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Abstract 

The article considers one of the new social phenomena that have arisen in society, and is 
currently changing everyday social practices, which are one of the integral parts of the new 
media - computer games. The problem of the study is conditioned by the fact that computer 
games are gaining popularity, while increasingly influencing players, changing their 
established way of life, behaviors, forming new styles of communication and attitude to the 
surrounding reality. The activation of interest in the process of everyday social practices 
arose due to the shift of value orientations in the structure of students’ lifestyle. The aim of 
the study is to analyze the impact of computer games on everyday social practices of 
students-gamers. The leading methods for the study of this problem is the interview 
method, which allows revealing more fully and multifaceted impact of computer games on 
everyday social practices of students-gamers. It was found that the main characteristics of 
the gamer are: the ability to appreciate the game; the ability to play a lot of fun, not to chase 
the game awards; to see in the games something of great importance; to know a lot about 
different games; to be able to play well and understand the game. It is shown that computer 
games do not generate subcultures, but only try to unite people and teach them to work 
together in a team. Gamers arrange events for any particular game they play. Such meetings 
are most often of a competitive nature. Students gamers note the following skills that they 
acquire through the games: meeting new people; learning English; improving 
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communication skills; interesting stories; historical moments; military Affairs (weapons, 
equipment, military battles, etc.); myths and legends of different world cultures. The 
practical significance lies in the fact that the data obtained in the work can be used in social 
psychology, age psychology, psychology of work, sociology, as well as for further theoretical 
development of this issue. 

Keywords: students, computer games, gamers, social practices 

 

INTRODUCTION 

For the new digital generation, computer games are becoming a part of everyday social reality. 
This kind of fact could not be left without due attention by researchers of different spheres of 
scientific activity. Many psychologists, cultural scientists, philosophers and sociologists are 
studying the impact of computer games on computer players (gamers), plunging into the 
investigated field deeper. The 2000s were the decade in which the changes affected not only 
our audience perception of games, but also how the gameplay itself was worked out. 
Multiplayer online games and access technology to them, providing a way to access the joint 
game over the Internet, pointed to the further trajectory of the games, where the game over 
the Internet has become a major focus. 

Over its forty-year history of computer games in recent years, they are gaining increasing 
popularity. First of all, this is due to the fact that in 2011 the USA government and the American 
national Foundation for the arts officially recognized computer games as an art form along with 
cinema, music, painting, literature, etc., and in many Western countries, eSports tournaments 
are held annually (Savchuk, 2014). 

Young people, mostly the audience of the gaming industry, are immersing in new virtual spaces, 
where there are their own norms and rules of conduct. The amount of research conducted in 
the field of studying the impact of computer games on young people, proves the importance 
and significance of this area of scientific interests. For example, psychologists say that the virtual 
computer world, which is mostly hostile to the player, provokes him to an aggressive 
confrontation with this world. Thus, games teach a gamer to model the behavior of attack and 
defense. At the same time for following these rules, the player receives bonuses and incentives 
from the game, which also serve as levers motivating to further gameplay (Borytko, 2002; 
Buglak, 2013; Cherdymova et al., 2019; Korneeva, 2004; Shlimovich, 1998). The impact of 
computer games on the everyday social practices of gamers is great. They become an integral 
part of the gamer’s life, which can transfer elements of the game model of behavior into real 
life. In order to understand who gamers are and what impact computer games can have on 
them, you need to first consider the concept of everyday social practices (Fomicheva, Shmelev 
& Burmistrov, 1991; Pleshakov & Namestnikov, 2013; Shapkin, 1999; Volkov, 1997). 

According to Zborovsky’s (2007) definition, social everyday practices are understood as the 
lifestyle, features and characteristic features of each person’s behavior, both in everyday life 
and in its specific situations. In continuation of this idea, Shugalsky (2012) writes that practices 
determine the way of thinking and behavior in accordance with the indicators of accessible and 
inaccessible (that for us and not for us), thereby forcing social actors to adapt to the present and 
future. 

It follows from this that social practices are fickle and changeable, thus becoming the subject of 
the study of social processes. Individuals, performing appropriate actions, are able to change 
and transform the social space around them. This applies to both long-term practices of behavior 
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and every day, habitual, ordinary actions that do not require explanation and often seem 
insignificant, ordinary or simply illogical (Butenko, 2001; Cherdymova et al., 2018; Dobrenkov & 
Kravchenko, 2001; Korbut, 2009; Reznick, 2008). 

