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ARTIFICIAL INTELLIGENCE AND CYBERCULTURE

Artificial intelligence and cyberculture adopt our values. The world of cyberspace has developed new standards of
cooperation and communication. A huge number of Internet users use many services on the Internet. This has led to a revision
of many deadlines, such as cooperation, organization of leisure time, the resolution of official matters. Millions of people
around the world belong to various supranational social organizations and platforms. Artificial intelligence collects all the
information about us and our actions on the Internet. Cyberculture arose spontaneously, ignoring nationality or religion,
ignoring the geography of the world, and ignoring a person's physical boundaries or financial status, linguistic differences,
or cultural affiliation in the modern sense. All components of culture have been ignored by her, and the conditions in the era
of virtual reality are very favorable for its development. It is even becoming a mind on a global scale: Internet users often
physically stay in a certain place, but their mind is already fixed in cyberspace. Often virtual reality seems to promise us
more than it can give. Direct communication in cyberspace gives us a sense of "here and there", a sense of intimacy, but that
intimacy is not filled with the physical and emotional presence of a real person. The changes that are taking place in
cyberspace with the help of artificial intelligence, which works on the basis of data that each user enters into the network,
are actively discussed. Cyberculture is also the subject of much research and is a much deeper concept than just a
combination of culture and technology. Although there is still no institutional framework and codified appropriate
terminology to confirm this new phenomenon. The birth of a new culture is extremely interesting. The main purpose of the
publication is to draw attention to a very interesting process of development of a new culture - cyberculture, which arose
from a combination of artificial intelligence and analytical computer science. The paper analyses interaction and

interconnection of cyberculture and modern information technologies and science.
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Introduction

Virtual space has created a place for a new
organization, where the old rules do not apply anymore
and the old order stops functioning and doesn't work.

The virtual world has space and perfect conditions
for rapid development. New virtual communities that
were born spontaneously "do not recognize" boundaries,
neither those existing for centuries, nor those set
politically in nowadays. The virtual world community
don't have and don't need nationality or territorial
affiliation.

It should be noted that everyday business mostly
moved to cyberspace. Virtual banking is the norm as well
as shopping or booking tourist trips, various and all kinds
of travel. In current situation, platforms for conference
meetings, networking or online learning require and need
new solutions and innovations, but above all they have
now become indispensable and irreplaceable. It turns out
that not only business and science but also telecast
messages of religious prayers as well as meditation
classes or even sport matches events have grown in
popularity and now we have been forced to use it all

online. We learn to be still together, but at a distance. The
current situation has forced millions of people around the
world to use internet and work online. The whole world is
now functioning thanks to internet and multimedia
communications in virtual reality.

Comfort of life in which we lived so far and
surrounded, did not serve creativity and did not give
incentives and did not allow us to make important and
necessary changes and decisions.

We are now witnessing how "tech online human"
was born and a new "tech-online society" without borders,
nationality, religion and political regulations, but with a
great field of coverage. All you need is just a tablet or
smartphone and internet access to participate and be a co-
creator a new order, new culture and new virtual world.

It accumulates very quickly with a lot of new data.
For all this data, places and centers for their processing
and storage are created. New technologies have also been
born, such as cloud computing and artificial intelligence,
which are already changing the world around us.

Goal of the paper is to analyse a concept of cyber
culture (Figure 1) in context of artificial intelligence (SI),
cloud computing (OB) and network user activities (XYZ).
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Fig. 1. Components of cyberculture.
Own elaboration

1. Artificial Intelligence

Artificial Intelligence (SI) is defined as "IT science
department that studies the rules that human mental
behavior and creates computer programs or systems that
simulate human thinking" [1].

According to its dictionary definition, artificial
intelligence is therefore to facilitate creating and
development of computers capable of performing
activities that are usually the domain of people, especially
those requiring the use of human intelligence. These are
applications and algorithms that are used to perform
complex tasks.

