MPHTU 18.67.07 https://doi.org/10.53871/2078-8134.2026.1-18

G.Aspandiarkyzy*', G.T. Jumasseitova’
Kazakh national academy of choreography, Astana, Kazakhstan
E-mail: 'aspandiyar moviekz@mail.ru, *gulnara_ili@mail.ru
ORCID: 0009-0004-9146-5651, 0000-0003-0478-3164

EXPLORING REALITY IN FOREIGN CINEMA: PHILOSOPHICAL,
CULTURAL, AND TECHNOLOGICAL ASPECTS’

Annotation. The article examines the phenomenon of realism in foreign cinema, its artistic transformation,
and the structure of contemporary screen language. The primary aim of the study is to investigate the methods
of representing and constructing realism in cinematographic practice from philosophical, cultural, aesthetic,
and technological perspectives, as well as to analyze the impact of screen realism on audience perception, social
experience, and cultural interpretation. The theoretical framework includes André Bazin's concept of realism,
Gilles Deleuze's theory of the “time-image”, and Siegfried Kracauer's “mirror theory”. The research methods
employed comprise historical-theoretical analysis, comparative-analytical approach, critical film analysis,
visual semiotic interpretation, a multidisciplinary approach, and digital media analysis. Empirical material
includes the films Blade Runner, The Matrix, Avatar, and The Tree of life. ~ The findings demonstrate that
screen realism is not merely a depiction of objective reality but also a multi-layered cultural construct shaped
through visual aesthetics, composition, editing, sound, lighting, camera perspective, and contemporary digital
technologies. Moreover, cinema functions as an active medium that guides audience perception and interprets
socio-cultural experience, enabling a deeper understanding of the evolution of contemporary cinematic
language, the emergence of new models of screen realism, and the development of realism forms within virtual
media spaces. The article will be useful for researchers in film theory, visual culture, and digital media studies,
contributing to a more comprehensive understanding of the concept of realism in cinema and its formation
within modern artistic, technological, and cultural contexts.
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KYJIBTYPHYIO MHTEpHpeTanuio. B KauecTBe TeOpeTHYECKOH OCHOBBI HCIIOIB30BAaHBI KOHLEMIUS pearn3Ma
Annpe basena, teopus «oOpasa Bpemenm» JKuns [lenesa u «reopus 3epkana» 3urdpuma Kpaxayspa.
Meronbl  HMCCIIEOBaHUS  BKIIIOYAIOT MCTOPUKO-TEOPETUYECKUI aHalu3, CPABHUTEIbHBIN-aHATUTUYECKUH
HOJXO/, KPUTHYECKHH KHHeMarorpaduueckuil aHain3, BU3YaJbHYI0 CEMHOTHYECKYI0 HHTEpPHpETalHIo,
MyJIBTHUCIUIUIMHAPHBIN MOX0[, a Takoke HU(poBOil Meana-aHann3. B kauecTBe SMITMPUUECKOro MaTepuaa
Obun paceMoTpens! GuibMbl «berymuii 1o ge3Buo», «Matpuray, «ABarapy 1 «/IpeBo KU3HW». Pe3ynbTaTsl
HCCIIEZI0BAHUS TOKA3bIBAIOT, YTO IKPaHHbIN Pean3M IpeICTaBiIsAeT COOO0H He TOJIBKO 0TOOpaXeHne 00beKTHBHOM
pEaNbHOCTH, HO M MHOTOCIOHHYIO KYJBTYPHYIO KOHCTPYKIHIO, (DOPMHPYIOLIYIOCS Yepe3 BH3YalbHYIO
OCTETHUKY, KOMIIO3UIUIO, MOHTAX, 3BYK, OCBCHICHHE, IICPCIEKTUBY KaMEpbl U COBPEMCHHBLIC un(l)pom)le
TEXHOJIOTHUH. Kpome TOI'0, KMHO BBICTYNIA€T aKTUBHBIM MCEAUYMOM, HAIPaBJIAIOIIUM BOCIPHUATHE 3PUTEIIA U
MHTEPHPETHPYIOIMM COLMAIBHO-KY/IBTYPHBIH OIBIT, MO3BOJISS IIy0Xe MOHATH IBOJIOLHMIO COBPEMEHHOTO
KHHOS3bIKA, BIUAHHUE TCXHOJOTHYCCKHX TpaHC(bopmaunﬁ, HOBBIE MOJCJIM SKPAHHOTO peajin3Ma U pa3sBUTUEC
(dopmM peanusMa B BUPTyaIbHOM MeauanpocTpaHcTBe. CraThst OyAeT 1oje3Ha UCCIeJOBaTeIsIM KUHOTEOPHH,
BH3YaJIbHOH KYJIBTYpPBI U IM(POBBIX MeJIHa, CHOCOOCTBYs Oosee ITyOOKOMY ITOHMMAHHIO KOHIEHIINH peaau3ma
B KnHeMarorpade u ero (popMHpOBAaHUS B COBPEMEHHOM XYJ0’KECTBEHHOM, TEXHOJIOTHYECKOM U KYJIBTYPHOM
KOHTEKCTE.
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METEJJIIK KHHO OHEPTHAETT INBIHAMBIJIBIK
®EHOMEHI: ®UJIOCOPUAJIBIK, MOJIEHU KOHE
TEXHOJIOTI'UAJBIK KbIPJIAPBI