For the emergence of any social practice, it is natural to have their own characteristics, based 
on the causes and prerequisites. We cannot always correctly predict the motives of the action, 
but we can always say that social practices are unique in their structure depending on the 
manner and implementation of their execution. 

Therefore, social practices can be social behavior based on everyday ordinary knowledge and 
have sacred, unconscious experience. Anthropological philosopher focuses on the fact that 
practice is the whole set of produced actions, but it is not noticed either because of 
unproblematic nature, or considering it an external manifestation of something hidden behind 
it - consciousness, thinking, cognitive processes, etc. (Wittgenstein, 1994). The problematic 
situation of practices in real life arises only when they are born based on new, non-standard 
situations. Usually, the subject of social processes acts out of habit, automatically, but if the 
subject of interaction somehow changes, it immediately becomes the object of human 
attention. 

Social practices in the sociological approach are revealed by three parameters: a set of accepted 
in the culture (traditional) ways of activity, skills of handling various objects; thinking or action 
out of habit, following the rule, behavior that has a ritual character; private social institutions 
(Boleskina, 2002; Cherevko, 2010; Gutman, 2009; Karpenko, 2005; Parking, 2015). Taking into 
account all the explanations of everyday practices, we conclude that any action committed by 
an individual in society, acquires the meaning of social. 

Social practices are a process of actions that is spatially and temporally contextual and ensures 
the unity of subjective and objective aspects (Alisov et al., 2018; Cherdymova et al., 2018, 2019; 
Sorokoumova et al., 2019). Therefore, if the social action is repeated repeatedly and has natural 
features, it receives a criterion and classification in the structure of habitus, acquiring the status 
of the usual, every day. Thus becoming a daily practice of social behavior. 

MATERIALS AND METHODS 

The focus of research has shifted to the students-gamers. The object was young people aged 18 
to 25 years. The decision to take for the object of study of respondents the student youth was 
due to the fact that this group has a socio-psychological maturity and the ability to analyze their 
activities more deeply and in more detail - in contrast to the adolescent. 

The criteria for the selection of respondents were:  

• Student youth; 

• Self-identification of the student himself as a computer player - gamer; 

• Frequency of stay in the game space (from daily to two or three times a week). 

Students have self-reflection, allowing them to analyze their actions and the results of decisions, 
including gameplay. 

The player’s weekly stay in the game space (from daily to twice a week) is able to tell us that 
computer games are an integral part of his/her daily reality and part of his/her lifestyle. 
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At the same time, casual games with which gamers can interact were excluded from the list of 
games. Casual computer games are gaming programs designed for an unlimited number of 
Internet users. These are simple games in their content and do not require special game 
mechanics. Casual games usually have a small size: from five to 50 MB, which allows them to be 
an application to the operating system of the computer or installed on the platform of social 
networks. These games are played on a case-by-case basis and include all sorts of game genres. 
We considered it necessary to exclude this type of games from the criteria for the selection of 
gamers, because these games are played on a case-by-case basis and their goal is the time waste. 
They do not involve large time-consuming. One of these games are games: Klondike, Checkers, 
Three in a row and many others. 

The games that gamers play are the complete opposite of casual. They include the plot, the 
heavy weight of the game program (sometimes-reaching up to 50 GB), due to the high 
requirements for gameplay, and high requirements for components of the computer. This 
applies to both single-player games and online (network) games. 

Research tasks: 

− To identify the degree of involvement of students-gamers in computer games. 

− To analyze the influence of social environment (reference groups) on the involvement of 
students in gaming. 

− To establish the impact of computer games on social skills and behavior models of students-
gamers? 

The study was conducted in four stages. 

The first stage was a theoretical acquaintance with the community of computer players. In 
addition, there was a need to compile a dictionary of terms, words and expressions most often 
used by gamers that helped the interviewer to better understand the respondents. 

At the second stage, an interview guide with computer players was compiled. This allowed us to 
expand our understanding of the students-gamers and the specifics of the subject we are 
studying. Based on these interviews, the tool for interviewing experts was adjusted. 

The third stage was the collection of primary information and its processing. 

The fourth and final stage was based on the interpretation of the data obtained in accordance 
with the objectives and to deduce based on them the results of our research. 

