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				ABSTRACT

				The proliferation of artificial intelligence (AI) and synthetic media technologies is reshaping performance within the cultural industries. This study contends that AI is fundamentally altering film performance in two principal ways. First, it facilitates the symbolic and material displacement of human, embodied performers, which is conceptualized as the “Death of the Actor. “ Second, it enables the digital resurrection or reanimation of deceased or de-aged actors (here termed the ‘resurrection of the dead,’ where ‘resurrection’ means digitally reconstructing an actor’s likeness using archival footage or data). These developments represent a significant ontological shift. They redefine the core of acting as it transitions from human expression to a domain where performance is encoded and preserved as data, through the analysis of four case studies: Beowulf (2007), Alita: Battle Angel (2019), Fast & Furious 7 (2015), and Rekhachitram (2025). This paper traces the evolution of performance from motion capture or performance capture to AI-driven synthetic actors. Integrating media theory, cultural analysis, and case study interpretation, this paper examines the evolution of cinema from a performance-based art form to a simulated performance on screen. The central argument presented in this paper is that the widespread adoption of AI in film production constitutes not merely a technical advancement but an ontological redefinition of performance, as acting is increasingly separated from the living body and embedded within digital code in contemporary film production practices globally. These transformations have substantial implications for Acting, spectatorship, creative labor rights, authorship, and the ethics of digital immortality, as AI technologies now allow actors to appear on screen without their physical presence or mortality, further blurring the lines between creative and synthetic performances on screen.KEYWORDSDeath of the Actor; Digital immortality; AI in Cinema; Computer Graphics; Authorship; Posthuman aesthetics.

			

		

		
			
				RESUMEN

				La expansión de la inteligencia artificial (IA) y de las tecnologías de medios sintéticos está transformando la interpretación en las industrias culturales. Este estudio sostiene que la IA está modificando profundamente la actuación cinematográfica de dos formas principales. En primer lugar, propicia el desplazamiento simbólico y material de los intérpretes humanos y encarnados, fenómeno conceptualizado como la “muerte del actor”. En segundo lugar, posibilita la resurrección o reanimación digital de actores fallecidos o rejuvenecidos —la “resurrección de los muertos”—, entendida como la recons-trucción digital de su apariencia a partir de material de archivo o datos previos. Estos avances implican un cambio ontológico decisivo, al redefinir la actuación como un proceso que pasa de la expresión humana a un ámbito en el que la interpretación se codifica y preserva como dato. A través del análisis de cuatro estudios de caso —Beowulf (2007), Alita: Battle Angel (2019), Fast & Furious 7 (2015) y Rekhachitram (2025)—, este trabajo examina la evolución de la interpretación desde la captura de movimiento hasta los actores sintéticos impulsados por IA. Integrando teoría de los medios, análisis cultural e interpretación fílmica, el artículo plantea que la incorporación generalizada de la IA en la producción cinematográfica no representa solo un avance técnico, sino una redefinición ontológica de la actuación. Al desvincular la interpretación del cuerpo vivo e incorporarla al código digital, surgen nuevas implica-ciones para la actuación, la experiencia del espectador, los derechos creativos, la autoría y la ética de la inmortalidad digital.permiten hoy que los actores aparezcan en pantalla sin su presencia física o incluso tras su muerte, difuminando aún más las fronteras entre la actuación creativa y la interpretación sintética.

				KEYWORDSMuerte del actor; Inmortalidad digital; IA en el cine; Gráficos por computadora; Autoría; Estética poshumana.
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				1. Introduction

				Historically, cinema has depended on the embodied presence of actors, whose physical bodies, voices, gestures, and expres-sions are captured on film using technology. From stylized pantomime in the silent era to the intensity of method acting, actors have served as both a medium and a myth (icons within popular culture). However, AI, synthetic media technolo-gies, and advanced visual effects are fundamentally altering this foundation. Now, digital doubles such as CGI replicas of actors, algorithmic avatars (computer-generated charac-ters animated or controlled by algorithms), and posthuman simulations (virtual entities that mimic human appearance or behavior) are supplanting human performers. This pheno-menon, termed the ‘death of the actor,’ in this study marks a symbolic and material shift from embodied labor to program-mable surrogates. At the same time, contemporary cinema is witnessing the ‘resurrection of the dead’, referring to the digital reanimation of deceased performers and the de-aging of esta-blished stars. These processes are advanced and accelerated by AI. Together, these developments generate a technological spectacle and create an ontological rupture in the film perfor-mance.

				While the transformation of acting into a technologically mediated process is often associated with the rise of artificial intelligence, the roots of synthetic performance extend much earlier. From early experiments with rotoscoping, animation, and digital compositing to the motion capture breakthroughs of The Lord of the Rings (2001-2003) (Jackson, 2001), The Polar Express (Zemeckis, 2004), and Avatar (Cameron, 2009), cinema had already begun to translate the actor’s physical labor into data. These pre-AI technologies and techniques marked the beginning of a shift from embodied performance to programmable simulation. What distinguishes the present moment is that AI has intensified and automated this trans-formation, which is no longer merely capturing or enhancing performance, but predicting, reconstructing, and even gene-rating it. In this sense, AI is not the origin but the accelerant of synthetic performance, propelling cinema further toward a posthuman mode of acting in which the living body becomes optional.

				Far from being speculative, such practices are already beco-ming common in global film industries due to the increasing adoption and normalization of AI and associated performance capture technologies. In Hollywood, Fast & Furious 7 (Wan, 2015) digitally resurrected the late Actor Paul Walker using archival footage, body doubles, and CGI. The Irishman (Scor-sese, 2019) de-aged Robert De Niro and Al Pacino with facial mapping. Captain Marvel (Boden & Fleck, 2019) featured a digitally rejuvenated Samuel L. Jackson. Similarly, Gemini Man (Lee, 2019) created a fully synthetic younger clone of Will Smith using neural rendering and high-fidelity motion capture. The Star Wars franchise has long been a testing ground for digital 

			

		

		
			
				
					RESUM
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				resurrection and likeness simulation, as seen in Rogue One: A Star Wars Story (Edwards, 2016) and The Rise of Skywalker (Abrams, 2019), which reanimated Peter Cushing and Carrie Fisher through AI-driven digital doubles. Earlier films, such as Beowulf (Zemeckis, 2007), Tron: Legacy (Kosinski, 2010), and Avatar (Cameron, 2009), have redefined motion capture in cinema by translating actors’ facial expressions and move-ment data into hyperreal, computer-generated forms. This Datafied cinematic performance approach reached unprece-dented sophistication in the film Avatar: The Way of Water (Cameron, 2022), which employed AI-assisted facial mode-ling and underwater motion capture combined to produce synthetic performances of remarkable emotional and physical realism in cinema.

