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1. Introduction 

 

Digital and visual cultures are two crucial areas of modern society that interact and influence each other. Digital 
culture covers all aspects of life that are related to digital technologies, such as computers, the Internet, mobile devices,  
social media, etc. This includes digital forms of communication, entertainment, education, work, etc. Digital culture defines 
the ways how people interact with each other and with the surrounding world, as well as the ways how they create, share, 
and consume information and content. On the other hand, visual culture refers to all aspects of culture related to visual 
elements, such as art, design, photography, cinema, animation, etc. It encompasses visual expression and perception, 
aesthetics, symbolism, and the history of visual art forms and communication. Digital technologies, such as computer 
graphics, virtual reality, image processing, and animation, have significantly changed the way we create and experience visual 
content. It opens up new opportunities for artists, designers, and filmmakers, as well as for the general public, to create and 
consume visual content (Wenjun, 2021). 

Social media platforms play an essential role in the spread of visual culture. They allow users to easily share images, 
videos, and other visual content, creating new trends and influencing cultural preferences. Digital technologies have provided 
new tools for artists and designers, allowing them to create works that would not have been possible before  (Tosa et al, 
2023). This can range from digital art and animation to creating designs for websites, apps, and video games. In the modern 
world, digital technologies are widely used to create visual advertising campaigns that can easily reach the target audience 
via the Internet and mobile devices (Ni & Gao, 2015). In general, digital and visual culture both interact and influence each 
other. They shape the contemporary cultural landscape and determine the ways how people interact and perceive their 
surroundings. With the development of technology, digital culture is becoming more and more widespread and accessible. 
Today, almost everyone has access to the Internet and mobile devices, which leads to an increase in digital content volume 
and diversity. 

Abstract In this article, the authors examine the impact of digital culture on the formation and development of the 
contemporary cultural environment in the virtual sphere. The authors discuss key aspects of digital culture, such as access 
to cultural resources, development of new forms of art and entertainment, global cultural exchange and dialogue, 
challenges for authorship and copyright, and expansion of cultural pluralism. The study presents a technology for 
implementing digital culture in the virtual space, which includes several stages. The first stage involves the interaction of 
digital and visual culture. The products of their mutual influence include digital technologies and visual creativity, social 
media and visual culture, digital advertising and marketing, digital games and virtual worlds, and the impact of digital 
transformation on visual practices. The next stage will be the mutual integration of modern media and postmodern 
culture. The products of their mutual influence include fragmentation and diversity of content, deconstruction and 
metanarratives, play with genres and forms, multimedia experience, and active audience participation. The last stage 
provides for the integration of cultural heritage and event practices. This can result in the organization of cultural events 
and festivals, the creation of thematic events and expositions, the use of technology to draw attention to cultural 
heritage, and the formation of communities and networks around cultural heritage. The authors identify the main 
competencies acquired by users in the virtual environment. Such competencies include digital literacy, information 
literacy, media literacy, communication skills, creativity, and innovation, as well as critical and problematic thinking. 
Overall, the article presents the modern paradigm of digital culture and its role in shaping the contemporary cultural 
landscape in the virtual space. 
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Social media has become the main source of information and entertainment for many people. These platforms are 
filled with visual content that shapes perceptions of cultural trends, fashion, art, etc. Online advertising and marketing are 
becoming increasingly important for companies and brands. The visual aspects of advertising campaigns, such as graphics, 
video, and animation, play a key role in grabbing the audience's attention (Maaß et al., 2024). Digital technologies are 
influencing our cultural practices, starting from changing the way we create and consume art and media to interacting with 
cultural institutions such as museums and galleries. Digital culture enables the exchange of information and ideas on a global 
scale. This contributes to the development of a global visual culture and the creation of shared cultural models. Digital 
technologies are changing the way visual culture is taught and researched. Online courses, virtual museums, and archives 
provide new opportunities for studying and understanding visual art and culture (Singh, 2021).  All of these factors emphasize 
the relevance and importance of studying and understanding both digital and visual cultures in contemporary society. They 
play a crucial role in shaping our perceptions of the world, influence our values and beliefs, and determine our cultural 
priorities. 