Artificial intelligence "feeds" on the database. Only
data analytics, along with other areas, allows you to use
its full potential and all possibilities. Algorithms search,
collect, sort, separate, filter and capture information from
many different sources. Then they process it for the needs
of the company, to support its functioning and supply
chain management, accounting and direct customer
service. Artificial intelligence can support all departments
in the company: administration, accounting, human
resources, legal, marketing, sales, orders, customer
service, complaints, IT and logistics.

Acrtificial intelligence can very quickly become a
significant pillar of innovation by understanding and
analyzing the magnitude of available data. Thanks to the
automation of processes and tasks in the enterprise, there
is an increase in its efficiency and productivity.

Artificial intelligence is of big value for almost
every industry, every department and every company. It
can be used both general and specialist. An example of
this is the use of demographic and transactional data to
forecast customer expenses or to prepare personalized
product recommendations.

In order to use the goods provided by artificial
intelligence, nowadays many companies invest in data
analytics. A new interdisciplinary field "data science"”
was born that uses various scientific methods, including
methods to extract values from the collected data. Data is
combined with areas such as statistics or 1T, and then
converted and translated into knowledge, e.g. business.

The science of "data science" itself becomes a set of
data that we can analyze and study, uses scientific
methods, processes, algorithms and systems to extract
knowledge and observations” [2].

Systems are created in the network to secure our
virtual operations and our data that are stored in this
space. New services and technologies are being created
which already changing the world around us, and we are
only at the beginning of development artificial
intelligence. Using it will become daily life for all of us
in a short time and will significantly increase business
competitiveness.

2. Cloud Computing

The development of new technologies in the virtual
world definitely goes hand in hand with the emergence
of new names. At the beginning of using network, simple
servers and mailboxes were used, but then we were not
interested in the technical side, where and how the data
is stored, transmitted or where documents are created.
Currently, cloud computing is the most important and the
fastest growing sector in IT industry.

"The cloud is a server room that you can't touch, but
you can manage the services and you have access to them
only through the network" [3].

As users, we do not know exactly where the servers
are located, nor do we pay cost for their maintenance, nor
can we view them. Cloud computing replaces our data
centers. We may use the computing power provided by
the service provider and use memory to store data. We
have constant access to our data, to software and or to
computing power whenever we want and wherever we
want. All charges and fees using this model are calculated
only for computing power used at specific time of using
the service.

Summarizing, cloud computing and data processing
occur when all the conditions described below are
met [4]:

- the pool of computing resources is available to
every user;

— the resource pool is virtualized to make the best
use of IT devices;

- the user's pool of resources is flexibly scaled
depending on user's needs;

- the process of creating new virtual machines as
well as removing old machines is fully automated;

— fees are charged only for used resources.
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On the market we currently have: private- public-
and hybrid - cloud for clients. Cloud computing can be
adapted and expanded with the appropriate infrastructure
in accordance with customer needs, as well as the IT
platform can be made available to the customer in
accordance with his preferences.

Now in nowadays, cloud computing is able to
provide much greater safety, security and availability of
data, safety and reliability are the basis for companies
providing services in this sector.

3. Cyberculture

The culture of real virtuality, new model of our
interpersonal social relationships, as well as normal
communication, moves mostly to virtual space. We are
witnessing how new culture is emerging — cyberculture.

For this reason, new concepts have also been born,
for example, the information society or multimedia
society, which uses new and the latest technological
advances and how to apply them in everyday life.

"We are looking for knowledge, various methods
and models that will allow us to move more confidently
in the world of constant choice of goals, methods and
means of action at various scales at different levels of the
organization. But this is happening in a turbulent
environment, in a world where everything is increasingly
depends on everything" [5].

Therefore, even a small activity on the network can
affect the overall multimedia society, the whole new
reality and whole new virtual society. It should be noted,
that virtual space increases our physical space. While we
notice to that cyberspace expands our field of activity and
range. These coexisting areas can complement each other.
Cyberspace completes our reality, but it can happen also
other way around.