Annomayus. Makanana meTeNniK KAHO ©OHEpIHAEr! WIBIHAWBUIBIK ()EHOMEHIHIH KaJIBIITAacybl, OHbIH
KOPKeMJIIK TpaHC(HOPMALUSCHI, COHAAI-aK 3aMaHayd SKpaH TUIHIEr! KYPbUIBIMBI JKaH-KaKThl 3epPTTENe/i.
3eprreynin 6acThl MaKcaThl — KHHEMATOTr paUsUIbIK PAKTUKA/A IIBIHAWBUIBIKTEI OCiHeINey, OHbI KOHCTPYIIHS-
nay Tocinaepi GpuiocodusITbIK, MOICHH )KOHE TEXHOJIOTHSUIBIK TYPFBIIAH TaJl/Iay, COHBIMEH KaTap dKpaH/IbIK
IIBIHAMBUIBIKTBIH KOPEPMEH KaObLIJayblHa, 9JI€YMETTIK TOXipuOere skoHe MOAEHN MHTEPIIPETAlUsFa oCepiH
aHpIKTay. TeopusutblK Heri3 peTinge Anape baszeHHIH NIBIHAWBUIBIK TyKbIpbiMaamachkl, Kuiab [lené3min
«yakpIT OeifHeci» Teopusicel coHbIMeH Kartap 3urdpua KpakayspiiH «aiiHa TeopHsChD» MaiiJaaaHbLIIbL.
3eprTey ojicTepi pEeTiHIE TapUXH-TEOPHSUIBIK Tallay, CAIBICTHIPMAIIbl-aHATUTHKAIBIK 9J1iC, KPUTHKAIIBIK
GunbMIiK Tannay, BU3yabl CEMUOTHKAIBIK HHTEPIIPETALs, My/IbTHIUCIUIUIHHAPIIBIK TOCIIAEp, COHIal-aK
MPIBIK MeMa-aHaIU31 KOJIaHbULIbl. DMIUPHKAIIBIK MaTepuai peTine «KpUIBIIThIH KY3iHAE KYTipymIi»,
«Marpuna», «ABarapy, «OMip aranish QUIbMIEP] TaJIaHABL. 3epPTTEY HOTHKEIEPi KOPCETKEH e, SKPaH/IbIK
IIBIHAMBUIBIK TeK OOBEKTHUBTI KOPIHICTI XKETKi3y eMecC, COHBIMEH Karap BH3yallJibl SCTETHKA, KOMIIO3MIIUS,
MOHTaX, JBIOBIC, KapbIK, KaMepajblK IMEPCHEKTHBA JKOHE 3aMaHayH LUQPIBIK TEXHOJIOTHsUIAD APKbLIbI
KaJIbINTACATBIH KONKAOATThl MOJIGHH KOHCTPYKIMs Oonbin Tabbutagbl. COHBIMEH KaTap, KHHO KOPEpMEHHIH
KaObU1layblH OAFbITTAHTBIH, QIEYMETTIK-MOICHH TOXIpUOCHI HMHTEpNpeTalysuIalThiH OelICeHal Meauym
peTiHe opeKeT eTei, 3aMaHayd KUHO TUTIHIH 3BOJIOLMSCHIH, TEXHOJIIOTHSUIBIK TPaHC()OPMALMSHBIH dCepiH,
9KPAH/BIK IIBIHAMBIIBIKTEIH JKaHA MOJEIbJICPIH JKOHE BEPTYasJIbl MEIHajblK KEHICTIKTeri IIbIHAHBUIBIK
(opMaapbIHBIH JAMYbIH XKaH-)KaKThl TyCIHyre MYMKiH/liK Oepeni. MaKasia KHHO TEOPHSChI, BU3yaJl/Ibl MOJCHUET
JKoHe IMQPIBIK MeIua CalachbHAAFbl 3epTTEYyLIIep YIIiH Maifianbsl OONbIN TaObLIa bl, KMHO ©HEpiHJeTI
IIBIHAMBUIBIK KOHIEMIMACHIH TEPEHIPEK TYCIHyre KOHE OHBIH 3aMaHayHl KOPKEM[IK, TEXHOJIOTHSUIBIK KOHE
MO/ICH! KOHTEKCTTEP/E KAJIBINTACYbIH aHBIKTAYFa BIKIAJ €Te/l.

