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AHHOmauyus. JJaHHas cmameos noceésujeHa OMHOCUMeslbHO HO8OMY MePMUHY — U2pouKayuu, Komopolli NOABUICA 8
cospemMeHHOM Hay4yHOM csiogape 8 nociedHee decamunemue XXI eeka. Kak heHomeH coepemeHHOL Maccoeoli Kyse-
mypol, uzpogukayus coyemaem e ceb6e 31eMeHMbl U MEXHO02UU PA3TUYHbIX 2yMAHUMAPHbIX OUCYUNIUH: KY/lbmy-
posoauu, hunocogpuu, meopuu uzp, MapKemuHaa, coyuosio2uu. B 0aHHoli pabome pa36uparomcs ocCHo8Hble Hanpae-
JleHus uccnedoeaHuli peHoMeHa uzpoghuKkayuu 8 coepemMeHHOU Hay4YHoU lumepamype.
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Abstract. This reference dedicated to newish term - gamefication which appeared in modern scientific dictionary
in last decade of XXI century. Gamefication, such as phenomenon of contemporary mass culture includes elements
and technologies of differently humanitarian subjects: cultural research, philosophy, theory of games, marketing,
sociology. Basic areas of exploring by gamefication’s phenomenon in modern scientific literature take apart in this

project.

Fnoccapwia:

Buaeounrpbl — urpbl, onocpefoBaHHbIE KOMMbIOTEP-
HbIMW NPOrpamMmmamu;

BupTyanbHasa peanbHOCTb — peanbHOCTb, KOTopas
He CyLecTBYeT, HO AaeTcA NHAUBMAY B OLLYLLIEHUAX;

Wrpa — nponyKTVBHas AesTeslbHOCTb, MOTUB KOTO-
POl 3aKntoyaeTCA B CAaMOM NpoLecce, a He B pe3ybTaTe;

Wrpodukaums (nat. dukaumsa - pelnctene) -
MOAeNnMpoBaHNe  [eATENbHOCTM B PasfIMYHbIX

COLMOKYbTYPHbIX MPAKTMKaxX C UCMONb30BaHNEM TU-
MOBbIX 3/1IEMEHTOB UrPbl;

NHTepaKTUBHOCTb — HEKNTACCUYECKMIA TN B3aUMO-
OencTBrA peuunmeHTa ¢ apTedakTom, MOMyYMBLUNIA
pa3BuTMe Noj BO3[AeNCcTBMEM BUPTYanbHOW peanbHO-
CTW, ceTeBbIMM cnocobamu nepefauv nHdbopmaumu.

BmecTte ¢ guMHamuuyHO pasBMBalOWMMCA LUPpPO-
BbIM MHPOPMALMOHHBIM MPOCTPAHCTBOM, B Hauane
XXI B. U3MeHWNCA 1 CNeKTp Npobsiem, MpUBEKaOLL A
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BHVMMaHMe WCC/lefoBaTenen KynbTypbl B MepBYHO
oyepeab. OfHUM M3 TakUX HOBbIX ABIEHUN COBpe-
MEHHOWN [eNCTBUTENIbHOCTU CTana wurpodukauma
(TakXe cyLlecTByeT pPyCCKOA3bIYHbIA BapuaHT-KabKa
«reiMnduKaLmay).

