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Abstract. This article examines the key features of cyberpunk through an analysis of 

“Neuromancer” by William Gibson, a foundational work in the subgenre. Cyberpunk, 

characterized by its focus on advanced technology, artificial intelligence, dystopian 

urban landscapes, corporate control, and digital networks, is explored within the 

framework of American postmodernism. The article highlights how the novel delves into 

themes of technological dominance, societal fragmentation, and the shifting concept of 

human identity in a hyper-digital and interconnected world. By focusing on Gibson’s 

groundbreaking narrative, the article demonstrates how “Neuromancer” addresses the 

complexities of a tech-driven society while challenging and redefining traditional 

storytelling conventions. 
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INTRODUCTION 

The late twentieth century is characterized by technological advancement, increased 

media and computer utilization, and scientific advancements. Cyberpunk and post-human 

literature developed as a subgenre of science fiction, merging advanced technological 

possibilities with bleak dystopian storylines. These works examine themes of human 

identity, corporate dominance, and technological progress, mirroring societal worries of 

the late 20th century.  

Cyberpunk is examined in connection to postmodernism. Cyberpunk is a 

contemporary subgenre of science fiction. Postmodern science fiction including 

cyberpunk articulating vividly the most salient features of our lives, as these lives are 

transformed and redefined by technology.
25

  

Contemporary era is indeed a period of blurred ontologies where “technology and 

human are no longer so dichotomous.” Bukatman has further suggested that the science 

                                                             
25 McCaffery, Larry. Storming the Reality Studio: A Casebook of Cyberpunk and Postmodern Science Fiction. 
Durham: Duke University Press, 1991. – P. 50. 
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fiction genre, particularly Cyberpunk, serves as a true representative of the postmodernist 

cultural crisis, which no longer recognizes any solid objective paradigm.
26

  

In William Gibson‟s “Neuromancer”, the postmodern conflation of reality and 

technology is apparent, as people traverse a realm where the digital and physical 

converge, resulting in a disjointed comprehension of identity. 

Literature Review 

The overall blending of science fiction and postmodernism is best represented by 

cyberpunk. The 1980s science fiction subgenre known as “cyberpunk” is best represented 

by writers like Pat Cadigan, Bruce Sterling, Rudy Rucker, and William Gibson. Among 

cyberpunk science fiction, William Gipson‟s “Sprawl Trilogy” is the most prestigious 

and well-known example. It includes “Mona Lisa Overdrive” (1988), “Count Zero” 

(1986), and “Neuromancer” (1984). The first book to focus on ideas like cyberspace, 

virtual reality, artificial intelligence, cyborgs, “posthuman actants,” and the human-

computer interface is “Neuromancer”.  

“Neuromancer” is regarded as the seminal piece of cyberpunk literature. It depicted a 

disillusioned computer hacker assigned one last mission and presented ideas like 

cyberspace and the matrix, which influenced the development of the internet. Likewise, 

scholars like Scott Bukatman have highlighted “Neuromancer”‟s examination of the 

human-machine interface and its ramifications for identity and agency. Bukаtmаn has 

noted that science fiction, especially cyberpunk, offers an “alternative mode of 

representation” particularly adept at addressing the intricacies of digitally mediated 

environments.
27

 

In addition to examining identity and economy, “Neuromancer” also explores the 

convergence of technology and culture. The initial phase entails recognizing and 

classifying important themes in “Neuromancer”, such as the amalgamation of human and 

machine, the dispersion of power, and the conflation of reality and virtuality. Themes are 

meticulously examined to comprehend how Gibson depicts the technological and cultural 

environments of a cyberpunk realm. The paper analyses how “Neuromancer” 

deconstructs conventional narratives, providing insights into fractured identities and the 

socio-economic inequalities of a technology-driven society. The methodology 

encompasses a comprehensive textual examination of significant portions from 

“Neuromancer”.  

ANALYSIS AND DISCUSSION 

                                                             
26

 Bukatman, Scott. Terminal Identity: The Virtual Subject in Postmodern Science Fiction. Durham: Duke University 
Press, 1993. – P. 145. 
27 Bukatman, Scott. Terminal Identity: The Virtual Subject in Postmodern Science Fiction. Durham: Duke University 
Press, 1993. – P. 180. 
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“Neuromancer”, situated in the imminent future, is a postmodern novel characterized 

by its storytelling techniques and emphasis on the concept of virtual reality. The opening 

lines of  “Neuromancer” convey an anticipation of an unusual journey: “The sky above 

the port was the colour of television, tuned to a dead channel. It’s not like I’m using, 

Case heard someone say, as he shouldered his way through the crowd around the door of 

the Chat. It’s like my body developed this massive drug deficiency. It was a Sprawl voice 

and a Sprawl joke.”
28

 

The narrative commences in Chiba City, a district of Tokyo. Chiba City is infamous 

for illicit biotechnology implants. The description of the city also features many elements 

of cyberpunk: “The Japanese had already forgotten more neurosurgery than the Chinese 

had ever known. The black clinics of Chiba were the cutting edge, whole bodies of 

technique supplanted monthly, and still they couldn’t repair the damage he’d suffered in 

that Memphis hotel.” 
29

 

As it is clear from the given excerpt, Chiba is depicted as already technologically 

advanced city where the specialized equipment is being used. Nevertheless, there are 

some problems that still needs addressing. Words such as “black clinics”, “supplanted” 

and “damage” creates an atmosphere of ruthless innovation, which is peculiar aspect of 

cyberpunk genre. 

