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[IVI®POBBIE IBOVTHUKI
B MH®OPMAIIMMOHHOM IIPOCTPAHCTBE
KAK OTPAJKEHUE YEJTOBEKA

bapaHos JleoHug MBaHOBMY

AHHOTauusA. B cTatbe paccmaTpuBaetcs dpeHoMeH BAWAHUS UHGOOPMALMOHHO-KOM-
MYHMWKaLVOHHbIX TEXHOMOIMIA Ha XM3Hb YesloBeKa M POCT MaclwTaba 3TOro BAUAHUA B
COBPEMEHHYIO 3MOXY, XapaKTepu3yoLLyloca NOBCEMECTHbIM pacnpocTpaHeHrem WH-
TepHeTa. B cTaTbe foKa3biBaeTcA, UTo POCT uncna nosb3osaTteneli iHTepHeTa, UHTEHCK-
dvKaLma Norpy*eHns yerioBeKa B CeTb, COBEPLLEHCTBOBaHMWE TexHonoruii MIHTepHeTa,
NPVBENM K 3HAUUTENIbHbIM M3MEHEHNAM OOLLEeCTBEHHON XM3HW. Pa3BrTre 3neKTpOoH-
HbIX YCnyr 1 obecneyeHmne KpyrnocyTouHOro A4oCTyna K HAM MPUBENN K 3HAUMTENIbHO-
My POCTY OHNIAMH-MPOLAX NPAKTUYECKM BCEX BUAOB TOBAPOB MOBCELHEBHOIO CMpoca.
Kpome Toro, mocTofHHOE COBEPLUEHCTBOBAHME 3MIEKTPOHHBIX YCTPOWCTB C LIMPOKMM
CMEKTPOM BO3MOXKHOCTEN [/1A NONb30BaTeNel NPUBESIO K KaYeCTBEHHOMY Pa3BUTMIO
NHOPACTPYKTYpPbl B3aUMOAENCTBIUA ¢ IHTepHeTOM. B 3TrX ycnoBuax nHpopmaumoHHoe
NPOCTPaHCTBO GOPMUPYET YCIOBUA Y BOSMOXKHOCTU 1A CO3aHNA 1 COXPaHeHNsA Lund-
POBbIX ABOVHUKOB YeSIOBEKA, YaCTUUYHO UK B NMOJSIHOM 06beMe OTpakaloLmnx ero ¢pusu-
yecKune 1 IMYHOCTHbIE XapaKTEPUCTUKN. o Mepe pa3BUTUA TEXHONOTNIA 3TW LndpoBble
LBOWVHMWKU MOTYT CTaTb 605iee CaMOCTOATENbHBIMU 11 GNIN3KUMM K CBOVMIM OpUrHanam He
TOMbKO B MHOOPMALIMIOHHOM NPOCTPAHCTBE, HO 1 B Gp13nYeCcKom Mupe. B ¢BA3N € 3TUM
aBTOP OTMeYaeT yrpo3bl TaKOro PasBUTHA U AOKa3blBaeT HEOOXOAUMOCTD TLIATENbHOIO
aHanm3a BO3MOXHbIX MOCNeACTBUN LMPOKOTO PacnpoCcTpaHeHna LMdpPoBbIX ABONHN-
KOB, UTOObI rapPaHTUPOBATb, UTO NX PAa3BUTHE NAET BO 6/1aro yenoBeka.

KnioueBble cnoBa: nHdopMaLnoHHoe 061ecTBo, MHGOPMALMOHHOE NPOCTPAHCTBO, BUPTYasb-
HOe MPOCTPaHCTBO, LndPOBO ABONHUK

Ana uwmtnpoBaHmA: bapaHoB JleoHupg WeaHosuu (2023). LUundposble ABONHUKM B
MHPOPMALIMOHHOM MPOCTPAHCTBE KaK OTPakeHue yenoBeka. — MccriedogaHus 8 yugposoli
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J1.1. BapaHos

HaCTosAIIee BpeMs MBI XVBeM B MHPOpMaLoHHOM ob1ecTse. [1o ompepe-

NeHno, faHHoMy B Ykase IIpesugenta PO or 09.05.2017 N 203 «O Crpate-

M pa3BUTH MHPOPMaLOHHOT0 ob1ectBa B Poccuiickoit @epepanny Ha
2017 - 2030 rogpl» [7], 910 Takoe 00IECTBO, B KOTOPOM MHPOPMALUS U YPOBEHD ee
IPVIMEHEHV ¥ JOCTYITHOCTY KapAVHAIbHBIM 00pa3oM BIMAIT Ha 9KOHOMIYECKNe
VI COIMOKY/IBTYPHbIE YCTIOBYSA JKU3HU IPaXk/JaH. SHAUNTENTbHOE YBeM4eHne o0beMa
JIaHHbBIX, UICTOYHMKAMI U CPEACTBAMU PACIPOCTPAHEHMA KOTOPBIX ABJIAITCA MPO-
MBIIIEHHbIE 11 COLMA/IbHbIe OOBEKThI, Pas/IIYHbIe 3TIeKTPOHHbBIE YCTPOICTBA, IPU-
BOZUT K OPMIUPOBAHNIO HOBBIX TeXHOMOIMII [2] .

