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ABSTRACT
The article analyses various aspects of the modern society’s development related to the

virtualisation of culture: the educational process, the cultural industries, the artistic sphere, the
use of artificial intellect (Al) and artificial intellect and commemorative practices. The authors
describe the origin of the term "virtuality" and its evolution in a scientific discourse. The emer-
gence and evolution of the phenomenon of virtuality is connected to the development of infor-
mation and communication technologies (ICT). The concept of "virtuality" is considered as an
information and technical space, a technically mediated environment, an information resource
of modern society and a media environment of culture. On the basis of the methodological
approaches by the world’s researchers of the information society M. McLuhan and M. Castells,
to the formation of a new type of culture, it is concluded that the intensification of the virtuali-
sation process gradually leads to the replacement of the real subject space by the space of
images, symbols and signs in many socially important spheres of human activity. It is shown
that virtualisation contributes to the creation of innovative technologies of cultural and inter-
personal communication and offers a new form of interaction with artefacts that have a virtual
representation. The article highlights the increasing hybridisation of online and offline spaces,
the transformation of the Internet into a space of human communication, everyday activities
and entertainment. The authors note that modern innovations cannot replace the effect of a
"live visit", but thanks to digital progress and widespread digitalisation, the development of 3D
technologies, people have the opportunity to react emotionally to world events by being virtu-
ally in the centre of them. Virtualisation is seen as a new technology of representation that will
largely determine the cultural experience of humanity in the nearest future. The authors show
that the Internet now appears to users as an integrator of all spheres of social reproduction,
and that various forms of cultural convergence and networking are being recorded in the
Global Web. The benefits, threats and risks of the widespread use of modern information
products are examined.
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In today's world, information technologies (IT) play a
major role, they are also extremely important in the devel-
opment of all spheres of social life without exception: it
seems appropriate to mention that Al (artificial intelligence)
is the most important word of 2023 according to the Collins
dictionary (‘Al' named... , 2023).

I would like to draw research attention to the cultural
potential of information and communication technologies
(ICT), intentions to implement and expand onlineization
and digitalization, digitization and virtualization, represent-
atives of almost all professions feel an obvious interest in
the latter. Modern culture is also expressed in technolo-
gies: almost the entire cultural life of a person, everything
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created by him, goes online. Also, modifications of modern
culture in society are expressed mainly in social networks
and the blogosphere. The cultural life of a modern person
is gradually moving to the Internet, online and offline reali-
ties relevantly being compared and intersecting. Due to the
pandemic and the Russia-Ukraine war, the cultural life of
Ukrainians has largely moved online: if we recall music,
performing arts, show business, we can state that many
artists left Ukraine and their art became available only on
the Internet. If culture signifies and includes all kinds of so-
cial relations, it is axiomatic that culture is present in na-
ture, man and society, technological innovations create a
new state of fine art. Painting as an image in its immediate
interpretation is maximally virtual.
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The concept of "virtual culture" first began to be devel-
oped in the works of famous foreign philosophers M. Cas-
tells, M. McLuhan, and J. Baudrillard. S. Zizek explores the
virtual not as an ideal model, but as a ceaseless creativity
of the actual. Ukrainian researchers are also investigating
the issue of culture virtualization. V. Volynets interprets vir-
tuality as a sign of modern cultural development, and also
analyzes the influence of artificial intellect on modern art.
V. Buryak traced the dynamics of culture in the era of glob-
alization. Therefore, a consistent and systematic philo-
sophical and cultural analysis of the phenomenon of virtu-
ality is an urgent task.

The purpose of the article is to consider the phenom-
enon of culture virtualization as a defining trend in the de-
velopment of modern society. To reveal it, it is necessary
to solve the following tasks: to define the concept of "virtu-
ality", to analyze various aspects of the modern society de-
velopment related to the virtualization of culture: the edu-
cational process, cultural industries, the artistic sphere, the
use of artificial intellect (Al), commemorative practices.

