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B 1eHTpe BHUMaHUA CTaThbU — BIMSHUE TPAJUIIMOHHOM KYJIBTYPbI HA COLMAIBHBIH M 3HAKOBBIH ypOB-
HH COBPEMEHHBIX MOJIOJEKHBIX CYOKYIbTYp. TpaJuIMOHHAs COCTaBIIAIOIIAs BBIABISETCS HA IpUMe-
pe reiiMepckoro coobuiecta (coobuiecTsa JIFOOUTENeH KOMITBIOTEPHBIX Urp). K TpaanuuoHHbIM dJie-
MEHTaM OTHECEH OPUTHHAIBHBIH (OJBKIOPH3M CaMHX WIP B ONpPEACICHHOM >aHpe (Ha ypoBHE
XPOHOTONA, TepCoHaxeit), reiiMepckuii Gonbkiop (aHeknoT, Oaiika). TArOTEHHE K MO0 TPAJUIIHU-
OHHOTO yraJiplBacTCsl TaKXke M B CTPEMJICHHH IeiMepoB INOJPaXaTb YCIOBHOCTAM TpPaJUIMOHHBIX
00I1IECTB B XOJIE UTPHI.

The article focuses on the role of traditional culture in modern youth subcultures. A number of tradi-
tional constituents are found in gamers’ communities (fans of computer games). Among them there is
original folklorism (mythological setting, characters, etc.) of a certain game genre, fans’ folklore (an-
ecdotes, special narratives — bayka), gamers’ desire to emulate laws of traditional community in game
life (living in guilds).