Tyitinoi ce3dep: KWUHONAFbI IIBIHAWBUIBIK, KMHOIAFbl (HIOCO(US, KHHOAAFBI TEXHOJOTHsIIAp, KHUHO
TEOPHSACHI, KOPKEM (HHIBMIED.
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1. Introduction

The phenomenon of reality in cinema represents one of the most important themes
in contemporary cinema, touching upon a wide range of philosophical, cultural and
technological aspects. Unlike other arts, cinema has the unique ability not only to reflect
reality, but also to create alternative forms of it, thus expanding the boundaries of perception
and understanding of the world. Historically, cinema as an art has gone through several
stages, starting from the desire to reproduce reality as accurately as possible and ending
with the search for new ways of interpreting it using modern technology.

In a philosophical context, cinema has become an important tool for understanding the
essence of reality, its perception and the changes taking place in society. The influence of
theorists such as André Bazin, Gilles Deleuze and Siegfried Kracauer has led to a deeper
understanding of how cinema can not only reflect but also transform the representation of
reality. At the same time, the cultural context in which world cinema develops inevitably
influences the way reality is portrayed on screen, reflecting the social and political changes
characteristic of a particular era. One of the main theorists who studied realism in film was
André Bazin, the French film critic and founder of film theories, who made a significant
contribution to understanding the nature of realism in cinema. In his works such as “What is
Cinema?” the author writes “This automatism of the emergence of the photographic image
led to a complete revolution in the psychology of the visual image...” (A. Bazin, 1972: 44).
The underlying assumption is that the inventor has the unique ability to capture reality,
giving the viewer the opportunity to ‘see the world anew’. Bazin saw cinema as a means
of preserving the historicity of the real world through techniques such as continuous long
shots, depth of field and minimal use of montage. He argued that cinema should strive to
maximize its approximation to reality, avoiding the need for a director, allowing the viewer
to interpret what is happening on the screen for themselves. The photographic image in
cinema has objectivity because it is created by the mechanical establishment of light on
film. This allows cinema to portray the world as it is, without the interference of the artist’s
subjective view. According to film critic A. Bazin, cinema is capable of capturing not only
spatial aspects of reality, but also temporal ones. It can capture and transmit the passage of
time, creating the illusion of continuity and preserving moments that disappear in real life.

Technological advances, such as the development of digital technologies and virtual
reality, have greatly expanded the possibilities of cinema, opening new horizons for
the creation of hyper-realities and multi-layered images. In the last decades, with the
emergence of new technological tools such as CGI (computer graphics) and VR (virtual
reality), cinema has begun not only to depict but also to actively construct new forms of
reality, which poses new challenges and questions for researchers.

The aim of this article is to explore the phenomenon of reality in foreign cinema
through a philosophical, cultural and technological prism, to identify the key theories and
approaches that shape the understanding of reality in cinema, and to analyse how these
aspects are interrelated and influence the audience’s perception.

