HanuoHaabHBIN ICHX0JIOTHYECKHI XKypHAI Ne 1(33) 2019 [ Memguancuxomnorus |
National Psychological Journal 2019, 12(1)
http://npsyj.ru

OpuruHanbHas ctatba / Original Article YK 159.923+316.6.
doi: 10.11621/npj.2019.0111

[ eiMurKaLs TeNeBn3NOHHOTO
NPOMOJNCKypca: Npobsiema MaHUnynaLmm
MaCCOBbIM CO3HAHWEM ayAUTOPUN

J1.E. ManbirnHa

MIY umenn M.B. lomorocosa Mocksa, Poccua
Moctynuna 18 okTtabpa 2018 / MpwuHATa K nybamkaumum: 5 mapta 2019

Gamification of promotional discourse practices on TV:
the problem of influencing mass consciousness of the audience

Lidia E. Malygina
Lomonosov Moscow State University, Moscow, Russia
Received October 18,2018 / Accepted for publication: March 5, 2019

AKTYanbHOCTb (KOHTEKCT) TeMATUKU CTaTbU. B CTaTbe NOAHNUMAETCA aKTyaNbHad Npobrema MaHunynALMI MaccoBbIM CO3HaHIUEM ayauTOpUi. TpaAULIMOHHO 3Ta
Npobnema paccMaTpuBanach Kak MonbiTka NpeacTaBUTb PeKNAMUPOBAHNE TENEBU3NOHHOTO NPOAYKTA NOA BUAOM UHOOPMUPOBAHUA, HO B BEK LINOPOBbIX TeXHOMOWii
HabniofAeTCA CTpemMAeHIe NpeCTaBUTb NPOABIXEHME (DeKNamMIPOBaHIE) TENEBU3UOHHOTO KOHTEHTA Kak Urpy. OLHAKO <HEUrpoBble» LN UHCTUTYLIIA, KOTOpble CTOAT
3 BIACOUTPaMY U UTPAMK B aNlbTEPHATIUBHON PeanbHOCTH, MOTYT ObiTb CKPbITbIMI OT UTPOKOB U MMETb KOPbICTHBIN XapakTep.

Lenb Vccnenoatue nocBALLEHO BIBNEHIIO 1 ONMCAHUIO NPEUMYLLECTB U HEIOCTATKOB MCMONb30BAHWA TeiMUOUKALIMN B TeNeBU3MOHHOM NPOMOANCKYPCe. ABTOD
PACcCMATpUBAET NPUMEPbI UCMONb30BAHNA UTP B ANbTEPHATUBHOI PEANbHOCTH, @ Take MHOTOM0Nb30BATENbCKYX OHAAIH-UTP B PeantbHOM BpeMeH! B LeNAX MpuBneyeHua
BHUMaHWA 3puTeneil K GunbMam 1 TeneBU3UOHHbIM Cepianam, aHanu3npyeT NPUYMHbI YCNEXOB U Heyaau MofoOHbIX NPOEKTOB B CMEXHbIX 00M1ACTAX, a TaKe B Hayke i O3Hece.
Onucanue xofa nccnenoBanua. Vccnefosatie HOCUT MEXAUCLUNINHAPHBI XapaKkTep, NOCKONbKY, aHanU3Mpya UCONb30BaHIe NPUEMOB reiiMUduKaLMy

B TeNeBI3MOHHOM NPOMOAWCKYPCe, aBTOP 3aTparuBaer akTyanbHble Npoonembl MeAUancuxonorii, NCuXonorau BOCIPUATIAA, Gunocodunn BUAEOUrp, STHKH,
KOMMYHUKATUBHOI CTUAUCTUAKI 11 MeANACTANUCTIAKIA.

B 3aBUCMOCTY OT pelaembix 3aAay B paboTe UCNONb30BAH KOMMIEKC OUAONOrMUECKIX METOZI0B: METOAbI KOMMYHIKATUBHO-AUCKYPCUBHOTO aHaNu3a, CUHXPOHHO—
OMUCATENBHOTO U CUHXPOHHO-CONOCTaBUTENbHOTO. Onucanue ycnosuii i Gopm yoexaaloLieil KOMMYHUKALMY B NIPUMEHEHIH K TeNeBU3MOHHOMY NPOMOANCKYPCY
BKJII04AET 3NeMeHTbl JIOMMKO-CMbICI0BOTO (apryMeHTaTBHOTO), UHTEHUMOHANbHOTO, ITYECKOTO U NCUXONOTMUECKOro aHanu3a. JJaHHslil NoAX0z NOMOraer JaTb
31eKBaTHOE ONUCaHUE «<MEXaHU3Ma» BO3AEICTBIA MPUEMOB reiiMuduKaLmi B TeNeBU3NOHHOM NPOMOANCKYPCE.

Pesynbratbl uccnenoBanua. ABTOD NPUXOANT K BbIBOY O TOM, YTO COCOBHOCTb UTPOBBIX MeXaHIK MOTUBUPOBATH MACCOBOTO aApecaTa TeNeBU3IOHHOTO
NPOMOAMCKYPCA K NPOCMOTPY TENEBU3MOHHBIX NPOTPAMM, OTPOMHa, OAHAKO NPeACTaBUTENAM MACCOBOI ayANTOPIM TENEBU3MOHHDIX KaHaN0B HeOOXOANMO OTHOCUTBCA

K NpoeKTam reiimudukaunn kputndeckir. 0C03HaBath, B KAk UENAX OHU MOTYT ObiTb HCMONb30BAHbI, 1 NPUHUMATL IMUHOE YUaCTIAE B TPOEKTAX, HEUTPOBbIe Leu
KOTOPbIX ABAAIOTCA 1e/iCTBUTENbHO 06LLErpaX AAHCKMMU U He PEANONaraloT Hanuuua B Urpe ONNO3MLMI IKCAYaTUPYeMoro 1 dkcnnyaTtaTopa. Mpu ycnosum cobniofequa
3TUYECKIX HOPM, UCTIONb30BaHIE refiMUOUKaLIAN B TENeBU3MOHHOM NPOMOAMUCKYPCE CMOCOOHO CTaTb He TONbKO IGHEKTUBHbIM UHCTPYMEHTOM NPOABUKeHNS
TeNeBU3NOHHOTO KOHTEHTa, HO 11 CNOCOOOM 3MEHEHIA COLMANbHOTO MOPAAKA K MyuLlemy.

