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The concept of virtual reality is reconstructed, which is defined as a symbolic, in fact, objectively and
actually existing reality. It is initially set by a person; it is dynamic and actively interacts with the person and
society as a whole. Being symbolic in nature, it objectively exists only in the consciousness of a person at
the moment of being in it. It is noted that due to these properties, virtual reality acts as a significant factor of
influence on a person, which is ambivalent in nature, has both positive (lability, new communicative
experience, relaxation, etc.) and negative (psychological discomfort, current stress, dependent behaviour,
etc.) consequences. Indicated changes in the self-consciousness of the individual are manifested in socially
significant actions for the individual. It is shown that virtual reality can help to reveal the inner world of a
person, especially his hidden desires, thoughts, and gravitations. Through it, a person can receive moral
support, which in general will increase self-esteem, positively affect the psychological state and ensure
confident and effective behaviour. The article points to the relevance of the problems both from the point of
view of philosophy and from the point of view of practical significance, especially in the field of psychology
and pedagogy.

Key words: virtual reality, self-awareness, ambivalence, factor potential of virtual reality, virtual
behaviour.

[T.A. BoHdapeHko TpaHchopMaLnoHHble 3dpheKTbl BUPTyanbHOM peanbHOCTH]

PekoHCTpympyeTcs NMOHATUE BMPTyanbHOW peanbHOCTU, KOTopas onpefensieTcs Kak CMMBONMYeckasi,
no cyTu, oOObEKTUBHO M akTyarnbHO CyLlecTByllasi peanbHocTb. OHa M3Ha4vanbHO 3aJaeTcs YerioBEKOM,
OTNMYyaeTcd AMHaMUYHOCTBIO U aKTUBHO B3aMMOAEWCTBYET C YernoBekoM U obLiecTBOM B Lienom. byayuum
CYIMBOMMYECKOWN MO CBOEMY XapaKTepy, OHa OOBEKTMBHO CYLLECTBYET NULLIb B CO3HAHUKN YernoBeka B MOMEHT
npebbiBaHns B Hen. OTMevyaeTcs, YTO B CUNY yKa3aHHbIX CBOWCTB BUpTyanbHasi peanbHOCTb BbICTynaet
3HauYMTENbHLIM PaKTOPOM BIUSIHUSA Ha YenoBeKa, KOTOPOe HOCUT amOMBaneHTHbIA XapakTep, UMeeT CBOU
Kak MonoXuTenbHble (NabunbHOCTb, HOBbIM KOMMYHMKATUBHBLIA ONbIT, penakcauus u ap.), Tak wu
oTpuuaTenbHble NOCneacTBmsa (MCUXONOrM4YeckUii ANCKOMAOpPT, TEKYLLUMI CTPECC, 3aBUCUMOe NoBeaeHne 1
np.). O603HayYeHbl M3MEHEHMSI B pamMKaxX CaMOCO3HaHWUSI NMYHOCTU, KOTOPble MPOSIBNSATCA B COLMarbHO
3HaA4YMMBbIX O caMoW NUYHOCTM nocTynkax. [MokasaHo, YTo BUpTyanbHasi peanbHOCTb CnocobHa NomMoub
pacKpbiTb BHYTPEHHUIA MWUP 4erioBeka, OCODEHHO €ero CKpbITble XenaHhusi, MbIiCnu, TaroteHus. Eé
NMocpeacTBOM YEIIOBEK MOXET MOoSyYuMTb MOparibHyH MOAAEPXKKY, YTO B LENIOM MOBbLICUT CaMOOLIEHKY,
MOMNOXUTENbHO MOBMIMSAET Ha MCUXONOrMYecKoe COCTOsIHME W obecnednt yBepeHHoe U 3dEKTMBHOE
noeefeHne. CraTbs yKasblBaeT Ha akTyanbHOCTb NPoBGnemMaTukM U ¢ TOYKU 3peHnss punocodunn, n ¢ TOUKM
3pEeHUs NPaKTUYECKON 3HAYMMOCTN, OCOBEHHO B cdhepe NCUXOIOTUN 1 Neaarormuku.