Nrpodurkauma — cnoXxHbin npouecc opraHusauuu
WIPOBOro BUPTYaNIbHOMO NPOCTPAHCTBA, COYEeTaloWUNA
B cebe pasfiyHble 31eMEHTbI MCUXONOMNYECKUX, KYb-
TYPOSIOrNYECKNX U MAaPKETUHIOBbIX TexHonorui. C ee
NMOMOLLIbIO MOAEPATOPbI HaMAXKNBAOT 06PATHYIO CBA3b
C Nonb3oBaTesieM BHYTPU OMepaTMBHO 3aKPbITON CU-
CTeMbI Urpbl, C LieSTbio KOPPEKTMPOBKM €ro fencTaun. B
JanbHenwem npegnonaraeTca BO3MOXKHOCTb BIVAHUA
Ha NPUHATKE NONb30BaTeNIeM PeLLEHWI U BHE UTPOBO-
ro NPOCTPAHCTBa; OpraHM3auma nonb3oBaTenen B Co-
o6LecTBa U ynpasJieHne Ux feicTBMAMY B peasibHOM
MMpe 3a CYET UTPOBOrO CTUMYNMPOBaHUA (NonyyeHne
HOBbIX PAHIOB, UTPOBbIX 6OHYCOB, BKIIOUEHMSA B 6onee
PEeNTUHroBble KNaHbl 1 T.4.), BNIOTb AO OpraHu3auumn
B 00LLIEeCTBEHHO-NONTUYECKIME ABUXKEHWA U NAPTUN.

Cnepyet 06paTUTb BHMMaHME Ha KOHLUeENTyanbHoe
oTAnumne nrpodurKaymm ot NOHNMAHNA UrPbl B Tpaau-
LIMOHHOWM KynbType. B Knaccnueckon pabote MoxaHa
XensnHra «Homo ludens» [3] urpa TpakTyeTca Kak
«HeKoe MOBefieHNe, OCYLLECTBIAEMOE B OMpefeneH-
HbIX rPaHMLaX MecTa, BpeMeHW, CMbICIA, 3pMMO Yno-
pAfoYEeHHOe, MpoTeKalollee CornacHo JoOPOBONBHO
NPUHATBIM MpaBuiam 1 BHe cdepbl MaTepuranbHoW
nonb3bl UM Heobxoaumoctu». C nosvumm nurpodu-
KauumM OCHOBHbIMU MPU3HAKaMU CTaHOBATCA Heobxo-
OVIMOCTb [OCTVPKEHUA OMPefeneHHoro cTaTyca, gato-
Lero BnacTb, U MOMyYeHne BO3MOXHOCTM JOCTYMa K
«CKPbITbIM» YPOBHAM, 38 KOTOPbIMM /1A MOJib30BaTe-
NA KPOWTCA AonosHUTeNbHble 6nara. Mnntoctpauuei
3TOr0 MOXET C/YXXWUTb NpuUMep Nnepexofa u3 BUPTY-
anbHoro npoctpaHctea urpbl «World of Tanks» B pe-
anbHbIA MUP BOWHBbI, KOTOPbIN HefAaBHO Obln ONMCaH B
cTaTbe AHTOHa OnenHnkoBa «Poccna n YKkpanHa: Urpbl
naTpuoTOB» [2], rAe OH OTMEYAET UTO «apXUTEKTOPOB
MOCTa 13 BUPTYasibHOrO M1pa B peasibHbIll NHTEpeCy-
I0T He fieHbr ... VIX nHTepecyeT BnacTb».

N3yueHnsa peHomeHa nrpodukaymm cnegyet Bectu
B KOHTEKCTE KOHLEMLMW «KYNTbTYPHbIX UCCNIeOBaHNNY
6pUTAHCKOro coumonora KymnbTypbl U MacCOBbIX KOM-
MyHuKaum CrioapTta Xonna [4] n ero nocnepgosatenen,
rae rinaBHoe BHMMaHVe OTBOANTCA NCCNef0BaHUAM OT-
HOLLEHWI KyNbTYPbl Y BNACTU B paMKaX BCEBO3MOXHbIX
MEXANCLMMIMHAPHbIX OUCKYPCOB. B pamKax gaHHoro
noaxofa pPaccMaTpuBalOTCA [EMONUTU3NPOBAHHbIE,
Ha MNepBbIA B3rNAA4, ABNEHMA MOBCEAHEBHOW MAcCO-
BOW KYNbTYpbl (KOTOPbIMU ABAAIOTCA U KOMMNbIOTEP-
Hble MHOrOMNoIb30BaTeNbCKMe OH-NaliH UrPbl) C Liefblo

«BO3MOKHOIO BbIABJIEHMA CKPbLITOrO MONUTUYECKOTO
XapaKktepa uiv KoOHGUINKTa».