BbiBogbI. TeopeTuyeckie BbiBOZbI, CAENaHHbIE B X0A€ HCCNIeA0BAHNA NPOOAEMbI MAHUMYAALMI MACCOBBIM CO3HAHUEM 3a CUET UCMOSb30BaHUA TeiiMUUKaL K

B TeNeBI3OHHOM NPOMOAMCKYPCE MOTYT HAliTi LIMPOKOE NPUMEHEHIE B Kypcax NPenofaBaHua Takix ANCLMAANH, KaK MEANANUHTBUCTUKA, KyABTYPa peum, A3bK
TenesuaeHna, Gunocodua BUAEOTp, ryMaHuTapHble UCCIA0BAHUA BULLOUTD U IPYTyX.

KnioueBble cnoBa: reiiMudukaLma, TeneBu3uoHHbIi NpoMoAUCKYPC, Npobaema MaHUMYNALNN, OHNAAH-UTPbI, UTPbl B ANLTEPHATUBHON PeanbHOCTH

Background. The paper focuses on manipulating the mass consciousness of the audience. Traditionally, this issue has been considered as an attempt to present the
advertising of a TV product as information, but within the digital age, there is a desire to present promotion of TV content as a game. However, the “non-gaming” goals of
the institutions that stand behind video games and games in alternate reality may be hidden from the players and serve commercial goals.

Objective. The study focuses on identifying and describing the advantages and disadvantages of using gamification in the TV promo-discourse. The author examines
examples of using games in alternative reality and also multiplayer online games in real time in order to attract the attention of films and TV series viewers, analyzes the
causes of success and failure of similar projects in related fields, and also in science and business.

Design. The study is valuable for interdisciplinary approach. Analyzing the use of gamification techniques in the TV promo-discourse the author raises topical issues of
media psychology, perception psychology, philosophy of video games, ethics, communicative stylistics and media stylistics.

The paper highlights philological methods designed according to the tasks of the research: communicative discursive analysis, synchronic descriptive and synchronic
comparative methods. The description of the provisions and forms of persuasive communication as applied to TV promotions includes elements of logical meaning-specific
analysis (i.e. argumentative analysis), and also intentional, ethical and psychological analysis. This approach helps to give an adequate description of gamification effects in
TV promodiscourse.

Results. The author comes to the conclusion that the ability of game mechanics to motivate mass recepients of the TV promo discourse to watch television programs is
enormous, but the viewers of the TV channels need to be critical of gamification projects: they have to understand the purposes they are framed to, and take part in projects
whose non-gamer goals are merely civil without implying exploitation of the gamer. Framed to the ethical norms gamification in the TV promotion can be both an effective
tool for promoting TV content, and also a way to change the social order for the better.

Conclusion. Theoretical conclusions of the study of the mass consciousness manipulation through using gamification in TV promotions can be widely used in teaching
medialinguistics, speech culture, TV, philosophy of video games, humanitarian researche of video game, etc. The results of this study seem to be useful to media
professionals.

Keywords: gamification, TV promo discourse, mass consciousness of the audience, manipulation, alternate reality games, ARG games, video games.
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BeBepeHune

TeriMuuKanya B COBDEMEHHOM TEJIEBU-
3MOHHOM IPOMOJHCKYPCE MOXET PaccMa-
TPUBATHCA KAK MOJHBI TPEHS, B TO xe Bpe-
M#, TEXHOJMOTHS TeUMUMDUKAIMN CIOCOOHA
HOCUTb ABHO MAHHUITYJIATHBHBIA XapaKTep.
Ecmi TpaguiuoHHO  MAHUITY/IALMA CO3HA-
HUEM MACCOBOY AyIUTOPUM B TEICBU3UOH-
HOM IPOMOJUCKYPCE PACCMATPUBAIACH KAK
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Ocumnosckas, 2016; Camun, 2015; Aarseth
2001 a, Aarseth, URL: http://gamestudies.
org/0101 /editorialhtml; Demjankov, 2013;
Ostrikova et al, 2018; Zheltukhina et al,
2017), OCKOJBKY «HEUIPOBBIE> LIE/IA MHCTH-
TYLUAH, KOTOPBIE CTOST 33 UTPOH, MOTYT ObITh
CKPBITBIMU 1 Y2CTO KOPBICTHBIMHU.

Iepsbie ARG nosBuMch B 1996 rojy, HO
camoit MaccoBoit urpott crana The Beast, co-
37IaHHAA U1 IPOJBIKEHNA (prsibMa CTHBEHA

TexHonoruA I'el7IMI/Id)I/IKaLI,I/II/I CNocobHa HOCUTb ABHO MaHI/II'IyJ'IFiTVIBHbII;I XapaKkTep.
Ecnm TPAANUMOHHO MaHNMYNALUMA CO3HaHVEM MaCCOBOWM ayanTopunn

B TEIEBM3NOHHOM MPOMOANCKYPCE PaCCMaTPMBasiaCb KaK MOMbITKa MPeacTaBUTb
PeKNaMnpoBaHmne TeNneBn3rnOoHHOTO NMPOAYKTa Nnod BMAOM VIH(I)OpMI/IpOBaHI/IFI,

TO B BEK LLVI(I)pOBbIX TEXHONIOMMIA Ha6J'HO,ELaeTCﬂ cTpemneHne npegctaBnTb
npoasxeHne (peKﬂaMVIpOBaHVIe) TENeBM3NOHHOIO KOHTEHTa B Ka4eCTBE UTIpbl

HOH PEIbHOCTU B KOMMEPUECKUX LEJIAX
ObLT YITEH HE TONBKO CIELUATUCTAMH B 00-
JIACTU IIPOJBIKECHUA KUHO(WIbMOB, TE/eCe-
PUAIOB U KOMIILIOTEPHBIX UI'P, HO U MAPKE-
TOJIOTAMH aBTOKOHIIEPHOB. TeNeBU3HOHHBI
IIPOMOJHCKYPC, KOTOPBI YACTO HACIELy-
er 3(pQEKTUBHBIC [PUEMBI IPOIBIKCHUA,
OIPOOOBAHHBIE KUHOMHJYCTHEH, B O4CPE]-
HOM a3 MOATBEPAWI CBOE 3HAUMTEILHOE
B/IMAHKUE HA IPYTUE MHAYCTPUM U CBOM CTd-
TYC CBOEOOPA3HOH «TECTOBOM IUIOM[AIKI>
JUIA MAPKETOJIOTOB.