Research methods

The analytical method was used to understand the phe-
nomena of virtuality and virtualization of culture in the mod-
ern philosophical and cultural discourse. The systematic
method is applied in considering modern culture as a
whole totality of elements in a set of relationships and con-
nections between them.

Results end Discussion

The idea of the virtual goes a long way in its formation
and develops in the subject field of modern science. How-
ever, the first ideas about the virtual were formed in antique
culture. Thus, when interpreting the concept of the "virtual",
ancient Greek thinkers relied on the leading power of the
mind, and the concept of "virtual" itself comes from the
Latin word "virtus", which meant "virtue", "victory", "cour-
age" (Volynets, 2014: 152). The concept of "electronic" vir-
tuality arose in 1965, when the developer of the Internet
network and the father of computer graphics A. Sutherland
predicted the creation of an "unsurpassed display" that
would provide users with the feeling of a full-fledged space
that does not differ from the real one. A. Sutherland called
such a space "virtual world". The first simulators of aviation
flights appeared, using computers, means of controlling
graphic objects with the help of mechanical manipulators.

In the work "Internet Galaxy: Reflections on the Inter-
net, Business and Society", M. Castells examines the im-
pact of information and communication technologies (ICT)
on modern culture, using M. McLuhan's terminology (Cas-
tells, 2001: 237). M. Castells refers to the modern period
of cultural development as the “Internet galaxy”, stating
that the rapid development of ICT led to the emergence of
new types of culture — Internet culture, cyber culture and
electronic culture, which symbolize the specifics of the
modern society’s development. It was the creation and
spread of various of virtual reality’s functioning forms that
became the basis for M. Castells in his conclusions about
the emergence of a special culture in which the virtual and
the real interact at the same time as the "culture of real
virtuality". In their conceptual strategies, both M. Castells
and M. McLuhan consider the information specifics of mod-
ern culture, and also raise the problem of interaction be-
tween the real and the virtual in the minds of modern peo-

ple.

The concept of "virtuality" in this article will be under-
stood according to V. Buriak as "informational and tech-
nical space, technically mediated environment, information
resource of modern society and media environment of cul-
ture" (Buriak, 2011:11). Within the reflections on virtuality,
the role of (Al), around which discussions are taking place,
is growing — a real threat from Al in the field of cultural ed-
ucation is already being recorded, when Al can write es-
says for students, become the interlocutor of the user, con-
tributing to the displacement of natural intellect. On the
other hand, Al is likely to be a very promising technology,
it may look like ChatGPT and Microsoft Bing, Jasper Chat
and ChatSonic, Bard Al and YouChat, etc. Especially in-
teresting in the indicated context, the latter is an alternative
to GPT chat with some improvements and additions, can
communicate in different languages, support different com-
munication modes, balanced, creative and accurate, can
even create graphic works of art at the request of the user.

The actualization of the virtuality phenomenon’s dis-
course is connected with the explosion of interest in high-
tech, robotics and automation, informatization and comput-
erization. Digitization of all spheres of life has reached a
new level, which permits to use Al. Its intensive use began,
and at the same time the dangers posed by the use of Al
became apparent. For example, the threat of washing out
the middle professional level from the labor market, which
is connected with the fact that it is their professional quali-
fications that can be the first to be replaced by the capabil-
ities of Al, and it achieves better results than an employee.
This was demonstrated by the strikes in Hollywood of those
professionals whose qualifications did not require high
originality. There is a fear that in the near future artificial
intellect may replace specialists where human creativity is
widely used. Careless use of Al is also dangerous.