				Beyond Hollywood, other global film industries have also integrated AI technologies into performance design and reconstruction. For example, East Asian cinemas have been at the forefront of this evolution, witnessed in South Korean science fiction film The Moon (Yong-hwa, 2023), which employed AI-driven facial modeling, and the recent Chinese film The Wandering Earth II (Gwo, 2023), which used AI-based digital doubles and large-scale visual simulations in its produc-tion. In India, the intersection of AI and cinematic stardom has produced distinctive results compared to Hollywood and other East Asian cinemas. The much-hyped Pan-Indian Telugu film Kalki 2898 A.D. (Ashwin, 2024) digitally de-ages veteran Bollywood actor Amitabh Bachchan to fit the mythic-sci-fi narrative of the film. Malayalam film Rekhachitram (Chacko, 2025) used AI-based facial synthesis to rejuvenate Actor Mammootty, and Tamil Pan-Indian film Coolie (Kanakaraj, 2025) utilized AI-based VFX to present youthful Rajnikanth for its backstory. These are not isolated experiments, but provide evidence of a new cinematic paradigm in which the actor’s age becomes optional, their presence on screen is simulated, and even the actor’s death becomes a negotiable entity (Thomas, 2024). Together, these films demonstrate how AI-driven CGI and motion capture techniques are transforming the onto-logy of performance in cinema globally, often aiming to extend the actor’s screen life beyond their physical presence and mortality, thus inaugurating a posthuman mode of cinematic realism.

				The implications of these AI technologies in cinema go beyond their visual novelty, as Acting has long been tied to the tempo-rality of the body, reflected in its aging, vulnerability, and decay. Employing these AI-based technologies raises ques-tions such as: What happens when performance becomes a dataset? What occurs when facial expressions are interpo-lated by machine learning and AI? What is lost when screen presence is synthesized without the actor’s own participa-tion? These developments raise pressing concerns about authorship, consent, and creative labor in cinema, as actors’ likenesses are increasingly being transformed into digital 

				assets that can be extracted and circulated with or without the performers’ consent within platform capitalism (Srnicek, 2017; Zuboff, 2019). In this context of synthetic performance through AI, Acting in cinema is no longer an ephemeral, embodied craft but a programmable resource that exhibits potentially infi-nite use. To ground these concerns, we can examine current industry debates and guild clauses, such as SAG-AFTRA’s (SAG-AFTRA, 2025) ongoing negotiations on digital likeness rights, which exemplify these issues and concerns surroun-ding the use of AI in film Production and its potential misuse. Guilds like SAG-AFTRA are working to protect actors’ rights related to provisions governing AI and digital likeness. The urgency of these discussions underscores the rapidly evolving contemporary cinematic landscape, where digital immorta-lity presents significant ethical dilemmas, driving the need for new legal frameworks and protections for stakeholders. 

				To conceptualize this transformation, this study draws on four major theoretical currents. First, Barthes’ (1986) “Death of the Author” destabilizes the concept of creative authority. Second, Technological Determinism, which allows us to gain insi-ghts about how innovations like AI-driven VFX gain industrial momentum (McLuhan, 1962; Ellul, 1959). Third, posthumanism, which examines the decentring of the human in performance (Hayles, 1999; Braidotti, 2013). Fourth, Platform Capitalism, which sees actorly labor as data commodification (Srnicek, 2017). Using these frameworks, this paper conceptualizes “Death of the Actor” as not just an aesthetic innovation, but a critical part of broader cultural and economic logic that rede-fines performance.

				This article situates these debates within four comparative case studies: Beowulf (Zemeckis, 2007), an early experiment in motion-captured digital Acting; Alita: Battle Angel (Rodri-guez, 2019), which hybridizes human performance and AI-generated form; Fast & Furious 7 (Wan, 2015), an example of posthumous resurrection; and Rekhachitram (Chacko, 2025), which demonstrates the cultural stakes of AI de-aging in Indian Cinema. Together, these examples chart the shift from Performance-based Embodiment to Synthetic Acting as a new ontological condition of cinema and prompt vital ques-tions, such as what is lost and what is gained when the actor is no longer necessary for acting. How do audiences negotiate emotional engagement with simulations of life on screen? What new forms of authorship, labor, and affect emerge when action is outsourced to code?

				By addressing these questions, this article shows that AI rede-fines cinematic performance. With its main argument as ‘the actor’s body, once key to screen presence, now risks obso-lescence’ as synthetic actors span datasets, algorithms, and archives. In this paradigm, performance continues, but the performer is displaced, rendering the actor a reproducible digital asset, rather than a living laborer.
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				2. Conceptual and Methodological Approach

				Understanding the ongoing transformation of cine-matic performance through artificial intelligence (AI) and synthetic media technologies requires a new framework. This framework is designed to address both the technolo-gical and cultural shifts in the ontology of Acting. This study synthesizes theoretical and methodological perspectives, integrating conceptual analysis with interpretive case studies. The analysis is grounded in the work of media historians and cultural theorists, drawing on insights from posthuma-nism and digital labor studies. By uniting these approaches, the study elucidates how AI alters cinematic performance. It also explains how the actor’s body, labor, and authorship are reconstituted as data and code within the context of platform capitalism.

				2.1 Conceptual framework

				2.1.1. From “Death of the Author” to “Death of the Actor”

				Roland Barthes’s (1986) essay, “The Death of the Author,” provides the foundation for this study’s key term, “The Death of the Actor.” Barthes argues that meaning arises not from a single author but from interpretative plurality. In cinema, this idea can be extended to show how collaborative and compu-tational processes displace an actor’s creative authorship as performance is distributed across animators, AI engineers, motion-capture data, and machine learning models. In this context, the actor’s body ceases to be the primary locus of expression. This shift from authority to assemblage reveals the loss of embodied performance as the central creative subject. This paper defines such loss as the Death of the Actor.

				2.1.2. Technological Determinism and the Logic of Innovation

				The second conceptual pillar of this study is the technological determinism (McLuhan, 1962) (Ellul, 1959), which explains how technological innovations develop self-sustaining trajectories once introduced into social systems, In the cinematic industry, once motion capture and digital doubles became feasible, their adoption accelerated with the advent of AI due to the industrial incentives and ease of use it offered such as cost efficiency, risk minimization, and perpetual intellectual property control. This deterministic logic frames the rise of AI-driven perfor-mance not as an isolated artistic choice but as an inevitable consequence of an economic system that rewards automa-tion and continuity. With this logic, the actor’s labor becomes increasingly replaceable, and technological progress itself becomes self-justifying, an insight that is critical for unders-tanding synthetic performance as both an industrial and aesthetic phenomenon.