OCHOBHbIe NPVUHLMNbI
opraHusauum urp
B aJibTePHaTUBHOWN peanbHOCTIU

TNOMBITKA  HPEACTABUTh  PEKIAMUPOBAHUE
TENEBU3UOHHOTO MPOAYKTA TOJ, BULOM HH-
(hopMUPOBAHUSA, TO B BEK IU(POBLIX TEX-
HOJOTUI HAOMIOAAETCA CTPEMIIEHUE TIPEs-
CTABUTh HPOJBIKEHUE (PEKIAMUPOBAHUE)
TEEBU3UOHHOTO KOHTEHTA B KAYECTBE UIPBL

TeriMurKaLms IOHUMAETCS KAK UCIIOJb-
30BAHUE UIP B HEMTPOBBIX HEJAX WM KAK
UCIONb30BAHUE UTPOBBIX JIEMEHTOB U UI-
POBBIX MEXAHHK B HEUTPOBOM KOHTEKCTE.
06 sToMm numer npogeccop mpasa U 6us-
HEC-3THKHU [IeHCHIbBAHCKOTO YHUBEPCUTETA

Crnbepra «MckyccrseHHbl pazym» (2001).
JleNCTBUE UIPBl PA3BOPAYMBAIOCH B PEAIb-
HOCTH, CO3[JAHHOU BOOOPAKEHUEM CO3/Id-
TEJIEH TENEBU3UOHHOIO cepuaia. B mpouec-
CE UIPBI TE€AMEPAM PACKPBIBATICH MHOIHE
TAVHEI €10 T€POEB. BHENHME IPUMETBL UIPbL
B QJIBICPHATUBHON DPEAIbHOCTH: HUHTCPAK-
TUBHOCTb, OOLICHUE C UIPOKOM C IIOMO-
IIBI0 HECTAHJAPTHBIX CPEACTB KOMMYHUKA-
. Ho 11aBHOE B 3TUX UIPAX — W03
OTCYTCTBYA I'PAHULIbI MEXKIY UIPOIL U PEAIb-
HOCTBIO.

|/|pr| B aﬂbTepHaTI/IBHOI;I PeasibHOCTV HaXOO4ATCA Ha CTbIKe BMUPTYa/lbHOro

M peasibHOIo MMpa. B ocHoBe cloxeTa Mrpbl — NoOBCeAHEBHAA XN3Hb, HO FPaHNLbl
MeXAY pealibHbIM 1 BUPTYallbHbIM AN1A re|7uv\epos I'IOpOI7I CTNPAtOTCA, 4TO NPMNBOANT
K TOMY, YTO OHW TEPAIOT CMOCOBHOCTb OTIMYaATb (I)al;lKOBble HOBOCTW OT HaCTOALWNX
1 BOCMPUHUMAatOT cobbiTuA Opr)KaPOLLI,eM OEeNCTBUTENbHOCTU Kak nrpy

Kesun Bep6ax (Werbach, URL: https://www.
youtube.com/watch?v=e¢79Iw6Q8pTY).
B nocnegnue gBa gecAtuneTvs (PEHOMEH
TeMUDUKAIIN  MACCMEINA, O0OPA30BAHMS
1 GU3HECA HEOMHO3HAYHO OIEHUBAETCS OTe-
YCCTBCHHBIMU U 3PYOCKHBIMU HCCIIE/I0BA-
texamu (buprokosa, [Tonosa, 2015; Burpaii-
3ep, 2016; Bomkona, 2015; Mabiruma, 2011;

ITocre yCremnoro ucnob3osanus ARG
UL TIPOJIBKEHNS (PUIBMOB 1 TEIEBU3HOH-
HBIX CEPUATIOB KOMMEPUECKUE UTPBI B AJIb-
TEPHATUBHON PEAILHOCTU OKA3AIUCh HA
NUKe HOMyAAPHOCTH. Benen 3a urpoit «The
Beast» noABUIOCH MHOKECTBO €€ KIIOHOB.

KaK HEraTUBHBIN, TaK YW MO3UTHBHBIN
OIIBIT MCTONMBb30BAHUA UTP B AIBTEPHATHB-

Jingna EBreHbeBHa ManbirmHa —

KaHAMAaT GUNONOrMyeckmx Hayk,

[OLeHT Kaheapbl CTUINCTUKM PYCCKOTO A3blKa
dbakynbreta xypHanuctuki MY uvmenu M.B. JlomoHocoBa
E-mail: admlikbez@gmail.com
https://istina.msu.ru/profile/MalyginalE/

Hrpsl B IBTEPHATUBHON PEATLHOCTH
HAXOJATCA HA CTBIKE BUPTYAILHOTO U Pe-
AIHOTO MMPA. B OCHOBE Croxera Urpbl —
TNOBCCMHCBHAA KU3Hb, HO T'DAHUITBI MCKIY
PCUIbHBIM U BUPTYATbHBIM [IJIs I‘CI;IMCpOB
HOPOIT CTUPAIOTCA, YTO MPHUBOAUT K TOMY,
YTO OHM TEPAIOT CHOCOOHOCTH OTINYATDH
(p3VIKOBBIE HOBOCTH OT HACTOANIMX M BOC-
IPUHUMAIOT COOBITHA OKPYKAIOLIEH JEUCT-
BUTEILHOCTH KAK UIPY.

B ueM ke 3aKI0YaIoTCs XAPAKTEpPHBIE
OCOOEHHOCTHU CAMBIX YB/IEKATEIBHBIX U MAC-
ITAGHBIX UTP B AILTEPHATUBHON PEATBHO-
CTU? Ba30BbII TPUHIIUIT BCEX UIP B KAHPE
AIBTEPHATUBHON peanbHoCTU (ARG), KOTO-
pblﬁ ABIACTCA KIIOYOM K IIOHMMAHHIO TOI'O,
YTO HA CAMOM JieJie TIPEACTABIIOT COO0I
HOJI0OHBIE  PA3BICUYEHUS, (DOPMYIUPYETCA
CEAYIOMUM 06pa3oM: «JTo He urpal. Mo-
JIEPATOPOB U CO3AATENEN TOJAOOHBIX HIP
HA3BIBAIOT HA CJIEHTe KyKIOBOAamu. [l
HUX YPE3BBIYANHO BAKHO, YTOOBL IEHMEDDI
OTHOCWINCh K JICHICTBUIO UTPBI CEPBE3HEE,
4eM K OOBIYHOMY KOMIIBIOTEPHOMY HIYTEPY
(urpa-«CTpesiKa»). 4actu roa0BOJIOMOK,
KII0YM U TOUKU BXOJd B UTPY Pa3OPOCAHBL
B OKPYKAIOMIEH HAC PEAIbHOCTH. TT0ACKA3-
KU, JIONIONHSIOMIHUE CIOXKET, K HOBBIE JIETA/IN
CIOKETA MOKHO OOHAPYKUTD B CAMBIX He-
OOBIYHBIX MECTAX: HA (DJIENIKAX, KOTOPBIE
Pa36PACLIBAIOT MY3BIKAHTBI HA KOHIEPTAX,
HA 320pOIICHHBIX CKI4/[aX, HA UHTEPHET-
CaiTaxX C OODBABIECHUAMH, IO TENE(POHY «TO-
pAdei> IMHAY, B TEIEBUSUOHHON PEKIAME,
Ha [IPECC-KOH(EPEHLINY WIM HA II0CTEPAX
(pubMOB.