[TocrynarenpbHoe pasBuTie 0671acTM MHPOPMAIVOHHO-KOMMYHMKAI[VIOHHBIX
TEXHOJIOTMII IIPUBEIO K 3HAYUTE/IbHBIM M3MEHEHMAM >KU3HU JIIOfIeN, CBA3aHHbIM, B
IIEPBYIO 0YePefb, C TIOBCEMECTHBIM paclpocTpaHeHneM cetu VInTepHer. OfHako, 13-
MEHEHA IIPOVICXOMAT He CTONIBKO 113-32 COOCTBEHHO MOABJIEHNA CETH, CKOTTBKO BCTIE] -
CTBME BCE HApACTAIOLIEl HEMOCPESCTBEHHOI BOB/IEYEHHOCTDIO TI0/Ib30BATENEN KaK B
IPOIIecC PacIIMpPeHNs ee BOCTPeOOBAaHHOCTH, TaK 1 ITPOLECC ee TEXHNYECKOTO Pa3Bl-
TA. XOTA B 9TOM JOKYMEHTE 3aKpeIIeHa BOSMOKHOCTb COXPAaHEHNsA IPUBBIYHBIX,
OT/IMYHBIX OT IM(POBHIX GOPM YCTIYT, yEOOCTBO UCIIONB30BAHNA INEKTPOHHBIX YCITYT
B COBOKYIIHOCTM C BO3MOYXHOCTDIO X IIOJTyYeHUA B pexk1Me 24/7 IpUBeN K TOMY, 4To,
HanpyMep, B cepe TOPTOB/IN OHMAMH-IIPOJAKM TOBAPOB MOBCEIHEBHOIO CIIPOCa 32
2022 rop B Poccnu yBermmunmmics Ha 43,5% [8]. ITokynka HOBBIX, 607ee COBepIIeHHbIX
YCTPOJICTB C pacIIVPEHHBIMY BO3MOXXHOCTAMM IIOCTOSHHO pa3BMBaeT MHPPACTPYK-
TYPY [OCTYIIA B CeTb MHTEPHET CUIAMI ee TI0/Ib30BaTeneil. OT HUX Jke pa3paboTunku
IPUIOXKEHMII TONYYal0T (PUHAHCHPOBAHYIE Yepe3 CeTeBble Mara3yHbl, KOTOpbIE COfiep-
KaT, B TOM 4YVCTIe, ¥ GeCITaTHbIe BepCyy IIPOrPaMMHOT0 0OecIieueH s, IpelaraeMble
sHTy3mactamu. Cormacao [8], 83% xommanuit B Mupe yxe BHefpumm popmar BYOD
(bring your own device), KOTOpBIit ITpeANIONaraeT UCIONIb30BAHNE TNYHBIX YCTPOJICTB
(3agacTyio 60jee COBEpIIECHHBIX ¥ IIPOU3BOAUTEBHBIX, [I0 CPAaBHEHMIO C IIpefiiarae-
MbIMK paboTopiaTenieM) Ha paboyeM Mecte. Hapsamy ¢ pacnpocTpaHeHneM yCTpONCTB
[OCTYyIa K ceTy VIHTepHeT, paciMps0TCA TakKe BO3MOXKHOCTY MOOVIBHOTO JHOCTY-
ma: 73,1% 1monb3oBatesiei IIOK/II0YAIOTCA K MHTEPHETY ¢ MOOMIBHOTO YCTPOJICTBA, U3
HUX W1t 27% cMapTOH SAB/IAETCS eUHCTBEHHBIM KaHanoM nopkmodenns [13]. Ilo
naHHbIM [13] Ha sHBapb 2023 rofa B CpeHEM B MUpe eXeJHeBHOEe BpeMsl, 3aTpayll-
BaeMo€e Ha Iojb3oBanue VIHrepHer cocrapnano 6 4. 30 mun. B Poccun ara npopon-
JKUTE/IbHOCTD COCTAB/IANA 7 4. 57 MUH. B TOM e MCTOYHVKE IPUBOAATCA CEAYIOLye
JAHHBIE: PV YMC/IEHHOCTY HaceneHns Poccun B 144,7 MiIH. 4e/10BeK, HACUUThIBAETCSA
127,6 MuInmoOHOB 10/1b30BaTenen MHTepHET U 106 MUIIMOHOB aKTUBHBIX 110/1b30Ba-
TeJIe conMabHbIX ceTell. TakuM 06pasoM, VIHTepHeT 13 TeXHONIOTMIeCKOTO PelIeH A
IpeBpallaeTcss B HOBYIO Cpefy OOIIeCTBEHHOI >KM3HY, 00pasysd MHPOPMAIMOHHOE
IPOCTPAHCTBO, KOTOpOe (II0 OIpefeNIeHNI0, JAHHOMY B [2]) AB/IAETCA COBOKYITHO-
CTBIO MH(OPMALIOHHBIX PECYPCOB, CO3AAHHBIX CyOBeKTaMy MHPOPMALOHHOII ce-
PBI, CPEICTB B3aVIMOJEIICTBIA TaKMX CYObEKTOB, MX MHPOPMAIMOHHBIX CHCTEM U He-
06x0a1MOit MHPOPMALMOHHO MHPPACTPYKTYPBL.

Bbinyck « 2 - 2023

39



CTPATETMYECKUE BbI3OBbI

40

«VIHpOpMaIIOHHOE TPOCTPAHCTBO», KAaK IIOHATHE, YIOTPeO/IAeTCs HapAAy ¢
«BUPTYa/IbHOE IIPOCTPAHCTBO», <<KI/I6epHpOCTpaHCTBO», «BUPTYyajibHaA pEaIbHOCTb»
u 1.11. K HacTosAmeMy BpeMeHH, C y4eTOM HOBU3HBI ABJIEHNUA I, B 0COOEHHOCTH, IIPY-
MEHNTETIbHO K IIOBCEHEBHOCTM, He ITOTTHOCTBIO OIIpefie/IeHbl CMBICTIOBBIE OT/INYNS
€ro MHOXKeCTBEHHBIX OlpefienieHuit. B pabote [4], moCBAIeHHOI pacCMOTPEHMIO T10-
HATUA «KMOEPIIPOCTPAHCTBO», «MH(POPMAIVIOHHOE MPOCTPAHCTBO» IIPENICTABICHO
KaK OIMCaHVe ABJIeHNS C YIIOPOM Ha T€XHOJIOTMYECKYI0 COCTAB/IAIIIYIO0, OGHAKO, C
Y4eTOM TOTO, 4TO KaK ObIIO ITOKa3aHO BBIIIE, TEXHOMOTUY CTAHOBATCS YaCThIO COLY-
aJIBHOJ JKM3HY, @ 110 MHEHMIO [2] MHPOpPMAIVIOHHO-KOMMYHMKAIVIOHHBIE TEXHOTIO-
TVIY CT/Ii OCHOBHOJI TEXHOJ/IOTHII COLIVIQ/IBHOTO PA3BUTHA B 9TI0XY IMPPOBOI 9KOHO-
MMKH, «TEXHO/IOTMYECKasl COCTABIISAIONIASN» TIEPECTaeT ObITh OT/IMYUTENBHOI YePTOIL.
[ToaToMy, ¢ HEKOTOPBIMM JOMYILIEHNAMM B HACTOAIIEM MaTepuajie HIDKe CleflyeT
CYNMTATh BBIIENIPYBE/IeHHbIE IOHATUA CHOHVIMAMIL

