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PROSPECTS FOR THE CYBERSPACE DEVELOPMENT AND ITS
SOCTAL AND PSYCHOLOGICAL CONSEQUENCES

The article is devoted to the anabysis of jsswes and ressarch of the influence of social and peychological factors
that influence the formation of Internet-dependent behavior of the individual in terms of increasing the role of
cyberspace m today's conditions. The article ecamines the problems of interpersonal convmumication in the
dizital space, which leads to the virualization of the living space of modsm man, causing & certain specific
danger, special needs and dependencies. The resuolts of scientific ressarch in this ares are analyzed namely
those devoted to the impact of information technolegy on omens based on the specifics of digitalizstion of
educztional space, in terms of modemn development of the information emdramment of the warld. The authors
explored the main types of sctivities on the Intemet cognitive, game and conprnumicative which are directly

reapansible for specific persanality chanzes
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Introduction

The purpose of thiz wark iz to identify the main
problems of the Internst on modem society. The task of
thiz work i= to solve and eliminzte as effectively 2z
possible the pressure of informstion technolosy an
homanity. Inm  recent decades, new fonmation
teclmologies  wsmz  personzl  compaters  and
telecommmmications have besn developing rapidiby.
Infonmation technology is a process that uses a set of
tools amd methods for collecting, processing anmd
tranemiting primary mformstion to obtain mfonmation
of new quality.

Analysis of recent research and publications. It
iz mecemary to amshlyze the destmuctive processes
ooomming W the  virtosl  socizlizing  Imtemet
anvironment, reflect the ressarch data on the mpact of
virmal rezlity on the proceszes of socialization of youth,
the factors of [nternet dependence and proposals for itg
prevention. According to O. Eygikona, mformation is
not matter end not energy, but something else. E.
Borgding O. Shefer, 5. Alvoshin introduces the concept
of information as 2 dynamic image of the warld aroond
us, which is formed i the flow of sensations intesrated
by 2 living being. The process of accummilation of
information waz formed duorng the long history of
civilization, while mproving the methods of itz
tran=mizsion - fiom rock drawings o the emergence of
alphabatic writing [1, 2, 3]

In todzy's warld, we zes that the most powarfol
sgurce of mformation is the Internet and the sp-called
cyberspace  oreated by it The Intermet in its

development has passzad the way from the professional
aphers of conmmumication of progranmmers to the sphers
of fres comrmmication, realizes widsr in comparizan
with profeszional personazl mterasts. The Internet today
iz mot just 2 network of imterconnected commaters, byt a
conummity of people who wse the Intemet In this
regard, the sciemtific literature claims the tem
"pavchology of the Dmternet”™ Research in this ares
namely on the impact of information technolasy an
homans, mainky psychological azpects, is conducted by
arientists from around the world.

Main part

When the development of the Imtermet was just
bepinning everyone was interested in the fact that the
uszefil cam be ayiracted Som the ability to comnmmicats
using a compater. However, it iz time to loak at what is
happening 35 a social process, as each individnal
thrgugh the Intermet can convey their thoughts to 2 huge
mumber of people who together ave trying to trensform
reality. The WINW, 2z the Internet jgcalled, has slready
connected millions of users with invisible elecronic
threads. Today we do not kmow how the individual and
zpcizgl behavier of 2 persom poll o he affected by
comymmication, in which millions of people are
imvolved, but we can sav with confidence that the
impact will be, and will be noticeable. For exampls, by
participating in the life of cyberspace, soczl minorities
find strength and influsnce, wvariows movernsnts are
oreapized, and third world counries msks hugs
infarmation leaps forward. Therefore, 2] over the warld
now attach grest importance to those projects that

imvolve the organization of access of the zemeral
pogulation to the Itermet.