2.Research methods

2.1 Research methods

The author of the article chooses the famous world cinema pictures “Blade Runner”
(directed by Ridley Scott, 1982), “The Matrix” (directed by the Wachowski Sisters, 1999),
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“Avatar” (directed by James Cameron, 2009), “The Tree of Life” (directed by Terrence
Malick, 2011) as the actual material for studying the problem posed.

This paper applies historical-theoretical analysis, analytical comparative-comparative
methods, and critical film analysis.

2.2 Research materials

To investigate the phenomenon of reality in foreign cinema, a variety of materials were
used, including theoretical works by leading philosophers and filmmakers, as well as analyses
of specific cinematic works. The main source of theoretical material was the works of
philosophers such as André Bazin, Gilles Deleuze and Siegfried Kracauer, whose concepts
such as “total reality”, “image-time” and “Mirror Theory” became the basis for analysing
reality in cinema. The question of the representation of reality in cinema has remained
relevant since the birth of cinema. Cinema, being a visual art, is closely linked to cultural and
philosophical debates about the nature of reality. On the one hand, it strives for a mimetic
function, reproducing visible reality. On the other hand, cinema always reinterprets this
reality through artistic techniques, technologies and authorial vision. André Bazin argued
that the main purpose of art is to reproduce reality in its authentic, “natural” form, which
he labelled by the term “total reality”. According to his theory, art throughout the history
of its development has been striving for more and more accurate and direct representation
of reality, and cinema, thanks to its technical characteristics, has a unique opportunity to
capture the surrounding world with minimal intervention of the author. A.Bazin believed
that the most significant feature of cinema is its ability to preserve the objectivity and
autonomy of the depicted reality. He emphasised the importance of techniques such as long
takes, the use of deep focus and the minimisation of montage interventions. These technical
solutions preserve the integrity of the spatio-temporal structure of the frame and allow
the viewer to interpret the image independently. Thus, Andre Bazin’s concept of “total
reality” is a philosophical and aesthetic approach aimed at maximising the closeness of the
cinematic image to reality. This approach not only emphasises the unique possibilities of
cinema as a medium, but also transforms the viewer’s attitude to the process of perception,
giving him or her the freedom to interpret and make sense of the visual material.

Gilles Deleuze, developing the philosophy of Henri Bergson, proposed in his
book “Cinema” an original approach to understanding cinema, associated with a new
metaphysics of time and movement. Deleuze integrated Bergson’s ideas about time as a
continuum, different from linear representation, which allowed him to develop the concept
of image-time, fundamentally different from traditional forms of cinematic expression
based on causality. Deleuze divided cinema into two main historical stages: the stage of
image-movement, inherent in classical cinema, and the stage of image-time, which became
relevant after the Second World War. While image-movement reflects events through a
sequence of actions, movements and their logical connection, image-time destroys the
usual structural forms, presenting time in its purest form. This concept manifests itself
in films, where time becomes an independent element of the narrative, independent of
movement or action. Examples can be found in the works of the Italian neo-realists or
in the films of Michelangelo Antonioni, where long pauses, silence and staticity focus
the viewer’s attention on the experience of time rather than on the plot. Thus, Deleuze’s
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concept of image-time opens up new horizons in interpreting cinema as a medium capable
not only of capturing movement, but also of conveying complex, multi-layered temporal
structures. This approach demonstrates how philosophical studies of time and motion can
be integrated into the theory and practice of cinema, offering the viewer a new way of
perceiving and comprehending reality.

Siegfried Kracauer, in his concept of “mirror theory”, considered cinema as a means of
depicting reality in its temporal evolution. In his view, films record and reproduce physical
existence, demonstrating its variability through the technical and artistic techniques of
cinema. As part of this theory, Kracauer emphasised that the field of cinematography is
virtually limitless, encompassing the visible world in all its diversity. However, certain
objects and phenomena, such as movement, have a special “cinematography”, as their
transmission is most fully realised by means of cinema. At the same time, fixing an object
on film does not always reveal something new, but it creates opportunities for revealing the
essential features of everyday reality. Kracauer described cinema as a “mirror” reflecting
the fabric of everyday life, including the joys, sorrows, habits and aspirations that form the
basis of human existence. He argued that it is precisely such aspects of life, often neglected
in historical studies, that form an elastic framework capable of withstanding significant
upheavals such as wars, epidemics and revolutions. Exploring cinema as a source for
reconstructing historical realities, Kracauer interpreted films as a product of the collective
unconscious, capturing the psychological states of society. He noted that recurring motifs
in commercial and propaganda films, such as tyranny or fear, were a reflection of a nation’s
inner motivations, its social and psychological patterns of behaviour. In addition, Kracauer
viewed cinema as a historically significant medium capable of capturing psychological
history. He argued that films from the period between World War [ and Hitler’s rise to power
provide an opportunity to reconstruct the psychological state of German society, which was
a key factor in shaping historical processes. Thus, Siegfried Kracauer’s “mirror theory”
reveals cinema as a tool capable of capturing collective fears, hopes and psychological
moods, which, derived from objective circumstances, often take on an independent role
and become the driving forces of historical evolution

