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Abstract

In this paper, attention is focused on the development of intelligent technolo-
gies in recent years, such as neural networks, deep learning, and artificial in-
telligence. In nowadays, interactive technologies have a major effect on the
media and society. Mobile companies, social networks, various computer ap-
plications, smart devices constantly collect data for people without they know
it and they are used to develop intelligent software systems to predict future
behaviour. The article also describes some models of building an interactive
space using new technologies, considering the trends in the development of
information ecology. This research also analyses the following very important
topics related to interactive technology, and intelligent systems: conversation
in the interactive space, smart communications, big data and analytical tech-
niques, mobile technology and some aspects of communication problems in
the 21st century.
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1. Introduction

The aim of this report is to demonstrate the importance of the new technology
development, from one hand, and to show some threats for the citizens and me-
dia, from another hand. The problems of developing intelligent and smart tech-
nologies have two dimensions technical and non-technical. Technological prob-
lems affect the construction of the network, the introduction of communication
protocols and the definition of mechanisms involved in intelligent objects. A
special Internet Protocol (IP) for Smart Object Alliance (IPSO Alliance) has al-
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ready been created. Another problem is the standardization of smart sites or it is
one of the most important factors in the development of technology. Intelligent
systems are characterized by a huge number of devices, applications of many
manufacturing companies with different specializations. With the help of stan-
dardization, on the part of manufacturers and system equipment, a new Internet
system should be built. The more one technology is standardized, the greater of
its successful application in practice and its acceptance by the business. In the
past few years, there has been a boom in publications in the media, on websites
and in specialized journals about the role and importance of artificial intelli-
gence for economics and innovation. Projections of the development of such
technologies are more than optimistic, although real achievements are not so
noticeable. It can be said that there are more problems than significant success.
Technology development ahead of the pace of building competencies in the web
environment. Undoubtedly, there is a huge impact of new intelligent platforms
on the life of people and the development of new media platforms. The balance
of the media ecosystem in the modern world of information and network envi-
ronment plays an important role in preventing the creation of sub-systems or
conceptual orientations leading to mass control over the habits and behavior of
citizens.

The French researcher of modern computer technologies (Lafon, 2004) ex-
plores human-computer interaction through the prism of interactivity. Accord-
ing to him, there are three main models of interactivity: a computer is consi-
dered as a means; computer as a partner; computer as a medium. We are inter-
ested in the latest model, in which computers serve to communicate with people
through e-mail, chat rooms and video conferencing. The interactive model has
three dimensions and features:

1) Descriptive: ability to identify impact and existing interfaces;

2) Evaluative: allows access to the development of various alternatives;

3) Generative power: helps designers refine and create a new design.

The evolution of media technologies over the past 200 years has focused on:
newspapers; phone; moving pictures; radio; TV; cable TV; the Internet; web and
semantic networks; network based on data; Big data; machine learning; media
based on Al Next, we look at the characteristics of the five basic technologies
(Computer Business Review, 2018) that will influence on the media in the 21st
century:

* Formation of personal networks using mobile devices;

* Design of special software that provides verbal communication through com-
puters and launches video chats;

* Social networks are becoming a part of business and major news channel; so-
cial media as a means of communication and interaction, providing an ex-
change of opinions and ideas;

* Appearance of functional touch screens, virtual keyboards, the boom of

smartphones, huge amount of mobile applications;
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¢ Development of cognitive machine as a Watson (IBM) with opportunities for
interactive, compatible computer systems, machine learning, automatic an-
swer to questions, evaluation and interpretation of huge information arc-
hives. Watson works using smart information architecture related to deep

learning.