				2.1.3. Posthumanism and the Reconfiguration of Presence

				Posthumanist Theorists such as Braidotti, Haraway, and Hayles question human exceptionalism and explore the inter-dependences of human and machine (Braidotti, 2013; Haraway, 1990; Hayles, 1999). Their ideas can help us illuminate how the Actor’s Presence in an AI-mediated cinema becomes a hybrid entity that is part organic, part computational. Performances seen in films such as Alita: Battle Angel (Rodriguez, 2019) exemplify this hybrid condition, in which emotional expressi-vity of the actor in cinema is generated through the interplay between the actor’s embodied performance and algorithmic modeling. In such a scenario, posthumanism provides us with a vocabulary for understanding how the actor is not as a vanishing point but has become an evolving assemblage that is getting increasingly Datafied, networked, and tempo-rally extensible, transforming the actor into a subject whose expressivity is mediated, preserved, and manipulated by the digital systems and AI.

				2.1.4. Platform Capitalism and Synthetic Labor

				The last foundation of the conceptual framework employed in this study is derived from Platform Capitalism (Srnicek, 2017; Zuboff, 2019) and Digital Labor (Terranova, 2012). In this era of AI-mediated cinema, actors’ faces, voices, and movements are being transformed into monetizable digital data assets, as exemplified by the cameo appearance of celebrities in Hideo Kojima’s ‘Death Stranding 2’, which utilizes AI and machine learning models for character design (Desk, 2025). Studios are archiving biometric information of actors and licensing digital doubles for future use in their production or for licen-sing, transforming the art of acting from a live performance into a form of synthetic labor that is disembodied, reusable, and extractable. This datafication of performance raises pres-sing ethical and economic questions that concern ownership, consent, and posthumous representation of cinematic perfor-mance. The logic of platform capitalism, which implies that data is the ultimate commodity, redefines performance as a transferable and perpetual property rather than a temporal artistic act.

				3. Methodology

				To implement these theoretical frameworks, this study employs a qualitative, interpretive, and comparative case-study methodology grounded in media studies and performance analysis. This approach is not quantitative. Instead, it prioritizes close reading of films, contextual inter-pretation, and comparative synthesis. The main objective of this study is to demonstrate how AI and synthetic performance technologies are reshaping performance aesthetics, labor relations, and audience reception. Recognizing the poten-tial for researcher bias inherent in interpretative analysis, 
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				the study explicitly acknowledges this limitation to enhance transparency and foster trust with readers.

				3.1.1 case selection and comparative logic

				This study employs a purposive sampling strategy to identify films that mark critical inflection points in the technological and aesthetic evolution of synthetic performance. The selec-tion was guided by three main criteria: (1) Technological milestones: each film introduces or consolidates a significant innovation in the use of digital or AI-mediated performance technologies such as motion capture, de-aging, resurrection, or AI synthesis. (2) Conceptual Relevance: films that exemplify distinct theoretical dimensions of the “Death of Actor” such as disembodiment, hybridization, resurrection, and algorithmic authorship. (3) Cultural and Industrial Diversity: Cases that represent different industrial contexts, such as Hollywood’s global hegemony and India’s regional industries, to allow for cross-cultural comparison in how synthetic performance is aestheticized and received. Accordingly, four films were selected to illustrate a chronological and conceptual trajec-tory.

				Beowulf (Zemeckis, 2007) is an early experiment in motion-captured performance and full-body digital embo-diment, inaugurating the transition from live-action to synthetic performance.

				Fast & Furious 7 (Wan, 2015) is a pivotal example of posthu-mous digital resurrection, where performance continues beyond the actor’s biological life.

				Alita: Battle Angel (Rodriguez, 2019) is a hybrid model of human Acting and AI-driven character creation that blurs the line between human and synthetic affect.

				Rekhachitram (Chacko, 2025), a Malayalam film occurs as a recent instance from Indian Cinema that employs AI-based de-aging to sustain narrative continuity.

				This cross-cultural and diachronic selection of films faci-litates a rich comparative understanding of how synthetic performance evolves from early motion capture to the contemporary AI-generated simulation, revealing both conti-nuities and ruptures in the ontology of embodied cinematic performance.

				3.1.2. Analytical Procedure

				Each of the selected films is analyzed through a textual and contextual-industrial approach aimed at integrating aesthetic, technological, and industrial perspectives of implications of AI and related technologies in cinematic performance.

				1. Textual-Visual Analysis: using this method, a close reading of the aesthetic construction of synthetic performance in the selected films was conducted, such as framing, lighting, 

				animation, and the visual integration of digital live elements, aimed at assessing how the Actor’s Presence and realism are technologically mediated.

				2. Contextual-Industrial Analysis: is used to examine the production materials, interviews, trade publications, and VFX documentation to situate each of the selected films within the broader industrial and ethical debates of using AI in cinematic performance.

				This interpretive procedure is informed by media archaeology (Parikka, 2012) to trace continuities and ruptures in the tech-nological history of performance, and critical theory to connect aesthetic analysis with questions of political economy, posthuman ontology, and ethical authorship. Together, these methods enable a historically grounded and theoretically informed interpretation of how the actor’s body, labor, and presence are transformed with the age of AI.

				3.1.3. Scope and Limitations

				This study prioritizes interpretive depth over empirical depth, and its analysis is limited to publicly available materials, excluding ethnographic or audience reception data. The focus of this study remains on representational and industrial trans-formation rather than measurable audience effects. These limitations are acknowledged as methodological boundaries that ensure conceptual precision rather than empirical gene-ralization. However, future empirical research could expand the scope of this study by incorporating audience reception analyses or ethnographic studies. Such approaches would provide valuable insights into how different audiences engage with AI-mediated performances and how these technologies are integrated into various cultural contexts. Future studies could benefit further from triangulating data sources, thereby enriching the understanding of the broader socio-cultural implications of synthetic performances.

				3.1.4. Analytical Objective

				The integration of conceptual and methodological perspec-tives in this study serves a single objective: to theorize the “Death of the Actor” as a structural and ontological transfor-mation in contemporary cinematic culture. By aligning close textual analysis with frameworks of technological determi-nism, posthuman aesthetics, and platform capitalism, this paper advances the above argument that the contemporary actor is being reconstituted as a synthetic actor (a Datafied subject whose creative, affective, and economic functions are distributed across human and algorithmic agencies). This synthesis of the results from the case studies not only extends existing scholarship on performance and digital media but has the potential to contribute a new conceptual vocabulary for understanding how cinema negotiates embo-diment, labor, and mortality in the age of AI. To translate this theoretical framework into actionable insights, scholars and 
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				policymakers should focus on creating ethical guidelines and legal frameworks that address the ownership, consent, and rights of actors in AI-mediated Cinema.