ABropcTBO moHsATHA «1MdpoBoOIt ABOITHNK» (LI]]) Hanboee YacTo CBA3BIBAIOT C
Maiiknom Ipuscom, npodeccopom Muunranckoro ynuBepcutera. B cBoeit pabore
[11] OH ommMCBIBaET 9TO COOBITHE CTEAYIOMUM 00PA3OM: «KOHIIETIVI BUPTYaIbHOTO,
11(ppOBOrO SKBUBANEHTA (PU3NUECKOMY NPOAYKTY WM IMPPOBOIL ABOMHUK ObITa
BBefieHa B 2003 rogy B MOeM YHUBEPCUTETE Ha Kypce M PYKOBOAUTENEN IITaTa
MuunraH 1o ynpaseHUIO )KM3HEHHBIM IIVIK/IOM IIPOAIyKTa». TaM ke OH IPUBOANT 1
caMy KOHLETIIINIO: «[KOHIIEMIVA] COCTOUT U3 TPeX OCHOBHBIX YacTell: a) puandeckue
IPOAYKTBI B PeaIbHOM IIPOCTPAHCTBE, 0) BUPTYa/IbHBIE IPOAYKTHI B BUPTYaIbHOM
IPOCTPAHCTBE 1 B) COEAMHEHVsI JaHHBIX ¥ MHOPMALVM, KOTOPbIE CBSA3bIBAET BUP-
TyaJIbHBIE 11 pea/bHble IPOLYKTHI BMECTe».

[To mMepe pasBUTHSA ceTU MHTEpHeT, Iepexofe K web 2.0, xapakTepusyroeiics,
B JAaCTHOCTY, CMEILIeHMeM aKI[eHTa OT CO3JaHMsA KOHTEHTa B CTOPOHY B3auMOJeli-
CTBMsA, KOMMYHMKALIMY, BBICTPAVBaHMA COLMANIBHBIX ceTell [8], a COOTBETCTBEHHO
U COLIMA/IbHBIX CBA3€J Ha HOBOJ OCHOBE, TeMa B3aMMOJEICTBMA PeaJbHOIO U BUP-
TYa/IbHOTO, NH(GOPMAIIMOHHOTO IIepeMeliaeTcs U3 00/1acTy HaydHO! (PaHTACTUKM B
noBcefHeBHOCTD. B 2018 ropy Xenk Ban XayTeH (Ha TOT MOMEHT MCIIOTHUTEIbHBIN
BUILIe-TIPE3U/ICHT ¥ IJIABHBIN TEXHWYECKMII AupeKTop KoMnanuy Ouanic) B cBoeM
6rore onybmkoBan crepyromyit Tekct «IIudposas Bepcus tebs? Ecnu nndpossie
O/MM3HeNbl HpeJIaraloT Tak MHOTO BO3MOXKHOCTEN s HOfepXKaHus “paboTo-
CIIocOOHOCTN (PU3MYECKMX CUCTEM U YCTPOIICTB, MOXKEM /U MbI IIPUMEHNUTD TY XKe
KoHLenuio K moasaM? [...] IlogpobHee 06 atoM B Moeit crenytomeit ctatbel» [8]. B
C/IefyIOLIeil CTaThe ObUIA IIpefCcTaB/IeHa MPPOBas MOEb CEPALA, KOTOPYIO MOKHO
OBUIO HACTPaMBATh C Y4E€TOM HEPCOHABHBIX 0COOEHHOCTEl! TAIMEHTOB U MCIIO/b-
30BaTb [PV HAa3HAYEHNM jIe4eHV. TO eCTh TeXHOMIOTUY BBIIIIM Ha HOBBIN YPOBEHD,
OTpeOOBaBIINIT HOBBIX 0003HAUEHMII, OTPAXKAIIINX 0COOEHHOCTI VX ITPUMEHEeHNA
1, caMoe IJIaBHOe, /IS Ye/lloBeKa MOCTEeIIeHHO CTAHOBUTCA IOCTYITHON BO3MOXKHOCTD
He TO/IbKO B3aMMOJIEIICTBIA C HOBOJ MH(MOPMAIVIOHHOII CPefioil, HO ¥ CTAHOBUTBCSA
€€ 4acThIo.
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OTHoLeHNe YenoBeKa K BUPTYa/lIbHON Cpefie, COIPUKOCHOBEHME C Heil elle co-
BCEM HEJJaBHO PAacCMaTPMBANIOCh TOMBKO B (PaHTACTUYECKUX HPOU3BEIEHMAX, HO
y>Ke CeroffH: XMTeNb 60/IBIIOro ropoyia IIOCTOSHHO HAXOAWUTCA BO B3aVMOJEIICTBIN,
HapAny ¢ Gpusndeckum, u ¢ MHGOPMAIVOHHBIM ITPOCTPAHCTBOM. /IS onpenenenns
HOBBIX ()OPM B3aMMOJEJICTBNUA HAYMHAIOT BO3HMKATD HOBBIE MOHATIA: «IUPPOBOIL
crefiy, «iudpoBas TeHb», «IMGPOBOI MPOPNUIb», KOTOPbIE XOTH, IO CYTH, YK/Iabl-
BAIOTCA B KOHIIENIMIO I111(POBOTO ABOJHNMKA, HO IIOAYEPKMUBAIOT HOBBIE CMBIC/IOBBIE
HI0AHCBL [Tpryem 3Ty TepMIUHDI He ABIAIOTCA 9K30TMYECKMMU HEO/IOTM3MaMI B paM-
KaxX CYOKY/IbTYpPbI VIV MOJBI, @ IPEACTABIAT CO00I CYLIeCTBEeHHbIe I MHPOP-
MaIJIOHHOTO OOIIeCTBa IOHATH, IPU3BaHHbIE OTOOPAa3UTh OTHOLIEHMNS, KOTOpPbIe
CBOJICTBEHHBI JUIA B3aMMOJENCTBYA C MHPOPMALMOHHBIM IPOCTPAHCTBOM, ¥ 3TO
He OTHOLIEHNS «BOOOIIe», a Pe3y/IbTaT MHAMBNLYaTIbHOTO B3auMOzieiicTBIA. B aToit
CBSI3Y OYEHb BAYKHO ellle OIHO OOCTOSTENbCTBO — HpeObiBaHUe B MH(MOPMALVIOH-
HOM IIPOCTPAHCTBE BCErfla CONPOBOXK/AETCA IPOLeAypPOil OMTydeHNs JOCTYIa, YTo,
B YaCTHOCTH, OOYCTIOB/IEHO €ro0 TeXHOJIOTMYeCKoi 0cHOBOIT. OpraHmsanys JOCTymna
B MH(OpPMAIMOHHOE MPOCTPAHCTBO, TaK )K€ KaK M B MHPOPMALMOHHYIO CUCTEMY
00BIYHO TIOApa3e/NAeTCs Ha YeThIpe JTalla: PerucTpanys, NAeHT(uKanus, ayTeH-
néukanys, aBropusanys. CoOCTBEHHO IMpolecc (aKT) perucTpanyum U sBseTCs
cospanueM 1] B madpopmanyonHOM IpocTpancTBe. OCTa/NbHbIE STAIIbl HAIIPAB/IEHBI
Ha YCTaHOBJIEHM: COOTBETCTBMA Y CBA3Y MEX/Y Pea/IbHbIM U BUPTYa/IbHBIM.

