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Abstract. The urgency of the research is that the simulacra of the virtual-online culture of
the information society and the conditions for its formation are analyzed. The term
"simulacrum” by J. Baudrillard is related to the virtual-online culture of the information
society, because a person uses substitutes, copies of things, and not their originals. Setting
objectives. This problem is caused by the fact that today the personality is formed in an
artificially created virtual world that distorts the personality and forms its torn and
inappropriate image. This type of society as a virtual-online one needs its interpretation and
analysis of a new conceptual-categorical apparatus. Analysis of recent research and
publications. These are works by J. Baudrillard "Simulacra and simulations™ (1981), as well
as R. Simmel, R. Bart, R. Deborah, G. Bataille, G. Lacan, M. McLuhan, M. Foucault, G.
Deleuzae, J. Derrida.The questions of the philosophy of postmodernism and the theory of
simulacra of J. Baudrillard are considered in the works of such researchers: A. Gritsanov, N.
Katsuk, A. Dyakov, N. Zinchenko, N. Mankovskaya, O. Pechenkina, O. Scalatska, V. Ferroni
and others. The question of the simulacrum is considered by J. Baudrillard in a number of
works: "Symbolic Exchange and Death”, "Seduction”, "Simulacra and Simulation",
"Transparency of Evil" and others.The selection of unexplored parts of the general problem
is the conceptualization of the concept of "simulacrum” and its discovery in the virtual-online
information society. The basis of the research is the conceptualization of the basic patterns of
simulacra and the virtual-online culture of the information society, which is a scientific
novelty. Setting the objective - the usage of approaches, in particular, structural-synergistic
and practical synergetic methodology that makes it possible to analyze the simulacra of
postmodern as complex constuctions. Presenting main material. The analysis of formation
and development of online-virtual culture of personality which uses simulacra; the definition
of "simulacrum” is presented; an analysis was made of the fact that the game constituent has
become a dominant component of the modern virtual world, and the game itself became a
marker of the postmodern society with the performing "I"-game in the middle; the definition
of "online virtual culture™ is given in the context of which "I" is implemented; the network
society is shown as a new type of culture (subculture) of virtual reality. Conclusions - the
simulacra of the virtual-online culture of the information society in the conceptual survey of
postmodernists has been formed.

Key words: simulacrum, virtual-online culture, information society, postmodern, game
component of the virtual world, game "I".

General presentation of the problem  today the personality is formed in an
and its connection with important artificially created virtual world that distorts
scientific or practical tasks. The urgency of  the personality and forms its torn and
the study of simulacra of virtual-online  inappropriate image. In connection with this,
culture in the context of practical synergetic ~ the problem of identifying simulacra of the
methodology is gaining weight. The concept  virtual-online culture of the individual
of “simulacrum" (derived from Lat. depends on many factors - education,
"Simulacrum, Idola, Phantasma”) [1, p.123-  personal development, cultural markers. As
127]. This problem is caused by the fact that  a result of inadequate socialization and then
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re-socialization, a person loses humanity,
humanism, one’s true nature, culture, society
as well asoneself and moves to a different
world — virtual one. This anthropological
crisis, deeply penetrated into the present,
contributes to thisas well as the loss of
confidence in the future, which is difficult to
predict; lack of a law-governed state, since
there is no protection of the ordinary person;
the victory of the "one-dimension person”,
whobecomes the subject and the object of
virtual reality; the growing dependence of
man from machine (Internet), the decline of
morality, culture, spirituality; creation of
artificial needs; the escalation of violence
and terrorism in permanently changing
information space [9].

The analysis of recent researches and
publications initiating the solution of the
problem as presented by the authors