2. Intelligent Technologies

A special website (whatis.com, 2019) says that an intelligent system is a machine
with embedded computers connected to the internet that can collect, analyse
data and interact with other systems. The main features of such a system are the
ability to learn from their own experience, to adapt to the situation in accor-
dance with the data obtained, to manage remotely. Intellectual systems include
not only “smart” devices, but also a set of other similar devices. A more sophis-
ticated intelligent system is based on specialized software and may include chat
and expert systems. In this case, embedded systems can process and analyse data
or specialize in a specific type of task. An intelligent system can also be an im-
portant component of the Internet, providing automatic data transfer based on
human-computer interaction. For example, technology-based intelligent data
analysis, artificial intelligence, and neural networks were introduced in the
1960s, being the subject of many studies, publications, experiments, and devel-
oped projects. Interactive technologies and architectures, big data, neural net-
works have been actively developing in recent years as a result of improved ca-
pabilities of computer systems and accumulated knowledge in these areas of
modern science. In this case, one can hardly speak of a “revolution”, but rather
there is a slow gradual accumulation of experience and knowledge transfer until
the current level of network technologies is reached. It can be said that this is the
Papert’s Principle: “some of the most crucial steps in mental growth are based
not simply on acquiring new skills, but on acquiring new administrative ways to
use what one already knows”.

Most of the research in the field of “artificial intelligence” is devoted to find-
ing methods that can divide the problem into small sub-tasks, and then, if nec-
essary, divide into even smaller parts. The most effective way to solve a problem
is to know how to do it now. Under this condition, we can avoid the entire
search process. Another area in the field of artificial intelligence is to find ways
to integrate knowledge into machines. The problem here is how we discover the
knowledge we need in order to learn how to represent this knowledge and, fi-
nally, develop a process that evaluates the effectiveness of our knowledge. In
1968, Marvin Minsky and Seymour A. Papert published the book “Perceptrons”,
demonstrating the capabilities and limitations of a simplified neural network.
This book is also the first parallel study using a computer. Work is important for
the further development of artificial intelligence. The idea that protects authors
is that intelligence can arise from the activity of networks, such as neurons.

Some elements of AI computers include the following basic actions: speech rec-
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ognition, self-study, planning and troubleshooting. Research in the field of arti-
ficial intelligence are high-tech and specialized. The main problem in this case is
how to program computers to gain knowledge; logics; identify problems; plan-
ning ability; perception; possess properties for manipulating and moving objects.
Knowledge engineering is an important part of Al/Artificial Intelligence/re-
search. Machines must be able to act and react in the same way as humans, pro-
vided they have enough information about the world. It is assumed that artificial
intelligence platforms have access to objects, categories, qualities, and corre-
sponding relationships between these important elements and can design things.
Machine learning is another important part of Al Training without external
control still requires the ability to identify patterns depending on the input in-
formation at the system input. On the other hand, machine perception is associ-
ated with the ability to use data from sensors integrated into the external envi-
ronment; computer vision means the ability to analyse a visual signal.

In the specialized website, (techtarget, 2019) artificial intelligence is defined as
a kind of simulation of human intelligence, implemented using machines and
computer systems. The main processes in this case are training, obtaining in-
formation, arguing and correcting behaviour when conditions change. The prac-
tical application of AI can be implemented in the field of expert speech recogni-
tion and machine vision systems. The term “artificial intelligence” was commis-
sioned in 1955 by American computer scientist John McCarthy, at a conference
in Dartmouth, and has since developed as a separate discipline. In 1958, McCarthy
created a special programming language called LISP. In the 1980s, during the
boom in the development of artificial intelligence, the LISP language became the
favourite of programmers who develop software to solve complex problems.
This is the era of LISP machines manufactured by various companies, the most
famous of which is Symbolics. Minsky, along with McCarthy in 1959, developed
the “Artificial Intelligence Project” at the Massachusetts Institute of Technology.
Today is called the “Laboratory of Computer Science of Artificial Intelligence.”
Minsky (Encyclopedia Britannica, 2019) defines Al as the science of creating
machines that perform actions that require intelligence, if they are made by peo-
ple. In 1986, he published his book, “The Society of mind”. In the vocabulary
(Minsky,1985) developed at the end of the books he defined the basic concepts
related to the direction of intelligence and artificial intelligence, which are shown
below to identify semantic dependencies.

Artificial intelligence—area of research solutions as machines to do things in a
way that corresponds to intelligence.

Interaction—the effects that one part of the system has on the other. It should
be noted that in the history of science, almost all phenomena are explained in
terms of the interaction between parts during.

