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ABSTRACT

This article examines the essence and significance of virtual reality, tracing its emergence, development, and
growing impact on public life and human consciousness. Virtual reality is understood as a complex system
that integrates both hardware and software to create immersive, interactive environments. Initially designed
to provide individuals with a safe and innovative way to explore the world, it has since expanded into a wide
range of industries, offering transformative possibilities across education, healthcare, entertainment, and
cultural spheres. In the context of the 21st-century information age, virtual reality occupies an increasingly
central role in daily life. Alongside unprecedented opportunities for creativity and discovery, it has also
fostered new forms of dependency that subtly shape and influence the human mind. The phenomenon of
virtual reality thus extends beyond technology itself, encompassing cultural, aesthetic, semiotic, and even
philosophical dimensions. Its integration into modern consciousness raises pressing questions about the
boundaries between the “virtual” and the “real.” To address the ambiguity and multiplicity of interpretations
surrounding the term “virtual reality,” this article emphasizes the importance of clarifying the underlying
concepts of “virtual,” “reality,” and “virtual reality.” Such conceptual clarity is necessary to fully grasp the
essence of the phenomenon and to assess its implications for the evolution of human thought and
consciousness.
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INTRODUCTION

The study of virtual reality opens new horizons for rethinking paradigms of thought, offering philosophical
and methodological insights into how reality can be interpreted through different conceptual frameworks. When
treated as a cognitive tool, virtual reality becomes a valuable resource for addressing fundamental philosophical
questions and even for advancing specialized areas such as philosophical anthropology.

At the heart of this inquiry lies the problem of human consciousness. Traditional approaches in ontology and
epistemology often overemphasize the objective nature of physical reality while neglecting the subjective
dimension of human experience. These same methodological biases are frequently transferred into research on
virtual reality, despite the fact that new information technologies demand a more nuanced perspective. Such
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technologies not only make it possible to model and analyze virtual environments but also allow us to study their
effects on individual behavior, collective practices, and even personality formation.

Virtual environments, or “virtual events,” carry great importance for both theoretical reflection and practical
human activity. They can radically alter the effectiveness of actions, enhance creativity, or, conversely, generate
errors and harmful consequences. This dual nature highlights the necessity of cultural and philosophical
investigations into the mechanisms, forms, and consequences of virtual reality. Only by integrating ontological,
epistemological, and anthropological approaches can we adequately grasp its essence and the processes shaping it.

The very concept of “virtual reality” has a deep intellectual history. The Latin term virtus originally referred to
courage and human capability, later evolving in medieval European philosophy to signify a special kind of potential
being—something that exists in capacity rather than actuality. In the 20th century, the word gained new meaning
within cybernetics and computer science. Myron Kruger (1973) used it to describe immersive telecommunication
environments, while Jaron Lanier, in 1984, popularized the term as part of his pioneering work on virtual reality
systems. Today, virtual reality is commonly defined as an artificially constructed world generated through
information and cybernetic technologies, enabling users not only to observe but also to temporarily inhabit and
experience these artificial environments.

In this sense, virtual reality is not merely a technological invention but a living environment—one in which
human beings actively interact, experiment, and reimagine the boundaries of consciousness and reality itself.

The flow of information that a person receives through gadgets is incomparable to anything in the real world
in terms of intensity, interest, variability. By actively interacting with gadgets, the human brain gets used to this
mode, adrenaline and dopamine are constantly produced in the body, and the brain gets used to this dose as doping
and needs new information from the virtual environment. In domestic and international disease registries, screen
addiction belongs to adrenaline non-chemical addiction. Like any addiction, the obsession with being online is
neurochemical. Virtual reality is an interactive world created using modern computer programs. There are many
different characteristics that describe a virtual world, but they are very rare. Imitation of the real world makes one
think one is still there. In order to make the virtual space, its properties and reactions natural, it is necessary to
carefully analyze the computer synthesis processes and compare them with real-time behavior. The use of virtual
reality in scientific research and experiments opens many unique opportunities for scientists. This technology helps
scientists better understand complex concepts, improve the efficiency of experiments, and provide an interactive
experience in the study of phenomena. By exploring a virtual environment, researchers can touch, move, and
manipulate objects and data in a way that is not possible in the physical world.