g ARG XapakTepHO IOJHOE OTCYI-
CTBUE CAMOPEKIAMBL [IpUHIIUI TelM-/U-
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3Q11HA UIP B AIBTEPHATUBHON PEAILHOCTH
— «UEnoT TIPoMYE KpHKA. MopepaTopsl
HOATANKUBAIOT TelMepa K WIPe, MPOBO-
LUPYs €T0 K JEHCTBUIO TOACKa3Kamu. I1pu
3TOM OHH HUKOI7[d HE HABA3BIBAIOT YUaCTHE
B UI'PE, HEHA30MINBO [IOKA3bIBAIOT OACKA3-
KH. DTO IPUBOJUT K TOMY, 4TO ARG HEBO3-
MOKHO KOMMEPLHUATU3UPOBATh HA YPOBHE
omiaTel 3a urpy. Ouaposanue ARG 3aKmo-
YaeTCA B 3bI0KOM PABHOBECUN MEA/TY PEAJIb-
HOCTBIO U BUPTYAJIbHOCTBIO. OIUIATUB y4ac-
THE B UI'DE, TEIMED ACHO OCO3HAET, YUTO BCE
IPOUCXOJAIIEE — UTPA, IPUYMAHHAA CIIE-
[IUATBHO [I7Is1 HETO, U OYAPOBAHUE TIOfI0OHO-
IO JIEMCTBUA TIPOIA/IAET.

Bcrynag B urpy refiMepsl 4acTo He 0CO3-
HAIOT, YTO HEUIPOBBIC LEIN MOJECPATOPOB
UrD B QIBTEPHATHBHON PEANTLHOCTH MO-
TyT OBITh HEOIATOBHAHBIMU. M30BITOYHOE
npumeHeHne ARG B IIEIAX PEKIAMBL U IPO-
JIBIDKEHUS TOBAPOB, YCIYT, B TOM YHCTIE KU-
HO(UIBMOB U TENEBUBUOHHBIX CEPUANIOB,
4 TAKKE UHBIE CKPHITHIE OT IEHMEPOB MO-
THUBBl OPrAHU3ATOPOB UIP MOCTABUIN HOJ
COMHEHHE OCHOBHYIO MaHHU(DECTUPYEMYIO
LEJIb JAHHOTO PA3BJICUECHNUS — UCIIO/Ib30Ba-
HUE KOJUIEKTUBHOIO Pa3yMa Il PELICHIU
T'OJIOBOJIOMOK, KOTOPBIE HAXOMATCA 34 IIpe-
JeJIAMU BO3MOXHOCTEN OHOI'O 4ENOBEKd.

Hrpsl B IBTEPHATUBHON PEATBHOCTH
BCEIld PACCUMTAHBl HA OOMBLIOE KOIMYE-
CTBO Y44CTHHKOB, IIOCKOJIbKY MHOIHE T'OJIO-
BOJIOMKM MOHO PEIIUTh TOJBKO COOOIIA.
B ormiune 0T MHOTONOMB30BATENBCKUAX OH-
navH-urp, Hanpumep, «World of Warcraft»
(«Bcenennas Warcraft»), i urp ARG un-
TEPHET-CETb HE AB/ACTCA OCHOBHOM CPEZOH,
4 BBICTYIIACT TONBKO KAK CBA3YIOWUI 3Jie-
MEHT JUI KOMMYHUKAIUN WK (DOPMAT, B KO-
TOPBII BIMCAHBI TOJIOBOJIOMKH.

Bujieonrpel, B TOM YHC/IE MHOTOMOMbB30-
BATE/ICKUE OHJIANH-UIPBI 1 BCEBO3MOKHBIE
MOOWIbHBIE TIPWIOKEHUS (HANPUMED, HC-
NOMB30BaHUE TexHomoruu Second Screen
B 110y «[o710¢» — «JIepBblil KaHa/, IOy «[JIaB-
Had ClieHa> — «Poccud 1»), TaKKe aKTUBHO
UCTIONB3YIOTCA B LEMAX TPOJBIKEHUS TE-
JIEBU3MOHHOTO MPOAYKTA. I[IpezcTaBuTenu
monozioro nokonenus (0-17 ner) B Poccun
C PAHHETO ETCTBA 3HAKOMBL C TEICBU3UOH-
HBIMU MY/IBTUILIMKAIMOHHBIMU - (DHIBMAMU
«Cmemapukny, «Mama 1 Mezseny, «Pukcu-
K1, «BapOOCKUHBD, «MUMUMHUIIKA», KOTO-
PBIE €KEHEBHO CMOTPAT B 3(DUPE TENEKAHA-
108 «Kapycens» u «MyJsT», IPOCMATPUBAIOT
HA TUIAHIIETE C IOCTYIIOM B MHTEPHET, A TAK-

K€ U3YYaIOT AI(PABUT C IOMOIIBIO BUJIEOUTP
C OJHOMMEHHBIMU HA3BAHUAMHU U NEPCOHA-
KaMu. To €CTb, 3HAKOMCTBO C BUJIEOUTPAMU
HAUKMHAETCA C PAHHETO AETCKOrO BO3PACTa.
B psje Cyyaes BO3HUKAET BOIPOC, YTO
ABJAETCA LEMBIO, 4 9TO CPEACTBOM: BUJIEO-
UTpa TIPOABUTAET MYIBT(DUIbM WA MYJIBTU-
IUIMKALMOHHBIA (DWIbM TPAHCIUPYETC HA
TEEBUICHUN KAK PEKIAMA BJICOUTDBI, WK
OHH BBICTYNAIOT KAK YACTH EJUHOTO LENIOT0?
B ormuue o1 6omee CTapero MoKoJe-
Hist (45-65 JieT), KOTOPOE TPUBBIKIIO TOJIb-
30BaTHCS HAYYHBIMU JIOCTHAKEHUAMH TIPOII-
JIOTO BEKA U C TPYOM OCBAUBAET T'/LKETHI,
HOCTOSIHHO «/I0TOHSA> TEXHOMOTHYECKUE HO-
BUHKY, MOOAad aysuropus (0-17 sier) cso-
60JHO OPUEHTUPYETCS B TEXHOJIOIUAX, B3a-
UMOJICHCTBYET C TENEBU3MOHHBIM OPEHIOM
BO BCEX BO3MOKHBIX CPEAX (B MHTEPHETE,
B COLMA/IBHBIX CETAX, B IIPOrPAMMAX JUCTAH-
[MOHHOTO OOY4EHHS, B MOOIBHBIX TIPHJIO-
JKCHUAX, B KOMITBIOTCPHBIX UIPAX H, JIAKE,
B PEUILHOM MUPE, HAIPUMED, UTPas € UIpy-
MICYHBIMU TEPOSIMUA  AHUMAITOHHBIX TeJIe-
CEPUAIOB), ¥ MOTPEOET TEICBU3MOHHbIN
KOHTEHT Ha JIIOOBIX YCTPOICTBAX (TENEBU30D,
KOMIIBIOTED, IUIAHIIET, CMAPT(OH), AKTHB-
HO HUCTIONB3YET MEKTPOHHYIO KOMMEPIIHIO,
TEXHOJIOTUIO BUPTYATIBHON PEATBHOCTH, OH-
JAMH-UrpbL. [IOTPEOHOCTH JOAICH TAHHOTO