Visual culture generally refers to the study and analysis of visual elements in culture, such as art, design, advertising, 
cinema, photography, and other forms of visual expression (Fan et al., 2021). It is an interdisciplinary field that covers various 
aspects of visual culture, including its history, social and cultural contexts, symbolism, aesthetics, technological innovation, 
and impact on society (Wang & Wang, 2021). The study of visual culture helps us to better understand how visual symbols 
and forms of communication influence our perception of the world, how they reflect social and cultural values, and how they 
are used to share ideologies and information. It is also essential to analyze how visual cultures interact with other aspects of 
culture, such as literature, music, and technologies (Liu et al., 2023). The study of visual culture has a wide range of 
applications, from analyzing historical works of art to critically reflecting on contemporary media and advertising strategies 
(Sang, 2022). The study of visual culture is also relevant for anyone working in the fields of art, design, advertising, cinema, 
and other industries where visual communication plays an important role (Batsurovska et al., 2021). 

Contemporary media and postmodern culture are closely interconnected, and their interactions can be seen from 
different perspectives (Luo, 2017). A multiplicity of references and quotations from various cultural sources marks 
postmodern culture. Contemporary media such as movies, television, music, literature, and even social media actively use 
intertextual connections, referring to various historical, cultural, and artistic contexts (Zang, 2024). Furthermore, 
postmodernism seeks to deconstruct and reinterpret traditional norms and structures, which is also reflected in 
contemporary media. Such examples include movies and TV shows that play with genres and story expectations, as well as 
the use of metaphors and allegories to explore complex themes and ideas (Wang et al., 2019). Postmodernism rejects the 
idea of common meta-narratives and seeks to create multiple stories and interpretations. Contemporary media also often 
emphasize ambiguity and openness to interpretation. It allows the audience and readers to make sense of the content 
presented on their own (Bursten, 2020).  

Modern media actively experiment with genres and forms, mixing elements of different genres and creating hybrid 
forms of art and entertainment (Bogachkov & Ukhan, 2023). This can be seen in the cinema, where movies combine 
elements of drama, comedy, fantasy, and science fiction, as well as in music, literature, and other forms of media. Modern 
media increasingly involve the audience in the process of content creation and distribution (Liu, 2023). Social networks, 
blogs, video hosting platforms, and crowdsourcing projects allow ordinary people to express their ideas, opinions, and 
creative concepts, contributing to cultural dialogue (Waliokar & Remedios, 2023). Thus, modern media and postmodern 
culture mutually influence each other, forming a diverse and multifaceted cultural landscape that reflects complex ideas, 
values, and world perceptions (Limano, 2023). The analysis of digital culture requires an interdisciplinary approach that 
combines knowledge from the fields of information technologies, sociology, cultural studies, psychology, anthropology, and 
other disciplines (Li & Hao, 2023). This approach helps to better understand the dynamics of modern society and cultural 
trends, as well as to identify the challenges and opportunities arising from the development of digital culture (Manca, 2020). 
Furthermore, based on the literature review, it is worth noting that the issue of digital culture in the virtual space requires 
further investigation.   

This study aims to analyze various aspects of digital culture in the virtual space. The main goal is to identify the 
implementation stages of the technology of digital culture in the virtual space, the interconnections between visual and 
digital cultures, modern media and postmodern culture, identity, and cultural code, and the implementation of cultural 
heritage in the context of event practices.  

 

Research goals: 
 

1) To analyze the existing publications and studies on the development of digital culture in the virtual space. 
2) To overview interrelationships between visual and digital cultures, modern media and postmodern culture, 

identity and cultural code, and the realization of cultural heritage in the context of event practices. 
3) To present the technology for the implementation of digital culture in the virtual space based on the made 

generalization. 
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4) To evaluate the acquisition of digital, information, and media literacy, communication skills, creativity and 
innovation, and development of critical and problem-based thinking in the context of mastering digital culture in the virtual 
space. 
 

2. Methods 
 

The following methods and approaches were applied to conduct the research aimed at studying digital culture in the 
virtual space:  

 

• A literature review. An analysis of scientific papers, books, and other publications on the research topic. This will 
help to get an overview of various aspects of implementing digital culture in the virtual space. 

• Questionnaire. The respondents were offered questionnaires based on generally accepted scales and questions 
aimed at assessing the level of digital literacy, skills in using digital technologies, experience of virtual interaction, and 
interests in digital cultural manifestations. 

• Skills testing. As part of the experiment, we conducted tests aimed at assessing practical skills in virtual 
communication, the use of digital tools, and understanding of the basic principles of digital security. 

• Observations and interviews. Some participants were asked to participate in virtual interactive sessions. During these 
sessions, we observed their behavior, communication strategies, and the way they used digital tools. Afterward, we 
conducted interviews to collect additional information about their experiences and impressions. 