"With the development of satellite and cable
technologies, as well with development of the Internet and
www networks, the number of people constantly using
access to global communication has increased to an
unprecedented level. (...) It has been noticed that when
considering about the issue of globalization, more
attention should be paid to global media, not only because
globalization is associated with global communication
technologies and media corporations, that seek to expand
their operations and activities on a global scale, but also
because global media are the main carriers of symbolic
and informatics content, through which people organize
their time and relationships with other people distant far
away from them" [6].

The cyberspace information space does not have to
be in opposition to the previously used forms of
communication, but is its "natural extension in the virtual
world. Where there is a total connection without the
closeness of people face to face. Cyberspace goes hand in

hand with cyberculture, thanks to which new projects and
concepts are created in both the virtual and physical
world. However, one should not think that cyberspace,
despite the lack of rooting, competes with real space, they
both complement each other perfectly.

Multimedia (from Latin multum + medium) are
"digital media presenting the user different forms of
information (e.g. text, sound, computer animation,
graphics, film), thanks to which they provide the recipient
specific content or entertainment. They create visual,
sound or mixed art, often using traditional techniques” [7].

Because the computer as a multimedia tool allows
us to merge all different content, e.g. photos, images,
sounds, multidimensional models into one independent
message related to various fields and to transfers them to
us to recipients in a way that increases our interest.

To have easy and quick access to information,
communication, shopping offers, offices, education,
culture or art accompany and help us in everyday life with
many types of multimedia devices. They even become
necessary for normal functioning and life.

In the world of virtual reality, space is created for
everyone and for every topic. Art, museum exhibitions,
science, cinematography, technologies, government
offices, various types of organizations and associations,
virtual tourism, banking, goods exchange transactions and
charity actions are also moving into this cyber world. As
a result, different usually distant fields are connected,
which do not lose their originality, naturalness and
identity.

There are many different definitions of cyberculture.
One of them defines it as "multi-faceted complex that
grows out of the social experience of living in a world
dominated by information and communication
technologies.

Cyberculture is a process through which the
information society speaks. There can be distinguished in
it an internalized, consciousness layer of newly emerging
principles and values, as well as a set of concepts and
concepts that make up a jointly developing postbiological
awareness, a layer of activities (primarily communi-
cation), which constitute an objectified expression of the
previously indicated sphere, a layer of products of this
activities (...) and a layer of institutions supporting and
regulating the functioning of the whole or constituting its
extension or expression” [8].

You can also define cyberculture simply as a
computer trend, that has become an integral part of life
and reality. We must note that new technologies can be
very helpful but can also be a destabilizing factor for the
foundations of real culture and society (Figure 2).

Critically it should be emphasized and noted that we
must be very careful that IT technologies are not only used
for business and tracking consumer behavior, and are not
changed only into intelligent, new distribution channels of
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goods to the customer and that users do not become
dependent on the cyber world, which would result loss of
contact with the real world, which will be a serious
misfortune and threat in which virtually serves as an
instrument of reality.

Considering the above and focusing on the fact that
one cyberspace has created in virtual reality, not knowing
national, religious or cultural affiliations, the question
may be asked: will a new "global culture"” be created? One
culture for everyone where only the algorithms match e.g.
sales techniques depending on the preferences of
customers living in a given latitude?

Fig. 2. Cyberculture containing different examples
of culture (A, B, C, D, E, F). Own elaboration

Whether we agree or not, our future belongs to
artificial intelligence, thanks to which a new culture
develops.

The current view of reality will change. A new
scientific paradigm in the area of learning about cultures,
will create a new matrix to organize new areas of our new
reality.

Perhaps there will be reduction in human
effectiveness, but in return human should receive
unconditional security in the virtual world. But what does
this really mean?

Artificial intelligence must learn rules. But only
whose values should it have and accept? It has already
been mentioned, artificial intelligence "feeds on" data,
and the most data have large companies such as Google,
Facebook, Amazon and these countries: China, Russia or
the US. Could this mean that cyberculture will be
dominated by several big global players? Will it be
dominated by several of the world's largest economies, by
several nations with the largest databases and the largest
computing centers? Will "data science” be politically
affiliated?

It is believed that artificial intelligence will
revolutionize any type and any area of business. Its full
use will relieve employees from performing simple duties
for work of greater value.