KnioyeBble cnoBa: BupTyanbHas peanbHOCTb, CaMOCO3HaHWe fUYHOCTW, aMBuBaneHTHOCTb,
(haKTOPHbIN NOTEHLMan BUPTyanbHOW peanbHOCTH, BUPTyarnbHOE NOBeaeHUe.
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Virtualistic as a relatively new area of cognition is a new paradigm approach in
understanding objects and processes in the context of the all-large-scale spread of virtual
reality, primarily in its computer version. In this regard, the idea of virtuality has a role to
play in explaining the changes taking place in the person and his mind. The concept of
virtuality suggests a new paradigm of thinking, which allows you to analyse, in a single
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plane, realities that belong to different types of knowledge — natural science, humanitarian,
technical. This makes it possible to give a comprehensive character to the understanding
of the changes typical for the modern personality in the consciousness and behaviour.
Some changes or transformations are critical, as the social type of personality is
destroyed. But it is difficult to speak about the formation of a new type due to the
constancy of these changes and, as a result, the instability of a personal status.

The purpose of this article is to determine the most significant transformations of the
personality under the influence of virtual reality. To solve this problem, it is supposed to
reconstruct the concept of virtual reality in order to reveal the possibilities and directions of
its influence on the person, his consciousness and behaviour and also determine the main
forms of manifestation of personal changes.

In modern society, many innovative processes and phenomena of social life are
widely represented, since there is a formation of such type of society in which information
resources are turned into the most important factor of development, and information
technologies penetrate into all spheres of human life. There was a need to understand
these processes, postmodernism and synergy are being framed as the main directions of
scientific thought of the post-non-classical paradigm, which become the intellectual
expression of the information revolution and form a new type of worldview that allows to
realize the indicated task. A new image of the world is created: " ... since the second half
of the 20" century, science has been methodically building bridges between previously
torn fields of knowledge. Moreover, the general process which takes place spontaneously
does not come down to the now well-known creation of intermediate disciplines such as
physical chemistry, biochemistry or sociology. Recent research has a different specificity:
they all proceed from the distinct recognition that objects studied by different fundamental
sciences (or the worlds to which they belong) have much in common, similar and that they
are useful to consider together within the framework of some single cognitive activity" [4,
pp. 132-133]. The theoretical tools are replenished with new concepts that claim to reach
the categorical level. One of such concepts that shows its scientific validity is the concept
of virtual reality.

Today, the term "virtual" is becoming suitable for discourse within a wide range of
topics that reflect almost all aspects of society and human life. A certain environment
arises between the man and the world around him, indirectly connecting them. Over time,
it becomes a self-sufficient reality, replacing the reality of an objectively existing world.
Constantly reproducing virtual reality loses the status of belonging exclusively to the
technical sphere. It becomes a "metaphorical, symbolic reality,” which is organically woven
into the complex system of social communications of the information society [1].

The information breakthrough has already led to dramatic changes in the life of
people. Both the production and everyday spheres of human life, based on digital
technologies, have largely transformed not only the way of human life, but also the very
perception of all the changes that have happened, that is why there is a necessity for their
philosophical analysis. In this regard, changing the status of virtual reality in human life
turns it into an object of reflection. Although today there are developments in the use of the
concept of "virtual reality" in line with a specific scientific direction — virtualistic, it should be
emphasized that any branch of knowledge individually limits the cognitive potential of the
concept. The need for a philosophical understanding of everything that is happening
comes on the agenda. Philosophical reflection of problems related to virtual reality began
at the end of the 20" century. At that time, the position expressed by one of the founders
of virtualistic N. Nosov, who outlined the scientific task of the direction, is interesting: " ...
the development and dissemination of virtual philosophy is necessary, i.e. a special virtual
way of understanding and explaining the world" [5, p. 13]. And, as Thomas K. Metzinger
notes, it is safe to say that: "There are many new fields of philosophical researches for
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which virtual reality is clearly a central goal, including aesthetic judgment and experience,
the philosophy of digital art, the philosophy of technology and the philosophy of media"
[10].

In the modern interpretation, virtual reality means a symbolic, in fact, objective and
relevant existing reality. It is generated, defined and dynamic and actively interacts with
the man and society as a whole. Its properties also include ideality, immersion, which is
achieved by simulating the real world, specific spatial and temporal characteristics.
However, the author's vision of the content of this concept is based on the inconsistency of
its content only to manipulation within the framework of virtual reality, but involves
understanding it as a process of constant and deep interaction with society, culture and an
individual person [1].

