players can experience a sense of connection and meaning within these spaces even
though they are not genuine representations of cultural fusion; it is because the
designers have achieved aesthetic equilibrium and space harmony. Baudrillard’s
theory of specific simulation suggests that there is fabrication without prototypes, and
it has its own autonomous existence.

The practical effect is that Dog Town becomes what Baudrillard would call a
“hyperrealistic simulacra”—more real in its consistency and impact than actual
multicultural cities, which are often more chaotic, contradictory, and aesthetically
incongruous. Players who explore Dog Town may develop a sense of what global
multicultural futures might feel like that is in some ways more vivid and memorable
than exposure to actual multicultural cities. The simulation has generated its own
affective and cognitive reality.

Hyperrealism does not exist in isolation; it becomes generative through
circulation. When a simulation reaches thirty million players worldwide, such as
Cyberpunk 2077, it will carry cultural significance. Players have disagreements
online over Dog Town, create fan art related to it, and incorporate its style into their
own work. Hyper-realistic simulations circulate through social media, streaming
platforms, and cultural discourse, becoming part of how millions of people think and
imagine a globalized, multicultural future.

It will also help promote the international exchange and spread of Chinese culture.
Each time the players encounter some visual symbols of Japanese culture in Dog
Town, such as samurai patterns and corporate logos of Arasaka Corporation, etc., it
goes beyond merely representing Japan. Through the power of dissemination and
repetition, it constructs a highly realistic model of Japanese aesthetics that serves as
an authoritative standard for Japanese cultural beauty in the minds of many players.
Although this highly realistic Japanese does not correspond to the actual situation of
modern-day Japan, it will inevitably influence how members of the global
community perceive Japan.

This hyperrealism operates differently across player communities. For Japanese

players encountering Phantom Liberty, Dog Town’s “Japanese” elements might be
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understood as recognizable aesthetic references but also as simulations—a stylized,
exotic version of Japanese culture. At the same time, for non-Japanese participants,
these parts may have opposite effects and appear to carry Japanese cultural traits;
thus, the entire environment is in a hyper-realistic state. When there is no basis of
culture for reference, the differences between reality and imagination have become
recognizable.

Baudrillard thinks that hyperreality usually imitates an even more realistic state at
a higher stage. Simulation can be more realistic, vivid and close to reality than actual
life. It is set up for the purpose of creating an ideal visual and auditory effect. The
dazzling neon lights, complex spaces layouts and aesthetic coherence of Dog Town
may appear more realistic—vividly depicting a cosmopolitan future—than the actual
cities where cultures collide and merge, which are chaotic and contradictory.

This creates what might be called the “paradox of authenticity” in intercultural
communication through simulations. The more skillfully designed the simulation, the
more it may feel authentic and representative. Subjects may develop a sense of
certainty about many communities through their participation in highly realistic
situations and be unable to distinguish between fiction and reality, failing to realize
that what they see is not an depiction of real-life social custom but rather fabrication.
The visually realized virtual environment has a sense of reality that is comparable to
the actual world.

Phantom Liberty has used an unconventional design framework to achieve the
aestheticism of realism. Producers in the CDPR beautify cultural diversity, and ethnic
symbols have visual beauty, emotional resonance, and meet beauty standards. The
artistic refinement makes it more emotionally moving for symbolic marks. Therefore,
this kind of “hyperreal cultural literacy” has been produced, that is, adapting to the
digital simulated environment of culture rather than experiencing real interaction with
traditional culture.

Baudrillard’s theory of hyperreality states that traditional views on intercultural
interaction emphasize real cultural competence, and thus may not be able to

effectively explain how modern people construct their own intercultural identity. If
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people increasingly encounter other cultures through digital simulations rather than
direct contact, then the current cultivation of cultural awareness needs to learn how to
break down and appraise such artificial environments.

This creates both risk and possibility. The risk is that players may regard the
emulated culture as genuine culture and therefore form an incorrect understanding in
interaction with the highly realistic simulation, without being aware of the
complexity of real culture. The possibility is that simulations can serve as a gateway
to genuine intercultural engagement. Simulations also reveal some aspects of culture
that are not easily observed in daily life, such as the inheritance of art, values and
social norms.