RESEARCH MATERIALS AND METHODS

From a methodological point of view, the research was carried out within the recognition of the existence of a
system of human reality, not only objective and subjective. The structure and logic of the research is determined
by the methodological thesis about the integrity of socio-cultural reality in historical and structural aspects. A
number of formal and meaningful methods are used in the work, for example, the historical-philosophical method,
the method of moving from the abstract to the concrete, the comparative method. In addition, we rely on the
principles of determinism, historical and logical unity, consistency, and objectivity.

"Man-machine" interactive dialogue leads to the possibility of creating a virtual reality, the content of which is
to show a person that he can update new personal qualities, mental states ( Dobrenko & Kotsyuba, 2016).
Knowing the features of virtual reality and its working mechanisms creates the need to study this phenomenon, to
reveal the changed nature of the existence of virtual reality as an extreme manifestation of the interaction of
technical and socio-psychological realities. In this regard, attention was paid to clarifying the concept of
transformed form, its ontological, epistemological and methodological status.

RESEARCH RESULTS AND DISCUSSION

Thanks to the scientific and technological achievements of the second half of the 20th century and the
beginning of the 21st century, a new image of reality, which is closely related to changes in the entire cultural
system, is formed, and the field of phenomena denoted by the word "virtual" is opened. The rapid development
of information and communication technologies started the expansion of the concept of "virtual reality”, its
popularity and widespread use, especially in scientific discourse, as well as its semantic polyphony. The reality
expressed by this concept has become an important factor in the development of culture, a part of human life, a
special environment in which all spheres of human life are directly or indirectly connected.

Virtual reality mediates communication and socialization by influencing the horizons of everyday human
experience and real-world behavior. Virtual reality technologies immerse the uset's mind in an artificial wotld,
which he begins to perceive as real. The concept of "virtual reality" is defined as a person's impression of being in
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an artificially created world (Ivanov, 2002). Virtual reality results from the subject's interaction with an artificially
created external environment. The emergence of virtual reality is the process of replacing reality with a simulation
modeled by modern technical means.

Virtual reality has anthropo-ontological foundations, because a person is the main participant of virtual events.
The ontology of virtual reality is mainly anthropocentric, focused on the person who plays a decisive role in his
life. Virtual reality represents the unity of objective, subjective and transcendental components, in which their
content subjects are synthesized. Each of these components requires appropriate methods of investigation and
description. Objective components are described with the help of unambiguous, systematized and formalized
scientific knowledge. This form of knowledge extends to subjective reality in its objectivable part. However, a
significant part of virtual reality is not objective, which explains the existence of many interpretations of it in the
scientific discourse, as well as the presence of elements of uncertainty in its description. The most representative
form of knowledge of this side of virtual reality is art, which makes the universal principles of man proportional
and comprehensible, transforming them into concrete forms.

The main difference between human nature and nature is the need to find its meaning in the process of life.
This situation brings to the fore the problem of a person's responsibility for himself and the virtual world he has
created, finding and preserving the essence of a person in the context of large-scale virtualization of reality, his
spiritual orientations in the virtual world, and the development of virtual understanding abilities of a person. Thus,
the complex and comprehensive nature of the relationship between a person and an artificially created virtual
environment provides its special everyday function: many active users spend all their free time in the virtual world
and become its "residents". A person's perception of the border between real and artificial reality is so great that
often a person ceases to understand where he is. Acts as a replacement of one type of virtual existence for another.
From the point of view of the typology of existence, virtual existence means a mixture of types: one type of
existence is assumed into another type. So, although a person initially understands the artificial nature of the virtual
world, but at the same time often identifies it with reality, such a replacement is usually accompanied by changes
in the person's wotldview. Therefore, virtual reality and consciousness are closely related, consciousness, forming
virtual reality, in turn, virtual reality has become a process that can influence consciousness in a wide way (Khazieva
et.al., 2014).

Virtual reality has both positive and negative effects on people. The positive side of virtuality includes its ability
to strengthen the physical and mental capabilities of a person with the help of electronic devices, to expand the
boundaries of human life, to give a person new opportunities to recognize objective reality and his inner world.
The negative side of virtuality refers to its destructive effect and the possibility of deforming the spiritual world of
a person, closing his existence within the limits of available life, destroying humanity and losing his spiritual ideals
(Knyazeva, 2021).

Problems related to the philosophical understanding of consciousness are very important for the system of
cultural and philosophical sciences, and also contribute to solving the problems of effective creation of real reality.
Today, when the wotld is increasingly exposed to a global crisis, the tendency of individuals and communities to
lose their social and cultural identity is revealed more and more persistently. Problems related to the philosophical
understanding of consciousness are very important for the system of cultural and philosophical sciences, and also
contribute to solving the problems of effective creation of real reality. Today, when the world is increasingly
exposed to a global crisis, the tendency of individuals and communities to lose their social and cultural identity is
revealed more and more persistently.