Another area in the field of artificial intelligence is to find ways to integrate
knowledge into machines. The problem here is how we discover the knowledge

we need in order to learn how to represent this knowledge and, finally, develop a
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process that evaluates the effectiveness of our knowledge. The learning (Minsky,

1985) has two sides. Some of our mind learns to memorize success when some

methods work successfully. Other parts of our mind learn mainly when we make

mistakes, recalling circumstances in which individual methods do not work
properly. Therefore, learning to succeed focuses on how we think, while learning
to fail leads to productive thinking, but there is a less direct approach to things.

Naturally, people learn more than their success than failure. On the other hand,

learning “positive” learning leads to minor improvements. We can assume that

there is no way to avoid some discomfort when we make significant changes in
our thinking. In the online version of the encyclopaedia, artificial intelligence is
defining as the ability of digital computers or computer-controlled robots to
perform tasks typical of humans. This term is often used to describe projects re-
lated to the development of systems with intellectual characteristics typical of
people, such as discovery, logical approach, generalization and study from pre-
vious experience. Despite advances in computer science, no program has yet
been created that would correspond to human intelligence and flexibility, espe-
cially for tasks requiring a broader view of things and daily updating of knowl-
edge. On the other hand, some programs can successfully solve expert and spe-
cific tasks; in this sense, artificial intelligence has limited application in such ar-
eas as medical diagnostics, computers for information retrieval, speech and text
recognition. The purpose of an intelligent system is to represent relevant cogni-
tive functions using problem-solving techniques and machine learning technol-
ogy. Specialized site on the new technology “fluid” analyses the achievements of

IBM in the field of artificial intelligence to solve problems. Company teams use

Al in three main areas: creating solutions for production problems; more effec-

tively use people’s skills; improved business timelines.

Examples of implementation Al technologies in business practice:

* Automate system processes/robots can be trained to perform repetitive or
routine tasks, usually performed by humans;

* Machine and reinforcement learning;

* Machine vision—the science of computer vision, used in medicine to analyse
various types of photographs, as well as to identify signatures;

* Management of processes related to the recognition of human languages
(NLP). It is used in the recognition of spam messages, text translation, speech
recognition, and analysis of feelings;

* Robotics—engineering sciences, focused on the design and manufacture of

robotic systems.

3. Interactivity and Interactive Communications

The interactive communications are associated with new technologies and in-
clude the following basic elements: building an integrated information system;
Intranet interactive panels and displays; Platform for big data applications for

managing mobile devices; platforms for transferring knowledge and content;
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strategic communications team. The interactive media is a hybrid of a smart
machine and human-computer interaction. The processes of interaction with the
machine can be understood as liberal or restrictive activities with the possibility
of greater freedom or control over the environment.

Interactivity (from a business point of view) means the search for information
and data, coordination, monitoring and implementation of business operations
in order to more efficiently exchange goods, services, and ideas. Interaction ef-
fects all economies, especially in technologically advanced countries. Interactiv-
ity in business plays a universal role. Individuals and organizations work to-
gether to find the most effective way to exchange, structure, manage and inte-
grate activities relevant to the company and monitor their implementation.
Some example of interactive events: dialog/communication; data collection;
solving problems on the way of cooperation. In recent years we organized in the
university several public workshops with the main subject related to interactive
communications with more 100 participants. During the workshops, students
present their own projects about interactive media and as a result, we defined
some important principles about interactive communication from a practical
point of view (https://bit.ly/2yLqAVKk).

Our research show that the basic principles of interactivity should be:

variable content;

integrated internet technology;

platforms flexibility;

scalar and modularity;

program code;

automation (in data processing and solutions);

an active participant in individual sessions;

information and video in the form of streaming/streaming technology/;
mobile applications;

availability from anywhere in the world;

o 0 0O 0o O 0o 0 0 O O O

media as a translator of reality/recognition of images, objects, and voices, the

conversion of speech into text and vice versa/;

