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PE®EPAT

Ctpykrypa m o0bem. OOmmii o0beM pabOTBI — 73 MaNTHHOMHUCHBIC
CTpPaHMIIBI, CHUCOK MCIIOJIb30BaHHBIX UCTOYHUKOB BKIIIOYAET 56 HANMEHOBAHHM.

KiroueBble cJjioBa: TeiiMepbl, TE€AMEPCKUM CIIEHT, COILMOJIEKT TI'E€HMEPOB,
CTPYKTYPHBIN acleKT, PYHKIIMOHAIbHBINA aCMEKT.

OO0beKT wuCCIEeNOBaHHUS — COUMAIbHBIA [MAJEKT TIeAMEpPOB M HUIPOBOE
KOMBIOHUTH (COOOIIECTBO).

IIpeamer uccineqoBaHus — 3aMMCTBOBaHHAs JIEKCUKA B COL[MOJIEKTE TEHMEPOB.

Iesp ucciienoBaHUs — OMMUCATh JEKCUKY F€MMEPOB KaK JIMHIBOKYJIBTYPHBIM
(heHOMEH.

MeTtoabl HMCC/IeI0BAHMS: TUIIOTETUKO-ACIYKTUBHBIM METOJ, BKJIHOYAIOLINN
cOoop (hakTHUECKOro MaTepuayia, BKIIOUEHHOE HAOIIOJICHUE pPeaTbHbIX KOMMYHHU-
KaTUBHBIX aKTOB B T€MMEPCKOM COOOIIECTBE, OMPOC CPEIU MOJIb30BATEICH CeTU
WHTEpHET, 0000IIeHNEe MaTepralia ¢ TIOMOIIBIO UHIYKIIMH, TIOCTPOCHUE THUIIOTE3bI
U ee MPOBEPKY.

Pe3yabTathl nccienoBanus. beuta 1aHa xapakTepUCTHKAa FedMepCKOTO Co-
oO1iecTBa, 0c000€ BHUMaHUE YIEJICHO CAaMOHOMMHAIIMKM WTPOKOB. BBISIBIEHBI U
onucaHbl 4 TEHACHUMUU CO3JAaHUA UTPOKAMH HUKHEWMOB. BbUIM paccMOTpEHbI Hr-
pBI, KOTOpBhIE OKa3bIBAIOT HAWOOJbIIEEe BIUSHUE Ha KyJIbTypy reiimepoB. Hamwu
BbIJICJICHBI (DYHKIIMUA HMCIIOJIb30BAHUSI €IMHUI] COIMOJIEKTa B KOMMYHUKATHBHBIX
aKTaxX reiMepoB U B XyJ0KECTBEHHBIX ITPOU3BEICHUSX.

IIpakTnyeckasi 3Ha4UMOCTb padoThl. Marepuansl U pe3ysbTaThl UCCIIEIO0-
BaHUSI MOTYT OBITh MCIOJB30BAHBI MPH XAPAaKTEPUCTUKE COIMOJIEKTa TeHMEpOB,
pu 4TE€HUU KypcoB «COBpEMEHHBIN PYCCKUU S3bIK» U «BBeleHue B A3bIKO3HA-
HHUe», K COIUOJIMHT BUCTHUKAY).



PODEPAT

Ctpykrypa i a6'ém. ArynbHbl a0'éM mpanbl - 73 MalIbIHAMICHBIA CTapOHKI,
CIIIC BBIKApBICTAHBIX KPBIHII YKIIOYae 56 HallMeHHSY .

KawuaBbisi cj10BbI: TeliMepbl, T'e€MEpCKl CJIPHT, CalbIJIeKT Teiimepay,
CTPYKTYPHBI aCIIEeKT, (PYHKIIbISTHAIbHBI ACIIEKT.

AO'eKT naciemaBaHHS — CalbIIIBHBI ABIUICKT TeiMepay 1 iX kaMm'toHimi (Cy-
MOJILHACIIB).

IIpagMeT nacnenaBaHHs — 3ama3blyaHasi JEKCika ¥ calblsieKile reimepay.

MbTa nacienaBaHHs — armicallb JEKCIKy reimepay sk JIHIBaKyJIbTYpHBI (e-
HOMEH.

MeTaabl gacieqaBaHHS: TIMATITHIKA-IPAYKTBIVHBI METal, SKi YKiIrodae 300p
(hakThIUHAra MaTAPBISTY, YKIIOUYaHAe Ha3ipaHHE PAaJbHBIX KaMYHIKATHIYHBIX aK-
Tay y TelMepckall CyNoJjbHACIl, AanbITAHHE CAPOJ KapbICTAIbHIKAY CETKI
«IHTIpHATY, abaryJbHEHHE MATIPBISUTY 3 JarnaMorail 1HAyKIbl, mnadyaoBa
TIMOTA3HI 1 5I€ IPABEPKY.

BoiHik gaciienaBanHs. bena naa3eHa xapakTapbICTbIKa FeMMEPCKal CyMNoJib-
Hacll, aca0iiBas yBara Ha/a/l3eHa caMaHaMIHallbll TYJIbIOY. BbIAYIeHBI 1 amicanbl
YaThIPhl TAHJPHIIBII CTBAPIHHSA TYyJbIaMi HIKHAWMaY. Bbull pasriiekanbl TyJIbHI,
AKisl aKa3Barollb HaWOOJIBIIBI YIUIBIY Ha KyJIbTypy reiimepay. Hami BbuTydaHbl
(yHKLBI BBIKAPBICTAHHS aJ31HAK CAlbISUIEKTa ¥ KAMYHIKATBIYHBIX aKTax reimepay
1 TaKcaMa ¥ MacTalKiX TBOpax.

IpakThIyHasi 3HAYHACIHb NMpanbl. MaT3phIsiIbl 1 BRIHIKI JaciielaBaHHS MO-
T'YIlb OBIIlb BBIKAPBICTAHBI MPbI XapaKTaPBICTHIIBI CAIlbIsIIEKTa reiiMepay, mpbl Ybl-
TaHHI Kypcay «CyuacHas pyckas MOBa» 1 «YBOJ3iHBI ¥ MoBa3HaycTBa», «Ca-
LBISUTIHTBICTRIKAY.



ABSTRACT

Structure and volume. The total volume of the work is 72 typewritten pag-
es, the list of sources used includes 56 titles.

Keywords: gamers, gamer’s slang, sociolect of gamers, structural aspect,
functional aspect.

The object of research is the social dialect of gamers and the gaming commu-
nity.

The subject of the study is the group of loan-words in the sociolect of gamers.

The aim of the study is description of gamers' vocabulary as a linguocultural
phenomenon.

Research methods: a hypothetical-deductive method that includes the collec-
tion of the factual material, the included observation of real-life communicative
acts in the gaming community, a survey among Internet users, the generalization of
the material by induction method, the construction of a hypothesis and its verifica-
tion.

The results of the study. The characteristic of the gaming community was
given, special attention was paid to the self-nomination of players. 4 trends in the
creation of nicknames by players were identified and described. The games that
have the greatest impact on the culture of gamers were considered. We have identi-
fied the functions of using sociolect units in the communicative acts of gamers and
in works of art.

Practical significance of the work. The materials and results of the study can
be used to characterize the sociolect of gamers, when reading the courses "Modern
Russian language™ and "Introduction to Linguistics", "Sociolinguistics".