• Data analysis. The data obtained was analyzed using statistical methods and qualitative analysis. This allowed us to 
identify general trends and differences between groups of respondents and the main problems and challenges in mastering 
digital culture in the virtual space. 

 

3. Results  
 

Within the framework of our study, we have developed a technology for the implementation of digital culture in the 
virtual space, which is illustrated in Figure 1. 

 

 
Figure 1 The technology for implementing digital culture in the virtual space.  

 

The proposed technology consists of three main stages based on the interconnection of digital and visual culture, the 
implementation of modern media in postmodern culture, and the integration of cultural heritage into event practices. 

The interconnection of digital and visual cultures is an essential aspect of modern society. Below are some key aspects 
of this interconnection: 
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− Digital technologies and visual creativity. 

− Social media and visual culture. 

− Digital advertising and marketing. 

− Digital games and virtual worlds. 

− The impact of digital transformation on visual practices. 
 

Digital technologies, such as computer graphics, virtual reality, and augmented reality, expand the possibilities of 
visual creativity. Artists and designers are using these technologies to create new forms of art and design that are not 
possible in traditional environments. Social media plays a key role in the spread of visual culture. Social media platforms such 
as Instagram, Pinterest, TikTok, etc., allow users to create, share, and consume visual content in real-time. This influences 
trends in design, fashion, art, and other aspects of visual culture (Liu, 2022). 

Digital technologies have changed the way we approach advertising and marketing. They have made visual aspects 
more essential to catch the attention of the audience. Companies use videos, banners, graphics, and other visual elements to 
promote products and services. Visual culture is essential to create immersive experiences in digital games and virtual 
worlds. Games and virtual worlds often use sophisticated visual effects, 3D modeling, and animation to create immersive 
worlds and characters.  

Digital transformation is changing how people interact with visual culture, including how content is created, 
distributed, and consumed. This includes phenomena such as online galleries and museums, digital archives and collections, 
and online visual education courses and resources (Dotsenko, 2023). Digital and visual cultures are closely interconnected in 
the modern world. Therefore, an understanding of this connection helps us to better understand the impact of digital 
technologies on cultural and aesthetic aspects of our lives (Bajaj & Bhattacharjee, 2023). 

Modern media and postmodern culture are closely interconnected. Their influence has a significant impact on 
contemporary society. There are several aspects of this connection, including:  

 

− fragmentation and diversity of content; 

− deconstruction and meta-narratives;  

− play with genres and forms;  

− multimedia experiences;  

− active audience participation.  
 

Contemporary media offer a huge variety of content, from movies and TV shows to blogs, podcasts, and social media. 
This leads to the fragmentation of cultural experiences, where everyone can choose and create content that suits their 
interests and preferences (Xing, 2024). 

Postmodernism is marked by its desire for intertextuality and citation of various cultural and artistic sources. 
Contemporary media often utilize this strategy, interborrowing and adapting elements from different cultures and sources to 
create new works and content. Postmodernism emphasizes the deconstruction of traditional values. Modern media often 
play with this idea by breaking down traditional norms in stories and images, exploring alternative meta-narratives, and 
reinterpreting classic stories (Bondarenko et al., 2022). 

Contemporary media are actively experimenting with genres and forms, ignoring traditional limitations and 
expectations. This is evident in various movies and television genres, interactive arts and virtual reality, and content formats 
on the Internet. They offer multimedia experiences combining different forms of art and communication. This may include 
projects that combine music, video, interactive elements, and live performances. Modern media actively involve the 
audience in the process of content creation and distribution. Social media, video hosting platforms, and crowdsourcing 
projects allow people to express their ideas and creative concepts, as well as influence cultural trends (Zhang, 2022). 

Overall, media largely reflect and support post-modern ideas and values such as diversity, deconstruction, 
intertextuality, and active audience participation. This creates an exciting and dynamic cultural landscape that is constantly 
evolving and transforming in line with current trends and technological opportunities. 

Cultural heritage and event practices can interact and complement each other, influencing the preservation, 
promotion, and understanding of cultural heritage. There are several ways how this can happen:  

 

− by organizing cultural events and festivals;  

− by creating thematic events and exhibitions;  

− by using technology to draw attention to cultural heritage;  

− by building communities and networks based on cultural heritage. 
 