				4. Results

				4.1. From Motion Capture to Posthuman Realism. Beowulf (2007)

				Robert Zemeckis’s Beowulf (2007) occupies an important place in the history of synthetic performance as one of the earliest mainstream films that closely mimicked the live-ac-tion performance, which relied entirely on motion capture (mo-cap) or performance capture for its principal characters, in doing so, this film marks a moment of ontological and tech-nological experimentation, that departs from the conventional live-action and a move towards full digital embodiment and synthetic performance. Featuring a cast of well-known actors such as Ray Winstone, Angelina Jolie, and Anthony Hopkins (Zemeckis, 2007), Zemeckis dedicated a significant part of his life to making films with synthetic performances (Nerdstalgic, 2022), representing not merely a technological innovation but a redefinition of cinematic ontology.

				The motion capture (Mo-cap) process in Beowulf transformed acting into a form of computational authorship, as actors’ performances were recorded in a sterile volume, with their body movements and facial expressions tracked using reflec-tive markers (Great, 2021). The resulting data is then processed and rendered into stylized digital avatars, which are recogni-zably human yet aesthetically alien (IGN, 2008), making the film’s characters occupy the perpetual zone of uncanny valley (Mori, et al., 2012), where the almost-human synthetic repre-sentations on screen provoke discomfort rather than empathy. This aesthetic tension mirrors the tension between presence and absence, in which the actor’s voice and movement are real, yet their onscreen embodiment and performance are synthetic. Furthermore, Beowulf anticipates the later deve-lopments in de-aging and digital resurrection in cinema, as Winstone’s character in the film, a hyper-masculinized avatar, exemplifies the early use of digital enhancement to transcend biological limitations, foreshadowing how future technolo-gies will manipulate age, form, and expression. In this sense, the film inaugurates the “Death of the Actor” not through replacement but through transformation, making the actor’s performance a manipulable dataset, with the labor of acting redistributed across actors, animators, software, and algo-rithms, exemplifying what Barthes (1986) describes as the dispersal of authorship.

				The film’s reception further exposed the limits of digital live-ness (Auslander, 2023) and synthetic likeness. Critics noted the lifeless quality of its characters, exemplified in their eyes, which lack depth, skin that lacks vitality, and restricted 

				facial expressions, highlighting the difficulty of reproducing affect through simulation. This aesthetic failure, however, is conceptually productive as it marks the threshold between the organic and the synthetic, between embodiment and compu-tation. Beowulf thus functions as a historical hinge (a film that renders the actor simultaneously indispensable and obsolete), inaugurating the era of posthuman performance.

				4.2. Hybrid Human-AI performance. Alita: Battle Angel (2019)

				While Beowulf (2007) marked an early experiment in motion capture and full-body digitization, Robert Rodriguez’s Alita: Battle Angel (2019) represents a technological and aesthetic maturation of synthetic performance and digital live-ness in cinema. Based on the Japanese manga Gunnm and produced by James Cameron (AMC Theatres, 2019), Alita cons-tructs a protagonist who is both narratively and technically posthuman. While Salazar’s Acting serves as a foundation for Alita’s behavior and personality in the film, her onscreen appearance is entirely computer-generated. The filmmakers employed a proprietary performance capture system deve-loped by Weta Digital, which included high-resolution facial scanning, real-time tracking, and machine-learning algorithms that are trained to enhance the subtlety of micro-expressions. Notably, the film’s visual aesthetic deliberately exaggerates certain features of the main character, such as Alita’s eyes, which are much bigger than a human’s, echoing her manga origins and serving both as a stylistic choice and a signal of her posthuman identity. These enhancements push the limits of believability while retaining the emotional depth of human performance, blending the live and synthetic action in one single frame (20th Century Studios, 2019), and challenging traditional notions of what constitutes acting. This visual exaggeration situates Alita within a posthuman aesthetic that embraces, rather than concealing, its artificial origins. The audience’s positive response to this balance of artifice and emotion suggests that the threshold of empathy in synthetic Acting had shifted (Rotten Tomatoes, 2020).

				This raises critical questions about authorship and labor, such as who is responsible for Alita’s performance? Is it Salazar, the animators, the software, or the algorithm? The performance is no longer singularly attributable to the actor but is distributed across multiple layers of technical mediation. While Salazar’s face was used as a reference, every frame of Alita’s Presence was digitally constructed. In this sense, the actor becomes a starting point rather than an endpoint to the actor’s perfor-mance, serving as a reference for a system of computational reconstruction. The performance thus straddles a liminal space that is grounded in human emotion but realized through machine logic. The case of Alita also complicates our unders-tanding of stardom and embodiment. Rosa Salazar is the lead performer, yet she is never seen in her own body, with her contribution hidden behind a digital veil, and the labor of her acting getting fragmented across departments and devices. 
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				Authorship is distributed across humans and machines, embodying the posthuman idea of co-agency (Hayles, 1999; Braidotti, 2013), where the actor’s identity becomes partial and procedural, presented as data rather than a Body.

				From a technological standpoint, Alita signifies a transition from motion capture to AI-enhanced performance capture, where algorithms actively learn expressivity from the data collected from the actor’s performance, rather than merely recording it, ensuring continuity between shots. This approach blurs the line between Acting and animation, between performer and processor (Seymour, 2019). This evolution in synthetic performance confirms the logic of technological determinism (McLuhan, 1962; Ellul, 1959), wherein innovation advances not only by artistic intention but also by industrial momentum. Culturally, Alita normalizes synthetic protago-nists for an audience accustomed to interacting with avatars and filters. Through this, the film demonstrates that the contemporary cinematic subject is no longer the human Actor but the synthetic Actor (a collaborative entity produced at the intersection of emotion, data, design, and AI).

				4.3. Digital Resurrection. Fast & Furious 7

				James Wan’s Fast & Furious 7 (2015) stands as a watershed moment in the history of AI (use of proto-AI tools in VFX) mediated performance, not for speculative future imaginaries, but for the actual posthumous resurrection of a star. Following the tragic death of actor Paul Walker during the film’s produc-tion, the studio decided to complete his remaining scenes using a combination of CGI, AI-driven facial mapping, motion capture, and body doubles, including Paul Walker’s brothers (Ramey, 2014). The result was a performance crafted after death, achieved through a synthesis of archival footage, animation, and surrogate embodiment (Mathew, 2015). Fast & Furious 7thus becomes a definitive example of posthumous performance and technological resurrection.