Virtual reality and virtual consciousness are different: the first is subjective reality, the inner life wotld of "I",
the second is a reflection of virtual reality, on the one hand, and on the other hand, the result of the properties of
everyday consciousness. That is, virtual consciousness is a part of consciousness that is a reflection of virtual reality,
a form of adaptation to it. The nature and meaning of virtual consciousness was revealed by distinguishing its two
levels: simple and theoretical. Special attention should be paid to virtual consciousness.

Consciousness is understood as a system of representations in which individual scientific and ideological
concepts, ideas, concepts are combined. It tends to ideologize and move to a theoretical scientific mind. Its forms
are different: common sense, scientific knowledge, non-scientific knowledge. As a rule, consciousness is based on
empirical experience and common sense, and its development is measured in relation to the practical actions of a
person, their results and consequences.

Changes in human consciousness in the modern world are influenced by three interrelated factors: living
conditions, social culture, communicative relations and symbolic systems. An important mechanism for the
interaction of virtual consciousness with virtual reality is communicative tools: a change in the type of
communication leads to a change not only in the character of everyday consciousness, but also in its nature.
Virtualization of consciousness is simple and theoretical. Although virtualization is a natural feature of thinking in
the cognitive process, the extent to which it is virtualized requires investigation. There are historical forms of
consciousness virtualization: myths, mysticism, religion, information-computer virtualism.
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In certain objective and subjective conditions, information-computer realities are virtualized not only
technologically, but also existentially, psychologically, and transcendentally. Virtualization of consciousness
depends on needs, interests, values. Thus, the process of virtualization of reality is the creation of subjective reality
in order to satisfy the unsatisfied needs of real reality through images, symbols, simulations. Virtualization of
consciousness depends not only on a certain virtual reality, but also on the degree of freedom of a person, which
is also the result of alienation of consciousness and overcoming it. In the first case, the grounds are objective, in
the second - both objective and subjective. A person's consciousness, including virtual consciousness, information,
reliability, importance, distribution of space and time, "I" experience, is formed by the connection of his life world
with the "other" life world. Virtual consciousness is teligion, att, literature, etc. means not only the dialogue with
"I" and "others", but also the immersion in virtual reality with existential time (Gilyazova, 2017).

The process of virtualization of reality and virtualization of consciousness cannot be recognized as either
negative or positive. The consequences of virtualization of consciousness can be adequately assessed only by taking
into account the degree of virtualization of consciousness at the individual and social level, as well as its direction.
Of particular interest is the impact of virtual reality on the individual's self-awareness. Self-awareness refers to the
way of giving the world formed in the process of forming one's "I" - mobile personal knowledge. It is influenced
by the natural and social environment. Virtual reality, in particular, the space created by the Internet, is a very
important influencing factor. It is safe to say that the Internet will significantly change the way the world is
presented (Arinova, 2023). The Internet creates a special space commonly called "cyberspace” and a special type
of reality - "virtual reality", which, being a type of symbolic reality, does not exist as part of the natural or social
world. But it has the quality of being only for the mind of the individual. In addition, there is a real feedback: the
effect of virtual communication on the human mind. Due to its specificity, virtual communication creates special
opportunities for a person, its conditional implementation significantly changes a person's mind. Virtual reality
creates conditions for re-evaluation of values. A person can live several lives in different temporal directions.

In recent decades, the issue of virtual reality has been the focus of cultural and philosophical research, but it
should be noted that modern authors approach this issue from radically opposite positions. Often, virtual reality
is considered as a product of the work of the Internet and as a supporter of communication, as a sphere of
dissemination of mass culture, whose norms and value orientations are fundamentally different from reality. The
view of virtual space as an artificial environment created by computer technologies is widespread. In particular,
A.Ya. Lensu, analyzing the history of the emergence of ideas about virtual reality, "virtual environment, virtual
reality - these are products of modern scientific and technical progress, the result of computerization of our life
today" (Lensu, 2009).