OTnpaBHOW TOYKOWM 3apoXxAeHua wurpoduxkauun
cTouT cumtatb nepuog 1999-2000 rr., Korga MosABU-
NUCb NepBble NpeuefeHTbl MO MNPOAaXKe MWrpoBbIX
anemeHToB oHManH urp Ultima Online n Ever Quest
BHE UIrPOBOV Cpefbl Ha BUPTYasibHON TOProBon Mno-
wapke eBay [5]. 5TO cTano KA4YEBbIM MOMEHTOM B
onpegeneHun Urpodukaumm, Kak HOBON MexXaHUKM
B3aVMIMOAENCTBNA MeXAy WrpokaMu BHE BUPTYasb-
HOW cpefbl, U NPVBMIEKNO BHUMaHUe CrneunanncToB v
YUEeHbIX U3 PasfinuHbIX obnacTei rymaHUTapHbIX 3Ha-
Hun. Cam TepMUH 6bln NPeaIoXKeH HECKONTbKUMU ro-
JaMU NO3XKe NPorpaMMKUCTOM 1 Kpuntonorom Hukom
Mennunrom (Nick Pelling) ana HayuHoro onwvcaHwA
XapaKTEPUCTMK NepCOHakel PasfnyHbIX BUOEOUTP U
nosgHee pacliMpeH ameprKaHCKUM MapKeTONorom u
nccnegoBaTeieM MAcCoBbIX KOMMYHUKauui leinibom
3nxepmaHHoM (Gabe Zichermann), B pabote «Game-
Based Marketing: Inspire Customer Loyalty Through
Rewards, Challenges, and Contests», n3gaHHon B co-
aBTOpcTBe ¢ [xocenvH JinHg (Joselin Linder).

B panbHeliwem Ha pa3Butre peHomeHa nrpodrka-
LUun oKasasno BAusHMe BGypHoe pa3BUTUE PbIHOYHOMO
cermeHTa 6ecnnaTHbIX MHOFOMO/b30BaTE/IbCKUX KOM-
MbIOTEPHBIX OHJMIANH UFP, OCHOBAHHbIX Ha JOOPOBOSIb-
HOM MOXKepPTBOBaHWM CPeAcTB urpokamu. B onpege-
NEHHBI MOMEHT pa3paboTurkam CTasio OYEBUAHO, YTO
OAHVIMY TONbKO BOHYCaMM 3a exkeJHEBHOE NoceLleHne
Urpbl He NONYYMTCA yaepKaTb NONb30BaTeNA, U YK TeM
6osiee He ygacTcA 3acTaBUTb €ro ornJiaunBaTb AOMOI-
HUTENbHbIN Urposol GyHKuUmoHan. C apyrow cTopo-
Hbl, CaMM MONb30BaTeNN CTaf OPraHM3OBbIBAaTbCA B
OTAeNbHble COObLeCTBa-KOMbIOHUTY, obneryaa cebe
Urpy 3a CYET KOMaHAHbIX AENCTBUIN 1 GOpMMPOBaHNUA
obLeln cTpaTernm OCTUXKEHWSA B3aMIMOBbIFOAHO AJ1s
BCEX UIPOKOB Lienu. 3To, B CBOI o4vepesb, MOTUBUPO-
Baso pPa3paboTUMKOB MOCTOAHHO YCNOXKHATb UFPOBOA
npouecc, BHeApATb OOMONHUTENbHbIA GYHKLMWOHAN,
KoTopbIln elle 6onee «npuBA3bIBa» Obl Nonb3oBaTe-
nem K urpe. Mpwu 3Tom, C No3nLuin urpodukaLmm, ctana
npuYopuUTETHON BbipaboTKa cTpaTerum, Kotopas obl no-
3BOJIANIA TaKMM 06Pa30M BbICTPOUTb CTUMYSIMPOBaHNE
YUYaCTHVKOB Mrpbl, YTOObI HAKTO He oLlyLian cebs Bbin-
rPaBLUUM U MPOUTPaBLLVM OKOHYATENbHO.