				This moment is significant for several reasons. First, it under-scores how far visual effects and AI-assisted reconstruction had progressed by 2015. Weta Digital utilized detailed facial scans, proprietary animation software, and prior footage of Walker to create a digital model that could convey his subtle emotions and deliver dialogue in a realistic manner (Wetafx, 2015). Second, the film blurs the boundary between tribute and technological spectacle. The final scenes, particularly the emotionally charged farewell between Walker’s character and Vin Diesel’s, were widely understood as a farewell to both the character and the actor, creating a moment of meta-cinematic mourning. However, the seamlessness of Walker’s digital double also triggered discomfort in the audience, which means that they were moved not only by the character’s send-off but also by the eerie knowledge that they were watching someone who was no longer alive.

				The implications of the digital resurrection of a leading actor are profound. Walker’s posthumous performance exem-plifies what scholars such as Andre Bazin would recognize as cinema’s desire to “embalm time” to preserve the living image beyond the limits of death (Bazin, 1967). However, unlike archival footage or documentary preservation, Fast & Furious 7 actively reconstructs its presence. Walker is not simply remembered through his films, but he is made to perform again posthumously. This act transforms the actor from a living subject into a navigable database, a composite of previously recorded materials and algorithmically generated movement. This raises urgent ethical and philosophical ques-tions. What does consent mean when a person is no longer alive to give it? Who owns the digital likeness of a deceased actor? Is it the family, the estate, the studio, or the algori-thms? In Walker’s case, his family granted permission, and the filmmakers emphasized the respectful tone of the tribute (Klemchuk, 2015). However, the precedent it set has since been exploited and commercialized. Actors including Carrie Fisher, Peter Cushing, and Bruce Lee have appeared (or are slated to appear) posthumously in films and advertisements, their images being digitally enhanced via AI and CGI without their prior consent. These acts of resurrection of an actor signal the emergence of a new cinematic economy, where the dead can be licensed, manipulated, and monetized long after they are gone.

				From a theoretical standpoint, Fast & Furious 7 exemplifies the convergence of posthumanism and platform capitalism. The actor’s labor persists as data that is archived, owned, and redeployed by the studio. In this regime, performance becomes an asset, severed from its human origin. The resu-rrection of Walker thus transforms the actor into a form of synthetic immortality (a commodified presence capable of infinite reproduction). This condition redefines cinema’s rela-tionship with death, transforming mortality into a technical challenge rather than an existential limitation. Audiences’ emotional reactions to Walker’s final scenes underscore the complex affective economy of digital resurrection as viewers were simultaneously moved by the narrative farewell and unsettled by the knowledge of its artificiality. This duality of empathy coexisting with unease captures the paradox of synthetic performance, which generates genuine emotion through simulated life. Fast & Furious 7 thereby exposes the ethical, industrial, and ontological stakes of posthouse acting, illustrating how data supplants the living body as the actual site of performance.

				4.4. Synthetic Preservation and Stardom in Indian Cinema. Rekhachitram (2025)

				While much of the global discourse on AI and synthetic perfor-mance has been centered on Hollywood, Indian Cinema, especially Tamil, Telugu, and Malayalam Cinema, is rapidly embracing these technologies in ways that reflect their distinct aesthetic, cultural, and economic logic, even though many 
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				Pan-Indian South films used AI to de-age actors such as Kalki 2898 A.D. (Ashwin, 2024), Greatest of All Time (Prabhu, 2024), and Indian 2 (Shankar, 2024). The 2025 Malayalam film Rekha-chitram represents a significant milestone in this evolution, featuring Actor Mammootty who is digitally de-aged to portray a younger version of himself. In this film, AI is not employed to resurrect a deceased actor or create a hybrid Human-AI entity but to preserve and extend the performative range of the star, thereby allowing the continuity of the younger self of the actor across generations and temporal boundaries. Mammooty’s de-aging in Rekhachitram was achieved through a combi-nation of AI-assisted mapping, deep learning algorithms trained on archival footage, and high-fidelity digital compo-siting. Drawing from decades of his earlier work, technicians were able to recreate the texture, tone, and structure of his younger face, aligning it in real-time with his current perfor-mance (Suresh, 2025). The resulting image is youthful, fluid, and expressive, allowing the character to seamlessly play a character across four decades without the jarring shifts in appearance, which is traditionally managed through makeup or casting younger lookalikes. This was not merely a visual trick but a transformative shift in how stardom, aging, and performance are constructed and consumed in Indian Cinema.

				Unlike the case of Paul Walker in Fast & Furious 7, Mammooty was an active participant in the process, lending his body and voice to the performance while allowing AI to modify his visible age (Alexander, 2025). This introduces a new dimension to the discourse on AI in performance, which is not the replacement or resurrection of the actor but their augmentation. The actor’s biological constraints, such as wrinkles and changes in physi-cality, are digitally overwritten, enabling a perpetual return to his prime. In the star-driven industries of Indian Cinema, where the charisma and continuity of a hero figure are central to audience investment and engagement with the film, these interventions are both technologically powerful and culturally resonant. However, the implications of this continuity extend beyond the film’s aesthetics. The de-aging of the actor points to the emergence of a synthetic temporality in Indian Cinema, in which linear time no longer dictates the limits of the actor’s body. AI-related technologies are enabling filmmakers to erase temporal traces, collapse generational shifts, and position the same star across different historical moments without narra-tive or visual dissonance. This not only redefines acting as a temporally fluid practice but also extends the commercial shelf life of actors, enabling studios to build franchises around the ageless protagonists.

				From the perspective of platform capitalism, the creation of a reusable digital double raises profound questions of owner-ship and consent. While Mammootty consented to the process, the resulting digital double could, in principle, be used without his future participation. This scenario transforms the actor’s likeness into Datafied property, aligning with global trends of synthetic labor (Srnicek, 2017; Zuboff, 2019). Crucially, Rekha-

				chitram also highlights the aesthetic and ethical distinctions between Western and Indian uses of AI, whereas Beowulf and Alita foreground spectacle; Rekhachitram, on the Other Hand, integrates de-aging within the melodramatic and temporal rhythms of Malayalam Cinema. In this context, AI as a tech-nology does not erase aging but reframes it as continuity(a celebration of legacy rather than denial of decay). In doing so, the film situates AI within the emotional economy of regional cinema, suggesting that synthetic performance can also serve as a form of cultural preservation.

				5. Synthesis

				Together, the above four case studies reveal an evolutionary trajectory in the history of cinematic performance: from the digitization of acting to the algorithmic authorship of presence. Across different industrial, aesthetic, and cultural contexts, these films mark successive stages in what this study concep-tualizes as the death of the actor (a process through which human performance is progressively abstracted, distributed, and synthesized within technological and economic systems). Rather than signaling disappearance, this “death” constitutes a transformation in the ontology of performance itself, as the actor becomes a site of data production, algorithmic manipu-lation, and synthetic resurrection.