Thers ars three main types of activities an the
Intemet, hich comespond to persomslity chamzes:
CoEmitive; gaming: comrmmicative [1, 3, 5] In this
zenzs the possibilities of the Infemst are not limited, 30
it jsrizhily called a springboard into the fitare, Indeed,
on the one hand, today it is the world's richest treasury
of imowledge, which iz the property of all mankind bt
on the other - the Imtemet has acommalated a2 kmgs
amoant of negative information that also affacts people.
It is mecessary to analvze the destructive processes
ooouring  m the  wirtnel o socizlizing  [ntemet
environment, reflect the research data on the mpact of
virmal reality on the processes of socialization of vouth,
the factors of Intemet dependence proposals for it
prevention

Mpdem man today is no longer a claszic Homo
Sapigns, ot a rmooch virmslized bio-socio-slacronic
zubject, which directs its activity not only in the social,
apiriteal zphere, the emviromment and the world of
cultare, bt alzo in 8 pew virmal epviroameant that fomms
its newy Dp]}uru.mmE and maeds. mejmugm
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active life in two dimensions (digital and real), and then
thers iz 8 gradusl shift towards a virmal hfestyle (which
requites less effort and is controlled by the individual).
Siemificant changes associated with the inroduction of
information techmology in the swrounding modsm
world, i itz communication education, work, leizure
and lead to the fact that in the fisld of values there are
new guidelines: nforrmation, mobility, accessibility,
spead of imteracton, etc. Im search of sources of
conummication, crestivity, Imowledze, salf-expression,
people are moreasinsly tuming nat te the real bat to the
virmal phevs, which alresdy dominates iz
conacigusness and life in 3 pumber of pararnstars.

Thus, the development of the Intemet and the feld
of hizh technology pose many problems, ane of which,
in my opinion, iz the problem of lomeliness and
alienation. Internst gambling addiction i= comenthy
clasa:.ﬁ.edasameu‘lald:socrder only mﬂ:.er_u.mm of

alﬂ:l.crugh it raises SJEm.ﬁ.c,ant CORCEMS. Fcnarmal alidJJ:E
belonzmz to the rizk groop are usually peopls prone to
other tvpes of addicHon, prane to depression, phobias,
as well as diffinltes in the socizl sphers in the
implementation of self~development. The transition of
imvolvement in the form of addiction {5 eqhanced in the
presence of existental sociscultural and psychological
factors. At the same time, the formation of [ntemet
gambling  addiction iz 2 consequence of ths
development of conmmer socety, adverbsing of
Ezming and mediz products, impozed by prodocers of
information products and resource needs. Traditionally,

thers are “glienation a: A universal characteristic of
homan sxistence, as & characteristic of the psychological
ztate of man, and finally as 3 characteristic of a certzin
zocizl state, when a person's creative actvity is limited
and he iz enzlaved by the prodoct of his own activity.
Diifferent prounds for alienstion cause diffsrent fomms of
its mamifestation. =0 in this sense, alienation is
mmltifaceted Thiz sugeests that the sohrion to this
problem lies in differsnt sress - both legal, resulstory
activities of sellers of Imtemst services and Eammins
products, amd zocial, cultorsl, interpersomal  The
phenamenon of alisnation has existed at all frpes, it is
not zn sbsolute affiliation of past vears [3].