It is worth considering the issues of artificial
intelligence, and exactly whether we are even aware of the
upcoming changes that are effects of its use. Artificial
intelligence is not only associated with robots, that we see
more often in our environment. Its use is also observed in
personalized shopping offers, warning against being ill
and some disease (even before its first symptoms) or in
other activities suggested to us, which ware not important
at all, and which may prove to be interesting and
necessary for us. Or maybe it will already be deliberate
planned manipulation? Will we be able to distinguish the
needs of our "Me", from the effect of intentional
marketing activities of big corporations, and also worse
from actions of state authorities, which will for example
"program™ our political choices?

The potential, that lies under the name of "artificial
intelligence™ is not yet known to us. It will certainly affect
business changes and allow its rapid development. It will
also significantly change our everyday life. The better it
is able to deal with understanding us and our needs, the
faster and easier it can happen, that human will serve her,
no other way around. All this can have a huge impact on
culture and cyberculture, which is related to artificial
intelligence, and maybe even over time controlled by it.

By studying this specific phenomenon of incredibly
fast-growing developing artificial intelligence, as well as
the accompanying cyberculture, while conducting direct
observations in a methodical and objective way, free from
prejudices, we are able to see the new face of the popular
culture, based on multimedia, on network connections and
computer connections with a new communication system
in which virtual space and the space of the real world
interpenetrate each other.

Artificial intelligence and a new culture in
cyberspace will develop very fast, whether we want it or
not. To survive and thrive in this world, we must
constantly be ready to learn. We also need to show big
mental flexibility of our mind and have huge reserves of
balance.

The future, most likely will force us to give up what
is well known in favor of what is new and unknown.
Critical thinking, communication, cooperation, creativity
and ability to cope with changes, as well as technical skills
will be very important areas that we should develop in a
special way.

Now millions of people around the world suddenly
and unexpectedly stuck in their homes. We have become
isolated and subjected to forced and collective quarantine.
Or maybe is it a global experiment in which we all
participate? But the question is, who controls this?

And when we break the barrier of fear, also get used
to the current situation and become more "connected" to
cyber reality, artificial intelligence will redirect us to the
next stage of this experiment. Human man is tired and
exhausted from the current situation, where for most only
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cyberspace is the world in which he currently moving.
Where the whole world has become "virtually mobile"
and is at our disposal, while even geographically distant
galleries or home exhibitions invite us to virtual tours,
which are so inaccessible and unreal, for many in the
physical world.

Perhaps the entire economy will be redirected to
other, new tracks, much stronger place in cyberspace, the
shock and fear caused by the current situation will only
improve this process. You must believe that we will start
using internet responsibly, and maybe it will happen that
every information posted in the virtual world will have a
kind of signature, the identifier of who created it, will talk
about who entered these data into the network with
distinction whether it was still a human or an algorithm or
another creation of cyberspace. A new order in the world
will be born. Perhaps we should already work on a new
version of search engines such as Google, which will be
able to sort messages. Maybe not useful and not real
information "cyber-waste" should be "thrown into the
cyber-garbage" or to the "cyber-destroyer".

New business strategies will be created, but also new
quality and social responsibility should be born, where a
new "green order" will be born and consumption will
become not only conscious but also valuable.

You will probably need to create and write new
value codes, and many things need to be redefined for
virtual reality. The new culture class requires new
definitions. For now, we people have the chance to do it.

Conclusion

In conclusion, cyberculture is a completely new
dimension of culture, created by the new media,
contemporary communication convention and pop
culture. However, it should be remembered that it is still
in a state of development. But its development has
significantly accelerated, takes on a faster blunt and takes
on a new meaning. These changes will cover all areas of
our life and will affect all of us.

What is important and worth emphasizing is that
each generation will need a new answer, new
interpretation, because what we know and what we do not
know is constantly changing.