PerycTpanns B ”HPOPMAIMOHHOM ITPOCTPAHCTBE IIPEAIIOIaraeT Iepefady onpe-
JieTleHHOTo 06beMa MHPOpMAL Y, HeOOXOAMMOTO /IS TOTO, YTOOBI IHAMBI/, BBIIION-
HAJI CBOIO Iie7ieBYI0 ponb. OCHOBBIBAsACh Ha BBIBOJAX [1], KOTOpble mOgpasyMeBaoT
TO, YTO 4€/IOBEK IOCTOSHHO BBICTYTIAET B PA3HBIX POIAX, 3aBUCAILINX OT )KM3HEHHBIX
CUTYyalyil ¥ IOMOTAIOLINX €MY UX IIEPEeXUTD, I, B KOHEYHOM UTOTE, €r0 COLMaIbHas
POJIb 3TO HeKasl CAaMOBOJIbHAA UTPA, /1A IPEOJo/IeHNs IPENATCTBUI U OCYIIeCTBIe-
HJSI HAMEYEHHOTO0, 00paTUMCsl K KOMIIBIOTEPHBIM UTPaM, KaK BO3MOXKHOCTH BBIOO-
pa CBOEro BUPTYa/IbHOTO NPEACTABICHA I OCYIeCTBIeHNA B MHYOPMALIOHHOM
IPOCTPAHCTBE XKENTAEMOTO ITOBEIEHM .

HecmoTps Ha TO, YTO TeMa KOMIIBIOTEPHBIX UTP JOCTATOYHO XOPOIIO OCBEIIEHa,
npuBeneM faHHble koMmmaHyy Blizzard Entertainment o 3amycke ofHOro 13 Ipogyk-
ToB. CormacHo sanHbIM Blizzard, B panneit 6ete Diablo 4, npomrenmeit B mepuop ¢ 17
1o 20 mapra, nonb3osareny nposenn 20 814 758 yacos. HekoTopble UTPOKM Iy TAT
U TIBITAIOTCA Y3HATh, CKOJIBKO YaCOB UTPOKM IIPOBENM B OUepefAX Ha MOK/II0YeHMe
¥ KaK 4acTo MX BBIOPAChIBA/lO M3 UIPbI 13-3a omnbOOK. 3adpukcupoBano 17 586 363
cMeprelt. AuraBa yout nourty 4,3 MUUIMOHA UTPOKOB, @ CaM yMep HeMHOTUM 6oJIblie
33 TpIcad pa3 [2]. OTMeTNM, YTO B UTpe IIPUCYTCTBYIOT He TONbKO UTPOKY U X BUP-
TyaJ/IbHbI€ ITPEJICTAaB/IEHNs, HO U IOTTHOCTBIO BUPTYa/IbHbIE IIEPCOHAXKM.

IIpumeyarenbHO, YTO HEKOTOPbIE YYaCTHUKY B Ja/IbHENILIEM JEATCA IOBECTBO-
BaHMAMM O CBOVUX IIPUK/IIOYEHNAX, HOJOOHBIMU OYepKaM pearbHbIX coObITHIL. Tak B
[6] omyH 13 TONTb30BaTE/IEl UTPBI OLIVICHIBAET CBOIO IIEPBYI0 BCTPEUY C BUPTYaTbHBIM
IIePCOHaXKeM TaK, KaK e/ OBl OH IOCeTWI peanbHoe coObiTre. COIMTacHO OMCAHUIO
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II0/Ib30BATE/Ib OPUEHTUPYETCA B BUPTYaJbHOM IPOCTPAHCTBE IPUBBIYHBIM CIIOCO-
00M: yKasaHO BpeMs, IPOCTPAHCTBEHHbIE KOOPAMHATBI, IIPUMEThl Ha MECTHOCTIL.
Kpowme Toro, oH - He ofjuH. B ToM e MecTe coOpanuch fpyrie M0Ib30BaTeNN, KOTO-
pble NAeHTUGULMPYIOTCS UTPOKOM KaK JIFOM, T.€. B3aMMOJeVICTBIE B MH(OPMAIIVOH-
HOM IIPOCTPAHCTBE J/I UTPOKA I0/DKHO OT/INYAThCA [IABHBIM 00pa3oM OTCYTCTBUEM
MYCKY/IbHBIX YCUINIL, IIOCKONIBKY HOCTVDKEHe Lienu OyaeT cpenu mopeit. Ho keM orn
ObUIM B peanbHOCTY U KAKO MMEHHO peanbHOCTH? TeMIepaMeHT, CTU/Ib IOBefie-
HJIA, MaHepa 0OIe Vs Bce IPOeLMPOBAIOCh Yepe3 X UTPOBBIX IIePCOHAXel BHYTPI
BJPTYaJbHOTO IIPOCTPAHCTBA UIPBI SPYTUM IIEPCOHAXKAM Y YK€ Yepe3 HUX APYTUM
urpokam. To ecTb /oy 0OIAINCD U pelay CBOY 3ajauyl HOCPeACTBOM IM(POBBIX
IOBOIHMKOB.

IlepeiieM K IpyroMy THUILy UTP - OJIMMIMIICKMM, KOTOpPbIE IO HEJaBHETO Bpe-
MEHM He TOJIbKO He aCCOLMMPOBAINCH C BUPTYaJIbHbIM IIPOCTPAHCTBOM, HO I IIPO-
TUBOIIOCTAB/IANNCDH €MY, KaK aTpuOyT UCK/IIOUNTENIbHO PealbHOTO IPOCTPAHCTBA. B
2021 ropy ObLI IpOBeNieH, IPU3HAHHBIN YCIIEIIHBIM, SKCIIEPUMEHT II0 OpraHM3aIN
OnumnuiicKoit BUPTYanbHOI cepuu, B KOTOpoit npuH:Amm yyactue 250 000 yenosek
u3 100 ctpan Mupa. B mporpamme 6b1mu 6eic6071, aBTOTOHKY, BETOTOHKM, Ipeb/Is 1
mapycHslit ciopt [6]. B 2023 B Cunranype 6bu1a npoefieHa OnuMImiickas Hefens
KubepcropTa. B penoprasxe, 1ocBAILEHHOMY HACTOIBHOMY TEHHICY, Pa3MeIeHHOMY
Ha cajite MeXXIyHapOZHOTO OIMMIINIICKOTO KoMuTeTa [13], 65111 OCBeleHbl TpH 110-
Ka3aTe/IbHbIX MaT4ya CPey MacTePOB BBICIINX JOCTVDKEHNIA, IIPMYEM COPEBHOBA/IUCD
17-neTHuit UTPOK ¢ 50-7€THUM, 4YTO, KaK OBIIO IIOJYEPKHYTO, B SUTHOM HACTONb-
HOM TeHHMCe CITy4aeTcs o4eHb peniko. HeobbryHas popMa mpoBeieHNs COpeBHOBA-
HII IpUBJIeK/Ia 60TIbIIOE KOMMYecTBO 3puTerteit. [Ipy aToM npaBuIa 0CTamich TOYHO
TaKIMIU Ke, KaK B pealbHOM HaCTOTbHOM TEHHICE, 32 UCK/II0UYeHneM (QU3IIecKoro
CTO/IA, MAYA ¥ PAKETOK, KOTOPbIE 3aMEHV/IM [APHUTYPbI BUPTYaNIbHOI PealbHOCTH
U KOHCOJIM.