The work also draws on articles and studies on the cultural and social aspects of cinema
to understand how cinematic works reflect and shape social and political realities. These
contributions cover a wide range of foreign film schools, from classical to contemporary
movements including realism, surrealism and virtual reality. Contemporary scholars
such as Laura Malvi and Vivian Sobchack develop these ideas in the context of digital
technologies and new media. Laura Malvi, a British film theorist, is known for her work
on feminist theory and analyses of film language. She introduced the concept of the “male
gaze” in cinema in her famous essay “Visual Pleasure and narrative cinema” (1975). Malvi
analyses how traditional cinema uses visual strategies to support patriarchal attitudes. In
her later works, Malvi explores the impact of digital technologies on cinema. She argues
that digital technologies are changing the way audiences perceive films and the very
nature of the cinematic experience. Digital cinema, she argues, breaks down traditional
boundaries between reality and its representation. Digital technologies provide new ways
of manipulating the image that radically alter our notions of visual authenticity and realism
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(Malvi, 1989:177). Vivian Sobchack, an American film theorist known for her studies of
film phenomenology, has also made significant contributions to understanding the impact
of digital technologies on the ontology of cinema. Sobchack views cinema as a bodily
experience, arguing that films affect the viewer not only visually, but also through bodily
sensations. Sobchack analyses how digital technologies transform the viewer’s perception
of cinematic space and time. She argues that digital cinema creates new forms of interaction
with the screen that change our understanding of reality. Digital images not only expand the
possibilities of visual representation, but also change our relationship to cinematic time and
space, making them more malleable and flexible (Sobchack, 2004:328).

Both researchers continue to develop Bazin’s ideas, adapting them to the contemporary
context. They emphasise that digital technologies do not just add new tools for making films,
but also transform fundamental aspects of the cinematic experience. Malvi and Sobchack
agree that the digital age requires a rethinking of traditional theoretical approaches to
cinema, as the ways in which reality is represented and perceived change. The work of
Laura Malvi and Vivian Sobchack thus provides important perspectives for understanding
how digital technologies affect the ontology of cinema, extending and deepening the ideas
established by André Bazin.

The technological aspect of the research was based on materials devoted to the
development of modern film technologies such as CGI (computer graphics imagery),
digital cinema and virtual reality. The use of CGI, complex visual effects and non-
standard narrative structures allows not only to blur the boundaries between the real and
the fictional, but also to build philosophical theories about the nature of reality. Unlike
realism, they focus on manipulating reality, creating a sense of simulation and illusion.
Contemporary technologies have greatly expanded the possibilities of realising surrealist
ideas. “Approaches to creating cinematic frames are evolving with the emergence of new
technologies and trends in cinematography, including the use of digital technologies”
(Aspandiyarkyzy, 2024:299). The use of computer graphics, stabilisation and augmented
reality allows the creation of worlds that are completely removed from physical reality,
making symbols and allegories even more expressive. Such films address issues of identity,
emotional connection and perception of the world around us, redefining the boundaries
between the real and the imaginary. Thus, surrealism remains one of the main directions of
film art, able not only to take into account the degree of light psyche, but also to change and
philosophical cultural perceptions of reality. This material allows us to assess the impact
of new technologies on the creation and perception of reality in cinema, as well as the
changing methods and approaches to film production.