Oswald Spengler once pointed out the soulless ration-
ality of his contemporary era, noting in a famous aphorism
that the brain prevails because the soul has retired. Unre-
flectively using nuclear energy, space technologies, etc.,
man has become the author of global cataclysms, putting
himself on the verge of a global catastrophe. It is important
to record the rapidly growing technical capabilities and
learning tools that are modifying our understanding of the
educational process and technologies. In the situation of
the coronavirus pandemic and the current Russian armed
attack, large gatherings of people are obviously dangerous
for communications, as a result of which the educational
process from face-to-face and offline becomes, respec-
tively, correspondence and online, virtual and remote, re-
mote and digital. Proposals from Ukrainian higher educa-
tion institutions regarding distance learning were and re-
main relevant in the context of remote management and
differentiated access levels, disciplinary and professional
interest groups, communities in messengers and social
networks (Fidas and Sylaiou, 2021).

The French culturologist and philosopher J. Baudrillard
wrote about the modern society of virtual reality, filled with
gadgets, simulacra, and avatars. Reflecting on the relation-
ship between modern culture and the culture of previous
eras, J. Baudrillard wrote: "The neo-technical environment
in which we live is extremely rich in rhetoric and allegory.
And it is no coincidence that baroque with its passion for
allegory, with its new discursive individualism (excessive
forms and fake materials), with its demiurgic formalism — it
is the baroque that opens the modern era" (Baudrillard,
2004: 54). There are online artists in the Internet, there are
works of art created with the help of Internet software in

SKHID Vol. 4 (3) 2023
Digital Transformations in Culture



36

every sphere of culture — a significant role here belongs to
electronic technologies. In the field of architecture, houses
are already being built thanks to the use of 3D printers, in
the medical and sports, educational and scientific, eco-
nomic and ecological spheres of human activity — exam-
ples of the use of digitization and artificial intellect are eve-
rywhere, in particular, in the field of urban planning.

Current means of communication and ICT, as noted by
M. McLuhan, are constantly expanding the sphere of social
life of an individual, "cancelling" time and space bounda-
ries on a planetary scale, returning a person to the world
of holistic perception and involving him in all events. Digit-
ization and Al also have a global character and interact
with all spheres of human activity, which in their totality can
be interpreted as culture in its expanded sense. Modern art
uses more and more new technologies, in particular, with
the involvement of Al. "Exhibitions of paintings generated
on the basis of artificial intellect are a new phenomenon in
the world of modern art. This opens up new opportunities
for creativity and research in the field of art. Museum and
gallery institutions use artificial intellect technologies to ex-
pand their capabilities and attract new audience. This in-
cludes the creation of virtual exhibitions, the automation of
the process of data processing and analysis on attendance
and visitors’ behavior, as well as the creation of interactive
installations based on machine learning,” V. Volynets
notes (2023: 24-25).

From the point of view of informatics, Al is image recogni-
tion, but now it can create samples by itself, and naturally, it
sounds particularly expressive in the Ukrainian language —IM-
AGE-CREATING ART. Taking into account that art in general
is the creation of images, then this is an opportunity in the el-
evation of Al, because it complements the picture of those im-
ages that have already formed and are taken into account
when creating new ones (Cecotti, 2022).