[To cpaBHEHMIO ¢ TIEPBBIM IPUMEPOM, YIKe He0OX0AMMbI (pu3IIecKye YCUms, HO
CaMa Urpa IOJTHOCTbIO BbIHECEHA B BUPTYalbHOE IIPOCTPAHCTBO. VI X0TA cpakamuch
JKUBDIE JIIO/IM, CONIEPHMKA KaXK/IbIJl BUJIEN TOIBKO B BUPTYa/JbHOM IIPOCTPAHCTBE, TO
€CTb KaK IM(PPOBOro ABOIHNUKA. SPUTENN >Ke MOIIM HaOM0aTh ABOHOE 3peIIMILe:
JKUBBIX JIOfiell B TADHUTYPAX BUPTYa/JbHOI PEaIbHOCTI Ha CLIeHE M OJHOBPEMEHHO
UX 0V(POBBIX ABONHNMKOB C BUPTYaJIbHBIMU PaKeTKaMV UTPAIOLIMX BUPTYaTbHBIM
TEHHUCHBIM MstdeM [11].

BosspamiaAce K TepMMHOIOINN, HY>)XHO OTMETUTD, YTO Ha caiite MexxnyHapoy-
HOT'O OJIMMIINIICKOTO KOMUTETA IPYMEHNUTEIbHO K CIIOPTY B BUPTYa/IbHOM IIPOCTPAH-
CTBe MOYXHO HAWTV He TONBKO «virtual», HO u «e-» (e-sport), KOTOpbIT B IepeBofie
AHJIEKC TIpeBpaIaeTcs y)ke B KHOepCrnopT. TO B OYepeHOI pa3 CBUAETENbCTBYET
0 HEYCTOABILENCA TEPMUHONOTMY U CTEIIEHN HOBU3HBI AB/IEHNS, KOTOPOE He UMEET
aHAJIOTOB B (PM3MYECKOIl OKpYXKAIOLIell cpefie.
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CropTuBHBIE UTPBI MOTYT OBITb ¥ IIOTHOCTBIO CMMYIMPOBAHHBIMU C y4aCTH-
€M KOINIi pealbHbIX CIIOPTCMEHOB, KOTOPbIE BOCCO3JAITCA C YIETOM MX peaibHOM
UTPOBOJI MIPAaKTUKN. VIHTepecHo, 4TO 3TO MOXKeT IIOPOXKIaTh KOH(MIMKTHbIE CUTYa-
myu. Tak, Hanpumep, yToonbHblil cumynarop FIFA 23 nomyunn o6HoBIeHNE K06a-
BUBIIEE B UTPY )KEHCKYI0 JIUry 4eMnmoHoB u Bce 12 xomany HanmonanbHo )KeHCKOM
¢byT6onbHOI murn. OFHAKO CIOPTCMEHKM OKa3ajuCh KpaljiHe HeTOBOIbHBI TeM, KaK
ux Boccospamu. Tak gpyroomicrka Capa [opaeH cunraeT, 4TO HUKTO laXke He CMOTpeT
MaT4y XeHCcKoit mry. Ha MpIc/ib 06 9TOM ee HaBel TOT aKT, YTO eil IPUCBOEH peii-
TUHT cKopocTy 48 13 100, Korga B peanbHOMN KM3HYU OHA ABJIAETCS OIHON M3 CAMBIX
OpIcTpPBIX PyTOOMMCTOK [11].

KoHe4HO, KOMIIBIOTEpPHBII TIePCOHAX He AB/IAETCA MOMHOLEHHBIM LU(POBBIM
JIBOJIHMKOM, HO, IIO/Ty9aeTCsA, YTO CBA3b C IPOTOTUIIOM OH BCE PaBHO COXpaHseT. J
3[1eChb yoKe BBIXOJIAT Ha IIepBBbIII I/IaH He (usndeckue 0COOEHHOCTI YeI0BEKa, IIPUCY-
1€ eMy Kak 00beKTy (pM3MIecKoro MpOoCTPAHCTBA, a TMYHOCTHBIE, KOTOPbIE eC/IN 1
OKa3bIBAIOT (pM3MIeCKOe BO3JENCTBIIE, TO TOTBKO ONOCPEOBAHHO.