B nocnepHee BpemA noABuicA Lenbln pag uccne-
[JOBaHWI, NOCBALEHHbIX Npobnemam urpodurKaumm,
paccmMaTpUBaIOLMX 3TO ABJIEHUE C Pa3fIMYHbIX TOYEK
3peHus, MbITalWMXCA ONpeaennTb ero Mecto B CO-
BPEMEHHOM MMWpPEe U CTEMEHb BAMAHWUA Ha pasfnd-
Hble COoLManbHble N SKOHOMUYECKMe acreKTbl CoBpe-
MEHHOWN [eNCcTBUTEeNIbHOCTU. BbonbWWHCTBO paborT,
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NOCBALEHHbIX UFPODUKLNN, MOXHO CrpynnupoBaTtb
Mo YeTblpeM OCHOBHbIM HamnpaBieHUAM unu 6rnokam:

- pa3paboTky No pPasanNYHOMY WUIPOBOMY CTUMY-
NINPOBAHMNIO NEPCOHaNa COTPYAHNKOB KOMMEPUECKMX
opraHusauui n dpupm;

— aHanu3 pasfinyYHbIX MAPKETUHIOBbIX XO4OB MO Mo-
BbILUEHMIO IOANIBHOCTY 1 BOBNEYEHHOCTM NOTpebuTe-
nemn B NPOAYKT;

- MCMNonb3oBaHMe MeTOAOB
ob6pazoBaHUY;

- nccnefoBaHvA, NOCBALEHHbIE HEMOCPEACTBEHHO
NTrPOBOW Cpefie MHOrOMob30BaTe/IbCKUX KOMMbIOTEP-
HbIX OH-NaNH urp.

N3 paboT, NOCBALWEHHbIX Pa3NNYHBIM CMOCO-
6am MrpoBOro CTUMYNMPOBAHMA MepcoHana ¢upm,
OTAENIbHO CTOMT OTMeTUTb cTatbu [lysmHonm H.B.
«MexpayHapogaHblii onbIT reimudmrkaymm HR poccuin-
CKUX opraHu3aunm» n Yupaesa B.[. «fenmudunkaums
Kak cnoco6 MOoTMBaUMW», a TaKXe 3anagHblX ucce-
poBatenen Fernandez F. «Gamification and corporate
wellness: new opportunities for HR» n Beresford T.
«Gamify you team - 10 essential tips for Gamification
in HR». B 3Tux paboTax paccmaTpuBaloTcA MeTOANKN
NOBbILIEHNA Y COTPYAHWKOB JIOASIBHOCTY K KOMMaHWK,
BOBJIEYUEHHOCTN B Pa3paboTKy HOBbIX MPOAYKTOB U
CNOCOBHOCTM K MHHOBALMIOHHOMY MbILUSIEHWIO.

YMeHue KpeaTUBHO 1 HeCTaHAAPTHO MbIC/IUTL CTa-
HOBUTCA KJTIOYEBbIM MOKa3aTesieM B oLlleHKe 3bdeKTmB-
HOCTW BCEV KOMMaHNN B pamMKax BeLeH/NA Pa3inyHbIX
6U3HeC-NpPoLeccoB. A B HEKOTOPbIX OTpacsifAx, Npexae
BCEro CBA3aHHbIX C MHOOPMALMOHHBIMU U TENIEKOM-
MYHUKaLNOHHbIMY TEXHONOMNAMU, ABNAETCA 6a30BbIM
B OLleHKe npu noabope nepcoHasa 1 ckasbiBaeTcs Ha
JanbHenwen KanuTtanmsauum ¢brupmbl. B Taknx komna-
HUAX, Kak Mail.ru Group 1 iHgekc o6opyaoBaHbl Lesible
NrpOBble 3TaXM 1 30HbI B 0pucax, He TONbKO C Liefbio
LEMOHCTPALUN N TECTUPOBAHMA PA3fINYHbBIX NPOAYK-
TOB KOMMaHWK, HO 1 B 06yyatoWwmnx Lensax ana cotpya-
HUKOB, HE CBAI3aHHbIX HEMoCPeACTBEHHO C UIPOBbIMY
pa3paboTkamu.

