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[lenp aumimomMHONW paboOTHI: JI0Ka3aTh, YTO BHUPTYyaJbHBIE COOOIIECTBA
MO>XHO paccMaTpuBaThb C TOYKM 3pPEHUS COLMAIBHOIO HWHCTUTYTA, MPOBECTH
UCCIIEIOBAaHNE KamuTalla YYaCTHUKOB BHPTYalbHOro coodmectBa. OO0beKTOM
JTUTUIOMHON paboThI SBISIOTCA BUPTyalbHbIE cooOriecTBa. [Ipeaqmer nurioMHoON
paboThl: BUPTYyaJbHbIE COOOIIECTBA KAaK COL[UATbHBIA HHCTUTYT.

B nanHOI qUIIIOMHOM paboTe pacCMOTPEHbI Pa3HOBUIHOCTH BUPTYaIbHBIX
COOOIIECTB, UCTOPHSI UX CTAHOBIICHUS, a TAK e MPOBEJAEHO UCCIEA0BAHUE KAalTUTOB
YYaCTHUKOB BUPTYaJIbHBIX COOOIIECTB.

Pe3ynbraToM naHHOM palOThI SIBJISIETCA aHANIU3 (pP€)KOHIENTyaIU3alus
BUPTYJIbHBIX COOOIIECTB U MOJTYYEHHBIE JaHHBIE OT MPOBEAEHHOTO UCCIEAOBAHUS:
COLIMAJIBHBI KanmuTal KaK OCHOBHOM HCTOYHMK COLMAJIBHOTO CTaryca B
BUPTYAJIbHOM COOOIIECTBE.

3HaYUMOCTh padOTHI 3aKIKOYAETCS B TOM, YTO OHA PACCMATPUBAET HOBOE
SBJICHHE, MTOSIBUBILIEECS B benapycu TOJIBKO B MOCHEIHHUE ECATH JIET.
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The purpose of the thesis: to prove that virtual communities can be viewed
from the point of view of a social institution, to conduct a study of the capital of
participants in the virtual community. The subject of the thesis is virtual
communities. The subject of the thesis: virtual communities as a social institution.

In this thesis, the types of virtual communities, the history of their formation,
and a study of the capital of participants in virtual communities are examined.

The result of this work is the analysis of virtual communities
conceptualization and the obtained data from the conducted research: social capital
as the main source of social status in a virtual community.

The significance of the work lies in the fact that she is considering a new
phenomenon, which appeared in Belarus only in the last ten years.