Specific foreign films that illustrate different approaches to depicting reality were
selected for empirical analysis. These include both classic works and contemporary films
using the latest technologies, which allows us to examine the evolution of representations
of reality in cinema over time. The role of the viewer in natural reality. Cinema not only
represents reality, but also actively interacts with the viewer, involving him or her in the
process. “The essential distinction from other arts -the possibility of capturing movement -
brings cinema closer to reality, as it captures events in the same way that humans perceive
them in the process of experiencing them” (Barnych, 2024:1468) Realism invites the
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viewer to accept what is depicted as given, while postmodern and virtual films require
reflection and analysis.

Thus, the representation of reality in foreign cinema is a complex and multilayered
process that combines artistic, philosophical and technological aspects. Cinema acts both
as a mirror reality and as a means of reinterpreting it, which makes it essential for cultural
and research analyses.

3. Discussion

Cinema not only depicts reality, but also participates in its construction. Through
editing, light, sound and special effects, the viewer is offered not just reflection, but active
participation in the interpretation of what he or she sees. Contemporary cinema is a complex
and multifaceted phenomenon that combines elements of different cultures, techniques
and artistic movements. The evolution of cinema from silent films to modern digital
technologies reflects not only technical progress, but also changes in public consciousness
and cultural norms. The study of cinema as an object of scientific analysis allows for a
deeper understanding of its impact on viewers, its role in shaping collective memory, and
its ability to reflect and predict social trends. “The moving images in the cinema are not
images of false reality. Cinema is not a cave of illusions. On the contrary, cinema is a
metaphor for modern thought and a philosophical experiment” (Schumann, 2021:453)

A film analysis of the films Blade Runner (directed by Ridley Scott, 1982), The Matrix
(directed by the Wachowski Sisters, 1999), Avatar (directed by James Cameron, 2009), and
The Tree of Life (directed by Terrence Malick, 2011). Through various narrative methods,
the filmmakers demonstrate unusual ways of perceiving the world around them, exploring
profound philosophical questions about the nature of existence, consciousness, and identity.
For film studies analyses of films, it is important to consider the philosophical and aesthetic
aspects that define the nature of cinema as art. Technological innovations in cinema have
a significant impact on the perception of reality. Modern special effects, virtual reality and
new unusual filming create new ways of interacting with reality on the screen, blurring
the boundaries between the real and the fictional. In this way, cinema becomes not only a
mirror society, but also cost-effective for transformation.

At the centre of the plot of Blade Runner is the question of what it means to be
human. Replicants (fictional humanoids) created by the Tyrell Corporation are outwardly
indistinguishable from humans, but are essentially artificial beings. The film raises
important ontological questions: what defines humanity - biology, consciousness, or the
presence of emotional and moral qualities? The protagonist, Rick Deckard, who hunts
replicants, himself begins to question between human and artificial entities. The film plays
with perceptions of reality. The urban environment of the Los Angeles of the future is
presented as dystopian, multi-layered and confusing. The visual style and atmosphere of
the film creates a sense of disorientation and uncertainty, highlighting the theme of how
subjective and changeable the perception of reality can be. Philosophical aspect. The film
explores identity, consciousness and the moral aspects of the nature of light through the
replicant characters who become aware of their nature. It raises the question: what makes
us human and how technology changes our perception of reality.

Cultural aspect. The film explores themes relevant to the 1980s: the development of
biotechnology and artificial intelligence, genetic manipulation and the rise of social factor.
It is also a culture of techno-utopias and dystopias that were popular during that period.
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Technological aspect. “Blade Runner” became a symbol of the science fiction genre,
actively using special effects to show a technological future where the boundaries between
man and machine are blurred. Visual effects and the architecture of the future became the
basis for the visualisation of reality in the film.

Memory plays a key role in Blade Runner. Replicants, possessing false memories, begin
to feel more human. This aspect emphasises an ontological question: to what extent does
our identity depend on our memories and experiences? In the film, memory serves as a link
between the present and the past, shaping the characters’ personalities and worldviews.
“Blade Runner” is a prime example of how cinema can explore complex ontological
concepts through visual and narrative techniques. The film raises questions regarding the
essence of humanity, the nature of reality, and the impact of technology on our perception
of the world. Through its deep philosophical context and aesthetic expression, Blade
Runner continues to inspire film scholars and philosophers, offering an inexhaustible field
for analysis and reflection.