The modern man spends a significant part of his actively used time in virtual reality
within the Internet. According to Digital 2020, at the beginning of 2020, more than 4.5
billion people use the Internet, and the audience of social networks has exceeded the
mark of 3.8 billion. Almost 60% of the world's population is already online [9]. Three billion
people, about 40% of the world's population, use online social networks and we spend an
average of two hours every day on them, updating our status based on various platforms.
This comes down to about half a million Snapchat tweets and photos shared by members
every minute [7]. Therefore, the processes of interaction between the man and virtual
reality, the influence of virtual reality on his consciousness and behaviour are of interest to
scientific and philosophical understanding. For the scientific community, it is obvious that
the influence of virtual reality is ambivalent in nature, has both positive and negative
consequences. We will touch upon those changes in the consciousness and behaviour of
the individual that are essential and largely determine changes in the psychological status
and social behaviour of the individual.

Before we consider personal changes, we will touch on the influence of virtual reality
on the man as a biological organism. Scientists record the fact that changes taking place
in the human body, who constantly and for a long time is in virtual reality, are negative. So,
at the University of Waterloo (Canada), the research has found that most people using
virtual technologies feel discomfort and physical deterioration, that is, the so-called
"cybersickness" appears. Cybersickness is defined as a complex of symptoms of
discomfort and general malaise (state of nausea, motion sickness, etc.) caused by the use
of virtual technology. The technology is used in playing, training professional skills and
clinical rehabilitation. Cybersickness can last several hours after the end of a stay in virtual
reality [9]. Such a physiological response leads to a change in the somatic status of a
person and, of course, affects the state of consciousness, which leads to changes in
human behaviour. Changing the states of a stay in virtual and current reality leads to a
certain imbalance in a person's self-perception, some confusion and illogical behaviour.

Philosophical understanding of these problems allows us to note that in the spirit of
the postmodern era, such a state of personality is objectively formed, which can be called
a state of internal uncertainty, variability, "fluidity.” This is due to the specific capabilities of
virtual reality to create a multiplicity of worlds in which personality manifests itself. Each of
these worlds is organized in its own way: its own norms, symbolic language,
communication techniques apply, but each of them is open for restructuring, updating that
could satisfy the needs of the individual person being in them. Thus, one of the
fundamental properties of virtual reality — interactivity, which determines the indicated state
of personality is manifested. However, the need to maintain social activity also requires the
individual to preserve the skills of effective social behaviour, which in real practice
undergoes changes caused by the influence of virtual reality. In the virtual world of the
Internet, behavioural techniques and stereotypes differ from those in the real social world,
which entails an unstable state of personality. Thus, the integrity and stability of the
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individual, which had determined the effectiveness of social behaviour before, are violated,
which leads to the so-called ego-decay.

Among people, especially young people, there is a tendency to increase negative
emotions, such as emotional indifference, lack of empathy, feelings of aggression and
rejection, which result in similar forms of behaviour. Thus, studies conducted in the
specialized laboratory of Stanford University have shown that the video game process with
elements of cruelty is a risk factor for stimulating aggressive behaviour, the accumulation
of knowledge about aggression and the emergence of aggressive effects, as well as a
decrease in the level of prosocial behaviour, empathy and sensitivity to aggression [6].

The article of Jessica Brown, posted on the site as a part of the BBC Future Internet
project, notes that the result of the impact of virtual reality on humans is such negative
phenomena as stress, psychological discomfort, bad mood, anxiety, depressive conditions
[7]. These positions were supported by studies conducted by scientists at universities in
different countries, in particular at the University of California, the University of Pittsburgh,
Cornell University (USA), the University of Guelph (Canada), etc.

In the framework of psychological research, it is noted that under the influence of
virtual reality, due to its ability to form a sense of "immersion,"” a new problem arises, that
is an attachment to screens, i.e. the formation of a dependent type of behaviour. Back in
2011, 43 studies on this issue were analysed at Nottingham Trent University in the UK and
it was concluded that dependence on social networks is a mental health problem that may
require professional treatment. Overuse of networks was found to be associated with
relationship problems, worse academic achievements, and less involvement in offline
communities [6, 7].

The vitality of virtual reality creates all the conditions for the emergence of addictive
behaviour and the resulting phobias. According to L.Sh. Krupennikova and V.l. Kurbatov
there is nomophobia among the most common and directly related to being in a virtual
environment, that is a fear of the absence of a mobile device and being out of the network.
Those experiencing this phobia have to constantly check the received messages, missed
calls, e-mail. Selfie-phobia is a fear of taking a bad photo as a self-presentation and not
receiving approval from other Web users. Or, for example, like-phobia is a fear of
collecting few likes (approvals) in social networks [3].