O

construction of augmented, mixed reality and extended reality/AR, MR, XR/;
o communication depends on the speed of information exchange
The future of interactive technologies will evolve in several key areas (See the
Figure 1), fixed in the 4I model (fast company, 2012)
* The appearance of an immersive medium: searching for plot depth, using
additional context and sensory experiment.
* Improved interactivity: allows the reader to become part of the story and in-
crease the ability to influence the version of the story and the result.
* Integration: the presence of multidirectional connections between platforms
and exceeding the limit for easy copying of content to devices.
* Impact: encourage consumers to take certain actions—buy products; sub-
scription to services.

e Support for the cause
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Basic interactive model

T~

Immersion:
development of one deep
story based on scenarios
generated by computers
and sensor’s sensitivity

\—/

Interaction: the
consumer is become the
part of storytelling and
has the possibility to
changeresults/create
multiply stories/

Integration: the unlimited
links between different
platforms and idea;
communication effects and
diverse content

Influence: generation of
consumers feelings, actions
and support the cause and

service

Figure 1. Structure of interactive communications.

From the media development point of view of related to communication
technologies, several major transformations appear: the emergence of post-PC
architectures; open-ended mass cooperation; integrated virtualization; collective
intelligence; radical transparency; biometric identification; visualization of an
open data type; possession of personalized personal information; the emergence
of expert search engines that record online reputation; IT as a business unit;
generate semantically related data. Interactive media, by definition, is digital and
includes a combination of electronic texts, graphics, dynamic images and sounds
structured in a computer environment, which allows people to interact with data
to achieve specific goals. The digital environment, according to experts, includes
the Internet, telecommunications, interactive, digital television. Digital space is
characterized by a huge variety of information channels and data delivery plat-
forms. With the advent of computer media or the so-called “digital”, the term
“new media” has appeared. In this case, the definition of “new” is added to the
basic term “medium”, which causes problems with the definitions. The term
“interactive media” is considered more appropriate, with emphasis on interac-
tivity as a key element or, in this case, the search for something significant that

distinguishes traditional media from more modern ones. The confusion is com-
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pounded by the emergence of terms such as “social networks,” primarily the

success and boom of social networking sites such as facebook, myspace, and

twitter. On these sites, open-source interactivity is inherent, but to a certain ex-
tent.

Interactivity (Rafaeli, 1997) is a process associated with a change in the char-
acteristics of a communication medium. Like face-to-face communication, com-
puter-mediated communication can provide a high level of interactivity. The
result of these processes is the motivation and involvement of participants in the
action. The interactivity characteristic of groups in a computer environment is
best explained using interactivity. Interactivity is not a feature of the environ-
ment. Rather, these are processes that shape communication. It also determines
how each subsequent message corresponds to a previous one or, more precisely,
how later messages relate to earlier ones. Given the theories of Hoffmann (1967
and 1981), Bretz (1983), Rogers (1986), Tannen (1989), Zheglov (1992), Walter
(1992). We can say that communication relates mainly to the goals of interac-
tion. Interactivity is still the place to exchange interpreted context. Interactivity
involves different ways of interacting with participants. Collective meaning is
achieved through “conversation”, which is seen as a repeating process of com-
munication. Interactivity encompasses those forms of communication that are
more personal, personalized and dialogue oriented. It is more logical to say that
interactivity is an important model used to map the activities of groups using
computer communication technologies, it is also defined as a hybrid design.
Interactivity is the link between personal and mass communication, mediated
by the media, and direct communication, between written and oral communi-
cation.

According to the classic Rafaeli (Rafaeli & Sudwewks, 2006) design for inter-
activity, we can talk about three forms of communication:

1) Declarative or single level (typical for radio and television);

2) Reactive or two-stage advanced models;

3) Interactive—requires that subsequent messages must be compatible with
previous ones but considering the response to them.

Jens Janson (Jensen, 1998) cites several forms of interactivity, considering the
work of Raphael and other authors before him.

* Interactive depend of transmission—Measures media potential, providing a
continuous flow of information, including user video, teletext, multi-channel
systems, data transmission;

* Advisory interactivity—refers to two-level multimedia systems with a return
channel request/online information services, electronic encyclopaedias, FTP,
Gopher/;

* Conversation—oriented interactivity—allows the viewer to produce and en-
ter their own information into media systems based on two-way communi-
cation and real-time video: examples here are news groups, video-conferen-

cing systems and email/;
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¢ Registered interactivity—registration of information from the reader/viewer
and adaptation of the media to the needs and actions of a person. The system
is based on automatic response and adaptation. Examples: CCTV and re-
sponse systems, smart agents, smart guides, smart interface.

