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Influence of computer games virtual worlds on economic relations

O.V. Gubar

It is considered virtual worlds of computer games, where the current economic relations are
being formed concerning intangible benefits. The characteristic of the economy as a simulative
economic relation on the production, exchange, distribution and consumption of goods satisfying the
requirements of the virtual worlds of computer games. It is shown how to production and sale of
virtual goods for computer games change the socio-economic structure of society.
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