				5.1. From Embodied Labor to Synthetic Data

				In Beowulf, the Actor’s Presence is first translated into data through motion capture, inaugurating the technical process of separating performance from the body. This moment establi-shes the foundation for synthetic Acting (the actor’s gestures, voice, and expressions become quantifiable, editable, and transferable). What Beowulf demonstrates, therefore, is the technological precondition for the death of the actor symboli-zing the capacity to capture and reconstruct human movement without continuous bodily presence. This aligns with the logic of technological determinism (McLuhan, 1962; Ellul, 1959), where innovation, once introduced, develops its own momentum within industrial practice. By contrast, Alita: Battle Angel extends this logic into the realm of posthuman perfor-mance, where the human and synthetic coalesce seamlessly. Rosa Salazar’s Acting is retained as emotional data, but her physical identity is erased and replaced by a computationally generated avatar. This transition from capture to collabo-ration, in which AI systems interpolate, refine, and augment emotional expression signals the evolution from human-as-sisted simulation to algorithmic co-authorship (Hayles, 1999; Braidotti, 2013). Acting thus becomes performing through a machine rather than before them; this hybridization embodies what this study terms synthetic realism (a mode of cinematic expression that maintains affective believability through computational mediation).
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				5.2. From Simulation to Resurrection

				Fast & Furious 7 marks a critical rupture where technological mediation transcends the boundaries of life itself. The digital resurrection of Paul Walker’s likeness transforms the actor from a living laborer into a posthumous dataset. Here, cine-matic immortality becomes technically achievable, rendering mortality a solvable problem through data reconstruction and restoration. The performance no longer requires the actor’s participation as it only requires recorded traces; this trans-formation redefines performance as an act of technological resurrection (a process of generating life-like motion from archival fragments and machine learning). The implications of this technological resurrection are profound, as the actor’s creative and ethical agency is displaced by the studio’s owner-ship of their data. In Barthesian terms, this is the full realization of the death of the author (Barthes, 1986), where the actor’s authorship dissolves entirely into a network of technological and corporate control. With the logic of platform capita-lism (Srnicek, 2017; Zuboff, 2019), the actor’s body becomes a resource, an asset to be reanimated, monetized, and infi-nitely circulated. The Fast & Furious 7 case thus exposes the economic underpinnings of synthetic performance (the commodification of likeness as data and the emergence of synthetic labor that is detached from human agency).

				5.3. From Resurrection to Preservation

				In the Indian Film Rekhachitram, this global trajectory takes on a culturally specific inflection as Mammooty’s AI-as-sisted de-aging represents not resurrection or replacement, but synthetic preservation. Here, AI functions as an instru-ment of continuity, extending the performative lifespan of the actor and reinforcing the mythology of stardom. The process exemplifies a regional adaptation of global technological trends, mediated by local aesthetics and audience expec-tations. Rather than denying age or mortality, the de-aging technique sustains the cultural fantasy of the star, reflecting the deeply interwoven relationship between technology and devotion in Indian film culture (Thomas, 2024). Methodolo-gically, Rekhachitram broadens the concept of the synthetic Actor beyond Western posthuman aesthetics, as the synthetic her is not alien but devotional, preserving the affective bond between the actor and the audience while technologically reconfiguring time and embodiment. From the perspective of posthumanism, this reflects a form of cultural posthumanism (a situated negotiation between local star systems and global digital infrastructures) (Bode, 2017). In this way, Rekhachitram demonstrates that synthetic performance is not merely a technical or economic phenomenon but a cultural and ontolo-gical one, differing across cinematic traditions.

				5.4. The Emergence of the Synthetic Actor

				Across these case studies, a coherent pattern emerges: the gradual displacement of acting as embodied labor by acting as Datafied authorship. In Beowulf, performance becomes a manipulable dataset; in Alita, it becomes hybridized through AI; in Fast & Furious 7, it becomes posthumous and autono-mous; in Rekhachitram, it becomes culturally regenerative. Collectively, these transformations constitute the emergence of the Synthetic Actor (a posthuman subject whose agency is distributed across human intention, algorithmic processing, and corporate ownership). This synthesis reframes the “Death of the Actor” not as a loss but as a metamorphosis as the actor survives in the form of data, image, an affective algorithm, and as an entity that continues to perform beyond the constraints of body, time, and mortality of humans. The synthetic actor is thus cinema’s response to the digital condition, which is an ontological figure that embodies both technological possibility and ethical contradiction.

				5.5. Ethical and Aesthetic Implications

				This subsection reveals a new tension in the ethics and aesthetics of acting in cinema, as likeness rights and emotional expression become programmable commodities in the context of synthetic performance, as questions of owner-ship, consent, and authenticity gain urgency in this debate. The actor’s afterlife, once symbolic, is now material and contrac-tual. Simultaneously, audiences are getting accustomed to the synthetic Presence of Actors in mainstream cinema, and empathy is increasingly becoming transferable from human faces to algorithmically rendered avatars in cinema. This shift in audience reception and acceptance of synthetic perfor-mance marks the normalization of posthuman spectatorship (a theorized condition in posthumanism where emotional engagement with audiences no longer depends on the physi-cality of the performer but on the believability of simulation). Ultimately, these findings affirm that the AI-driven synthetic technologies in cinema are not merely transforming produc-tion workflows but redefining the ontology of cinematic performance itself. The actor, once the expressive core of cinema, is now evolving into a hybrid entity that exists at the intersection of cinematic labor, code, image, and AI. The death of the actor, therefore, signals the birth of synthetic perfor-mance.

				6. Discussion

				The trajectory traced across the case studies above and its synthesis reveals a profound transformation in the ontology of Acting and Cinematic Presence. Rather than treating digital and AI-mediated performance as a technological novelty, the following discussion situates it within the broader theoretical and ethical frameworks of performance studies, posthuma-
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				nism, and cinematic labor. In doing so, this section identifies three key dimensions that emerge from this transformation: (1) the ontological redefinition of action and embodiment. (2) the redistribution of authorship and commodification of the actor. And (3) the normalization of synthetic presence through audience reception and adoption. Together, these dimen-sions map how cinema, under the influence of AI and other technologies related to synthetic performance, moves from human-centered performance to posthuman simulation.