But, on the other hand, views appear that virtual identity is a product not only of computer technology, but
also of television, cinema, and art. The discourse of virtual reality in modern philosophy confirms the importance
of this problem on the one hand and the existence of different conceptual ways of solving it on the other hand. It
is quite possible that there are different ways to solve this problem, including the fact that there are different types
of virtual reality. However, the presence of virtuality, which began with the advent of the Internet and the rapid
development of computer technologies, and all processes related to data - the phenomena of social reality - cannot
be ignored.

In the 19th century, A. Schopenhauer called consciousness "the trap of the universe", a nod to the terrible
mystery of consciousness, which remains a dark place in human knowledge. The more complex the socio-cultural
space in which a person lives, the more complex answers are offered (Schopenhauer, 1993). This, in our opinion,
has to do with the modeling of connections and relationships of the surrounding reality that our mind perceives.
R. Rorty stated that the philosophy of consciousness is the only useful philosophical discipline in which it is difficult
to disagree about the validity of the problem of consciousness in order to solve many other problems. A person
thinks and this is the only thing that cannot be doubted, says R. Descartes (Ladov, 2004). On the other hand,
"there is no real thing that consciousness attends to and processes. Reality is always given by the consciousness
that perceives it, and the act of understanding is also an act of transformation. We have no preconceived notions
about what reality is, because when we always think about it, we know how we perceive it. however we think,
reality is constantly changing with our cognitive faculties" (Descartes, 1950). The secret of our mind lies in its
ability to increase or dectease reality, to change it. In the "Encyclopedia of Philosophical Sciences" Hegel noted:
"..in the mind we see a great difference between the "I" - which is very simple on the one hand, and infinitely
many on the other - different worlds" (Hegel, 1974).

We have to admit that from the huge amount of information, our mind chooses what "surprises" it, what does
not cause rejection, and sometimes gives it what it wants. The images of the world created in our minds are to a
certain extent virtual and differ only in their vision. Thus, it can be said that the virtual world is the world of our
ideas, and the question of the relationship between consciousness and virtuality clearly affects the long-standing
"philosophical question of moving from possibility to act" (Lednikov, 2010).
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The meaning of the concept of "virtual world of consciousness" can be explained as follows: it is the perceived
reality reformatted according to the existing patterns and algorithms in our mind (Sevalnikov, 2004). The reality
created by our imagination, it sometimes replaces reality, forces a person to take actions and decisions that do not
correspond to the real situation. But the point is that we don't know what the actual state of things is because our
minds have reshaped the information we receive. Due to this work of consciousness, a person sometimes has
difficulties in communicating with others, each of them has its own virtuality, reformatting of reality. Thus, we
believe that the workings of consciousness are actually only relatively related to reality, and a product of virtuality,
which is a greater reality than what is available to each. This is due to the human tendency to double the reality,
which arose much eatlier than the tendency to reflect and understand. It is difficult to argue with this: all types of
artistic creativity, even philosophical texts, are types of man-made virtual worlds (Zakharenko, 2000).

When the phrase "virtual reality" is used in vatious individual publications, it becomes clear that different
conceptual layers are mixed in a strange way. Also, it is clear that this concept is not simple, it cannot be reduced
to simple concepts. In our opinion, this is a complex philosophical concept with many semantic levels of
understanding (Kirik, 2004).

In order to understand the connection of our consciousness with virtuality, the lack of this connection, we will
make a brief historical and philosophical analysis, we will try to shed light on the meaning of this concept. The
virtual reality discourse existing in modern philosophy shows the complexity of this problem and the lack of a
single way to solve it. Of course, philosophy is at the stage of understanding this phenomenon rather than at the
stage of established solutions. In addition, the attempt to formulate a single definition leads to a multitude of
different definitions, the foundations of which are sought in science, religion, art or psychology (Klykushina, 2009).

Immersing a person in a self-created virtuality involves cutting out the unnecessaty, the irrelevant, both by
choice and as a result of certain communication limitations that exist in society. In this case, virtuality appears as
reality augmented and modified by one's own imagination. In this case, the status of virtual reality is much higher
than the status of real reality, it is "closer" and understandable to the individual. D. Deutsch: "fantasy is a direct
form of virtual reality" (Deutsch, 2018). However, it is not against the fact that our minds form subjective models
of reality. Since virtual space is a space consisting of ideal objects, by interacting with it, we interact not with real
objects, but with their images or perceptions of these objects. It is in this context that virtual reality can be classified
as subjective reality or the reality created by our minds (Shyman, 2020). So, we have listed a number of realities
that to some extent do not resemble computer virtuality. In this regard, V.O. Sayapin distinguishes between natural
and artificial virtual reality and makes a very important note: "the sought-after unity of natural and artificial reality
depends on the creative ability of a person, in his mind, he can not only depict the world, but also create it according
to the laws of meaning” (Sayapin, 2000).