The film The Matrix explores the concept of reality and illusion. It presents a world
where people live in a virtual reality and the true nature of the world is hidden from
them. The Wachowski sisters used innovative filming techniques, including bullet time
and special effects, to emphasise the characteristics of virtual reality and the actions of
the characters. The use of slow motion scenes and rotating camera creates an unrealistic
effect that helps the viewer feel the dissonance between reality and illusion. “The Matrix”
explores the theme of reality through the lens of cinema, asking questions about what
reality is, how we perceive it, and how cinema shapes our understanding of the world.
The film raises questions about the impact of technology on human consciousness and
perception of reality, which becomes an important aspect of the ontology of cinema. The
film highlights the problems of technocracy, the loss of the individual in mass society and
the need for liberation from social matrices. Overall, The Matrix is not only an exciting
science fiction action film, but also a stimulating and profound philosophical account of
the nature of reality, control and freedom. Its filmic analysis reveals a wealth of themes and
symbols that make it one of the most significant films in cinematic history.

Philosophical aspect. “The Matrix” addresses issues of natural reality and illusion,
including the classic philosophical dilemma of Plato’s “view from the caves.” The film
explores how technology can create alternate realities by manipulating perception.

Cultural aspect. It is one of the first films to actively explore digital and virtual realities
that reflect the technological processes of the late 20th century. It evokes fears related to
artificial intelligence and mass control.

Technological aspect. For the first time in mainstream cinema, multiple visual effects
(such as the “bullet effect”’) were used, which defined the visual style of reality blockbusters
for years to come.

The film Avatar, directed by James Cameron, is a visual and science fiction masterpiece
that takes the viewer into the world of Pandora, a world inhabited by inhabitants known
as on Na'vi. However, in addition to its stunning visuals, the film also offers an interesting
ontological perspective on cinema. Ontology of cinema refers to the study of the essence
of cinema, its ability to convey reality through artistic means. In the context of Avatar,
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cinema serves as a means of creating an alternative reality in which the viewer engages and
experiences new worlds and characters. One of the key aspects of the ontology of cinema
emphasised in Avatar is its ability to create emotional connections between the viewer
and the characters, even when presented digitally. This is achieved through a carefully
crafted plot and character development that makes the experiences of the protagonists real
to the viewer. The film is made in stereoscopic three-dimensional format. For this purpose,
the director used his own “Reality Camera System” technology with two high-resolution
cameras that increase the depth of perception.

Philosophical aspect. James Cameron explores human interaction with nature and the
issue of technological dominance. The environmental philosophy of the film is unified in
the representation of Pandora as a biological auxiliary system, where Ava’s embodiment
is pantheistic ideas of collective intelligence. Through the alteration of the protagonist’s
consciousness in the body of an avatar, the boundaries between the real and the virtual, the
material and the spiritual are explored, raising questions of identity and transhumanism.

Cultural aspect. Cameron’s film is a synthesis of postcolonial criticism and the romantic
myth of the ‘friend’. The image of the Na’vi people includes an idealised perception
of natural light contrasted with the advanced technology but spiritually poor culture of
the people. Through the conflict of culture, the author rethinks global issues of ecology,
colonialism, and cultural relativism.

Technological aspect. Technology played a key role: the film pioneered the use of
revolutionary 3D filming using motion capture technology to create the realistic world
of Pandora. The idea of consciousness transfer through avatars raises questions about the
future of human-artificial intelligence interaction.

The film focuses on the ecological and social dimension, offering a technological
rethinking of the relationship between man and nature. Thus, Avatar not only offers the
viewer an exciting adventure in a fantastic world, but also provokes thought about the
essence of cinema, its ability to create new realities and influence our views on the world
around us

Terrence Malick’s “The Tree of Life” is a deeply philosophical film that explores
questions of life, death, illumination and the human connection to nature and the cosmos. It
addresses questions about the meaning of life, man’s role in the universe, and the experience
of the soul with wider cosmic processes.

Philosophical aspect. The plot about family relationships is intertwined with the
depiction of the origin of life on Earth, which reflects philosophical reflections on reality as
something much bigger and more global than human experience alone.