Recent research on the simulacra of
virtual-online culture suggests that in the era
of total turnover, the humanistic potential of
modern culture, science, and education is
devalued. In the article the author tries to
criticize the reception of conceptual ideas of
simulacra (the term of the philosophy of
postmodernism) of virtual-online culture as
complex social and cultural phenomena
aimed at construction of certain events. The
term "simulacrum” is the prototype of Plato's
term "copy of copies”. In particular,
considerable attention is paid to the analysis
of papers that consider the phenomenon of
simulacra, constructed in the act of a
semioisis and have no other form of being,
except perceptively symboolic [2]. These are
the works by J. Baudrillard "Simulacra and
simulations™ (1981), as well as R. Simmel,
R. Bart, R. Deborah, G. Bataille, G. Lacan,
M. McLuhan, M. Foucault, G. Deleuzae, J.
Derrida. The questions of the philosophy of
postmodernism and the theory of simulacra
of J. Baudrillard are considered in the works
of such researchers: A. Gritsanov, N.
Katsuk, A. Dyakov, N. Zinchenko, N.
Mankovskaya, O. Pechenkina, O. Scalatska,
V. Ferroni and others. The question of the
simulacrum is considered by J. Baudrillard
in @ number of works: "Symbolic Exchange
and Death", "Seduction", "Simulacra and
Simulation”, "Transparency of Evil" and

others. In the work "Symbolic Exchange and
Death,” he describes three orders of
simulacra, and in the book "Simulacra and
Simulation” he shows the connection of
simulacra  with the imaginary and
characterizes their influence on reality.
"Simulacra and Simulation"includes almost
two dozen short essays. The first is the
"Simulacra Process", where the author
deploys the basic theoretical constructions.
Next goes a series of illustrative essays
where various phenomena of the today
postmodern era are analyzed: science fiction,
holograms,  clones,  advertising, the
Holocaust, the media, where he states
hopelessness of the modern world. The term
"simulacrum” was introduced into the
circulation of postmodernism by Bataille,
interpreted by  Klosovsky,  Kojeve,
Baudrillard, Deleuzae, and Jameson. For the
latter one simulacrum is "an exact copy, the
original of which never existed".

All this suggests that simulacra are used
to denote extranotionalmeans and to capture
transgressive experiences. Simulacraserve as
a special communication experience based
on reconstruction of verbal partners in the
course of communication using cononative
meanings of the statement [4].

Previously unresolved parts of the
general problem. Setting objectives

The network-online personality culture
generated by virtual space is characterized
by uncertainty, decentralization, the need to
generate game-likeconstructionof
communications and create game context, as
the communication is shifted to the game
space, generating a virtual person and a
virtual online culture. And although virtual
world in some cases protects an unprotected
virtual person from the absurdity of being,
unpredictability, instability, insecurity, chaos
of the world, yet virtual reality is precisely
what generates this world and cultivates
destructive tendencies in human existence
[5].

The purpose of the research is to
conceptualize the simulacra of the virtual-
online culture in the context of identifying
the conceptual dominants of postmodernists
and to compare the concept of "simulacrum”
with the virtual-online personality culture,
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with which there is much in common.

This goal is achieved through a
number of tasks:
- to analyze the formation and

development of online-virtual culture of the
personality who uses simulacrama;

- to define the "simulacrum™;

- to analyze the fact that the game
constituent has become a dominant
component of the modern virtual world, and
the game itself became a marker of the
postmodern society with the performing "I"-
game in the middle;

- to define the "online-virtual culture”
being the context where "1" is materialized,;

- to discover network society as a new
type of organizational structure, being also
culture-subculture of virtual reality.

The object of research is the concept of
simulacra as a complex social and cultural
phenomenon.

The subject of research is the virtual-
online culture in the context of discovering
conceptual dimensions of post-modernists
and the deployment of simulacra.

The methodology is a structural
synergistic and  practical  synergetic
methodology that makes it possible to
analyze the postmodern simulations as
complex constructions of being.

Discussion of the problem

The formation and development of a
network-online culture of personality in the
space of virtual reality should be defined as
the victory of the destructive nature of man,
described by S. Freud, E. Fromm. The
society is responsible for destruction, it
moves a person into the world of virtual
reality associated with the emergence of a
new phenomenon of virtual civilization in
the twenty-first century [16; 17].

Under the simulacra Baudrillard
understands the images that absorb the
personality and supplant it in the world of
non-existent, invented reality. Simulacra
reproduce and broadcast meanings that are
inadequate to events, facts that are not
subject to unambiguous interpretation. The
simulacra, according to the author, arise only
at a certain stage of cultural development. In
his book "Symbolic Exchange and Death" J.
Baudrillard offers a historical scheme of

"three orders" of simulacra, changing each
other in the New European civilization. Each
sign here represents a reflection of some
substantive reality: the simulacra of the
Renaissance, the industrial revolution, and
the modern virtual society .