Event practices such as cultural festivals, exhibitions, concerts, etc., can be a platform for promoting and popularizing 
cultural heritage. They allow people to interact with traditional forms of art, music, dance, cooking, and other aspects of 
culture. As a result, they contribute to its preservation and transmission to future generations. The creation of thematic 
events and exhibitions means that event practices can be organized around specific aspects of cultural heritage, such as 
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historical events, folk traditions, cultural customs, etc. This may include the creation of thematic exhibitions, museum 
displays, thematic tours, and other activities aimed at learning and understanding cultural heritage (Zhang, 2023). 

Modern event practices may include the use of various technologies, such as virtual reality, augmented reality, 
multimedia installations, etc., to create interactive and engaging presentations of cultural heritage. This can help to attract 
the attention of a broad audience, including those interested in new forms of entertainment and learning. Event practices 
can become a platform for forming communities and networks of people interested in preserving and promoting cultural 
heritage. These could be organizations, communities, volunteer organizations, etc., which can work together to protect and 
promote cultural values. In general, event practices are an essential tool for preserving and promoting cultural heritage, 
allowing people to interact with it in exciting and attractive ways. They strengthen cultural identity, build cultural capital, and 
strengthen societal cohesion (Yuan et al., 2023).  

Digital culture in the virtual environment enables the development of a wide range of users' competencies. Some of 
the key competencies that users can acquire in this context include:  

 

− acquisition of digital, informational, and media literacy, communication skills, creativity and innovation; 

− development of critical and problematic thinking. 
 

The users of the virtual environment acquire skills in working with digital technologies, including the ability to 
effectively use computers, smartphones, the Internet, software, and online platforms. Users learn to analyze, evaluate, and 
critically engage with information from various sources within the virtual environment. They develop the ability to filter and 
verify information for accuracy, as well as determine its relevance and quality. Students learn to create and summarize 
multimedia content in a virtual environment. They develop skills in working with graphics, sound, video, and other media 
formats, as well as the ability to create and distribute multimedia works. The virtual environment allows the user to 
participate in various communication situations, such as e-mail, chats, forums, social networks, and video conferencing. The 
users develop effective online communication skills, including the ability to express their thoughts and ideas, interact with 
others, and resolve conflicts (Byrkovych et al., 2023). 

The virtual environment encourages users to think in creative ways and be innovative. They have the opportunity to 
create new content, projects, and ideas, as well as explore various aspects of culture and art in an interactive and multimedia 
way. The virtual environment helps users to develop the ability to analyze complex problems, look for alternative solutions, 
and make informed decisions based on available information. They learn how to respond to new challenges and situations, as 
well as how to adapt to changing conditions. Overall, digital culture in the virtual environment ensures the development of a 
wide range of users' competencies. These competencies help people to effectively participate in the modern digital society 
and use digital technologies in various aspects of their lives (Vytkalov et al., 2022; Bielialov et al., 2023). 

The study on the level of mastering digital culture in the virtual space during the implementation of the proposed 
technology stages was conducted in the context of applying the technology for implementing digital culture in the virtual 
space (Figure 2). The optimization criteria include critical and problematic thinking, creativity and innovation, communication 
skills, digital, informational, and media literacy (Bock et al., 2007). The influence factors include the influence of cultural 
heritage and event practices, the influence of postmodern culture and modern media, and the influence of digital and visual 
culture.  

The data analysis revealed that the interconnection of digital and visual culture most influences the level of mastery of 
digital culture in the virtual space. Therefore, the indicators of digital, information, and media literacy reach 95%, indicators 
of communication skills – 86%, indicators of creativity and innovation – 88%, and critical and problematic thinking – 76%. 

Postmodern culture and modern media shape critical and problematic thinking at 86%, develop creativity and 
innovation at 92%, improve communication skills at 78%, and promote digital, information, and media literacy at 86%.  

The impact of cultural heritage and event practices on critical and problematic thinking reaches 82%, the impact on 
creativity and innovation – 89%, the impact on communication skills - 91%, and the impact on digital, information, and media 
literacy – 61%.  

The results of the experiment allowed us to make the next conclusions about the level of mastering digital culture in 
the virtual space. We have identified the main skills and competencies necessary for successful interaction in the digital 
environment. We have also found differences in the level of digital literacy between different user groups, which indicates 
potential problems and challenges. The factors that can influence the level of digital culture mastery, such as age, level of 
education, experience in using digital technologies, etc., are also identified. The study offers recommendations for improving 
the level of digital literacy and culture in the virtual space, including educational programs, training, online courses, and other 
activities. Thus, the experiment results provide valuable information about the current state and prospects for the 
development of digital culture in the virtual space, as well as offer practical recommendations for improving the situation in 
this area (Vytkalov et al., 2023). 
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Figure 2 The study on the level of mastering digital culture in the virtual space during the implementation  of the proposed technology 
stages. 