Now Al not only repeats, but also independently cre-
ates images, multiplying them, so we observe a tendency
to overshadow and even supplant all the diversity of hu-
man experience and human culture. According to the inter-
pretation of the Slovenian philosopher S. Zizek, it is virtual
and real (Zizek, 2004:3), because it continuously causes
the entry into presence, or the actualization of a certain
new entity that is potentially contained in the virtual, but
has not yet been discovered. The philosopher thinks of the
virtual not as an ideal model, but as an incessant creativity
of the actual, which exists "through all its lines that diverge
in fact" (Deleuze, 1958). Any actualization of the virtual is
a repetition, but not a repetition of the same, but a repeti-
tion that has a difference. J. Deleuze calls it the concept of
"eternal return” created by Nietzsche, which denotes the
actualization of virtuality as differentiation. The phenome-
non of virtuality permits to give meaning to created images
of future real objects through the actualization and recog-
nition of the phenomena’s meaning already existing in re-
ality through the process of virtualization. The very process
of virtualization, immersing a person in a certain space free
from physical laws, on the one hand, gives a feeling of so-
cial weightlessness, permits to move away from harsh re-
ality into an ideal world of virtuality, and on the other hand,
it permits to veil the true meaning of real phenomena and
objects, thereby endowing reality with an illusory meaning
perceived by the majority as the only true (or desired) one.
The strengthening of the virtualization process itself grad-
ually leads to the replacement of the real object space by
the space of images, symbols and signs in many socially
important spheres of human activity. The realization of how
dangerous it is for human creativity has not yet come to an
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end. We assume that only human creativity can resist the
materialization of this idea. The experience of the past mil-
lennia shows that so far creativity has been enough for the
survival of humanity, although the losses of the achieve-
ments of ancient civilizations are known, including the
achievements of the ancient Persians and Hittites, Babylo-
nians and Scythians, Chinese and Indians, the vast major-
ity of whose cultural works have not reached us. From our
point of view, so far, the capabilities of Al are at the level
of creating a work of art of mediocre quality, there are still
no examples of genius or even outstanding ones written by
Al. Although more and more original generated works are
appearing. For example, the canvas "Theatre D'opéra
Spatial", which was created by the Midjourney neural net-
work under the leadership of programmer Jason Allen, won
the fine art competition in Colorado in August 2022
(Borisikhina, 2022).

The development of virtual science leads to changes in
the perception of space and time. Time loses its cyclicity
and linearity, mixes, divides into parts. A person lives one
moment as if several times. M. Castells, emphasizing the
essential importance of virtual reality in the creation of a
new type of culture and man, explains this by the fact that
"the cultural, historical, geographical significance of one or
another area is erased, which is reintegrated into figurative
collages and into functional networks, the space of places
undergoes significant changes under the influence of the
information flows’ space. In this new type of communica-
tion system, time is erased into the past, present and fu-
ture. From now on it can be programmed to interact in a
single message with each other...” (Castells, 2000: 353).
Transformational changes in time and space are directly
related to the emergence of a new type of reality — virtual,
in which various phenomena, events and eras are inter-
twined at the same time. This type of reality is associated
with the formation of a new approach to the perception of
the surrounding reality, a new type of human conscious-
ness with the coexistence of the real and the virtual.

We will cite the most relevant, in our opinion, examples
of the virtualization spread in the field of culture and art,
which have become practically the norm, particularly in the
museum field. National galleries and art collections of mu-
seums have collected millions of world works of different
eras, many of which are digitized and available for viewing
on official websites, among these exhibits there are many
world masterpieces of painting, sculptures, jewelry, manu-
scripts and tableware, virtual tours are held on museum
websites excursions. You can see online now works of fa-
mous masters of the world, you can delve into the pro-
cesses of restoration and conservation of cultural heritage
objects, online galleries support the function of virtual tours
of pavilions, each tour is accompanied by recorded lec-
tures in audio format. This corresponds to M. McLuhan's
idea that the audio-visual era deserves special attention,
during which the sensory balance between audio and vis-
ual types of culture is restored, and a person gains the op-
portunity to emotionally react to events in the world, virtu-
ally being in the center of these events.

In today's conditions of strengthening the role of ICT, it
is possible to preserve the main cultural achievements of
humanity from real and potential dangers, so we can ob-
serve how Al will evaluate all previous human experience.
Whether Al will look for inspiration in it, as we did, or deny
it, or simply remain beyond the limits of the possibilities it
opens up, of course, with various consequences for human
culture, but the option that humanity will lose its monopoly
on cultural creation is also not excluded. Al can obviously
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change our views, including those on ourselves, on our na-
ture and culture (Rothman, 2018).

