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ʉʫʭʘʥʮʝʚʘ ɺ. ʂ. ʉʆʊɺʆʈɽʅʀɽ ɸɻɸʉʌɽʈɸ 
ɸʚʪʦʨ, ʚ ʦʧʦʨʝ ʥʘ ʬʠʣʦʩʦʬʩʢʠʡ ʘʥʘʣʠʟ ʢʫʣʴʪʫʨʳ, ʨʘʩʩʤʘʪʨʠʚʘʝʪ ʪʠʧʦʣʦʛʠʶ ʠ 

ʦʙʨʘʟʳ ʩʪʨʘʥʥʠʢʦʚ. ʆʙʨʘʟʳ ʧʦʨʦʞʜʘʶʪ ʢʫʣʴʪʫʨʥʦ-ʩʠʤʚʦʣʠʯʝʩʢʠʝ ʧʨʦʩʪʨʘʥʩʪʚʘ, 
ʚʪʷʛʠʚʘʶʱʠʝ ʚ ʩʚʦʶ ʦʨʙʠʪʫ ʙʝʩʯʠʩʣʝʥʥʳʭ ʢʦʤʤʝʥʪʘʪʦʨʦʚ ʠ ʠʥʪʝʨʧʨʝʪʘʪʦʨʦʚ. ʕʪʠ 
ʦʙʨʘʟʳ ʦʙʣʘʜʘʶʪ ʦʩʦʙʳʤ ʫʨʦʚʥʝʤ ʨʝʘʣʴʥʦʩʪʠ, ʬʫʥʜʘʤʝʥʪʘʣʴʥʦʡ ʚʠʨʪʫʘʣʴʥʦʩʪʴʶ, 
ʩʣʦʞʠʚʰʝʡʩʷ ʟʘ ʪʳʩʷʯʝʣʝʪʠʷ ʜʦ ʚʦʟʥʠʢʥʦʚʝʥʠʷ ʠʥʬʦʨʤʘʮʠʦʥʥʳʭ ʪʝʭʥʦʣʦʛʠʡ ʠ 
ʵʣʝʢʪʨʦʥʥʳʭ ʥʦʩʠʪʝʣʝʡ. ɺʠʨʪʫʘʣʴʥʘʷ ʨʝʘʣʴʥʦʩʪʴ, ʬʦʨʤʠʨʫʝʤʘʷ ʚ ʠʥʪʝʨʥʝʪʝ, ʝʩʪʴ 
ʦʯʝʨʝʜʥʦʡ ʵʪʘʧ ʵʚʦʣʶʮʠʠ ʚʠʨʪʫʘʣʴʥʦʛʦ ʢʘʢ ʘʪʨʠʙʫʪʠʚʥʦ ʧʨʠʩʫʱʝʛʦ ʘʥʪʨʦʧʦʛʝʥʝʟʫ. 

ʂʣʶʯʝʚʳʝ ʩʣʦʚʘ:  ʚʠʨʪʫʘʣʴʥʘʷ ʨʝʘʣʴʥʦʩʪʴ, ʬʫʥʜʘʤʝʥʪʘʣʴʥʘʷ ʚʠʨʪʫʘʣʴʥʦʩʪʴ, 
ʩʪʨʘʥʥʠʢ, ʬʦʣʴʢʣʦʨʥʳʡ ʛʝʥʝʟʠʩ. 

 
Sukhantseva V.K. CREATION OF THE AGASPHERE 
The author, based on a philosophical analysis of culture, considers the typology and 

images of wanderers. Images create cultural and symbolic spaces that draw countless 
commentators and interpreters into their orbits. These images have a special level of reality, a 
fundamental virtuality that has developed millennia before the advent of information technology 
and electronic media. Virtual reality, formed on the Internet, is the next stage in the evolution of 
the virtual as an attribute characteristic of anthropogenesis. 
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