				6.1. Ontological Transformation: From presence to programmability

				The “Death of the Actor” conceptualized in this study is not a simple disappearance but a metamorphosis of the Actor’s Presence, similar to traditional film performance, earlier the actor’s body served as a mediator between the camera and the audience, and acting as an indexical trace of life, emotion, and time (Auslander, 2023; Phelan, 1996). With the rise and adop-tion of AI and related CGI technologies, that earlier indexical bond has been severed. This is traced in this study across the films from Beowulf to Rekhachitram. In the context of synthetic performance, the actor’s body became a site of data extraction and algorithmic recomposition, transforming the actor into what this paper terms a synthetic actor. This onto-logical shift in cinematic performance can be read through the lens of posthumanism, which destabilizes the human-machine divide and redefines actors’ agency as networked and hybrid (Hayles, 1999; Braidotti, 2013). Implying that today’s actor is no longer the sole agent of performance in cinema but part of an assemblage, in which affect, image, and algorithm co-pro-duce the actor’s presence in cinema. The effect is a cinema no longer bound to the contingencies of the body, once Datafied, with mortality, fatigue, or age becoming manipulable variables but not constraints to the logic of simulation. However, this liberation also signals a loss, as the disappearance of liveness and the erasure of the actor’s vulnerability become evident, which Peggy Phelan identifies as the very condition of perfor-mance ontology (Phelan, 1996). In such a case, what is gained in perfection and immortality is lost in unpredictability, decay, and human error, the qualities once central to the art of Acting. In this sense, the “Death of the Actor” marks not annihilation but translation from corporeal performance to programmable performance. Acting becomes data-driven, iterative, and infi-nitely revisable. The actor’s temporality, once tied to the here and now, is replaced by synthetic time as performances can be endlessly replayed, reanimated, and rescripted. This shift reconfigures both cinematic temporality and the metaphysics of labor, and the actor’s embodied work is transformed into digital capital.

				6.2. Authorship, Consent, and the Political Economy of Synt-hetic Labor.

				If ontology defines what Acting is, authorship defines who acts, and this is where AI-driven performance radically challenges traditional paradigms of creative labor. The actor, one singular authorial presence, is now one component in a distributed network of creators and technologies. As observed in Alita: Battle Angel and Fast & Furious 7, performances emerge from collaborations between human actors, animators, AI systems, and proprietary algorithms. The resulting performance, though emotionally coherent, is no longer the expression of a single body or will. This fragmentation of authorship resonates with Roland Barthes’ notion of “The Death of the Author” (Barthes, 1986). However, in the digital context, it takes a material form: the actor’s labor is subsumed by software. Moreover, as Zuboff (2019) and Srnicek (2017) note, platform capitalism operates by converting human behavior into data assets. The same dynamic now governs screen labor. The actor’s biometric data, such as facial scans, motion signatures, and voiceprints, are archived, owned, and monetized as intellectual property.

				Performance, once ephemeral and co-present, becomes an extractive process in which data replaces labor as the unit of value. This development raises urgent ethical and legal ques-tions. Who owns an actor’s digital likeness? Can consent be meaningfully given for posthumous performances, as in the case of Paul Walker? Should AI-generated reproduction be credited or compensated as labor? These issues highlight the asymmetry between creative individuals and corporate control of data infrastructures. In Rekhachitram, Mammoo-ty’s de-aging exemplifies this tension within the Indian star system. the actor’s consent for de-aging his presence in the film coexists with the studio’s (producers in the context of Indian cinema) technological ownership. His image, while culturally sacred to his fans, has now become a dataset that can be subjected to manipulation, either in the case of consented future use or other scenarios. Thus, the commodi-fication of likeness merges with the logic of fandom and data capitalism, producing what can be called posthumous labor (performance without presence, work without worker).

				6.3. Spectatorship and the Affective Normalization of Synthetic Presence

				The transformation of Acting in the age of AI and synthetic performance also reconfigures the spectator’s experience. The viewer’s earlier relationship with the actor, which was once grounded in identification with a living, expressive body, can now be mediated by a digital artifice. However, audience response across the above case studies suggests a remar-kable adaptation. From the uncanny discomfort audience faced or felt to the main characters in Beowulf to the affective empathy expressed for Alita and the devotional acceptance of Mammooty by his fans and audiences in Rekhachitram, 

			

		

	
		
			
				The Death of the Actor and the Resurrection of the Dead: AI, Cinema, and the end of Embodied Performance

			

		

		
			
				51

			

		

		
			[image: ]
		

		
			
				audiences have progressively come to accept their synthetic presence, which normalizes synthetic performance as emotionally authentic and aesthetically legitimate in cinema. Moreover, this shift introduces a layer of complexity regar-ding gendered spectatorship. The synthetic bodies, often designed with exaggerated features and tailored to market-driven aesthetics, may re-encode and perpetuate the male gaze. This can further influence how gender is presented, represented, and perceived on screen, thus impacting the cultural critique of audience viewing habits. By examining how synthetic actors may challenge or reinforce gender norms, we can further enhance our understanding of the cultural and psychological implications of AI-driven synthetic perfor-mance in cinema. However, this normalization of synthetic affect in cinema raises critical questions about spectatorship and ethics of representation, as viewers increasingly engage with algorithmically generated performances, their capacity to discern between embodied and synthetic presence may dimi-nish rapidly. In this view, cinema can thus rapidly transition from an art of empathy with the living to a spectacle of Data-fied emotion. This risk, as Jean Baudrillard warns, is that the simulation may replace reality altogether (Baudrillard, 2008), creating a closed circuit of affect where the living and the arti-ficial might soon become indistinguishable.

				6.4. Rethinking Performance in the Posthuman Age

				Together, these shifts signal not merely a technological change in cinematic performance but a paradigmatic reorientation in the theory of Acting. The actor, once defined by corporeal expression and temporal finitude, now exists in multiple onto-logical states, such as embodied, Datafied, resurrected, and synthetic. Acting becomes an act of mediation across these states. The synthetic actor is not an aberration but the new norm, emblematic of a broader cultural desire for immortality and control over the body through technology. However, amid this transformation, the human residue persists; the actor’s gesture, voice, and affective trace remain the foundational raw material of synthetic performance. AI can extend, remix, or resurrect these traces, but it cannot originate the human impulse they derive from. In that sense, the actor never fully dies; they are endlessly deferred, multiplied, and re-coded. The Posthuman cinema does not erase humanity but distributes it.

				7. Conclusion

				Cinema is now entering an epoch in which the living, embo-died actor is no longer the sole guarantor of performance. The convergence of CGI, motion capture, machine learning, and artificial intelligence has reconfigured the relationship between presence and representation. What was once the actor’s exclusive domain, in the form of their expressive body, the emotional face, and the temporality of their performance, has now become a programmable and reproducible system. 