[ Meguancuxomnorus |

AKTUBHO  NIPUMEHAIONMECT — /IU3AHEPa-
MM BUJEOUIP, MOTYT OBITb TAKKE YYTEHbI
1 HCIOJb30BAHBI PA3PAOOTYNKAMU TEECBU-
3UOHHBIX HpOMOKaMHaHI/II;I.

MpuyYnHbI 1 0CO6EHHOCTIN
yBJieYeHMs NoAPOCTKOB
OHNAMH-Urpamm

B cratbe NpPEACTABNEHBI UTOTU HCCTIE-
JIOBAHWS, TIPOBEICHHOTO B HOs6pe 2016 —
aupape 2017 ropa. OCHOBHBIE 32/1aUM UC-
CTIE/IOBAHNSL: ONMUCAHUE XAPAKTEPHBIX 4EPT
COBPEMCEHHBIX MOJIPOCTKOB, OCOOEHHOCTEH
UX HOBE/ICHUS, OTHOIMIEHUI, OTENbHBIX [O-
TPEOUTENLCKUX TIPEATIOUTEHUI B 0OIACTH
3/IEKTPOHHBIX CPEACTB MACCOBOH MH(Op-
MaIK U KOMIIBIOTEPHBIX UIP.

B xof1€ MCCIE0BaHNA PACCMATPUBATIICH
JieTi B Bogpacte 9-10 sieT — mpeAnogpocT-
Kd, MIajime nogpoctsu 11-13 ier u crap-
1e noApocTKU 14-17 sier. TTposeseHsl o-
KYC-TPYIIIbl € TPECTABUTEAMU  1IETIEBOI
aymuropud B Bospacre 9-17 et B Mockse,
IpoaHam3uposana cepusd u3 300 Tee-
(POHHBIX MHTEPBBIO C NOAPOCTKAMU 14-17
JIET B TOPO/IAX-MIUTHOHHUKAX, JJAHHBIE OH-
JIAUH PECYPCOB, UHTEPBBIO C MPAKTUKYIOLIU-
MU HOJPOCTKOBBIMU HICHXONOraMu. Topopa-

BcTynas B urpy reimepsl YacTo He OCO3HAIOT, UTO HEWUTPOBbIE LieI MOAEPATOPOB
NP B aNbTEPHATVBHOWM PEaNbHOCTY MOTYT ObITb HEONAroBMAHbBIMU. V36bITOUHOE
npumeHeHve ARG B LENAX peknambl ¥ NPOABUKEHNA TOBAPOB, YCAYT, B TOM
yncae KUHOPUIbMOB U TENEBU3IMOHHbBIX CEPUANIOB, @ TaKXe MHblE CKPbITbIE

OT reMepoB MOTMBbI OPraHM3aTOPOB UrP MOCTaBMAN NMOA COMHEHNE

OCHOBHY!0 MaHMdeCTMPyEMYIO Lieflb JAHHOTO Pa3BeyYeHa — MCMOb30BaHNE
KONMEKTMBHOIO pa3yma AN peleHns rofloBOSIOMOK, KOTOPbIE HaXOAATCA 3a
npeaenamMm BO3MOKHOCTEN OAHOMO YeNnoBeKa

BO3PACT4, Y/OBNETBOPAEMBIE HOCPEACTBOM
UT'PBL, XaPaKTEPUYIOTCS BO3MOKHOCTBIO ITE-
PEKIIOUNTb BHUMAHME, TONPOOOBATH CEOA
B PA3/INYHBIX COLUAIBHBIX 1 TOBE/IEHYECKHX
POJIAX, AOCTUYD PE3Y/BTATa.
CrenupuIecKue OTINYUTENLHBIE YEPTHI
reiiMepoB (OLIYIEHHUE COOCTBEHHBIX CBEPX-
CIOCOOGHOCTEN, TIPUHOCALLAS  YAOBOJBCT-
BUE PE3YNBTATUBHOCTb B UIPE, ONTHMU3M,
YMEHHUE CO3/1aBaTh KPEMNKYIO COLUANBHYIO
CTPYKTYPY, MHTEPEC K PEMEHUIO CJIOXK-
HBIX 33/]a4 B BUPTYaIbHOM MUDE) JIOJLKHEL
ObITh MPUHATBL BO BHUMAHME CO3AATEN-
MU 3QQPEKTUBHBIX IPOMOTEKCTOB, PACCUU-
TAHHBIX HA JAHHYIO ayIUTOPHIO. MeXaHu3-
MBI BO3/ICHICTBHS HA MACCOBYIO ay/IUTOPHIO,

MIJUTHOHHUKY 1 MOCKBA GbUTH BLIOPAHbI KAK
HACEJIEHHBIE ITYHKTBL, TO3BOIAIONINE YBU/IETD
TUMYHBIE U HAUOOJIEE SIPKUE OCOOEHHOCTH
TIOPTPETA, OBEACHHUS TIOAPOCTKOB, 4 TAKKE
BBIABUTDH 3HAYMMBIC JJIA ITOJPOCTKOB TPCH-
JbL B pesyisraTe UCCIEAOBAHMA ObLT BbIAB-
JIEH A OCOOEHHOCTEH, XapaKTEPU3YIOIIUX
OTHOIIEHUE POCCUICKHX TTO/IPOCTKOB K KOM-
MbIOTCPHBIM 1 MOOWIBHBIM UIpam.