Basic elements of the interactivity: media environment; active participation; to
take initiatives: client-user relationships; biometric systems; autonomous work;
technology transfer; assessment systems; and pedagogical approach. Our content
analysis of websites of mainstream European media shows that used only 3 - 4
interactive element in order to communicate with potential users and consum-
ers.

In the last 3 - 4 years, the so-called interactive agents have also appeared
(McGinley, 2019). In this case, studies from several scientific fields are com-
bined, such as linguistics, computer graphics, virtual reality. They are usually
managed using natural language, including teams, questions, and declarative
sentences. Information exchange is a two-way process between a person and an
object. This type of technology is also a kind of software and virtual objects that
have environmental knowledge. Teams are focused on basic actions and behav-
iour in a real environment. Questions are focused on obtaining information or
require some action. Declarative sentences provide information about agents,
change their knowledge of the environment and teach them basic behaviour.
The main components of the interactivity of this machine are sensors, control-
lers, knowledge, actuators. Controllers create appropriate behaviour based on
agent knowledge.

The interaction takes place using a speech recognition system and includes
physical actions and the study of new information. The platform for imple-
menting this type of object is DLP. Interactivity is still relevant for networked
smart devices that interact with almost all machines, from household appliances,
telephones, cars, and to semantic web technologies, i.e. they are browser-specific,
and programs can be customized, interacted, collaborated and complemented.

A popular example of such “agents” is VITA-Virtual Interactive Training
Agent (Institute for creative technologies, 2014) it is a special virtual reality sys-
tem focused on the formation of competencies during interviews for hiring. The
program is designed to educate people with autism and other similar illnesses in
order to build confidence in interviews. Continuing education is offered to suc-
cessfully complete the interview in a simulated, secure virtual environment. The
goal is to develop and improve the skills of people with a certain degree of dis-
ability. The project was developed by the Institute of Creative Technologies and
is fully socially oriented.

The virtual chat site defines the characteristics of virtual “agents”. In short,
these are computer, animated, intelligent virtual “characters” that are used as
online assistants. They provide conversations with users, answer questions and
present adequate non-verbal behaviour in each situation. In the professional
community, they are often called intelligent or interactive “agents.” An example

of such virtual software is Louise, eBay.
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In recent years, Microsoft has developed and sold special augmented reality
glasses with interactive elements. Microsoft HoloLens (microsoft.com) achieves
the so-called “mixed reality” or “mixed reality”. MR—connects simultaneously
on one platform: people, objects and places taken from the physical and digital
world. In this case, we are talking about interaction based on a hologram, which
allows you to visualize scenes and processes with digital content as part of the
real world. Holograms respond to movements and gestures of both the partici-
pant and signals from the external environment. The platform allows you to in-
teract with content and information in a natural way.

According to the Gartner Institute (gartner.com, 2016), by 2020 the share of
autonomous software agents without human control used in economic transac-
tions will be 5 percent. It may be noted that such structures are present now, but
they are controlled by people. New autonomous software blocks will be used in
corporations, in the legal system and in business. Gradually, he will move to a
programmed, algorithmic economy, which will also require new models of fi-
nancial services. In the future, there will be new opportunities for banking, cur-
rency exchange, insurance and market changes. Currently, mobile companies,
social networks and various computer applications are constantly collecting data
for people, unaware of this, and are further used to develop intelligent software
systems to predict future behaviour. One of the ways to protect citizens is to
change the approach to the use of technology. Currently, people do not under-
stand the dark side of the platforms until they are involved in actions that lead to
personal and financial losses. We, as consumers, have more opportunities to
control the Internet and influence lifestyle. Today, platforms are limited to sev-
eral technologies, such as Amazon Alexa, Google Home, Apple Siri, but very
soon the data will attract us, such as television systems, cars, refrigerators, toys,
drones, and so on. As a result, the collected personal data can be used in intelli-
gent systems and algorithms that can manipulate the attention and behaviour of
the consumer in order to make a profit for the owners of web platforms. Now we
have control over the extent of the Internet impact of items, because they are
very poorly distributed as technologies. Experts advise people to think about the
negative aspects of technology right now, before it is too late. Our voice is our
experience is paramount. Otherwise, anti-utopian technologies will control our
life soon. Excessive reliance on Internet platforms as something good and posi-
tive causes people to ignore warning signals of danger.