We look to the future with hope, despite the fear that a
new war may begin, which has not yet been seen in the
experience of mankind (related to the use of Al) — a war of
robots and smart weapons. The eternal return as an actu-
alization of virtuality is an "emission" of contingency, that
is, an actualization from virtuality must always be turned
into an assertion of the improbable, and the virtual must
always be a certain infinite condition for the manifestation
of the unexpected (Deleuze, 1969: 238). Deleuzian ontol-
ogy affirms the improbable and justifies the eternal actual-
ization of the virtual as a continuous realization of a chance
that will always differ. Of course, the most desirable option
for humanity would be to prepare for the implementation of
the Al project — multilaterally try to see and predict at least
the most important consequences.

In J. Deleuze's work "Image - Time", the term "virtual"
means a certain universal Memory, which "is not the ability
to have memories, it is @ membrane that falls into various
modes: continuity, but also discreteness, envelopment,
etc." (Deleuze, 1958: 526). Investigating war themes and
commemorative practices as value orientations of today
and factors in the formation of national identity in view of
their potential for interactivity, we see how the culture of
historical memory is manifested, how much Ukrainian cul-
ture is losing through the destruction of cultural monu-
ments, how and to what extent we ourselves want to leave
a memory of all this. Back in April 2022, the Ukrainian Cul-
tural Foundation created an interactive "Map of Cultural
Losses", analyzing which particular is lost, cultural experts
reflect on what we are losing or what we can recreate in
the future as a result of the struggle of the Ukrainian people
against the Russian invasion (Krechetova, 2022). An ex-
ample can be Iraq, which uses virtual reality technologies
to restore monuments that were lost (How virtual ..., 2022).

M. Castells in the well-known work "Galaxy Internet:
Reflections on the Internet, Business and Society" reflects
on the problem of the impact of virtual reality technologies
on social communication and human consciousness, the
emergence of online communities, the issue of preserving
cultural identity, etc. (Castells, 2001). Under such condi-
tions, virtualism contributes to the creation of innovative
technologies of cultural and interpersonal communication,
the interactive basis of which offers recipients a new form
of interaction with artifacts that have a virtual representa-
tion. Currently, many interesting creative projects have ap-
peared in the World Wide Web: 3D tours of art museums
and Internet broadcasts from world exhibitions, personal
sites of artists with their works, online art galleries. All of
the above innovations, of course, will not replace the effect
of a "live visit", but thanks to digital progress and wide-
spread digitization, as a result of constantly developing 3D
technologies, the content consumer has the opportunity to
see world masterpieces of art without leaving home.

Conclusion

Thus, the process of virtualization appears as a defin-
ing trend in the development of modern society. Virtualiza-
tion can be considered as a new technology of represen-
tation, which in the nearest future will largely determine the
cultural experience of humanity. The phenomenon of virtu-
ality not only applies to all spheres of human social life, but
also acquires more and more importance in the develop-
ment and formation of modern cultural space. Since a per-

son spends an increasingly large part of his life in the con-
ditions of virtual reality, it is its specificity that causes most
of the changes in the system of cultural values.