The virtual society has relied on the
mass-tought individual, whose imagelacks
creative element, and as a result, a person
acts as a mindless consumer of mass
products of the Internet and transforms the
established traditional hierarchy of values,
destruction of which takes place in all
spheres of human life. The game constituent
has become a dominant component of the
modern virtual world, and the game itself
became a marker of the postmodern society
with the performing "I"-game in the middle.
Today, the role of the game is relevant both
in the modern process of identification of the
individual, in the development of social
communications, in the transformation of
virtual reality, and in the establishment of
the polyontological world, and in each
sphere of human life in the form of the
implementation of various technologies.

Previous taboos of traditional society
have been rejected, leading to emerging of
space for game interaction, which
transformed life itself into a game in the
"carnival way of life" of virtuality. In a
virtual world, personality is governed by
disharmony, asymmetry, assonance, absurd,
andational, incomplete, torn "I". It is the
implementation of social communications
for the mentality of a person of the
postmodern (virtual) world that is defined as
rhizomatic one (G. Deleuzae, F. Guattari),
ironiness, fluidity, uncertainty. According to
Baudrillard, such a person does not deal with
things, but with "simulacra, masks, copies,
copies of copies”.

We do not analyze the simulacra of the
first and second order (the periods of the
Renaissance and the industrial
revolution)defined byJ. Baudrillard, and we
proceed to the simulacra of the third order,
which are related to the theme of our
research. Third order simulacraare no longer
a fake of the original, as in the simulacra of
the first order, but not pure seriality, as in
second-order simulacra. Here all forms are
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displayed only when correlating with the
model. Simulation is more fundamental than
in  serial  reproduction,  here  the
interchangeability of characters is more
fundamental. Space is no longer linear or
measurable, it infinitely reproduces the same
signals. As J. Baudrillard writes, models
interfere with everyday life, our way of
communicating with the world comes close
to reading, to selective decoding, to mass
media game and questionnairesof a
question-answer pattern. He believes that the
simulation processes cover the whole world
of culture and human relationships.

The game as a phenomenon of social
relations of virtuality gives it the character
of fragmentarity, superficiality,
inconsistency, remoteness from others,
provides the context where it is easier for a
person to protect his inner world with his
own rules of the game, which makes the
process of identifying a person with this
world fluid, unstable, unconscious, and it
easily yields to transformations and
metamorphoses in the informational being
[9; 10; 11; 12]. The very existence of a man
in the virtual world, manifested through self-
fulfillment, self-presentation, self-
identification, has a game form, and it is
impossible to imagine a person outside this
gaming element into which it is drawn.
Under the influence of the virtual element
game, the integration of existential and
informational fields is transformed, a person
loses the path in searching his immanent
forces, self-identification as a process of
finding a oneself is lost.

The search for a personal "self" requires
a rationale for the problem of correlation of
personal, individual and personnified, on
one hand, as well as social, collective and
typical, on the other, which requires a
personal search for one’s identity and self-
identity [6]. Baudrillard proves the
ambiguity of the existing social reality and
explains the simulacra as a result of the
simulation process (“the generation of a
hyperreal™), "with the help of real models
that do not have their own origins and
reality” [7].

So, let's define the network-online
culture of personality. It represents an
integrative cultural form that is characterized
by a self-organizing element and a
functional diversity. On one hand, it is a new
form of contactless information interaction
of the user with online environment, a
computer system that provides certain visual
and sound effects. On the other hand, virtual
culture as an information resource possesses
means of mass communication and promotes
cultural exchange and communication. The
virtual-online world is more flexible,
mobile, facilitating personality
transformation, it has a simplified nature of
mobility, wherea social status, a financial
status, etc. often is not important; it has an
emotional environment with an easier
communication system, which often allows
you to confront everyday life, it has more
freedom and creativity. The virtual-online
culture is defined as an attempt to implement
a transcendental, ideal and absolute
beginning in the present being; as an
experience of implementing the direct self-
realization of the individual, constructed in
figurative-gaming models of the real cultural
activity of the subject [8].

Intensification of communication links
increase in the process of cybersocialization,
which is a process of personality
development in the context of the
development of cultural outlines of
information  society,  representing a
qualitative  context that forms the
technological relations able to transform the
very specificity of human existence. Society
as a system of communications represents
the image of networks, woven with a large

number of networks, that symbolize
communicative relations, and knots -
promote communication as a reflexive

reality of being. They represent ways of
translating information of  various
sociological groups and social relationships
that absorb a person [15].