The crucial point is that Baudrillard’s framework suggests intercultural
communication in the context of globalization necessarily operates through
hyperreality. simulations is not an imperfect “mirrors” but explore ways to question
how the simulation system shapes and diffuses culture. They should help people
understand how interaction occurs in the simulation, grasp the mental state that
generates it, and cultivate cultural awareness of what is included or excluded in a
particular simulation.

Phantom Liberty operates not merely as entertainment but as an institution
generating hyperreal culture. Baudrillard views it from the perspective of the hyper-
real field, which is an inherent feature of modern society. Simulations provide a
virtual environment for people to observe the phenomena of globalization. Although
this idea is not far from reality, it provides a structural Framework for people’s lives
at present and shapes their imagination of the future direction of the whole world.

This institutional role becomes clearer when considering the game’s narrative
scope. Phantom Liberty does not merely depict a multicultural city; it tells a story of
intercultural conflict, cooperation, betrayal, and alliance. It creates an approximate
real environment for ordinary people to experience their own visions and problems in
the process of international integration and cultural blending. Imitate some interaction
methods with ethnic pluralism through the game mechanism or plot selection. Players

do not simply regard Dog Town as aesthetic spectacle; they live within it, make
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choices within it, and experience consequences of their intercultural engagements.
Simulation can not only meet the need for aesthetic enjoyment but also realize
prototypical production and serve as a good example of intercultural communication.

Practical Value

For game designers and developers, the framework clarifies how game spaces
function as hyperreal constructions that shape cultural understanding. Designers can
take these suggestions as references and, based on their production plans, decide
which cultural symbols to include in the game and promote. Cultural representation is
not only an explanation of things but also constitutes a part of the mechanism for
producing and disseminating hyperrealistic culture.

For media studies and communication scholars, the thesis demonstrates the
continuing relevance of Baudrillard’s theoretical framework for understanding
contemporary digital media. Instead of regarding hyperreality as a factor that hinders
or estranges people from reality, some scholars may find that the fabricated events
have functional values and are used to explore how virtual reality affects intercultural
communication in an international environment.

This thesis focuses on a single game and examines how Phantom Liberty
constructs hyperreal multicultural space. The analysis does not include empirical data
on how actual players from different cultural backgrounds interpret and engage with
the game’s hyperreal culture. The hyper-realistic multiculturalism in this thesis has
not yet examined whether different groups of people experience it differently.
Substantive subjects in the represented societies, such as Chinese and Japanese
players, Latin Americans, etc., may have different understandings of hyper-realized
cultural displays when compared to those who do not participate directly. This kind of
participation is not yet at the level of current academic research.

In addition, some views of other scholars have also not been considered in this
paper. Moreover, Baudrillard’s theory has not been thoroughly studied either.
Refinement in assessment has already been realized, and it may have continued to
improve it at the core level continuously.

Conclusion
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This study has demonstrated that Dog Town in Cyberpunk 2077: Phantom Liberty
can be understood as a hyperreal intercultural space through the lens of Jean
Baudrillard’s theory of simulacra and hyperreality. Rather than representing any
single real-world city or authentically reproducing existing multicultural conditions,
Dog Town constructs a coherent digital environment composed of selected
architectural forms, cultural symbols, and urban aesthetics drawn from different
global contexts. Its significance lies not in its fidelity to reality, but in its ability to
function as an autonomous simulation with strong visual, spatial, and emotional
persuasiveness. In this sense, the game environment exemplifies how digital media
can create hyperreal spaces that do not merely imitate reality, but actively reorganize
it into a new cultural model that audiences may perceive as meaningful, immersive,
and even more legible than the complexities of actual multicultural life.

The analysis also suggests that contemporary intercultural communication must
increasingly be understood within the framework of digitally mediated experience.
For many players, virtual environments such as Dog Town are not peripheral to
cultural learning but constitute an important site where ideas about globalization,
diversity, and cultural difference are first encountered and interpreted. Therefore,
video games should be viewed not only as entertainment products but also as cultural
mechanisms that shape perception and circulate influential models of intercultural
reality. From this perspective, Baudrillard’s theory remains highly relevant for
examining how simulated environments participate in the production of cultural
meaning in the digital age. A critical understanding of such hyperreal constructions is
essential if intercultural competence today is to include not only engagement with
lived cultures, but also the ability to interpret the simulated cultural worlds through
which those cultures are increasingly imagined.
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