Cultural aspect. “The Tree of Life” deals with timeless cultural themes - family
relationships, growth and loss, as well as issues of finding harmony and meaning in everyday
life. The mystical and symbolic approach in the film is a cultural reflection on the nature of
human light, supporting the interaction between traditional and modern worldviews. The
film also touches on the theme of man’s relationship to nature, to life on Earth, which also
has the significance of cultural interests in world, modern, environmental and philosophical
theories. The symbolism of the tree, here emphasises the connection of past, present and
future, reflecting cultural notions of eternity and transcendence.
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Technological aspect. In this context, cinema is seen as a means of abstracting and
symbolising profound philosophical concepts. Film embodies the idea that reality is
the subjective perception of each individual. Montage techniques, such as the use of
storylines, memories and fantasies, allow the viewer to see events through the prism of not
only specific characters, but the entire human collective memory. The film has a unique
aesthetic that combines stunning visual imagery with music and sound design. This allows
the cinematography to go beyond simple storytelling and create an emotional and spiritual
experience for the audience. Despite the minimal use of CGI, the film strikes a striking
visual aesthetic, presenting cosmogonic scenes (including the birth of the universe) through
natural and digital effects. This emphasises the contrast between the technological and
organic worlds.

4. Results

The study of the phenomenon of reality in foreign cinema has identified key aspects that
influence the depiction and perception of reality on the screen.

The philosophical aspect: analysing the theories of André Bazin, Gilles Deleuze and
Siegfried Kracauer confirmed that philosophical concepts play an important role in shaping
the cinematic representation of reality. Bazin’s ideas of “total reality” demonstrated a desire
for a truthful reproduction of the world through naturalism, while Gilles Deleuze’s concept
of “image-time” emphasises the subjective perception of reality through non-standard
narrative structures.

Cultural aspect: the analysis showed that the cultural context directly influences the
content and form of cinematic works. Realism is actively used to depict social and political
realities, while surrealism and virtual reality reveal deeper aspects of human consciousness.
The cinema of different countries demonstrates unique ways of understanding reality
related to their historical and cultural peculiarities.

Technological aspect: modern technologies such as CGI and VR have significantly
changed approaches to film making. The use of digital technologies has made it possible to
create hyper-realistic images that push the boundaries of the viewer’s perception of reality.
The results of analyses of films using VR technologies have shown that such works can not
only enhance the effect of presence, but also form new forms of interaction between the
viewer and the cinematic space.

Thus, philosophical ideas, cultural context and technological innovations turned out to
be interrelated elements that determine the nature of reality depiction in foreign cinema.
The findings of the study underline the need for further study of this phenomenon in the
context of rapid technological development and cultural globalisation.

5. Conclusion

The representation of reality in foreign cinema remains an important tool for exploring
social, cultural and philosophical issues. Contemporary films, using a combination of
realism, surrealism and virtual technologies, create new ways of perceiving reality,
expanding the boundaries of the viewer’s experience.

Phenomenal reality in cinema is a complex and multifaceted phenomenon, reflecting
the interaction of philosophical, cultural and technological aspects. Cinema, as a powerful
force of artistic expression and social transformation, has evolved from traditional realistic
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forms to more abstract and virtual interpretations. Philosophical concepts such as André
Bazin’s “total reality”, Gilles Deleuze’s “image-time” and Siegfried Kracauer’s “mirror
theory” allow us to conceptualise different approaches to the representation of reality on
screen. These theories emphasise that cinema is not only capable of documenting reality,
but also of constructing it, of creating new spaces of observation and reflection.

Cultural context plays a key role in world reality, determining which themes and images
become relevant for a given era. The realism of social and political aspects of everyday
life, while surrealism and virtual reality develop the viewer’s journey into the world of the
subconscious and allegories, barring the usual boundaries of observation.

Technology, in turn, is transforming the language of cinema, expanding the possibilities
of visual storytelling. The use of computer graphics, impact and augmented reality allows
us not only to reproduce reality, but also to transform it, exploring new horizons of human
perception. Thus, cinema art continues to acquire a unique form of reality exploration,
embracing the viewer not only as a mirror reflecting the world around them, but also as
a space in which reality is reimagined and transformed. Cinema has the unique ability
to combine multi-layering and harmony, making it one of the most important cultural
phenomena capable of shaping society’s philosophical and social attitudes.
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