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Annomayua _cmamou_«Hckyccmeo u_supmyaivHocmsy. B cmamve npogedén 0630p
NOHAMUS «BUPMYAnbHas peanrvHocmvy (BP) na cospemennom smane nocmuekiaccuveckou
Hayku. Ilpeomemom mnawieco uccredo8anus AGIANMCA  OHMONIO2UYECKOe PABHONpasue,
NPUHYUNUATbHbIE — OMJAUYUA, gzaumoodelicmeue U KOHQIUKMbL  «KOHCMAHMHOUY,
«XYO0IHCECMBEHHOUY» U «KUOEPHEMUYECKOU» PedlbHOCMell HA COBPEMEHHOM dmane.

Koncmanmnas peanvnocms onpedeneHa anpuopHo KAk HOCUMENb U UCHMOYHUK 6Ce20
IMOYUOHATILHO-KOSHUMUBHO20 ONnblma cyovekmos. [Ipednosiceno onpedenenue meopuecmaa, KaxK
npoyecca co30anus  XyoodcecmeeHnol BP. Onpedenenvl  ycrnogus  Cywecmeo8aHus
Xyo0oxcecmeenHou BP, enagHbim 13 KOMOpsiX A61Aemcs 83aUuMo0eicmaue Xy0oHCHUKA U 3pUmenst
uepez mamepuanvhvie obvekmbl. llokazana HeoOX0OUMOCMb AKMUBHO20 OYX08HO20 Mpyoa
3pumens 6 gopmupoganuu xyooxcecmeennou BP. Onpedenenvl ocobeHHOCMU CYUecm8o8anus
Kubepnemuueckol BP, eé cmpykmypa u omuocumenvbHas camoOOCMAmoOyHOCHb, OMMEUYEHO
CHUDICEHUE PO CYOBEKMA B0CAPUAMUSL U BO3HUKHOBEHUE «CNEKMAMopay.

IIpobremHo onucamvl CLOACHOCMU UHKANCYIAYUU XYOOHNCECMEEHHBIX NPOU3BEOCHULl 6
cpedy KubepHemuyeckou unu «cemegou BPy, packpvimul npuyunvl U C1e0CmeUs 3mozo s61eHUs.
Onucanvl npuduHbl BO3HUKHOBEHUSL JIOJCHO20 ICmemudecko2o onvima y 3pumens. Ilokazana
HeobX00UMOCHb NOUCKA AKMYATbHBIX (YOPM penpe3eHmayuil Xy00rHceCmeeHHbIX NPoU36e0eHuUll 8
Hosetiwyro  BP. Voeneno euumanue gomoepaguu KAk  MexXHoio2Uu U - MeoOuymy
«xyooacecmeennoll BP» 6 Kubepnpocmpancmeo;, a makyce, — KAK CAMOCMOSAMETbHOMY
XyoooicecmeenHomy npoyeccy. HacmuuHo packpblmvl 603MONCHOCMU HOBLIX MEXHOI02ULL
MBOPUECKO20 NPOYeccd 6 CUMyayul NOCMMOOEpPHd.

OKrcnonenyuanbHulil pocm ungopmayuonnozo noas cemu Internet, noseuwui mun BP, ux
8bICOKUU MOOETUPYIOWUTI NOMEHYUATL HA CIMAHO8NeHUe CYObeKMa meopuecko2o npoyecca — 8cé
9MO He OocmasnAem HAM — B03MOMCHOCMU NpeHeOpeub — U3yueHuem  3auMoOeliCmsusl
Kubepnemuueckoll u «xyoodxcecmeennol BPy na cospemennom smane.

Knwouesvie  cnosa:  eupmyanvHas — peanvbHOCMb,  KOHCMAHMHAS — PeAlbHOCHDb,
Xy00HCeCmBeHHas  PealbHOCMb,  XYOOICeCmMBEHHOe  Npouzeedenue, 3pumenn,  cyOveKm,
Meopyecmeo,  XyooxHceCmeeHHoe  Npou3gedeHue,  ICMemudeckuli  Onvlm,  MexHOI02UU
UHKANCYTAYUU.

Kotilevskiy D.

Abstract the article ""Art and virtuality''.

The article reviews the concept of "virtual reality” (VR) at the present stage of post-non-
classical science. The subject of our research is ontological equality, fundamental differences,
interaction and conflicts of “constant's VR”, “artistic's VR’ and ‘“cybernetic's VR at the
present stage.

Constant reality is defined a priori the carrier and the source of all the emotional and
cognitive experience of subjects. The definition of creation is proposed as the process of creating
“artistic's VR”. There are determined conditions for the existence of “artistic's VR”, the main of
which is the interaction of the artist and the beholder through material objects. There is shown
necessity for active spiritual work of the beholder in the formation of “artistic's VR”. The article
determines the features of the existence of “cybernetic's VR, its structure and relative
autonomy, also it is noted the decrease role of the subject of perception and the origin of a
“spectators”.

The article problematic describes difficulties of encapsulating piece of art into a networked
“cybernetic's VR environment, it is discloses the causes and consequences of this appearance.
There are described reasons for the origin of a beholder's “false aesthetic experience”; and



shown necessity of searching for relevant forms of representing piece of art in the newest VR.
Mush attention is given to photography as a technology and the medium of "artistic's VR" in
cyberspace; and also, as an independent artistic process. Partially there are disclosed
possibilities of new technologies of the creative process in the postmodern situation.

The exponential growth of the information field of the Internet — the latest type of VR, their
high modulating potential for the subject becoming of the creative process — all these things do
not leave us the opportunity to neglect the study of the interaction of “artistic's VR” with
“cybernetic's VR at the present stage.
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