Involvement in virtual reality of the Internet due to the fact that it is through it that not
only network interpersonal and group communication is carried out, but also a significant
part of a person's professional activity leads to behaviour when a person becomes a
"permanent controller.” A "permanent controller" is a person who continuously, almost
obsessively, checks his emails, texts and accounts on social networks [11]. Such form of
behaviour acts as both addiction and phobia. All the indicated dependencies and phobias
all the more develop the more time the person spends in the virtual environment of the
Internet and we can say that addiction and phobias, developing, strengthen each other [2].

In the process of forming a philosophical understanding of virtual reality, the positions
of philosophers and sociologists identified themselves, which can be called optimistic.
Emphasis was placed on those positive effects which take place as a result of being in
virtual reality. Moreover, the restructuring of society in all its spheres through new
technologies has always been accompanied by hypertrophied fears primarily about the
complexity or obvious negative consequences for a person in the context of such changes.
M. Castells, the author of the theory of network society, in particular writes: "As in all
moments of major technological changes, people, companies and institutions feel the
depth of these changes, but they are often suppressed by them due to a complete
misunderstanding of their consequences. Any process of a major technological change
gives rise to its own mythology. Partly because it appears in practice before, scientists can
assess its essence and consequences, so there is always a gap between social changes
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and their understanding. For example, the media often report that heavy use of the
Internet increases the risk of alienation, isolation, depression, and withdrawal from society.
In fact, the evidence suggests that there is either no link or a positive cumulative link
between Internet use and sociability intensity. We observe that in general, the more
sociable people are, the more they use the Internet. And the more they use the Internet
the more they increase their communication ability online and offline, their civic activity and
the intensity of family and friendship relationships in all cultures" [8]. Moreover, as the
author notes that such a turn to the vision of positivity did not immediately arise and
Castells reconsidered his position "regarding several early studies of the Internet in the
1990s" in favour of the point of view outlined above.

Virtual reality, acting as an environment external to a man, which is actualized
through immersion in it, creates real possibilities for reforming the inner world of a man
due to the new experience of finding. Unlike social experience, which is the result of life's
successes and failures, the experience of virtual life can be formed purposefully through
organizing possible situations and testing several models of behaviour in them with the
subsequent selection of the most successful options. A person models not only his
behaviour with the subsequent transfer of it to the real life, but also the possible attitude of
others to everything that happens, which ultimately leads to changes in the framework of
human self-consciousness. Thus, virtual reality contributes to the better understanding of
ourselves, our interests and addictions, inclinations and preferences, makes it possible to
satisfy the most unusual desires, find like-minded people on various issues, support our
own position and, as a result, change the perception of ourselves. So, Jessica Brown,
analysing the consequences of using the Facebook Internet platform, writes: "Facebook
has had a positive impact on self-esteem compared to other activities that increase self-
awareness. Mirrors and photos make us compare ourselves to social standards, while
viewing our own Facebook profiles can increase self-esteem, because it is easier to
control the way how we are presented to the world" [7].

Virtual practices that realize the capabilities of transformational effects of virtual
reality are widely used in a variety of fields: in practical training of professional specialists
dealing with complex machines; in practical psychology, psychotherapy and medicine as
replaceable and compensating practices. Virtual technologies are increasingly being used
in education and science.

It can be concluded that virtual reality significantly affects human consciousness, the
process of its formation, the worldview and behaviour, optimizing it or leading to
deformations and modifications that entail the emergence of new forms of both virtual and
real behaviour of a modern person. The transformational effects of virtual reality are
ambiguous. On the one hand, a prolonged stay in virtual reality can form a dependent type
of behaviour, phobias, disorders and psychological discomfort. These consequences can
be classified as negative transformations of the personal order. On the other hand, the
personality becomes more labile, finds new ways of relaxation, acquires additional skills of
adaptation and communication, and is less under the pressure of the environment in
conditions of dynamic changes in the real social world, that is defined as positive
transformations.

Regardless of the nature of transformations, under the influence of virtual reality, new
types of socially significant behaviour are formed as a result of changes in the
consciousness and self-consciousness of a person, a new view of the world, a new
definition of his place in the world.
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