CBOE YBNICUYCHUE KOMIIBIOTEPHBIMY UI-
paMu  POCCUUCKHE TIOAPOCTKU OOBSCHIIOT
BO3MOJKHOCTBIO «[IPHATHO TIPOBECTH BpE-
Ml, KOI7Ia Ce0s HEUEM 3aHATH», «yOUTDb BpeE-
M. [IpyrUMuy CJIOBAMH, OHU CYMTAIOT UIPY
CHOCOOOM TIEPEKTIOUUTh BHUMAHUE C KAKO-
TO-MO0 OCHOBHOTO 3AHSITHS, HATIPUMED, C
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PO,E[I/ITGJ'II/I penKo 3HatoT, C KeEM 1 BO YTO UTPaeT UX pe6eHOK. OHM He NoHWMatoT
CYTW UTPbl, HE BHUKAIOT, MOT'YT MPepPBaTb UIPY B HE I'IO,E[XO)J,HLLI,I/IM MOMEHT.
HO,ElpOCTKI/I KaK aKTBHbIE I'IOTpe6I/ITeJ'II/I rOTOBbI TPATUTb AeHbIrN, TMYHO
3apa6OTaHHbIe N COSKOHOMJTEHHbIE, Ha )J,E‘VICTBI/ITGJ'IbHO cToAaume, no nx

MHEHWIO, NTPbI

nporecca 06ydenus. JIpyras (PyHKIMA KOM-
TBIOTEPHBIX UIP KACAETCS SMOLMOHAIBHON
cepsl IETEN JAHHOTO BO3PACTA. B 31THX M-
Pax IOAPOCTKU PEAIU3YIOT HOTPEOHOCTD
B JIOCTIDKCHHM DE3Y/ILTATOB, B HUX OHU
CTPEMATCS UYBCTBOBATb CEOS YCTIEIIHBIMUL
1, HAKOHEL], TPEThE, — KOMIIBIOTEPHBIE UTPB
NO3BOJIOT  PEOATAM  MOMPOOOBATH  CEOS
B PA3/MYHBIX COIJUANIBHBIX, OBEJCHIECKIX
POJIAX, NOOBITb PYTHM: XOPOLIM, IIOXHM,
JKECTOKUM, HETTOOEIUMBIM.

TIuK yB/I€UEHHS KOMITLIOTEPHBIMU U MO-
OWIBHBIMU MIPaMH HPUXOJUTCA HA TIOJ-
POCTKOBBIN BO3pacT. B 10-12 ner urpaior
68 % JieTelt U TOPOCTKOB. B 14-17 nier wir-
PaIoT 55 % MOAPOCTKOB.

Paspenmuich  MHEHUA IO NOBOAY
YCTPOMCTB, HA KOTOPBIX YAOOHEE WUIPATh
B KOMIIBIOTEPHBIE UIPHL YacTh pECIOH-
JIEHTOB CUMTAET, YTO — Ha CMapT(OHAX
(«OHU KOMIIAKTHBIE>), Apyrad — Ha IUIAH-
IeTax, KOMIBIOTEPAX, HOYTOyKax («Y1o6-
Hee, 3KPaH OOJbIIe») ¥ NPUCTABKAX, 00b-
ACHAA CBOU BBIOOD JIyUIIEH 3PTOHOMUKOH
9TUX YCTPOUCTB («TaM My/sT yoOHEe, IpU-
BBIKACIIb K HEMY»). OTMEUAIOT U CyLIECT-
BEHHBIII MHUHYC HPUCTABOK — OIPAHUYEH-
HOE KOJIMYECTBO UTp. Takum 0Opa3oM, BHE
JOMA TIOAPOCTKY YaIe MCHOMb3YIOT UL
Urp CMapT(OHEL, A B IOMAITHUX YCIOBUAX —
IUTAHIIETBI 1 HOYTOYKU/KOMITLIOTEPBL.

B OynHM HOAPOCTKU UIPAIOT NIPEUMY-
IECTBEHHO BEYEPOM, HOUBIO, MPUOIHI3U-
TeNbHO 1-2 yaca. B BBIXOAHBIC MJIAAUIINAC
HOAPOCTKU TPATAT O 3—4 4acOB B COBO-
KY[THOCTH Ha MOOWIBHBIE WIPHl. Kaxk/blit
BTOPOIl  CTAPHIMII  TIOAIPOCTOK-MATBUKK
U KOK/1a5 TPETBS JIEBOUKA TPATAT Ha 3TO 32-
HATHUE 3 4aca B JicHb U 6onee. Haynnag ¢ 10
JIET, MHOTHUE JICTH JIOKATCA CIaTh B 23-24
44Ca, CTAPIINE TIOAPOCTKU MOIYT JIOKUTHCS
U B 2 4aCa HOUM, KOIJIA «<MHOTO YPOKOB HA
CTIEAYIOMUN JIEHb>, KOI/IA XOTAT HOUTPATD,
MOOOIMATHCA OHMAMH. ECTh MOAPOCTKH, KO-
TOPBIE UTPAIOT IO HOYAM, €CIU HET YETKO-
I'0 SICHOIO 3AIIPETa, KOTOPBIY YCTAHOBJIEH C
CAMOI'O PAHHETO BO3pacra. Pogurenn cra-
PAIOTCA OTPAHUYMBATL BPEMS UI'PBL, HO 4a-
CTO HE 3HAIOT, CKOIBKO (DAKTUYECKU UIPa-
er pe6GeHOK. PopuTenu peKo 3HAIOT, C KeM

U BO YTO UTPAET UX pe6EHOK. OHU HE TIOHU-
MAIOT CYTU UI'PBL, HE BHUKAIOT, MOIYT TIPEP-
BATb UTPY B HE TOAXOAAMMI MOMEHT. T1071-
POCTKH KaK AKTHBHBIE TIOTPEOUTEN TOTOBB
TPATUTD JICHBIH, THYHO 3aPAOOTAHHbIE W
CKOHOMJIEHHBIE, Ha JICHICTBUTENBLHO CTOS-
IIUeE, 110 UX MHEHUIO, UTPBL

M croyHuKaMu UHPOPMALMU 06 UIpax
JUI HOJPOCTKOB BBICTYIAIOT B TIEPBYIO OUE-
peib OHOKIACCHUKH, JPY3bs, BTOPOIl MO
3HAYUMOCTH MCTOYHUK — OHJIAMH-TIPUIO-
xkeHus Play Market wm App Store, Ha Tpe-
ThEM MECTE — CTaple OpaTbsd, CECTPHI
U PORUTENH. BugHNE HA BLIOOP OKA3BIBAIOT
TEeHJIEPHBIE PA3MYNA, A TAKKE YBICYCHNA U
UHTEPECHl MOJPOCTKOB. MalbuuKi 4Yalre
NPEATOYUTAIOT O0IEE TUHAMUYHBIN XAPaK-
TEp Urp — action, MHOrOUNCJIEHHBIE BAPU-
AHTBl «CTPEJUIOK», CUMYIATOPHL (TOHKH,
(byr60I1 U IIpOYee), POJIEBLIE UI'PBL, PA3/INY-
HBIE CTpaTeruu U T.I. Ecm reiimep yBneka-
€TCA CHOPTOM, TO OH OT/A€T NIPEATIOUTEHUE
UIPAM-CUMYJIATOpAM  (Hampumep, FIFA),
mobuTeneit CKOPOCTH BBLIOMPAIOT TOHKH.
Cpenn neouek 10-15 ner namubonee mo-
nyssapHa urpa «Minecraft», faiomas csoero
POZia «MOTYIIECTBO» — BO3MOXHOCTb CO3/1a-
HUA U YHOPABJIEHUSA COOCTBEHHBIM MUPOM,
PEIIEHUS TAKTHYECKUX U CTPATETMUECKUX
3414, 4 TAKKE UTPBI-TIA33/IBL, TOTOBOIOMKH.