B aT071 CBA3M MHTEPECHO PAcCCMOTPETh CBOJICTBO MH(OPMALIOHHOTO IIPOCTPaH-
CTBa, 3aK/II0YAN0NIeecs B [UINTEIbHOM XPaHEHUN CBOETO COlepXKMMOTo 6e3 fierpasia-
uyy. Yenosek He BedeH. Ho, ecny paHbIle OH OCTaB/IA/ IAMATD B CBOMX TBOPEHBIX,
TO C pa3BUTHEM MH(POPMAIVIOHHBIX T€XHOJIOTMI BMeCTe C IVIOAMU TPY[a MOXKHO
YBUAETD ¥ UX co3patesist. CaMbIM IIPOCTHIM IIPYMEPOM MOTYT OBITb My3bIKa/IbHBIE VIC-
nonHUTeNN. PaHblie, ¢ yXOIOM 13 )XM3HY, MAaCTeP OCTaBaJICA KUTD TONIBKO B IIAMATH
U IIepecKase, 3aTeM, C MOAB/IEHNEM BOSMOXKHOCTY 3aIMCH 3BYKa, CTA/IN JOCTYIIHbI-
MM Pe3y/IbTaThl €T0 TBOPUECTBA, C IOAB/IEHIEM BO3MOXKHOCTY 3aIICK M300paXKeHnA
Ka)K[IbIJi MO>KET YBUIETb U YC/IBIIIATD IEI€BPBI B ICIIOTHEHMM HUKOI/IA He CTapero-
IMX JIYYIIVX MMPOBBIX MacTepPOB Ha IVKE MX C/IaBBI OYATO HAXOMSCh HA KOHIIEpTe
CUJA B TIepBOM pARY. B 9TOM cydae, KOHEUHO, UMENNCh B BUlYy IPOM3BENIEHNA MU-
posoit 3HaunMocTi. Ho, B HacTosA1ee BpeMs, CEMEIHbIN KOHILIEPT, IPEACTaB/IALIINIA
VIHTEpeC TONbKO KpailHe OrPaHMYEHHOMY KPYTY JIMI] MOXeT ObITh TaKXKe COXpaHeH
JULS TIOTOMKOB. V] BaKHOCTD ero OyfeT He B Xy[J0)KeCTBEHHBIX CBOJICTBAX, @ IMEHHO
Kak (MKCcaIys TMYHOCTHBIX KayecTB OMM3KMX JIIOfell, PACKPBITBIX B UX JIeNICTBUY,
B JKMBOM JIBJDKeHUM. V] 3TO JKMBOe [IBIDKEHNE BaXXHO CaMo IO cebe Kak OTpakeHue
JIMYHOCTY B 06071 popMe 1 IMEHHO B TOM €T0 LIeHHOCTb.

C passurreM MH(GOPMALMOHHOTO IMPOCTPAHCTBA, €T0 MYIbTUMEIMIHBIX BO3-
MOXXHOCTeIA, MICIIO/Ib30BaHMe €r0 MPeMMYIIeCTB /I OOIIeHNs, BCeX €ro M0/Ib30Ba-
Tejleil HeM30eXHO IMPMBOAUT K OTPAXKEHMIO M (MKCALUM JTMYHBIX 0COOEHHOCTEIL.
W ecmm apxuBbl GoTO- U BUEO- PMKCALNY HMPEANOIaTaloT NAaCCUBHYI0 (PUKCAIIIO
U OTpaKeHMe YeJI0BEYECKON IMYHOCTHU, TO HOBbIE TEXHOIOIMY, OCHOBAaHHbIE HA MC-
KYCCTBEHHOM MHTEJINEKTE TO3BOMAIT «OXKMBUTDH» TMYHOCTD, CO3[]aTh BOSMOXKHOCTD
CUMYJIALNY KMBOTO OOIIIeHNA axke Moce PU3MIecKol CMepTY IPOTOTUIIA KOMIIbIO-
TepHOI1 Mopieny. BosHukaiot HoBble TepMuHBI «afterlife», «nHpopmaronHoe TenoON.
Ha caiite PBK B paspuene «MHHOBauuu» IyOnMKyeTcsi MaTepuas IIOf 3ar0OIOBKOM
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«OHnartH-Knagouma n mmyHbii MaB3oneit: mogkact PBK Tpengo «Uto msmeHu-
noce?» (8], a B paspene «VHgyCcTpus 4.0» - «Death tech: Kak TeXHOMOTUM «OXKMBIAIOT»
yMepiyx» [13]. Baxxuerimne sT4eckue sBICHNA )KU3HN CTAHOBATCS YaCThIO TEXHO-
JIOTMYECKOTO Pa3BUTHSL, OTYACTU MPOCTO TOOOMBITHBIM IPYMEPOM BO3MOXKHOCTEI!
BBICOKVX T€XHOJIOTUIL.

B aToM m1aHe MHTEpeceH OMBIT CO3aHMA TaK HasbiBaeMbIx «deepfake» - mMeTo-
VKV CUHTe3a M300pakeH I, OCHOBaHHOI Ha MICKYCCTBEHHOM MHTe/IeKTe. SIBaach
MaKCMMA/IbHO TOYHBIMM KOIVIAMU JKVBBIX /IOfieil (KOTOpble B OT/e/IbHBIX CTydasx
caMJ1 3ay{HTepeCOBAHbI B MAKCMMA/IbHOJ TOYHOCTH) OHM MOTYT CYIIeCTBOBAaTh B UH-
(bOopManMOHHOM IIPOCTPAHCTBE KaK B TECHOI CBSI3Y C IIPOTOTUIIOM, TaK Vi IIOTHOCTBIO
aBTOHOMHO. B 2022 caiit kommanum Deep cake copepxan crenyromiee coobienue:
«MbI cospamn 11bpoBOro ABOMHMKA TOMIMBYACKOTO A-TMCTepa JUIs peKIaMbl Tere-
KOMMYHVKAI[IOHHOTO 6peHpia». Peub mma o bproce Yimce, et 06pas morom uc-
II0/Ib30BAJICSL B PeK/IaMe COTOBOTO oIeparopa. To ecTp yenoBeyeckyie 0COOEHHOCTH,
VX IMYHOCTHBIE YePTHI B MHPOPMALOHHOM IIPOCTPAHCTBE MOTYT OTYYX/AThCA U
JICIIOZIb30BAThCS TPETbUMM uLaMit. [IprdeM 3T0 MOXeT ObITh He 00513aTe/bHO Iie-
JIOCTHBIIT 06pas, MOTYT OBITH MCIIO/IB30BAHBI YACTI IMIHOCTHBIX 0COOEHHOCTEI!, Ha-
npumep ronoc. Tak akrep Jxeitmc Ipn [xonc, ospyumsaBmmii Japra Beiigepa B
«3Be3IHBIX BOJHAX» IIepefan 00pasiipl rosioca 1 npasa Ha Hux Lucasfilm. Tereps ¢ nx
IIOMOIIIBIO TIEPCOHAXKA MOXKET 03BYYMBATh MICKYCCTBEHHBIN MHTE/UIEKT [13].