From European perspective (ec.europa.eu, 2019) development of interactive
technologies provokes design of the new generation of internet devices. Interac-
tive technologies are at the center of developing a more human centric internet
and are highly important for the cultural and creative industries. Technologies
such as augmented and virtual reality are going to transform the ways in which
people interact and share information on the internet and beyond. This will im-
pact European industries ranging from the cultural to manufacturing, healthcare
to education and open many new business opportunities. To benefit from the

technological advances and the changes they bring to society, internet users will
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need improved information access and more natural ways to use these new

technologies. Speech and vision perception, wearable technologies, haptics, au-

dio and video rendering and even brain-computer interfaces will be used to de-

velop new interaction systems and improve user experience.

4. Information Problems and Issues

In the report from 2019, in the “Technology Review” (Giles, 2019) is analysed

five threats related to the development of new intelligent machines, which will be

discussed in more detail below.

Machines using Al can generate fake video and audio recordings. People can
hardly tell how they correspond to what is happening. It is possible, with the
help of false video from top managers of real companies, to provoke financial
crises, especially when it is assumed that the video of top executives has eco-
nomic problems. There are also “start-up projects” that offer software to de-
tect fake video files, but their effectiveness and practical applicability are
questionable

Loss of protection against Al threats: security companies are trying to use
artificial intelligence models to improve protection, but complex hacker at-
tacks try to spoil such approaches. On the one hand, Al can facilitate the
process of recognizing true noise signals, but on the other hand, such tech-
nologies in the hands of opponents can complicate attacks against business
security.

Hacking smart contracts. Intellectual contracts and related programs are
stored in the form of blockchain stricture, which, of course, can automati-
cally change the form of some digital assets depending on conditions. Such
contracts and contracts are widely used in business for both the transfer of
funds and the transfer of intellectual property rights and property. The
main problem of blockchain technologies is that the design is designed and
focused on full transparency. With this approach, the protection of data
associated with smart contracts is a serious problem, and some start-up
projects are oriented in this direction, offering software to protect such
systems.

Crack the code using the advantages of quantum computers. Soon, quantum
computing systems will have enormous computational capabilities in terms
of fast data and information processing. This will unimaginably violate the
traditional network and computer codes. Quantum machines are in the
process of being developed and improved, currently with limited capabilities,
and a similar threat will arise in a few years. Recent reports and recommen-
dations of professional expert groups on quantum electronic systems rec-
ommend switching to new models for programming and coding information
in order to be resistant to quantum computer risks.

Attacks from the computer cloud. A large business that stores data from
other small companies on its servers or in computer centers is always a super

task for professional hackers. Companies with cloud computing resources,

DOI: 10.4236/ajc.2019.73006

104 Advances in Journalism and Communication


https://doi.org/10.4236/ajc.2019.73006

R. Marinov

such as Amazon, Google and Microsoft, are investing huge cybersecurity re-
sources in their computer centres. The recommendations of the expert cen-
tres are to prepare enterprises in advance for such risks in the future in order
to more effectively protect them from new technological threats.

The neural networks imitate human behaviour and the nervous system in a
very specific way, and such networks are built up of several interconnected
“nodes” that process information. Like neurons, these specific computer points
receive information signals from neighbouring nodes, and then imitate their
own signals. Neural networks are trained to solve computer problems by ana-
lysing vast amounts of data, and now they are becoming an indispensable part of
artificial intelligent systems, speech recognition platforms, automatic translators
and self-guided vehicles. Neural networks, on the other hand, are also “black
box” systems, when they are trained once (considering that developers have
ideas about the data and the processes that they will process), their behaviour
can also be unpredictable In 2015 The Laboratory of computer science and Arti-
ficial intelligence at MIT has developed a special method for analysing processes
in the so-called “black box” of a neural network trained to recognize visual
scenes. Scientists present a fully automated version of the system. Today, neural
networks are organized in the form of layers, and the data from the lower layers
after processing are transmitted over the network.