Today, the Internet appears to consumers, including,
as an integrator of all spheres of social reproduction forms
and, from our point of view, it is possible to record various
forms of convergence and interconnection of culture in the
World Wide Web. Further research can develop towards
the analysis of social networks and the blogosphere, which
represent the most widespread and defining cultural phe-
nomena of our time.
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Y cTaTTi aHani3ylTbCa PI3HOMaHITHI acnekTy PO3BUTKY Cy4aCHOro CyCninbCTBa, NOB’A3aHi 3 BipTyanizauieto KynbTypu:
OCBITHi/ Npouec, KyNnbTypHi iHQYCTpii, MUCTeLIbKa cdpepa, BUKOPUCTaHHS! WTy4Horo iHTenekTy (LUI), komemopaTtuBHi npak-
TUKW. ABTOPY HaBOAATb MOXOOXKEHHS TEPMiHY «BipTyanbHICTb» Ta WOro NOAanbLUM PO3BMTOK Y HAyKOBOMY AMCKYPCi.
BuWHVKHEHHSA Ta eBontouis heHOMeEHY BipTyanbHOCTi NOB’A3YETLCH 3 PO3BUTKOM iHOPMALINHO-KOMYHIKaTUBHUX TEXHOIO-
rinn (IKT). MoHATTA «BipTyanbHICTb» PO3rNagaeTbCs K iHPOPMaLinHO-TEXHIYHMI NPOCTIP, TEXHIYHO onocepeakoBaHe ce-
penoswuLLe, iHOpMaLiNHMIA pecypc Cy4acHOro CycninbCcTBa i MediiHe cepenoBuLe KynbTypu. basyiouncb Ha meToaono-
riYHMX nigxodax CBITOBUX AOCNIAHUKIB iHpopmauinHoro cycninectBa M. MaknioeHa, M. Kactenbca wono gpopmyBaHHSA
HOBOrO TUMY KynbTypW, pOBnATLCS BUCHOBKM MPO Te, L0 MOCUINEHHS Npouecy BipTyanisauii NocTynoBo Npu3BOAUTbL A0
3aMilLleHHs1 pearnbHOro NPeAMETHOro NPoCTOpy NPOCTOPOM 06pasiB, CUMBONIB i 3HaKIB y 6HaraTbox CyCniNbHO BaXIMBUX
cdepax KMTTEAIANbLHOCTI NtoanHK. lNokasaHo, Lo BipTyanicTika CNpUsSe CTBOPEHHIO iIHHOBALINHNX TEXHOMOTIN KynbTypHOT
Ta MiXXOCOBMCTICHOT KOMYHIKaLii, NPONOHy€E HOBY popMy B3aemofii 3 apTedakTamu, WO MatoTb BipTyanbHy penpeseHTa-
uito. Y cTaTTi BUCBITIIOETLCA NOCUNEHHS ribpuan3sadii oHnanHoBOro Ta ohrialnHOBOro NPOCTOpIB, NEePETBOPEHHS IHTEpHET-
Mepexi Ha NPOCTIp MACLKOI KOMYHiKaL,ii, NOBCAKAEHHOI AianbHOCTI Ta po3Barn. ABTOpU 3a3HavaroTb, WO CyYacHi iHHO-
BaUii He B 3MO3i 3aMiHUTU edeKTY «XKMBOTO Bi3UTY», ane 3aBAsku LMPOBOMY NpOrpecy i NOBCIOAHIN undposmsalii, pos-
BUTKY 3D-TEXHONO i y NIOANHM € MOXIUBICTL EMOLINHO pearyBaTi Ha CBIiTOBI NOAIi, BipTyansHO nepebyBatoym y LeHTpi
umx nopin. BipTyanisauia po3rnagaeTbcsa ik HOBa TEXHOSOrA penpeseHTallii, sika B Hanbnmkyomy manbyTHbomy G6araTo
B YOMY BM3Ha4YaTUMe KynbTypHUIA 4OCBIg NoAcTBa. ABTOPU NOKa3yoTh, LLIO CbOrOA4HI IHTEPHET NocTae nepes KopucTyBa-
Yamu, B TOMY Yuchi, i 9K iHTerpaTop ycix cdep opM CyCcninbHOro BiATBOPEHHS, (IKCYIOTLCS Pi3Hi hopmun KOHBepreHLji
Ta B3aeMO3B'si3Ky KynbTypu B [nobanbHOMy naByTuHHI. [locnifxyoTeca nepesaru, 3arposun Ta pusnku y LLIMPOKOMY BUKO-
PWUCTaHHi CyYacHMX iHpopmaLiiHNX NPOAYKTIB.

Knto4yoBi cnoBa: KynbTypa BipTyanbHOI peanbHOCTI, iHpopMaLiiHO-KOMYHiKaLUivHi TeXHOMOrii, AuriTanisauis, cy4acHa
KynbTypa, WTYYHUA iHTENeKT.
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