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Information revolution and creation of computer technologies - a major landmark in a life of mankind.
Computer technologies and a computer game promoted creation of subculture of gamers. This problematic
is still insufficiently covered in domestic sociology, as defines an urgency of a subject of research.

The community of gamers has difficult structure – hierarchy of statuses, clan division, etc.
Representatives of subculture are carriers special subculture consciousnesses, and have a number specific
socially – psychological and system (game) features.

Research of subculture of gamers and carrying out of the analysis of social, psychological, cultural
and system features of its typical representative, drawing up of « a social portrait ” gamer is necessary. For
creation of a social portrait of the gamer data of own research (come to computer club in day research –
sample has made questioning, continuous interrogation of all 100 persons, 56 men and 44 women, 12 years
are more senior) have been used. Date of carrying out of interrogation: from 09.01.05 till the Place of
carrying out: computer clubs: «Delta», «Kazantip», «Ti-Rex», «Trans-force».
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1 . .  // . 2002.  8. . 85.
2 . . :  // . 2001.  12. . 84.
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