				Across the films analyzed in this study, from the digital avatars of Beowulf  (2007) and the hybrid posthuman heroine of Alita: Battle Angel (2019), to the digital resurrection of late Paul Walker in Fast & Furious 7(2015) and the AI-mediated rejuve-nation of Mammootty in Malayalam film Rekhachitram (2025) we can witness a clear historical trajectory, giving insights about the gradual transition from acting by human bodies to acting through data. This transformation, theorized as the Death of the Actor, does not signal the extinction of the actor from the cinematic landscape but the transfiguration of the actor’s performance. This shift marks a structural and onto-logical reordering of cinematic labor, in which the actor’s body is displaced by its digital proxy, and performance becomes a form of algorithmic authorship. Transforming Acting, which was once defined by vulnerability, decay, and liveness, is now Datafied, archived, and infinitely revisable. In this scenario, the actor becomes not a performer in time but a dataset in circu-lation that is trainable, remediable, and rentable. This shift produces what this article calls the synthetic Actor: a compo-site of biological traces, archived footage, and predictive computation that can simulate emotion, resurrect the dead, and preserve the star’s image indefinitely, which signals the rise of the Synthetic actor.

				The emergence of this synthetic actor poses profound ques-tions for both performance theory and media ethics. What happens to emotional authenticity when affect is generated rather than embodied? How can consent or authorship be maintained once the actor’s likeness becomes a reusable digital asset? Who owns a performance that is distributed across humans, machines, and software systems? These questions point to a more profound anxiety about personhood in the age of AI, where cinematic life extends beyond mortality, and the distinction between presence and simulation becomes increasingly unstable. This study argues that an Actor’s death is not just a loss, but initiates a posthuman performance mode, broadening both the actor’s expression and cinema’s affect. Through AI, filmmakers can now reimagine time, resu-rrect memories, revive actors, and explore new aesthetic frontiers that transcend the physical limitations of the body. The challenge, then, is not to resist this transformation but to theorize and ethically regulate it, ensuring that in the age of synthetic performance, the creative and moral dimensions of Acting are not erased but redefined. Therefore, concrete ethical guidelines need to be established. First, there should be policies mandating consent from actors, or their estates if posthumous, for the use of their digital likeness, ensuring transparency and fair compensation. Second, a framework should be developed to protect the artistic integrity of perfor-mances, involving the creation of an oversight body to review and approve AI-mediated representations, thereby preventing the misuse or distortion of an actor’s likeness.

				In summary, the contemporary film landscape reveals a paradoxical future, one in which the actor dies as an embo-
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				died labourer but reborn as data, code and image; where performance no longer requires presence, and yet presence continues to be simulated with astonishing precision, the Death of the Actor, as argued here, is not an end to cinematic life but its spectral continuation, a reanimation of cinema itself, in which bodies become optional, time is reversible, and the living and the dead perform side by side as equals in the algorithmic afterlife of the screen.
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The Death of the Actor and the Resurrection of the Dead: Al,
Cinema, and the end of Embodied Performance

Santhosh-Kumar Putta
University College of Arts and Social Sciences, Osmania University

La muerte del actory la resurreccién de los muertos: la inteligencia artificial, el ciney
elfinde lainterpretacion encarnada

ABSTRACT

The proliferation of artificial intelligence (Al) and synthetic
media technologies is reshaping performance within
the culturalindustries. This study contends that Al is

fundamentally altering film performance in two principal
ways. First, it facilitates the symbolic and material
displacement of human, embodied performers, which

is conceptualized as the “Death of the Actor. * Second, it
enables the digital resurrection or reanimation of deceased
or de-aged actors (here termed the ‘resurrection of the
dead, where ‘resurrection’ means digitally reconstructing
an actor's likeness using archival footage or data). These
developments represent a significant ontological shift. They
redefine the core of acting as it transitions from human
expression to a domain where performance is encoded

and preserved as data, through the analysis of four case
studies: Beowulf (2007), Alita: Battle Angel (2019), Fast

& Furious 7 (2015), and Rekhachitram (2025). This paper
traces the evolution of performance from motion capture
or performance capture to Al-driven synthetic actors.
Integrating media theory, cultural analysis, and case

study interpretation, this paper examines the evolution of
cinema from a performance-based art form to a simulated
performance on screen. The central argument presented

in this paper is that the widespread adoption of Al in film
production constitutes not merely a technical advancement
but an ontological redefinition of performance, as actingis
increasingly separated from the living body and embedded
within digital code in contemporary film production
practices globally. These transformations have substantial
implications for Acting, spectatorship, creative labor rights,
authorship, and the ethics of digital immortality, as Al
technologies now allow actors to appear on screen without
their physical presence or mortality, further blurring the
lines between creative and synthetic performances on
screen.

KEYWORDS
Death of the Actor; Digital immortality; Al in Cinema;
Computer Graphics; Authorship; Posthuman aesthetics.

RESUMEN

La expansién de la inteligencia artificial (IA) y de las
tecnologias de medios sintéticos estd transformando la
interpretacion en las industrias culturales. Este estudio
sostiene que la IA estd modificando profundamente la
actuacién cinematogrdfica de dos formas principales.

En primer lugar, propicia el desplazamiento simbélico

v material de los intérpretes humanos y encarnados,
fenémeno conceptualizado como la “muerte del actor”. En
segundo lugar, posibilita la resurreccién o reanimacién
digital de actores fallecidos o rejuvenecidos —la
“resurreccién de los muertos'—, entendida como la recons-
truccién digital de su apariencia a partir de material de
archivo o datos previos. Estos avances implican un cambio
ontoldgico decisivo, al redefinir la actuacién como un
proceso que pasa de la expresién humana a un dmbito en
el que la interpretacién se codificay preserva como dato.
Através del andlisis de cuatro estudios de caso —Beowulf
(2007), Alita: Battle Angel (2019), Fast & Furious 7 (2015) y
Rekhachitram (2025)—, este trabajo examina la evolucién
de la interpretacién desde la captura de movimiento hasta
los actores sintéticos impulsados por IA. Integrando teoria
de los medios, andlisis cultural e interpretacién filmica, el
articulo plantea que la incorporacién generalizada de la
IAen la produccién cinematogrdfica no representa solo

un avance técnico, sino una redefinicién ontolégica de la
actuacién. Al desvincular la interpretacién del cuerpo vivo
e incorporarla al cédigo digital, surgen nuevas implica-
ciones para la actuacién, la experiencia del espectador, los
derechos creativos, la autoria y la ética de la inmortalidad
digital.permiten hoy que los actores aparezcan en pantalla
sin su presencia fisica o incluso tras su muerte, difuminando
atn mds las fronteras entre la actuacién creativay la
interpretacion sintética.

KEYWORDS
Muerte del actor; Inmortalidad digital; IA en el cine; Grdficos
por computadora; Autoria; Estética poshumana.
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