The virtualization of society leads to the
virtualization of people's lives, which
contributes to the emergence of a culture of
"real virtuality,” capable of subjugating
people within the material framework - the
communicative  network. In modern
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information multiprocesses-structures of the
development of his existence, a person
explodes various levels of communication
with various actors, both real and virtuous,
shaping his own world in dialogue with
numerous groups and associations. Hence,
the network society is not only a new type of
organizational structure, but also a culture-
subculture of virtual reality [14].

Through  the mediation of the
communication network as a component of
the unit of the communication macromodel
of the world, social relations evolve into
technological virtual reality. The individual
tries to replace the real sociocultural life
with the images of the new world with the
help of virtual simulations [18].

The new virtual world, formed by new
technologies, new social structures and a
new culture, guides the individual to a new
perception of the world, whose signs require
the decoding of the meaning encoded. In the
course of scientific and technological
progress, information  virtual  reality
stimulates the ever-increasing
intellectualization of society and serves as a
factor for optimizing professionalization,
intensification, efficiency improvement, etc.
The basic principles of this society are
electronization, computerization,
informatization, mediatization,
virtualization, with the mechanism where the
substitution of real images and the
virtualization of society intensifies human
life. As a result of all processes
virtualization as a determinant factor acts as
an imperative, the institutional form of
which is simulated, since in this reality
images are created and transmitted and
virtualized and contribute to the fact that
society does not disappear, but is redefined
[19].

In the context of redefining society,
values as the most important component of
the culture of the information society are
redefined. The main value of the information
society is a person whose high projections of
development are only a prerequisite for
representing his ideals, free creative self-
fullfilment. To help a person survive in the
difficult realities of the new information
society there are high information values

that require the provision of meaningful

information that meets a number of
requirements, namely openness
(availability),  reliability, —completeness,

efficiency, cost effectiveness, consistency,
and rational form of information provision.
Human values are manifested in the creative
acts of its self-actualization, which affirms
the value meaning that -cultivates the
individual [20].

The scientific novelty and practical
significance of the problem under
research is theurgent need to study all the
processes taking place in the virtual world in
order to form the ideal image of a modern
man, rich in traditions, cultural values,
spirituality, and to form directions for
overcoming the contradictions of the virtual
world that interfere with holistic formation
of a person. In the "society of play"”, as S.
Kutcepal notes, "subjectivity is replaced by
the infinite variety of simulacra masks to be
studied” [15].

Let's turn to the updating of the
notionmeaning of “simulacrum”, which can
be done only under certain procedures. A
simulacrum can be endowed with meaning
only if certain of its associative and
cononational aspects, implicitly incorporated
by the addressee, are updated and copied in
the perception of the addressee. "Conceptual
language” determines the identity of
existence with being, thus deforming being
as being escaping from any meanings. The

fundamental  characteristics of  any
simulacrum is its incompatibility with
reality, acting in Bataille's "quasi-

simulacra”, or "simulacra of simulacra”.
Thus, communications carried out through
the simulacra [p. 901] do not pretend to be
constant, but a moment that passes fast.
Simulacra play the role of a semantic focus,
attracting integration of associative rows,
and then the simulacrum tries to penetrate
into the consciousness of the Other. The
creation of meaning in this context takes
place as the self-organization of release from
the subject, which is called "the death of the
subject” [20; 21; 22; 23; 24; 25].

At its best, the theory of J. Baudrillard is
presented in the book "Symbolic Exchange
and Death" (1976). Actualization of the
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simulacrum value can only be reached in
procedures. A simulacrum can be endowed
with meaning only if some of its associative
and cononational  aspects, implicitly
incorporated in them by the addressee, are
updated and copied in the perception of the
addressee [30]. "Conceptual language"
determines the identity of existence with

being, thus deforming being as being
escaping from any meanings. The
fundamental  characteristics  of  any

simulacrum is its incompatibility with the
reality, acting in Bataille's "quasi-
simulacra,” or "simulacra of simulacra” [7].
Thus, the communication, carried out
through the simulacra, suggests that the
simulations do not pretend to be constant,
but it is a moment that passes fast. The
reality is not primary, but it is the signs. In
the conceptual sense of postmodernists, all
the usual reality of things is replaced by the
reality of signs. We have to talk about two
realities: if things are considered a reality,
the signs are hyperreality. Signs act as
values, that is, they are conceptual [26].
Consequently, J. Baudrillard deserves a
high appreciation for his desire to give the
theory of the entire social universe. For such
an action, few have dared before him. He
acutely raised the question of distinguishing
between genuine and fake. Eliminating the
difference between people, things and signs,