Murafimue IOAPOCTKU MOTYT UIPaTh 6€3
BBIXOJld B MHTEPHET, /Il CTAPIIUX 3TO CTa-
HOBUTCS TIPUHIMNUAIBHO BLKHBIM, I10-
CKOJIBKY OHH IEHAT BO3MOXKHOCTb O0-
IMEHUA. B CBA3U € 3TUM, CPEAU CTAPIHIUX
HOPOCTKOB  TAKKE TONY/IAPHBI OHJIAVH-
urpsl, Hanpumep, «DOTA 2>, LOL (League
of Legends). Mnagmue JeBOYKU-TIOAPOCT-
KU OTMEYAIOT NEPUOAMYECKUE TPYAHOCTH
€ MIOMCKOM MHTEPECYIOUIUX UTP B 6pay3epe,
TOBOPAT O TOM, YTO HEKOTOPBIE JOCTYITHBL
nmmb B Play market 1 App Store.

IIpuBeieM HECKOJBKO TIPHMEPOB BBICKA-
3bIBAHUN CAMUX JIETeH (MJIAJIIIE MOAPOCT-
K1) U UX POJUTENICH, MOKA3bIBAOINX K-
KH€ UTPBI OHU MPEATOUNTAIOT. «Bee urpaior
TOJBKO B TO, BO YTO UIPAIOT BCE OHOKIACC-
HUKY. Ha Urpsl €CcTb MOAA, M 4YTO MOJHO,
B TO ¥ UIPAIOT. A €CJIU THI GY/IEITb B HEMOJ-
HBIE UIPBI UTPATh, TO Haj| TOOOH OYAYT CMe-

ATbCA BCE OJJHOKIACCHUKW» (IAIa JIEBOYKU
12-tu net). «Ha mnanmere y Hee — Minecraft
1 Sim$ — Ha KOMIIBIOTEPE, 4 HA CMapT(OHE
BEYHO Y HEE TaM GEraeT MaJIb4iK U KATAeT-
€A HA CKeiTe» (I1a1a AeBOYKY 12-T1 JIeT Jier).
«Counter-strike» — 310 CTPENAIKA, CTPATErN,
€11 OYEHDb HPABUTCA, YTO ITO UHTEPHET-UIPA,
1 OH4 TaM € KEM-TO €IIIe MOXKET Urpath. OHN
B HAYIIHUKAX CUAT, OHA TOBOPUT, TOBOPUT.
Sl cpamuBalo: Thl C KEM TOBOPHUIL! —
C nogpyroy, ceityac npoxogum. O, Mama,
324€eM Tl NIPULLIA, MCHA YOWIW» (MaMa Jie-
BOYKM 1211 JIet.) «B «Clash Royale», B <DEAD
TRIGGER». (Murma, 12 neT). «A g TONBKO
B «Minecraft> Urpalo OTOMY, UTO TaM JIEHCT-
BUTCIBHO MOKHO IIPOABUTD TBOPUECTBO, A BO
BCEX CTPEJLIKAX ITOIO HeMb3s JeaTh> (Ma-
par, 11 ner). «3naete, ecTb Takas urpa «Silly
Ways to Die». 910 KaK-TO CTPAaHHO IIEPEBO-
JTCA, €CIIU 3Ty UTPY HEPEBOAUTH, TO OHA Ha-
3bIBACTCA «MHOIO HEJEMBIX CIOCOOOB, YTO-
Obl YMEPETH>, DTO TaKad CTPAHHAA UIPa, HO
1 B HEE UIpaid.. TaM MPOCTO HAJIO MPOXO-
JUTb YDOBHH, UTOOBI CITACATD JIIOfEl» (Mara,
12 ner).

MexaHn3mbl BO34eNCcTBUA
Ha UTPOKOB

Kakue MeXaHu3Mbl BOZIEHCTBUA MOIYT
ObITb B3ATHl HA BOODPYKEHUE CO3JATEIAMU
3(EKTUBHBIX TIPOMOTEKCTOB?  Kimaccuye-
CKas 3MOLMS UIPBl — «TPAHUO3HAA T100€-
Jd>  (BICUYAT/LIOMUI  PE3YIBIAT, KOTOPBIT
ObLI 32 IOPOTOM BOOOPAKEHMS YENOBEKA /IO
TeX IO0p, OKA TOT ero He gocrur). [Touemy
K€ TeHMEpBI CIIPABIAIOTCA CO CNOKHOCTAMU
B WUIPAX JIYYlIE, 4EM B PEAILHON JKU3HW?
B UI'PAX JIIOIX BBICOKO MOTHBUPOBAHBI, OHU
XOTAT TPYAUTBCA Ha oblee 61aro, B Urpe
JIOZJ TOTOBBI IIPUITH HA IOMOLLb APYT APY-
Iy, PEMIATh 33/jaYi «HE MOKIAJAs PYyK», HE
OTYaBATBCA MOCIE HEYIA4d U IIPOOOBATH
CHOBQ, 4 B PEAJIbHOM KMU3HH, CTOIKHYBIINCH
C HEy/IA4ell, OHU UyBCTBYIOT CeOs MOOEHK/IEH-
HBIMY, p2136I/ITbIMI/I, OHA UCIIBITBIBAIOT CTPAX,
Pa304apOBAHKE, BIAIAIOT B ICTIPECCHIO. [eil-
MCPbI HUKOI7IA HC UCIIBITBIBAIOT STUX YyBCTB
BO BPEMS UIPBL YTO €CTb B UTPaX OCOOEHHO-
TO, YTO TIO3BOJIET TENMEPY UCTIBITBIBATD 11O~
JIOKUTEIIHBIC AMOLN?