RESULTS 

During the interviewing of students-gamers, there were a number of problematic issues. First, 
it should be noted that there were difficulties in finding students as gamers. There was a slang 
barrier in the understanding of the Central term of the study - gamer. Potential respondents-
gamers do not call themselves by this term, using the more familiar to them the word computer 
player. Secondly, there is a slang barrier. Namely, the frequent use of terms that are intended 
for inside the game space. Although, despite this, during the interview, the number of such 
words and expressions, as a rule, was minimized by students. 

A completely new phenomenon for the researchers was the use by students of a number of 
slang words and expressions characteristic of the gamer’s vocabulary, as well as emphasizing 
their belonging to this community and enthusiasm for this type of activity, but not contributing 
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to a clear, specific and complete perception of the information received by the researchers. A 
favorable moment for the researchers was the presence of a positive attitude of respondents 
and experts to a given research topic. As it became known during the interview, students-gamers 
play both online and in single-player games, almost in equal degree. For this reason, it is almost 
impossible to determine which games affect gamers’ everyday social practices. Each of the 
gamers noted that he played computer games from daily stay up to 2-3 times a week: 
respondents reported that they played daily (7%); every other day (2%). 

At the same time, 13% of respondents, mainly those players who spend their time in the game 
world every day and partially every other day, claim that they can play for 3-4 hours in one day. 
Five percent of gamer students can spend five or more hours a day in the game space. Only 2% 
assured that they play no more than two hours a day, arguing their answer temporary by lack of 
time, but they play every day. It is impossible to become a gamer overnight. To understand that 
the game lover becomes a gamer, you can only after a few years. This is how students mark their 
age at which they started playing computer games - when they were 4-6 years old, or when they 
were in primary school. 

All respondents call themselves gamers, but the wording of the answers to the question “Who 
are gamers?” always were different. Therefore, it was possible that the main characteristics for 
the gamer are what he should: be able to appreciate the game; have a lot of fun to play, not to 
chase the game awards; see in the games something of great importance; know a lot about 
different games; be able to play well and understand the game. 

Students -gamers form both virtual and real communities. According to respondents, virtual 
communities are formed only based on online games. The means of communication in online 
games is a game chat and programs that support voice communication. Respondents note that, 
getting acquainted with other players in an online game, they have “a lot of friends in real and 
virtual life”, and the subject of conversation can be not only a discussion of the gameplay, but 
also any other topic that affects players: “we communicate absolutely on all topics that concern 
us, while spending time playing”; “Communicate every day, discuss: politics, society, music, 
series, events in each other’s life and of course the game.” 

Virtual space teaches gamers to be united and help each other in reality: “the Game is a game; 
I propose to open only to those who I really trust, and therefore meet. I communicate often, 
they became for me those who can listen and support morally, unlike a family”. As it turned out, 
computer games do not generate subcultures, but only try to unite people and teach them to 
work together in a team. Gamer students arrange activities for any particular game they play. 
Such meetings are most often of a competitive nature. Trying to expand the circle of 
communication in their interests through such activities. 

The gaming real community of gamer students is now beginning to develop more actively in real 
space. This is most often due to the removal of eSports to a more popular level in society. 

According to the information received from the students-gamers, communities break up 
because: the interest in the game is lost; not enough time in reality. There are many barriers for 
gamers to communicate in reality “…Everyone is busy with their own Affairs and concerns.” 
Students-gamers do not have enough communication, network games help players to get closer: 
“...I prefer to argue and discuss different topics, learn a lot, “feel that I am not alone” - helps to 
feel needed, meaningful, useful. Hobbies can affect a person, but not games.” 

https://doi.org/10.30935/cet.641753


 
CONTEMPORARY EDUCATIONAL TECHNOLOGY, 2020, 11(1), 11-19 
DOI: https://doi.org/10.30935/cet.641753 - TYPE: Research Article 

  16 
 

Through the Internet, it is easier to look for friends with the same interests: “Already directly in 
the game I’m looking for friends for myself, and if it’s nice to communicate with a person, you 
can meet him/her in reality.” 

At the same time, there is another aspect: “If you do not know how to communicate in reality, 
it does not mean that you will become a good interlocutor in the game. The game is a part of 
real life, it only requires less conditions.” 

Students gamers are attracted to computer games by the following aspects: the plot (history of 
the universe); the atmosphere in the game; interactivity; colorful characters; freedom of action; 
anonymity; openness; the acquisition of gaming experience; the ability to play other roles; 
interesting spending of time; interesting quests (in-game tasks); beautiful graphics; competition; 
possibility to learn to communicate. 