Because around us so much things is happening at
the same time. The world is rushing very fast, and unlike
us artificial intelligence is not tired, does not need rest, not
show feelings or get sick. We should use her goodness
consciously and responsibly, because as long as our
interests will be converging with those of artificial
intelligence we are safe, but if our interests do not match,
we will be in a losing position.
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IITYYHUM IHTEJIEKT TA KIBEPKYJbTYPA

Tomasz Wawrzynski

Iltydrauit iHTeNeKT Ta KiOepKynbTypa mepeiMaroTh Hamn IiHHOCTi. CBiT KibepmpocTtopy po3poOHB HOBI
CTaHOApTH CHiBHpami Ta KOMyHiKarii. BemmuesHa KiTBKICTP KOpHCTYBadiB [HTEpHETY KOPHUCTYEThCS OaraTbMa
mocityramu B [HTepHeTi. Lle nmpu3Beno no meperisamy 6araTbox TepMiHIB, HAPUKIIAM, CIIBIIPAIli, OpTaHi3allii BUTBHOTO
yacy, BUpimeHHs odimiifHux crpas. KopucTyBadi IimAThCs HaBITH ocooucToro iHGopMaieio B [aTepreTi. Minbitonn
TMOAe Y BCHOMY CBITI HaJeXaTh O PI3HUX HaTHALIOHAIBHUX COI[iaIbHUX OpTaHi3amii Ta maTdopM, a ITYIHUH
iHTeTNeKT 30mpac Bcio iHpopMaIiiro mpo Hac Ta Hami aii B [aTepHeTi. KibepKynbTypa BUHHKIIA CTUXIHHO, HE 3BEPTA0UN
yBaru Ha HaILllOHAJIBHICTH UM PEJNIrifo, irHOpylo4H reorpadiro CBITY Ta, HE 3BepTAlOUH yBard Ha (i3UdHiI KOPAOHU X
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(biHAHCOBMIA CTaH JIFOJUHU, MOBHI BIIMIHHOCTI YH KYJIbTYpPHY NPHHAIEXKHICTh Y CydaCHOMY pPO3YMiHHI. Yci CKIIaI0Bi
KYJIbTYpH, OyJIn IPOITHOPOBAaHI HEIO, @ YMOBH B €II0XY BipTyaJIbHOI PeaJIbHOCTI Jy)Ke CIIPHUATINBI I 11 PO3BUTKY.
Hapoannucst HOBi cTpyKTypH, Je Oe3iMEHHI ToJIOCH BCiX KOPHCTYBAayiB HaOy/IHM BasKJIIMBOTO 3HA4YEHHS 1 iX "mouymu'.