J. Baudrillard obviously extinguished their
peculiarity.

Thus, let us note that this creates the
preconditions for penetration into the sphere
of virtuality, as well as the search for
strategies of civilization development of
human socialization. The latter actualizes the
study of the image of the virtual person and
its characteristics, presented today by the
new discipline "virtualism", which includes
the analysis of information and
communication relations and the place and
role of a person who perceives the virtual
reality and is a virtual person himself.
Therefore it is necessary:

Identify the key determinants of
spirituality that must confront the values of
the virtual world and the virtual person and
form the adaptive abilities of the person to
the information world and manifest the high
spirituality of the information culture.

To uncover the need for the formation of
a new consciousness, worldview, culture of
the information society and to introduce in
the educational process the study of
"virtuality" and "informationology" as new
disciplines that can sensitize the problems
revealing the place and role of a person in
the virtual world and simulacra, which
"enchanted" the world of a virtual reality
person.
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KOHIEITI[IA CHMYJIAKPIB BIPTYAJIbHO-OHJIAHHOBOI KY/IbTYPH

IH®OPMAIIIHHOI' O CYCITIIbCTBA: KOHIIEIITYAJIbHI BUMIPH IIOCTMO/JEPHICTIB

Anomauia. AKmyanvHicmy 00CNIONCEHHA 68 MOMY, WO NPOAHANIZ08AHOCUMYTAKPU GIDMYATIbHO-
OHIAUHOB0T KyIbmypu IH@OpMayiliHo2o cycnitbcmea ma yMosu 1ozo Gopmyeanus. Tepmin
JK.Boopiiisapa «Ccumyasikpy HO8'S3aHull 3 GIPMYAIbHO-OHAAUHOBOI0 KYIbMYPOIO  THGOPMAYItiHO20
CYCRIIbCMBA, MOMY WO JI0OOUHA KOPUCTIYEMbCA 3AMIHHUKAMU, KONIAMU pedeli, a He iX peuamu.
Ilocmanoeka 3ae0anna. L[a npobrema GUKIUKAHA MUM, WO OCOOUCMICMb CbO2OOHI (BOpMYEMbCS Y
WMYYHO CIBOPEHOM) GIPMYANbHOMY C8Imi, Wo CROMBOPIOE 0cobucmicme i hopmye ii posipeanuil i
Heyinicnuu 06pas3. Jlanuti mun cycnintbcmea K 6ipmyanlbHO-0HAAUH08020 NOMPedYE 1020 MIYMAYEHHS
ma ananizy Ho8020 NOHAMIUHO-Kame2opiuno2o anapamy. AHaniz OCMAHHIX 00caidxyceny i
nyénikayii.Lle pooomu K. bBoopiiispa « Cumynaxpu i cumynsayiin (1981), a makxosc P. 3immens, P.
bapma, P. Jlebopa, K. bBamas, K. Jlaxana, M. Maxnwoena, M. @yxo, K. /Henvoza, K. Jeppioa.
Humanns ginocoghii nocmmooepmnizmy ma meopii cumynaxpie XK. bBoopispa poszensoaromvcs y
pobomax maxux docnionuxie: A. I puyanosa, H. Kayyx, A. J{esxosa, H. 3inuenxo, H.Manvrkoecokoi,
O. Ileuenxinoi, O.Crxanayvroi, B. @epponi ma inwux. Ilumanus cumynsakpa posensoacmovcsa XK.
boopivispom y nusyi pooim: « Cumeoniunuii 0omin i cmepmoy, « Cnokycay, « Cumyasikpu i cCumyisayisny,
«Ilpozopicme 31a» ma iHwux. Buodinemna mnedocniorycenux uwacmun 3azanvhoi npoonemu —
KOHYenmyanizayisis NOHAMms «CUMYIAKP» Ma U020 BUAGIEHHS Y  BIPMYAIbHO-OHAAUHOBOMY
inpopmayitinomy cycninecmsi. B ocnosi 0docnioxwcenns — konyenmyanizayis 0azoeux cxem
CUMYTIAKPI6 ma IPMYANbHO-OHIAUHOB0IL KYIbMYpU THPOPMAYIUHO20 CYCNIlbCmEd, Wo NpeoCcmasisie
cob6010 Haykosy HosusHy. Ilocmanoeka 3a80aHHA — SUKOPUCTAHHS NIOX00I8, 30KPEMACPYKMYPHO-
CUHepeemUuyHOl ma NpaKmuyHo-CUHepeemudHoi Memooonoeii, wo 0ae MOICIUBICMb NPOHATIZY8AmuU
CUMYTAKPU NOCMMOOEPHY K CKAAOHI KOHcmyKyii. Buknao ocnoenozo mamepiany. 30iticneno ananiz
CMAHOGNEHHSL | PO36UMKY OHIAUHOBO-GIPMYANbHOI KYIbMYPU OCOOUCMOCHI, SIKA KOPUCTYEMbCS
CUMYTIAKPAMU, NPEeOCMABLEHO BUSHAYEHHS «CUMYIAKDPY, 30IUCHEHO AHAi3 MO020, WO i2po6a CKIad08a
Cmana cKkuaoo08o OOMIHAHMOI CYYACHO20 GIPMYANbHO20 6iMYy, a cama 2pd Cmala MapKepom
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NOCMMOOEPHICMCbKO20 CYCHITbCMBA, 6 Yenmpi AKo20 neppomamusHe, izpose «A»; HaoaHo
BU3HAUEHHS «OHJIAUHOBO-8IDMYATILHOI KYIbMYPU», 8 KOHmeKcmi AKkoi peanizyemvca «Ay; nokaszamo,
wo Aense cobol mepedcesull coyiym sK Hoeuti eud Kyasmypu (cyOxkyavmypu) ipmyanbHoi
peanvrocmi. Bucnoeku — cgopmosarno xomyeynito cumynsaxpié GipmyanrbHO-OMIAUHOB0I KyIbmypu
IHGhOpMayitino2o CYCRITbCMBA Yy KOHYENmyaibHUX UMIPAxX NOCMMOOEPHICMis.