 

4. Discussion 
 

The implementation of digital culture in the virtual space can bring many positive results. Digital culture in the virtual 
space makes cultural resources and art available to a broader audience. People can access cultural content from any part of 
the world and at any time. This helps to democratize access to cultural values. The virtual space allows for easy access to 
various cultural resources, including art, literature, music, movies, historical materials, and much more. This expands the 
ability of people to explore and immerse themselves in different cultural contexts. Virtual space can help to reach a broad 
audience, including people with disabilities or those living in remote regions. This enhances cultural dialogue and the 
exchange of experiences between different communities and cultures (Liu et al., 2023).  
Virtual space allows for interactive and engaging forms of cultural content, such as virtual exhibitions, museums, concerts, 
etc. It increases the engagement of viewers and allows them to become active participants in the process of perceiving and 
creating cultural works. Digital culture in the virtual space stimulates the development of new forms of art and 
entertainment, such as digital art, virtual reality, games, and interactive multimedia projects. These forms can be innovative 
and experimental, opening up new opportunities for creativity and self-expression (Basumatary & Kalita, 2022). Virtual space 
opens up new opportunities for artists and designers to be more innovative and creative. Digital technologies allow for the 
creation of unique visual effects, interactive installations, virtual worlds, and other art forms that are not possible in 
traditional environments (Çeçen & Karaköse, 2023). Virtual space reduces geographical distances and allows people from 
different cultures to interact and exchange ideas and experiences. It fosters cross-cultural exchange, understanding, and 
respect between different cultural groups and promotes global dialogue and cooperation. 

Virtual space can be a platform for preserving and documenting cultural heritage. Digital archives, virtual museums, 
and online collections allow the preservation of cultural values for future generations and make them available for study and 
research (Sang, 2022). Digital culture in the virtual space promotes global cultural integration and the exchange of ideas and 
experiences between different cultures and societies. This contributes to the development of intercultural understanding and 
tolerance. Digital technologies allow a wide range of people to create, distribute, and consume cultural content. This 
contributes to the democratization of cultural production and distribution, reducing the role of traditional centers of cultural 
production and opening up opportunities for new creative initiatives. Thus, the implementation of digital culture in the 
virtual space has the potential to create positive changes in the cultural sphere, expanding accessibility, engagement, and 
innovation in the cultural sector (Zhuk et al., 2022). 

However, the implementation of digital culture in the virtual space can lead to various challenges. The development of 
digital culture in the virtual space raises new questions about authorship, intellectual property, and copyright. The online 
environment presents challenges in managing and protecting content rights, requiring new approaches and regulations 
(Hirt et al, 2022). Virtual space provides a platform for the expression of diverse cultural identities and voices. This 
contributes to the expansion of cultural pluralism and the visibility of minority cultures and groups. Altogether, the 
implementation of digital culture in the virtual space has the potential to change the cultural environment, expand access to 
cultural resources, stimulate cultural creativity as well as interaction, and raise new challenges and issues for discussion and 
resolution. 
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5. Conclusion 
 

Digital culture expands our access to cultural resources. Virtual space allows people from different countries and 
cultures to access a wide range of cultural content. This contributes to the expansion of cultural education and mutual 
understanding. Digital culture in virtual space promotes the development of new forms of art and entertainment, such as 
digital art, virtual reality, and interactive multimedia projects. They expand opportunities for creativity and self-expression. 
Virtual space reduces geographical and cultural barriers, facilitating global cultural exchange and dialogue. It creates 
opportunities for cultural enrichment and understanding between different cultural groups. 

Digital culture in virtual space raises new questions about authorship, intellectual property, and copyright. The online 
environment presents challenges in managing and protecting content rights, requiring new approaches and regulations. The 
virtual space provides a platform for the expression of diverse cultural identities and voices, contributing to the expansion of 
cultural pluralism and increasing the visibility of minority cultures and groups. New challenges arise with the development of 
digital culture in the virtual space, such as privacy issues, digital security, fake information, etc. These challenges require a 
careful balance between freedom of expression and the need for regulation in the digital space. 

In general, digital culture in the virtual space has great potential for expanding cultural opportunities and enriching 
cultural experiences. However, it also poses challenges that require careful attention and discussion by the society and 
legislators. 
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