B MapkeTuHre npu nomoLm urpodpukaumm mnccne-
[oBaTeny CTPeMATCA BblAeNUTb Pa3finyHble Nprembl
Nno CTUMYNMPOBAHMIO NMOTPEOUTENBCKON aKTUBHOCTHN,
Korga npeumyLecTsa Toro Uian MHOro NpoayKTa pac-
KpbIBalOTCA MO AOCTUMKEHUIO ONpPeaesieHHOro CTaTyca,
nnbo JocTyn K MPOAYKTY YYaCTHWK COpPeBHOBaHWI
nonyyaet B oOMeH Ha «rofesHble AeNcTBUA» B 06-
e roHke 3a nosblleHMA Ko3dduLreHTa KOHBep-
Taumun. Takne MHTEpPeECHble MHHOBALMOHHbIE MpPUEeMbI
Nno MNPOABMXEHNIO TOBAPHbIX MJOWAA0K B COLManb-
Hol cetn Facebook paccmatpuBaet lein6 3vkemaHH
(Gabe Zichermann) B cBoeln ouepefgHoW cTaTbe,

urpodukauum B

nocBsAweHHON urpodpukauum «6 Ways to Gamify Your
Facebook Marketing».

CoumarnbHble ceTv JaBHO BOLUMW B HaLLY XW3Hb, NO-
CTeneHHO CTaHOBACb 3deKTUBHOM MNNOLWAAKoON AanA
NPOABUXEHNA Pa3NNYHbI MPOAYKTOB 1 YCNIYr. 9TO Npu-
BENO K BO3HUKHOBEHMIO HOBOW npodeccnn — cneym-
anucta B obnactn SMM (Social media marketing), Ko-
TOpbI pa3pabaTbiBaeT CTpaTervio npeacraBaeHns
opraHv3aumn B COUManbHbIX CETAX, YNPaBAAET B HUX
MHGOPMALIMOHHBIMI aKTMBaMK OpraHu3auuMmM u BHe-
ApAeT pasfiMyHble MeTOAUKMN MO MPUBAEYEHUIO BHU-
MaHMA K NPOAYKTY Y Pas3fInyHbIX C/I0EB ayaUTOPUK.

Bo Bcem MHOroobpasunm MHPOpPMaLMOHHbIX U pe-
KNaMHbIX XOZ0B, KOTOpble CTafn JOCTYMHbI cCneuunanm-
ctaM PR n mapKeTuHra, Bce, 4To CBA3aHHO C BO3MOXHO-
cTaMu urpodukalmm, CTaHeT B 6nvkariwem oyayuwiem
Hanbonee MHTEPECHbIM NONEM MHHOBALMOHHbIX Pas-
paboToK. BoBneueHve B Urpy, KOTOpoe 3a4yacTtyto 6bl-
BaeT HEOCO3HaHHbIM, JaeT BO3MOXXHOCTb He3aMeTHO
ANA CamMoro KiveHTa cobpaTb nogpobHyto nHpopma-
LMo O ero NpeanoyTEHMAX U BKyCax AnA AanbHelwe-
ro TOYEYHOro MPeAsIoXKeHNA B COOTBETCTBUN C €ro no-
TPeOHOCTAMY U MHTEPECaMMU.

Cellyac Takme pa3paboTKM HauMHalT aKTVBHO
BXOAWTb B Hally »KW3Hb, B [AHHOW CTaTbe OTMETUM
HEeCKONbKO MHTEPECHbIX XOA0B MO MPOABUXKEHMIO Ye-
pe3 urpy Angry Birds Friends cneuvanbHon Bepcun
urpbl ona coumanbHbix cetelr Facebook n Angry Birds
Google+. Tak, B cBoe BpeMs aMepurKaHCKaa NaHK-pokK
rpynna Green Day 3aka3ana Lesnblii SN1304, NOCBALLEeH-
HbIA COOCTBEHHOMY TBOPYECTBY, rfie pasHble YPOBHMU
OTCbINaNM K M3BECTHbIM NECHAM Fpynbl, Cpen KOTo-
pbix 6bi1a «Heart like a Hand Grenade» («Ceppue Kak
PyuHana lpaHaTa»), a cama akuua 6bina npuypoyeHa K
BbINYCKY HOBOrO CMHIMa rpynnbl «{Unol».