Knrouoei cnosa:cumynakp, 6ipmyanibHO-oHIAUHOBA KYyIbmMypa, iHopmayitiHe Cycniibemeo,
HOCMMOOEPH, 12p08a CKIA008a BIPMYAIbHO20 C8ImY, iepose « 1y
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E-mail: kmumo@i.ua, ORCID 0000-0003-1756-9140

KOHIENINUA CUMYJ/IAIKPOB BHPTYA/IBHO-OHJIAHHOBOH  KYJIbTYPbI
HHO®OPMAILIHOHHOI O OBLIECTBA: KOHIENITYA/IBHBIE USMEPEHUA
IIOCTMOJAEPHHUCTOB

AnHomayua. AxmyaibHOCMb UCAEO08AHUS 6 MOM, HUMO HPOAHATUSUPOBAHbI CUMYJAKDbL
BUPMYANLHO-OHNIAUHOBOU KYIbMYPbl UHQOPMAYUOHHO20 00Wecmea U YClosus ux (opMupo8aHus.
Tepmun XK. BoOpuiiapa «cumyasikpy CesA3aH ¢ 8UPMYAIbHO-OHIAUHOB0U KYAbMYPOU UHDOPMAYUOHHO2O
obwecmea, NOMOMY UMO UYEN0BeK NOAb3YEMCsl 3aMEHUMeNIMY, KOnuAMU 6ewjel, a He Ux
sewamu.llocmanoeka 3adanus. Oma npobrema 6vi36aHA MeM, YMO JUYHOCHb CE200HS
Gopmupyemcs 8 UCKYCCMBEHHO CO30AHHOM SUPMYATbHOM Mupe, KOMOPBIll UCKAdCAem TUYHOCIb U
Gopmupyem ee pazopsanHulii U Heyerocmuvlil 06pas. [lannviil mun obdujecmsea Kax uUpmyanbHo-
OHIAUH08020 Mpedyem e20 MOJIKOBAHUS U AHAIU3A HOB020 NOHAMUUHO-KAME2OPUATIbHOZ0 annapama.
Ananuz nocneonux ucciedosanuii u nyonuxkayuii. Imo pabomwr K. .boopuiiapa «Cumynakpol u
cumynayuu (1981), a maxoice P. 3ummens, P.bapma, P. Jlebopa, K.bamas, K. Jlaxana, M.
Maxmoena, M. @yko, K. /lenesza, XK. Happuda. Bonpocwl ¢unocogpuu nocmmooeprusma u meopuu
cumynaxkpoeg K. Bopopuiiapa paccmompenst 6 pabomax maxux uccredosameneu: A. I puyanosa, H.
Kayyx, A. Hvaxoea, H. 3unuenxo, H. Manvkoseckou, O. [leuenxunoti, O.Cxanayxot, B. @epponu u
opyeux. Bonpoc cumynaxpa paccmampusaemcs XK. Boopusiipom 6 psode pabom: «Cumeonuueckuti