Regarding the protagonist, he is also described in an extraordinary way, including 

many characteristics of the genre: “Case was twenty-four. At twenty-two, he had been a 

cowboy, a rustler, one of the best in the Sprawl. He had been trained by the best, by 

McCoy, Pauly, and Bobby Quine, legends in the biz. He had operated on an almost 

permanent adrenaline high, a byproduct of youth and proficiency, jacked into a custom 

cyberspace deck that projected his disembodied consciousness into the consensual 

hallucination that was the Matrix.”
30

 

The protagonist is regarded as the “best in the Sprawl” as he had been trained by 

people who were professional in their fields. Moreover, he is the one who is good at 

navigating and manipulating at Matrix. He is obsessed with technology, therefore, 

becoming a product of this world and a victim of harsh realities:  

“Stopped to a bed in a Memphis hotel, his talent burning out micron by micron, he 

hallucinated for 30 hours. The damage was minute, subtle, and utterly effective. For 

Case, who had lived for the bodiless exaltation of cyberspace, it was the fall. In the bars, 

he had frequented as a cowboy hotshot. The elite stance involved a certain relaxed 

contempt for the flesh. The body was meat. Case fell into the prison of his own flesh.”
31

 

                                                             
28 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 1. 
29 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 2. 
30 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 2. 

31
 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 3. 
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Molly is among the inaugural cyberbabes. Molly‟s eye sockets are closed with 

medically implanted mirror sunglasses, “ten double-edged, four-centimeter scalpel 

blades housed beneath her burgundy nails”. She possesses “a considerable quantity of 

silicon in her head.”
32

  

Consequently, nearly all human characters in “Neuromancer” are either artistically or 

structurally modified. The narrative is anchored on technology and cyberspace. Neil 

Easter Brook discusses the introduction of “Neuromancer”: “The renowned opening 

line juxtaposes the (natural) sky with a (manufactured) technology, idealizing 

enlightenment through a mechanistic metaphor that implicitly positions technology as the 

foundational basis for understanding nature.”
33

  

Gibson defines the term cyberspace in his novel “Neuromancer”:  

“Virtual environment. A consensual illusion encountered daily by billions of legitimate 

users across all nations, including children learning mathematical concepts. A visual 

depiction of data extracted from the repositories of all computers within the human 

network. Inconceivable intricacy. Strands of illumination organized within the void of 

consciousness, aggregations and formations of information. Similar to a city of lights, 

diminishing...”
34

  

William Gibson utilizes a narrative style in which technology (cyberspace) and nature 

are inseparable. Bukatman asserts that cyberspace renders the existence of a „real‟ area 

independent of its electronic counterpart impossible.
35

 

 The novel “Neuromancer” employs both internal and external environments to 

facilitate the reader‟s comprehension of the interface between the virtual and the real. In 

the narrative, both extraterrestrials in reality and those in virtual realms coexist together. 

The protagonist Case, the cyborg Molly, and Wintermute from the physical realm, along 

with the Artificial Intelligence construct “Neuromancer”, collaborate in distinct manners 

to accomplish their objectives. The novel illustrates the postmodern state wherein 

multinational businesses dominate worldwide economies. 

CONCLUSION 

In conclusion, in “Neuromancer” William Gibson demonstrates a level of familiarity 

with the real world. Extraterrestrials in both tangible and digital realms are 

interconnected. He has established a future whereby the human realm is predicated on 

contemporary tendencies. Cyberpunk science fiction explores the dehumanizing impact 

of technology. “Neuromancer”, with its vivid portrayal of digital environments, urban 

                                                                                                                                                                                                    
 
32 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 15. 
33

  Brook, N. E. “Science Fiction Studies.” Science Fiction Studies, vol. 19, no. 3, 1992. – P. 370. 
34 Gibson, William. Neuromancer. New York: Ace Books, 1984. – P. 31.  
35 Bukatman, Scott. Terminal Identity: The Virtual Subject in Postmodern Science Fiction. Durham: Duke University 
Press, 1993. – P. 220. 
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deterioration, and technological supremacy, enhances our comprehension of cyberpunk 

literature while encouraging critical examination of how technology may transform 

education in our reality. These insights prompt readers to contemplate the ethical, social, 

and practical ramifications of incorporating modern technology into educational settings, 

rendering Gibsons work a perennial examination of education in a technology-driven 

future. 
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