NHTepecHbiM npoekTom Angry Birds Friends B co-
LManbHbIX CETAX CTana akuuWdA, NOCBALEeHHaA nams-
™ QOpenan MepKblopK, COCTOABLUAACA B CeHTAGpe
2012 ropa, B AeHb poxkaeHusa aptucta. O6pas Qapyxa
byncapbl (Dpepgan Mepkbiopn) MO 3aMbIC/ly €ro gpy-
3eii no rpynne bpaaHa Masa n Pogkepa Teinopa, 6bin
BOTMJIOLLEH B BMAE KENTOM NTULbI C KOPOHOW, ycaMu 1
B Malike. Becb aBTOpCKUi c6op OT Npofax 3Toi Bep-
cum vrpbl Obin HanpasneH B agpec 6naroTBopuTesb-
Horo ¢oHAaa “Mercury Phoenix Trust”, 3aHnmatowwerocs
nomoLibto firogam, 6onbHbiM CMAOom.

Ewe ogHo HanpaBneHuve, BKAOYaloLee npakTuye-
CKue npuembl urpodukaumy, Kotopoe Heob6XOANMO
OTMETUTb, 3TO pa3paboTka pasNnyHbIX ObyyaroLmx
nporpamm Ansa CTyAEHTOB U LWKOJbHMKOB. Kak oTme-
YyaeT B cBoel cTatbe MakapoBa A.C.. «Jltogn no6aT
urpatb. Bo Bce BpemeHa, B nobom Bospacte. Yepes

@




COLUMATbHO-MCUXONOTMYECKIE MPOBJIEMbI B CTTOPTE V1 QU3NYECKOW KYJIbTYPE

N°2 (41) 2016

Urpbl MPOMCXOAUT ObyyeHWe U coumanusaumsa nmny-
HOCTM, UrPbl BbIABNAIT 1 PA3BUBAIOT OnpefesieHHble
yepTbl XapakTepa, NMO3BOMAIOT paccnabuTbca M pas-
Bneubcs. Urpa — ectectBeHHbIN cnocob B3aumopei-
CTBUA YesioBEKa C OKPYXKaloLMM MUPOM 1 Hacensio-
LWKMM ero counymom» [2].

O6yueHue B nrpe — oguH 13 3pPeKTUBHBIX CNOCO-
60B nepepaum HOBOW MHOOPMALMM LIKOAbHUKAM U
cTyneHTam. [ocnegHee fecaTnneTre POQUTENN U Yun-
TeNA CTONKHYANCH C NPO6IEMON «TEXHONOMMYECKOTO»

JNlnutepartypa:

pa3pblBa B MOHUMaHMM MU Npo6siemM NogpacTatoLLero
nokoneHus. BoBneuyeHHble B BUPTYyanbHOE NPOCTPaH-
CTBO UrPbl AETU HAUMHAIOT UMEHHO Yepe3 HUX NoCTU-
ratb MHPopmauuio 06 OKpyKalolleih AeNCTBUTENb-
HocTu. Mo MHeHuIO uccrnepoBaTenen, urpodpukaumsa
MOXKET NPeAOCTaBUTb BO3MOXHOCTb cAenaTb urpy ob-
yuatoLen, pa3BuUTb TBOPYECKUA NOTEHLMAN pPebeHKa,
MPOBECTN MNEePBUYHYIO COLMaNM3aLmio B BUPTYasibHOe
NPOCTPaHCTBO 1 CoLMasnbHble CeTH, BblpaboTaTb HaBbl-
K1 ceTeBoro oobuieHus.
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