BipTyanbHi CIibHOTH AiIOTH TPaHCHAIIIOHATFHO, PO3BUBAIOYH TIPH [ILOMY 11€10 KOJIEKTUBHOI cBijomMocTi. Hacras vac,
KOJI XMapHHH 1HTEJIEKT, B 3HAUSHHI KOJIEKTHBHOT'O 1HTEJIEKTY «3JI0pOBOTO PO3yMYy», HaOyBa€ Bce O1IbIIIOr0 3HAYEHHSI.
Crae BiH HaBiTh PO3YMOM Y IJI00aJIFHOMY MacIiTali: KOpHCTyBadi [HTepHEeTy yacTo (Qi3N4HO 3aJIMIIAI0THCS B IEBHOMY
MicIli, ajie IX po3yM Bke 3aKpiruieHuid y kibeprpocTopi. Yacto BipTyalibHa peajbHICTb, 31a€ThCs, 00IIse HaM OijIbIIIe,
HDK MOXKe JaTu. be3nocepenHe CIiiKyBaHHs y BipTyaJbHOMY IPOCTOpI Jla€ HaM BITUYTTS «TYT 1 MOPYY», BiTUyTTS
OIM3BKOCTI, ajle Ta ONM3BKICTh HE HAIlOBHEHA (PI3MYHOIO 1 eMOLIIHHOI0 TPHCYTHICTIO peasibHOI JIIOIUHH, 1110 POOHUTH
KiOepKyJIbTYpy HEMOBHOLIIHHOIO 3 TepUIoro Hormsay. 11 3MiHH, sIKi BiOyBaIOTHCS B KiOEpIIpOCTOpi 32 JOMOMOIO0
LITYYHOTO IHTENIEKTY, LIO IpAIlIOE HAa OCHOBI JIAHMX, KOTPI KOXXEH KOPHCTYBad BBOJAUTH y MEpEXY, aKTHBHO
00roBOprOIOTECA Y (haxoBiii miTeparypi. KiOepkynbTypa € TakoK HPEIMETOM 0araThoX JOCIHIDKEHb 1 € 3HAYHO
TJIMOIIMM MTOHSTTSM HIK IPOCTO MOEIHAHHS KYJIBTYPH 1 TEXHOJOTiH. Xoua JIoCl He iCHy€e IHCTUTYLIOHAIBHOI 0a3u Ta
Konu]ikoBaHOi BIAMOBIAHOI TEpPMIiHOMOTIT sl TMiITBEPIPKEHHS LBOrO HOBOTO SIBHIIA — KIOEpKYNbTypH, Tema
HapOJKEHHS HOBOI KYJIBTYPH € Ha/I3BUYaiHO 1ikaBoto. OCHOBHOIO METOI0 MyOTiKallii € IPUBEPHEHHS yBary JI0 JTyXKe
LIKaBOTO IPOIIECY PO3BUTKY HOBOI KYJIbTYPH — KiOEPKYJIbTYPH, SKa BUHUKIA 3 MOETHAHHS INTYYHOTO IHTENEKTY i
aHamiTiuHOi iH(popMaruku. CTaTTs aHaji3ye 3B’S3KM i B3a€EMOBIUIMB KiOEpKYNbTYpH 1 cydacHHX i1H(OpMAaIiiHHX
TEXHOJIOT1H 1 HayK.
KoarouoBi ciioBa: kibepKynbTypa; XMapHi OOUYHCIICHHS; IITYYHUI IHTENEKT; Oe3reKa Mepexi; KibeprpocTip.