oomen u cmepmovy, «Cobnasny, «Cumynakpel u cumyrayusny, «llpospaunocmsv 31a» u Opyeux.
Buioenenue mneuccnedosannvix uacmeu o00uieii npoodaemvl — KOHYENMyanuzayus. HNOHAMUsL
«CUMYTAKDY U €20 GblAGICHUe 8 SUPMYATbHO-OHAAUHOB0M UHMOPMAYUOHHOM 0buwecmee. B ocnose
UCCNIe008AHUA — KOHYenmyamusayus 0a308blX CcXeM CUMYIAKPO8 U  GUPIMYAIbHO-OHAAUHOBOU
KYIbMypbl  UHOPMAYUOHHO2O0 0bujecmea, uymo u npedcmasisem coO0U HAYUHYIO HOBU3HY.
Ilocmanogka 3a0anua — ucnonvb3oeanue no0xXo008, 8 YACMHOCMU CMPYKMYPHO-CUHEPLEMUUCKOL U
NPAKMUYECKU-CUHEP2EMUYECKOT MEeMO00N02UY, KOMOPAs 0aem 803MPOHCHOCMU NPOAHATUSUPOBANb
CUMYTIAKPbL NOCMMOOEPHA KAK CH0JCHble KoHcmpykyuu. HM3noxcenue ocnoéHozo mamepuana.
Ocywecmenen aumanus CMAHOBIEHUS U PA36UMUA OHIAUHOB0-8UPMYATbHOU KYAbMYPbl JUYHOCTIU,
KOMOopas NONb3Yemcs CUMYIAKPAMU, NPEOCMABNEHO ONpeoeieHUe «CUMYIAKDY, OCYWemCI8eH aHaNu3
mo2o, uMO USPOBAs COCMABNAIOWAS CMAHOBUMCA COCHMABHOU OOMUHAHMOU  COBPEMEHHO20
BUPMYANTLHO20 MUPA, A CAMA Uepa CMAHOBUMCA MAPKEPOM NOCMMOOEPHUCIICKO20 0bwecmed, 8
yenmpe KoOmopoeo neppomamusHoe, ucpogoe «A»;, npedcmasieno onpedeneHue «OHIAUHOBO-
BUPMYANBHOUY KYAbMYPbl, 6 KOHMEKCme KOMOpPOU peanusyemcs «A», npoanHaiu3uposauo, 4mo
npedcmasnsiem coOOU Ccemegoll COYUyM KAaK HO8blll GUO KYIbmypsl (CYOKYIbMYPbL) SUPMYATbHOU
peanvHocmu. Beleoovl — chopmuposana Konyenyus CUMYIAKPOS8 BUPHLYANbHO-OHIALHOBOU KYIbmMYpbl
uHOpMayUoHH020 06UeCmB8a 8 KOHYENMYAIbHbIX USMEPEHUAX NOCIMMOOEPHUCHIO8.

Knrouegwle cnosa: cumynskp, supmyaibHO-OHIAUHOBAS. KVIbMYPA, UHDOPMAYUOHHOE 00Wecmeo,
NOCMMOOEPH, UZPOBAsL COCMABIAIOWAS BUPIYANbHO20 MUPA, Uzposoe «Sx.
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