For most respondents, computer games are a means of recreation, pleasant pastime on a par 
with movies and books: “...rest from reality, they allow themselves to feel freer, more sociable, 
share with friends on the game their new experiences”. 

Almost all gamers have ever dreamed to learn how to create computer games (write scripts or 
music to them and study the simulation of virtual space): “of Course! I still do not cease to invent 
their characters, in the hope that someday the designers of gaming companies will notice them 
and buy the license to the right (enthusiastically and confidently). However, in the end, most 
concluded that “a long time ago, but later abandoned this idea” and it is not feasible desires. 
For gamers, this is only a dream, because they cannot find application in real life such skills and 
the lack of motivation affects. 

Only 53% of respondents from the entire sample confirmed that they used gaming slang outside 
the game space and quote characters. Of them, five used elements of attributes. It is worth 
noting that 85% of these students were girls: “Yes, I constantly quote phrases from games, 
gesture and copy their facial expressions, as well as elements of appearance and attributes. 

Computer games are not only a pleasant pastime for gamers, but also help to learn something 
new. Student gamers note the following skills that they acquire through the games: meeting 
new people; learning English; improving communication skills; know interesting stories; learn 
historical moments; learn military Affairs (weapons, equipment, military battles, etc.); know 
myths and legends of different world cultures. 

Seventy-five percent of gamer students noticed that computer games had a big impact on their 
daily routine. Only if you go to bed very late. Nevertheless, its change in attitude to real life 
noted only 12% of students, which again were girls. 

DISCUSSIONS 

We concluded that for a gamer student computer games become a part of everyday reality. The 
world of computer games is very large and diverse, forcing painstakingly, continuously to be 
acquainted with all the nuances, rules, and patterns of behavior. In addition, it takes quite a lot 
of time. Therefore, to become a gamer you need to get involved in games from an early age, 
when you have most of your free time. Only then, a person is aware of him/herself as a gamer, 
when his/her gameplay smoothly flows from the amount of time spent into the quality and skill 
of the game.  

Gamer enters into adult student life and he/she does not have as much time to devote to games 
as before. 
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Excessive enthusiasm for computer games at an early age sometimes contributes to the 
alienation of the gamer from the real social world, which can greatly disturb the parents, but at 
the same time, the parents themselves or close circle becomes the initiator of the child’s 
introduction to the gameplay. 

Often, the student-gamer can have enough emotions from communication in the gaming space 
because other invisible interlocutors share common interests. However, thanks to the common 
interest, these same virtual communities of gamers can become a very real practice when real 
tournaments are held for a certain game, or when players manage to find real communication, 
bypassing such important reasons as: the geographical remoteness of players from each other 
and the lack of free time. 

Computer games help students-gamers to learn to appreciate the friendship and support of 
friends, learn a lot and get away from the daily routine, feeling in a new, interesting role. 

Gamers often possible to distinguish on the game slang. However, this is not always the case, 
because in youth people are less trying to differ from other people in the same society. 

CONCLUSION 

The impact that computer games have on the everyday social practices of gamers, are reflected 
by the players themselves only if they began to get acquainted with the games in adolescence. 
Most of the respondents do not notice this, because they started playing from an early age (4-
10 years) and games have become part of their daily reality. Most often at the beginning of the 
game, they can greatly affect the novice player, especially at an early age. Gamers note that they 
are attracted to the colorful world of games, the ability to communicate freely, to try out 
another new role and become successful by winning the game or earning some insignia for your 
game character. 

Online games contribute to the manifestation of communication skills in reality. Participants of 
online games try to transfer their virtual communities from the game space to the real world. If 
the experts noted that the main reason for the emergence of gaming communities in reality is 
the reason for meeting with like-minded people in the game, the gamers themselves are placing 
more emphasis on the competitive aspect. 

Game-addiction is a major and particularly important negative consequence of gaming activities. 
The players have a substitute for the real world on the virtual with all its rules and regulations. 
All socialization comes to naught, because of what the players fall out of society as a person. 
Experts advise parents of such children to understand the reasons for their stay in the gaming 
space, and then understand what the virtual world is more attractive present. 

Student gamers note that computer games still have a positive impact on players, helping them 
to develop self-reflection, develop communication skills and master the speed of reaction. Of 
the negative experts, note the departure from reality or the manifestation of isolation, low 
sociability of gamers, as well as the narrow focus of their interests. Students-gamers see the 
negative consequences only in the lack of their personal time. 
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