UCKYCCTBEHHBIA UHTEJUIEKT U KUBEPKYJIbTYPA
Tomasz Wawrzynski

HcKycCTBEHHBII HHTEIUIEKT W KUOEpKYyNbTypa IEPEeHMMAIOT Hallld HEHHOCTH. Mup KuOeprnpocTpaHCTBa
pa3paboTail HOBbIE CTAHIAPTHI COTPYIHUYECTBA M KOMMYHHUKaUK. OrpoMHOE KOJIMYECTBO Mojib3oBarteneii IHTepHeTa
IOJIB3YETCSI MHOI'MMU YCIIyramMu B I/IHTepHeTe. 9T0 MPUBEJIO K MNEPECMOTPY MHOIMX TEPMHUHOB, HAIIpUMED,
COTPYAHUYECTBA, OPTaHU3AIMN CBOOOIHOTO BpPEMEHH, pelieHus o(uIManbHbIX nei. [lomp3oBarenu Aensarcs aaxe
nnyHOM MHpopMarmu B MHTepHeTe. MUIIITMOHBI JII0Ied BO BCEM MHPE OTHOCATCS K Pa3IMYHbIM HaJHALMOHAIEHBIM
COLMATIBHBIM OPTaHU3aLUAM | IIaTGOpPMaM, a UCKYCCTBEHHBIH HHTEIJIEKT coOMpaeT BCIO MH(POPMALIHIO O HAC U HAILINX
neiictBusax B MuTteprere. KubepkynbTypa BO3HHMKIA CTHXHIHO, He oOpalias BHUMaHUS Ha HAIMOHATIBHOCTb WIIH
pENUriio, UrHOpUpYs reorpaduio Mupa M, He oOpailas BHUMaHUS Ha (U3MYECKUE TPaHHIBl MM (UHAHCOBOE
COCTOSIHHE 4YE€JIOBEKA, S3bIKOBBIC PA3IMYMs WIM KyIbTYPHYIO IPHHAUIEKHOCTh B COBPEMEHHOM IOHMMaHHU. Bce
COCTABIISIOIINE KYJIBTYPbI, ObUIM NPOUTHOPUPOBAHBI €I0, & YCIOBUS B SIOXY BHUPTYaJbHOH PEaJbHOCTH OYEHb
OjarompusTHbIE U1 €€ pa3BUTHA. POIMINCh HOBBIE CTPYKTYpBI, I'Zle O€3bIMSHHBIE TOJIOCa BCEX IOJb30OBaTENeH
npuoOper BaKHOEe 3Ha4YeHHe W ux "ycubimanu". BupryanbHble cooOlecTBa JEHUCTBYIOT TPaHCHAIMOHAJBHO,
pasBuUBas IPU 3TOM HJEI0 KOJUIEKTMBHOIO COo3HaHus. llpuiio Bpems, korja oOJauyHbI HHTEIUIEKT, B CMBICIIE
KOJUIEKTMBHOT'O MHTEJJIEKTa "37paBoro cMbicia', mpuodperaeT Bee Oobiiee 3HaueHne. CTAaHOBHUTCS OH JIXKE yMOM B
rinobansHOM MaciuTabe: mosib3oBateny VHTepHeTa 4acTo (GM3MYECKH OCTAIOTCS B OIPEIEIEHHOM MECTE, HO HX pasyM
y)Ke 3aKperuieH B KuoepnpocTpaHcTBe. YacTo BUPTyabHas peaqbHOCTh, KAKETCsl, oOeIaeT HaM OOJIbIle, 9eM MOXKET
nath. HemocpeacTBeHHOe 00IIeHNE B BUPTYAIbHOM IPOCTPAHCTBE aeT HaM OIIYIIEHHE «3/1Ch U PSAOMY, OIIyIICHUE
0JIM30CTH, HO 3TO OJIM30CTH HE HANOMHEHa (PM3UYECKUM U SMOLMOHATIBHBIM [IPUCYTCTBUEM PEaIbHOTO YEJIOBEKa, YTO
Jenaer KUOEPKYJIbTYpy HEMOMHOLEHHOH C TIepBOro B3IJA4a. 1€ U3MEHEHHS, KOTOpble IPOUCXOIIT B
KHOEpIIPOCTPAHCTBE C OMOIIBIO HCKYCCTBEHHOI'O MHTEIIEKTa, padoTaroNne Ha OCHOBE JaHHBIX, KOTOPbIe KaXKIbIH
TI0JIb30BATENb BBOIUT B CETh, aKTUBHO 00CYXIat0TCs B podeccHoHambHON tnTepaType. KubepkymnbTypa ecTs Takke
TIPEAMETOM MHOTHX HCCIIEOBAHUN U SBISETCS 3HAYNUTENBHO ITyOOKHMM HOHATHEM YEM MPOCTO COYETAHUE KYIbTYPbI
Y TEXHOJIOTHHA. XOTS IO CHX TIOp HE CYIIECTBYET HHCTUTYIIHOHAIBHOH 0a3bl U KOAU(UITPOBAHHON COOTBETCTBYIOMIECH
TEPMHUHOJIOTUH AJISI TIOATBEPXKACHNS 3TOTO HOBOTO SIBIICHUSI — KHOEPKYIBTYPBI, TEMa POXKICHUS HOBOW KYIbTYPHI
SIBIISIETCS IpE3BbIUaHO MHTEpecHOH. OCHOBHOHM IIENbI0 MyONMKAIMU SIBISIETCS IPUBJICUYCHUE BHUMAHHA K OYECHb
HMHTEPECHOMY IIPOLIECCY pa3BUTUS HOBOM KyJIbTYphl — KHOEPKYJIBTYpHI, KOTOpash BO3HHKIA M3 COYECTaHUSA
HCKYCCTBEHHOTO HHTEIUIeKTa M aHaJIUTH4ecKod HH(popMaTHku. CTaThsi aHAJIM3UPYeT CBSA3M W B3aWMOBIIHSHHUE
KHOEpPKYIBTYPHI U COBPEMEHHBIX HH()OPMAIMOHHBIX TEXHOJIOIHH U HAYK.
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