Firss gf gll, thiz problem came into the field of
view of physicians and pevchologists, beczuse the
conzequences  of the superiority  of  wirmal
conummication and computer games in some C EIEess
led to devastating effects on the imdividual Thms,
amang madical profeszionsls, the approach bas hesg.
establishad that a person, spending all his fee tima
playing comyputer games, faels pleasure similar to drugs.
We popsiders, Intermet addiction 2 new danger for a
person, like a3 drz, the manifestation of which iz
epressed both I imcresssd arousal and I the
despening of subsequent depressive states of the wear. 4
new type of dependence = mamifasged in the desire for
constant presence in the wirmel world (plavful or
comummmicative), neglect of real sadzl ties, weskenins
of comitive, creative activity, increasing passive. Social
factors in the formation of addictions ave also essentizl:
it iz the desire to conumonicate with others
sodizlization, which m a high-tech socisty moves mto
the information space. If 3 modem young person does
not accept these conditions, it inevitably finds jtsslf in
izolation, a3 most voums people belong to the Intemet
genarstion, play video games conumunicats on social
netwarks. Virtnal conrmmication due to distance allows
a person to be smbtamsously in several places
{ploysically he is preseat in one place, mentally - spends
titne in another), being in unfavorable social conditons,
feeling hizs need for others, diffioulties @ real
conummication, 2 person looking for interaction with
virmal friends and parmers, formed in the modem
Eenarstion in 3 new socisl meed hlost zamers and
addicts have problems with real communication,
althoueh this is not a general mle {fig.1) [1].
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Fig. 1. Internat dependenca rate (by aze 3)
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|n modem conditioms, hyperactive and overly
comummicative people find realization for themselves
alzo in virteal interaction, gathering = larga number of
"friends”, "followers", readers of their blogs, messages
in petworks. However, the movement of attention
interssts, circles of aoguaintances and fiends in virmal
commmities graduzlly weskans resl social tes, it
social circle is redoced, j becomss mare closed and
prefirs real meetings with people - Intermet sessions or
games. Types of modem Intemet sddiction are
becoming more diverse, they gre accomnanied by online
shopping, viewing & variety of videos and photos, which
tzke up more and more time displacing book reading,
self-education, oestivity, real conunonicetion.
Howevar, thess processes ara not spantansous, imherent
in the individual; on the contary, they are formed
purpozefully, a5 imposed on human needs by various
advartizing fims, szencies for the production and sale
of video products. Games znd mediz products are 2
profiteble conunedity in the modem markst, and their
promotion §5 gimed at the formation of modem man's
interest, satisfaction, and then the need for them. In this
case, we are dealing with the economic aspect of the
problem of forming an Intemet zambling addiction.
Bociety iz subject to the paradizm of selling various
setvices and goods that are redundant for man and in
grdar to convines him of the need to purchase tham, you
nead information “micks":  advertising  “cookiss®,
bamners, stc. which are crowded with social networks,
games portals, mail, educations] and other sites. The
video game busines (incliding zame comsoles and
zadzets) foruzes its efforts an creating an imposad nead

for games which for paople from the shove rizk groups
can tum into addictions that requirs reatment.
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Conclusions

Thns, the problems of virtzlization of homan
living space, the formation of the information seciety, 2
powerfil sector of services and emtertamment ave
tecoming objective factors in the development of new
addiction: and lack of freedom of modem man. The
most sigmificant subjective factors gre gelsted to
pevchological existential, persomal charscteristics, the
ohjective factars inchode social, cultural and economic.
This means that the zohrtion to emarzing problams can,
nap lie anly i the feld of medicine and psychology aad
even in the field of education. It iz wlikely to b hls to
tesizst the efforts of the business comumumity of the
information world, or it will ba locz] and private That is
why it is advisable tg carsfully stpdy this problem in
order to firther amalyze it and improve way: to
climinate its negetive impect on the development of
personality in terms of increasing digitalization of all
areas of today.
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CTETTH MWCERISHEE EHATIZY [MpoCIEAETIEN T3 J0CTLTEEHEEY EMTHEY COLATREEE | DCEROIOTIER GEETopiE,
HEl EIDHEGENTE Ha (OpMyEEHER [HTEpERT-TET<EED] DOEETHEE 0000HCTOCT] E YMOES: IENINEERY JEI9EHET PO
rifepmpocTopy B OYVMOEZT choromsEEw. Bocrarti mocmimssmo mpodmesm uisocodmcricol monvEIEADD B
IEPGECAY MIOCTON, MO OPEZETETE 50 EIDTYAMIAN EMTTEEOTD MDOCTOPY CyeacEs] MOTHEH, EHETHEIRSH
nesEy cnemedimEy mefemesy, ocofmeEi moTpefu 1 zamesmocti. IlpoaEamizozaEl peIVIETAETH EIVEOEEX
LocTiTEess B OO 0OMECTI, 3 CaMe Tl Y NPECESMEHC TEMi EICHEY (EfopMsIiimec TeXHOTOrE m3 MGODEEY,
CIpEtHCE HA coemediny  modpeERAml oCBiTEROTO TPOCTORY, 3 TOMEE S0PY CYEacHOMD  POSEHTEY
indopuamiFEOT CEpEMOENINA CEITY. ABTOpEME JOCTUTESHD OCHOBH DISSORMTH JIETEHCT E ISTSDEET
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