Another publication (Wolchover, 2019) on the professional web site dedicated
to new wired technologies discusses the problem area in the neural network
known as the black box. Like the brain structure, deep neural networks have
several neural layers, some of which are artificial fictions as part of computer
memory. When neurons are activated, they send signals to the appropriate neu-
rons from the upper levels, in-depth training, network connections are amplified
or weakened, depending on the need to make the system more efficient when
receiving input signals. The neural network can then learn from thousands of
photographs or images stored in the system that help identify the object with
high accuracy. Of special cases, a magical leap to generalized concepts occurs,
and it transmits to the network additional power, like logical thinking typical of
a person, in this case it can even be said about the creative process and other
similar functions inherent in the intellect. Such structures are trained using a
procedure known as “information transfer”. The method can be used to analyse
the learning process and for larger neural networks. In practice, experts are faced
with a huge amount of information, and the problem is how to process the
data so that the extracted signals correspond to the tasks performed by the
network. From the theory of Shannon it is known that information has no re-
lation to semantics, but Naftali Tishby believes that this is not so with the
neural network. According to him, using information theory, the relevant in-
formation can be determined with great accuracy. In 2015, Nuga Slazovsky
hypothesizes that deep learning is based on the principle of “transmitting in-

formation,” which in practice means compressing the data that introduces
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noise into the system in order to preserve and preserve valuable information
for the task being performed.

On the site of european TV “euronews” in the recent years has about 307 pub-
lications, but many of them are very naive from professional point of view. For
example they pointed out about seven important principles (euronews.com, 2018)
(this is only European conception).

* Accuracy—knowing what happens to business algorithms and the implica-
tions for companies;

* Transparency—to be open to change, to publicly talk about your problems
and requires seven reliability, consistency, realism;

= Strategic approach—based on scenarios, presentation of the results of the
strategy implementation/being part of the community—important require-
ments/;

* Collaboration—to help decision makers and policy makers explain massive
changes.
We will also focus on some aspects of the impact of new technologies (faceto-
facedigital.com, 2018) on the media:
Accessibility: the technology allows you to transfer news and quality content
using mobile applications and smartphones, the reader can reach the material
much faster than with traditional means.
Use of social networks: today most of the media use active social networks
such as facebook, twitter and instagram.
Involvement: through social networks, traditional news sites seek feedback
and connect the reader with content. Comments help to improve the service of
people in the future and get more information about interesting materials;
Podcasting: the perfect way to stream audio programs, for example, using
phones and computers. People listening to podcasts are easily trained to pay at-
tention to discussions about politics, national issues and finances.
¢ Streaming: a new wave—puts the person at the centre of what is happening.
This is achieved through funds such as YouTube Live or Facebook Live.
Key areas for improving information domain:

* Mobility and ease transfer of media content;

* Stability—requirements as result of non-standard environment in difficult
problem situations;

* Flexibility/interchangeability—creating unified and hybrid web platforms;

* Simplicity—ease of technology application and software, minimal costs for
employee training and quick development;

* Accessibility—low costs when using technology.

5. Conclusion

The development of new technologies such as artificial intelligence, smart ma-
chines, deep learning, the formation of cyber-physical reality, automatic proc-

essing of huge data, interactive agents, the introduction of analytical and cloud
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resources, on the one hand, leads to accelerated development of business, media,
and society, but, on the other hand, there are new issues, risks to the people,
business and society that will require new types of professional skills and accel-
erated investments and innovations to protect the internet and network re-
sources. Undoubtedly it is the fact of the impact of new intellectual platforms on
the way people live and, on the development, and improvement of the media.
Technological developments are ahead of the pace of building competencies in
the web environment. In today’s world, information literacy and network com-
petence play an important role in the creation of one humanized media envi-

ronment.
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