NudopmanyonHoe (1dpoBoe) MPOCTPAHCTBO B CUITY CBOMX OCOOEHHOCTEN 1
OT/Ie/IbHBIX BOCTPEOOBAHHDIX CLIeHAPVeB VICIIONIb30BAHN IIPEOCTAB/ISET YCIOBUSA 1
BO3MOXXHOCTH JIs1 CO3/IaHVsI M XpaHEeH U 1M (POBBIX IBOVTHIKOB YeIOBEKA B BIIE Ya-
CTMYHOTO VIV MAaKCYMJIbHO BO3MOYKHO IIOJTHOTO OTPAXKEHMS €r0 MHAVBUYaTbHbBIX
$u3NMIecKux, TaK U TMIHOCTHBIX 0ocobeHHOCTel. C pasBUTUEM TEXHOTOIMII [BOJ-
HMKMJ CMOTYT 0OpeTaTh BCe BO3PACTAIOI[YI0 CAMOCTOSATENIBHOCTD 1 BCe 00/ee TOYHO
COOTBETCTBOBATb OPUTVMHATY, i IIPM 9TOM CTAHOBUTHCS BCe OO/lee 3HAUMMBIMU He
TOJIBKO B paMKax MH(POPMALMOHHOTO IIPOCTPAHCTBA, HO 1 [ peasbHOro pusnye-
CKOro Mypa. B HacTosiee BpeMsi HeOOXOAMMO MaKCHMA/IbHO TIATE/TbHO IPOLYyMAaTh
BO3MOJKHbI€ IIOC/IE[ICTBYA IMPOKOTO pacpOCTPAHEHNA TAKUX ABJIEHMI C LIE/IBI0 MX
Pa3BUTHSL UICK/TIOINTETHHO BO O71aro.
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urrently, we live in an information society. According to the definition given in

the Decree of the President of the Russian Federation dated 09.05.2017 N 203

“On the Strategy for the development of information society in the Russian
Federation for 2017 - 2030 years” [7], it is a society in which information and the level
of its application and accessibility cardinally affect the economic and socio-cultural
conditions of life of citizens. A significant increase in the volume of data, the sources
and means of distribution of which are industrial and social objects, various electronic
devices, leads to the formation of new technologies [2].

The progressive development of information and communication technologies has
led to significant changes in people’s lives, primarily due to the widespread use of the
Internet. However, the changes occur not so much due to the actual appearance of the
network, but due to the ever-increasing direct involvement of users both in the process
of expanding its demand and the process of its technical development. Although this
document enshrines the possibility of preserving familiar, non-digital forms of servic-
es, the convenience of using electronic services together with the possibility of receiv-
ing them 24/7 has led to the fact that, for example, in the field of trade, online sales of
everyday goods for 2022 in Russia increased by 43.5% [8]. The purchase of new, more
advanced devices with advanced capabilities constantly develops the infrastructure of
access to the Internet by its users. From them, application developers receive funding
through online stores, which contain, among other things, free versions of software
offered by enthusiasts. According to [8], 83% of companies in the world have already
implemented the BYOD (bring your own device) format, which implies the use of per-
sonal devices (often more advanced and productive than those offered by the employ-
er) in the workplace. Along with the proliferation of Internet access devices, mobile
access is also expanding: 73.1% of users connect to the Internet from a mobile device,
of which for 27% a smartphone is the only connection channel [13]. According to [13]
as of January 2023, the global average daily time spent using the Internet was 6 hr. 30
min. In Russia, this duration was 7 h. 57 min. The same source cites the following data:
with a population of 144.7 million people in Russia, there are 127.6 million Internet
users and 106 million active users of social networks. Thus, the Internet turns from a
technological solution into a new environment of social life, forming an information
space, which (according to the definition given in [2]) is a set of information resources
created by the subjects of the information sphere, means of interaction between such
subjects, their information systems and the necessary information infrastructure.

“Information space” as a concept is used along with “virtual space’, “cyberspace’,
“virtual reality”, etc. To date, taking into account the novelty of the phenomenon and,
in particular, in relation to everyday life, the semantic differences between its multiple
definitions have not been fully defined. In [4], devoted to the consideration of the con-
cept of “cyberspace”, “information space” is presented as a description of the phenom-
enon with an emphasis on the technological component; however, taking into account
the fact that, as it was shown above, technologies are becoming a part of social life, and
according to [2] information and communication technologies have become the main
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technology of social development in the era of digital economy, the “technological
component” ceases to be a distinctive feature. Therefore, with some assumptions in the
present material below we should consider the above concepts as synonyms.

The authorship of the concept of “digital twin” (DT) is most often attributed to
Michael Greaves, a professor at the University of Michigan. In his paper [11], he de-
scribes it as follows: “the concept of a virtual, digital equivalent to a physical product
or digital twin was introduced in 2003 at my university in a course for Michigan State
executives on product lifecycle management”. There he cites the concept itself: “[the
concept] has three main parts: a) physical products in real space, b) virtual products in
virtual space, and c) data and information connections that tie virtual and real prod-
ucts together”

With the development of the Internet, the transition to web 2.0, characterized, in
particular, by a shift in emphasis from content creation to interaction, communication,
building social networks [8], and, consequently, social ties on a new basis, the theme of
interaction between the real and the virtual, information is moving from the realm of
science fiction to everyday life. In 2018, Henk van Houten (at that time Executive Vice
President and Chief Technology Officer of Philips) published the following text on his
blog “A digital version of you? If digital twins offer so many possibilities to keep phys-
ical systems and devices “working”, can we apply the same concept to humans? [...]
More on this in my next article!” [8]. That paper which was published later, presented
a digital model of the heart that could be customized to the personal characteristics of
patients and used in prescribing treatment. In other words, technologies have reached
a new level, which required new designations reflecting the peculiarities of their appli-
cation and, most importantly, it is gradually becoming possible for an individual not
only to interact with the new information environment, but also to become a part of it.

Human connection to the virtual environment, contact with it has recently been
considered only in fantasy works, but even today the inhabitant of a large city is con-
stantly in interaction, along with the physical, and with the information space. To de-
fine new forms of interaction, new concepts are beginning to emerge: “digital footprint”,
“digital shadow”, “digital profile”, which, although, in essence, fit into the concept of a
digital double, emphasize new semantic nuances. Moreover, these terms are not exotic
neologisms within the framework of subculture or fashion, but are concepts essential
to the information society, designed to reflect the relations that are characteristic of
interaction with the information space, and these are not relations “in general’, but
the result of individual interaction. In this connection, one more circumstance is very
important: staying in the information space is always accompanied by the procedure
of gaining access, which, in particular, is conditioned by its technological basis. Or-
ganization of access to the information space, as well as to the information system, is
usually divided into four stages: registration, identification, authentication, authoriza-
tion. The actual process (act) of registration is the creation of the DT in the informa-
tion space. The other stages are aimed at establishing correspondence and connection
between the real and virtual.
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Registration in the information space involves the transmission of a certain amount
of information necessary for an individual to fulfill his or her target role. Based on the
conclusions [1], that human is constantly acting in different roles, depending on life
situations and helping him to survive them, and, in the end, his social role is a kind of
self-contained game to overcome obstacles and implement the intended, let us turn to
computer games as an opportunity to choose a virtual representation to implement the
desired behavior in the information space.