We believe that natural virtuality is created without technical means, artificial, respectively, with the help of
various technical means. The first exists only as a result of the activity of an individual, and the second, in turn,
being the result of the creative activity of people, is an artifact of social culture, the result of the projective
relationship of consciousness to the world of things.

CONCLUSION

The terms derived from the word "virtual" are actively introduced by analysts of modern society - from
philosophers and cultural scientists to politicians and journalists. In our opinion, the spread of new terminology,
on the one hand, shows the desire to show the growth of the role of computer technologies in people's everyday
life, and on the other hand, it shows the tendency to expand the concept of "virtual reality" and use it
metaphorically. In addition, interest in the issue of virtual reality has been associated with the revival of ideas about
the multiplicity and construction of realities in which a person lives in modern culture and philosophy, and an
emphasis on the study of reality. On the other hand, although virtual reality is a very popular topic of philosophical,
cultural and other scientific studies, it also requires ontological analysis and typology. Thus, the cultural-
philosophical study of the peculiarities of virtual reality, on the one hand, is connected with the need to define the
border between virtual reality and ontologically similar phenomena, and on the other hand, to clarify the important
characteristics of virtual reality, the features of its ontology, genesis, interaction with people.

In the study, attention was paid to the study of the historical and philosophical aspect of the introduction of
the concepts of "virtual reality” into modern culture, to determine the ontological foundations of virtual reality, to
consider the phenomena in which the concept of "virtual reality" is widely used today, to determine the legality of
such use, and to determine its ontological features and typology.

The ontological analysis of virtual reality leads to the idea of performance to consider virtual reality in terms of
the problem of alienation, as it is characterized by the transformation of human action and its result into an
independent force that dominates and opposes it.
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The idea of virtuality affects deep layers of human life. Philosophical understanding of the nature of virtual
reality is important not only from the perspective of the present, but also from the perspective of the future of
humanity.

The existence of modern man, man of man-made culture, is concentrated only in a series of events characteristic
of an artificially created virtual reality. The natural-cultural virtual event has a very deep symbolism. During the
cultural and historical development of a person, new ones appear and old virtual realities become the past, which
means a meaningful change in the scope of human existence in a reflexive way.

Another reason for exaggerating the importance of virtual reality as a theory of cognition and an activity theory
of creating world models is a weak familiarity with research on the nature of human thinking activity and all forms
of social consciousness. A person is a being capable of creating thoughts, creating an authot's reality and "living"
in them, thinking, proving. The power of the human mind - figurative thinking, literature and art, science in general
means increasing the spiritual knowledge of a person, the level of his cognitive culture. Category of knowledge-
being and consciousness. The power of the mind, the social consciousness of a person realizes itself in practical
reality and theoretical activity. They are formed and developed in the stereotypes of mass public consciousness
and its psychology. Our lives are often determined by the activities of our minds. Man creates, the world creates.
In this case, the mind separates the created world from reality. The process of creating reality is endless. In our
opinion, any known reality can be called virtual, and in certain cases, a similar virtual reality creates another.
Consciousness is the basis of this process. Processes and phenomena of reality are impossible without projection
into the virtual world.

A person in virtual reality can reveal the inner world of the century, especially its hidden desires, thoughts, and
difficulties. A person who "enters" a virtual reality is liberated, as if he has removed the need to obey certain laws
and norms. All this significantly changes a person's attitude towards himself, because a person receives new
communication experiences. Virtual reality can have a negative impact on a person's mind, deforming it in the
direction that a person does not respond adequately to actual reality. In modern life, each person has only one
choice of action. The potential of virtual reality is particularly evident when it comes to the minds of children. The
laws of virtual life are transferred to real life, a chaotic mixing of ideas takes place. These are all examples of indirect
effects on the human mind. Currently, a specific trend has emerged - mythodesign - a special type of activity in
which virtual reality technologies are used to create and control human behavior. All mythodesigns are aimed at
changing the inner world of a person, changing his personal memory for social goals. Thus, it can be said that
virtual reality, being a product of human consciousness, has a significant impact on the process of its formation,
emphasizes its components in new ways, and sometimes simply goes out of control and creates practical "shocks"
that lead to deformations and modifications of modern human consciousness.
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