Despite the fact that the topic of computer games is quite well covered, let’s cite
Blizzard Entertainment’s data on the launch of one of its products. According to Bliz-
zard, users spent 20,814,758 hours in the Diablo 4 early beta, which took place be-
tween March 17 and March 20. Some players are joking around and trying to find out
how many hours players spent in connection queues and how often they were thrown
out of the game due to bugs. 17,586,363 deaths were recorded. Ashawa killed almost
4.3 million players, and died just over 33,000 times [2]. Note that the game features not
only players and their virtual representations, but also fully virtual characters.

It is noteworthy that some participants further share memories about their adven-
tures similar to sketches of real events. Thus, in [6], one of the game users describes his
first encounter with a virtual character as if he had visited a real event. According to
the description, the user is oriented in the virtual space in the usual way: time, spatial
coordinates, and landmarks are given. In addition, he is not alone. In the same place
there are other users who are identified by the player as humans, i.e. interaction in
the information space for the player should be distinguished mainly by the absence of
muscular effort, because the achievement of the goal will be among humans as well.
But who were they in reality and what the kind of reality is? Temperament, style of
behavior, manner of communication all was projected through their game characters
inside the virtual space of the game to other characters and already through them to
other players. That is, humans communicated and solved their tasks through their
digital doubles.

Let's move on to another type of games - the Olympic Games, which until re-
cently were not only not associated with virtual space, but were opposed to it as an
attribute of exclusively real space. In 2021, an experiment was conducted, (the results
later were considered as successful), to organize the Olympic Virtual Series, in which
250,000 people from 100 countries participated. The program included baseball, auto
racing, cycling, rowing and sailing [6]. In 2023, Singapore hosted the Olympic Cyber-
sports Week. A report on table tennis posted on the International Olympic Commit-
tee website [13] highlighted three exhibition matches among top-level masters, with
a 17-year-old competing against a 50-year-old, which, it was emphasized, is very rare
in elite table tennis. The unusual form of the competition attracted a large number of
spectators. The rules remained exactly the same as in real table tennis, with the ex-
ception of the physical table, ball and rackets, which were replaced by virtual reality
headsets and consoles.
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Compared to the first example, physical effort is already required, but the game
itself is completely virtualized. And although live humans competed, everyone saw his
opponent only in virtual space, i.e. as a digital double. The audience could observe a
double spectacle: live people in virtual reality headsets on the stage and at the same
time their digital doubles with virtual rackets playing a virtual tennis ball [11].

Returning to terminology, it should be noted that on the website of the Interna-
tional Olympic Committee in relation to sports in virtual space can be found not only
“virtual’, but also “e-” (e-sport), which in Yandex translation turns into cybersport.
This once again testifies to the unsteady terminology and the degree of novelty of the
phenomenon, which has no analogues in the physical environment.

Sports games can also be fully simulated with replicas of real athletes who are
recreated based on their actual game practice. Interestingly, this can create conflict
situations. For example, the soccer simulator FIFA 23 received an update that added
the Women’s Champions League and all 12 teams of the National Women’s Soccer
League to the game. However, the athletes were extremely unhappy with the way they
were recreated. So soccer player Sarah Gorden believes that no one even watched the
women’s league matches. The fact that she was given a speed rating of 48 out of 100,
when in real life she is one of the fastest soccer players [11].

Of course, a computer character is not a full-fledged digital double, but it turns
out that it still retains a connection with the prototype. And here it is not the physical
human features, inherent in him as an object of physical space, that come to the fore,
but the personal ones, which if they have a physical impact, then only indirectly.

In this regard, it is interesting to consider the property of information space,
which consists in the long-term storage of its contents without degradation. Human is
not an eternal substance. But, if he used to leave a memory in his creations, then with
the development of information technologies one can see their creator together with
the fruits of labor. The simplest example can be musical performers. Earlier, with the
passing away from life, the master remained alive only in memory and retelling, then,
with the advent of sound recording, the results of his work became available, with the
advent of image recording everyone can see and hear masterpieces performed by the
never aging world’s best masters at the peak of their fame as if being at a concert sitting
in the front row. In this case, of course, we had in mind works of world significance.
But, nowadays, a family concert, which is of interest only to an extremely limited circle
of people can also be preserved for posterity. And its importance will be not in its artis-
tic properties, but as a record of the personal qualities of close people, revealed in their
action, in live movement. And this live movement is important in itself as a reflection
of personality in any form, and that is its value.

With the development of information space, its multimedia capabilities, the use
of its advantages for communication, all its users inevitably lead to the reflection and
fixation of personal characteristics. And if archives of photo and video fixation assume
passive fixation and reflection of human personality, new technologies based on arti-
ficial intelligence allow to “revive” personality, to create the possibility of simulation
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of live communication even after the physical death of the prototype computer mod-
el. New terms “afterlife”, “information body” are emerging. The RBC website in the
“innovations” section published the material titled “Online cemeteries and personal
mausoleum: RBC Trends podcast “What has changed?” [8], and in the section “Indus-
try 4.0” - “Death tech: how technology ‘revitalizes’ the dead” [13]. The most important
ethical phenomena of life become part of technological development, partly just a cu-
rious example of the possibilities of high technology.

In this regard, the experience of creating so-called “deepfakes” - image synthe-
sis techniques based on artificial intelligence - is interesting. Being the most accurate
copies of living people (who in some cases are themselves interested in maximum
accuracy), they can exist in the information space both in close connection with the
prototype and completely autonomous. In 2022, the website of Deep cake company
contained the following message: “We have created a digital double of Hollywood
A-lister for advertising a telecommunication brand”. It was about Bruce Willis, whose
image was then used in the advertising of a cellular operator. That is, human character-
istics, their personal traits in the information space can be alienated and used by third
parties. And it may not necessarily be a complete image, as separate parts of personal
features, such as voice, may be used. So the actor James Earl Jones, who voiced Darth
Vader in “Star Wars” transferred voice samples and the rights for it to Lucasfilm. Now
the character can be voiced by artificial intelligence with their help [13].

The information (digital) space by virtue of its peculiarities and certain demanded
scenarios of use provides conditions and opportunities for the creation and storage of
digital doubles of a human in the form of partial or as complete as possible reflection of
his individual physical and personal features. With the development of technologies,
the doubles will be able to gain more and more independence and to correspond more
and more precisely to the original, and at the same time to become more and more
significant not only within the information space, but also for the real physical world.
At present, it is necessary to think as carefully as possible about the possible conse-
quences of the wide spread of such phenomena in order to develop them exclusively
for the good.
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