Bceenennas Warcraft npeacTasisier co6oit
WJICUTBHYIO CPEy I KOJUIEKTHBHOIO pe-
menyd npotneM. OLyleHre IpaHfuo3HON
HOGE/B B BUPTYATBHOM MHPE BO3MOKHO,
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TIOCKOJIBKY, KOIJIA TEMMEp TOABIAETCA B OH-
JIAVIH-UTPE, TYT XKE TOABIACTCA MACCA TIEPCO-
HAKEH, TOTOBBIX JIOBEPUTH TeOE MUCCHIO 1O
criacennio Mupa. Ho ara muccusa Ha 100%
COOTBETCTBYET YPOBHIO NOATOTOBKY HUIPOKA.
Ilepen refiMepoM HUKOIVIA HE CTABUTCS 33/1a-
4a, KOTOPYIO OH HE B CHJIAX PEIIUTD, HO OHA
HAXOIUTCA GYKBAJIBHO HA TPAHH €T0 BO3MOX-
Hocrell. Bo «Beenennoit Warcraftr Beerna
€CTb KOHKPETHBIE BAKHBIE 33/]aUl, KOTOPBIE
HYKHO HEMEJICHHO BBINOMHATD. [Ipy aTOM
Y UIPOKA €CTb MaCCa COPATHUKOB, TOTOBBIX
TIOMOYb €My OCYIIECTBUTD €T0 IPAHIUO3HYIO
MUCCHIO. [EAIMEPBI TOCTOSHHO CJIBIIIAT BIOX-
HOBJIIONME UCTOPUM O TOM, HMOYEMY OHU
HAXOJIATCA B UTPE, ¥ KAKOBA NX MUCCHA. [eli-
MEpBbl TNOCTOAHHO TIONYYAIOT Ofl00OPUTENb-
HBIE OT3bIBbI (HAIIPUMEP, TEXHOMOTUA «+1 32
CUTTY», «+1 32 UHTEIIEKTYATBHBIE CTIOCOOHO-
CTW», TIEPEXOAB! HA HOBBII YPOBEHb). B pe-
Q/IbHOI JKU3HY JIOAY HE IOIY4YaloT IOJIO-
JKUTENIbHBIX OT3bIBOB 34 KAAKIBIM C/ICTAHHbIN
BepHO mmar IIpo6iaema urpel «BeeneHHas
Warcraft» 3aKTI09a€TCSl B TOM, YTO Terme-
PBI TIOAYYAI0T MOIIHOE YAOBIETBOPEHUE OT
TOTO, YTO TIOCTOSHHO HAXOJATCA HA TPAHU
IPAHIMO3HON MO6EIBL VIM XOUETCA BCE CBO-
607HOE BpEMS IPOBOJUTD B 3TOM MHPE, 11O-
TOMY UTO OH JIy4Ille peabHOCTH. CyMMapHO
BCE UTPOKH «BcenenHoit Warcraft» morparu-
7 6onee 6 MUUIMOHOB JICT, PEIiast BUPTY-
TbHBIE POOJIEMBI A3€pOTa — MUPA, B KO-
TOPOM MPOUCXOIAT COOBITHS OOBITMHCTBA
urp cepun Warcraft.

Hccnenosarent U3 YaCTHOIO YHUBEP-
curera  Kapuern-Memion  (CIIA)  obHa-
POZIOBATY CTATUCTUKY: B HACTOSIIEE BPE-
MA  CPEAHECTATUCTMYECKUN  MOJOAON
YEJIOBEK C PA3BUTON MIPOBOK KY/IBIYPOI
K MOMEHTY JOCTIDKCHUA UM 21 roga 1po-
BozuT 10 000 4acos, Urpast B OHJIAH-UIPBL
B CIIA 10 080 4acoB IIPOBOZAT WIKOIbHUKH
34 IKOJILHOM TIAPTOH € 5 KIacca JI0 BBIITYCK-
HOTO 3K3AMEHA, €CJIM HE MPOTYIUBAOT 32-
HATHUS. DTH TPOLECChI CHHXPOHU3UPOBAHBL
Monofisle JIOAU Y3HAIOT O TOM, YTO 3HAUUT
OBbITh XOPOMIMM T'EHMEPOM, NAPAVIETBLHO
€ OCBOEHUEM MKOJIBHOI POrPaMMBbL B KHH-
re «JeHuu ¥ ayrcaiziepul: NodeMy OfHUM
BCE, 4 APYrUM HUYero?> Inazyaimn Mankonbsm
TIPE/CTABIAET CBOIO TEOPHUIO YCIEXA — TEO-
puto 10 000 yacoB, COrMACHO KOTOPOH, YeNo-
BEK J06POCOBECTHO U3Y4aBIII KAKOU-THO0
IPEAMET, ¥ MOTPATUBIINI HA 3TO 3aHATUE
10 000 vacoB 0 AOCTHKEHUSA MM 21 rOfa,
CTAQHOBUTCA BUPTYO30M B BLIOPAHHOM JIETIE.

[ Meguancuxomnorus |

Yenosek HauyMHaeT OOBEPATb JII0AAM, KOTOPbIe TOTOBbI MPOBOANTH C HAM BPEMSA,
Nrpatb No 7em »Ke CaMbIM MpaBKflaM, LEHNTL Te e Lesin, OCTaBaTbCA B Urpe 10
KOHLUa. HOBTOMy COBMeCTHadA Urpa CI'IOCO6CTB)/€T BO3HUKHOBEHWIO [OBEPUA,
yKpennaeT OTHOLWeHNA, d)Ole/IpyeT Kpenkne coynanbHble CBA3N

B HacToAmmi MOMEHT BBIPOCIO IIENOE TO-
KOJIEHHE MOJIOIBIX JIIO/IEH, KOTOPBIE BUPTY-
O3HO UI'PAOT B UIPbL. BO3HMKAET BOIPOC:
YTO UMCHHO FCﬁMCpr YMCIOT ICTIaTh MACTCP-
cku? HaxosKieHHe OTBeTa Ha 3TO BOIPOC 11O-
3BOJLAET IMETh BO3MOKHOCTb HCIONb30BATh
JAHHBII YEJTOBEYECKUIT PECYPC.

Bonee 500 MWUIMOHOB JIIOACH B MHUPE
MPOBOJAT MUHMMYM 1 4ac B JicHb 32 OH-
JauH-urpamMu. B cepyomee JecATuieTue
B MUPE NOABUTCA eme 1 Muwumapy refme-
POB. [IpOU3BOJNTENH BUICOUTP 3aHUMAIOT-
€ Pa3pabOTKOM KOHCOJCH, KOTOPBIC I10-
TPEOMSIOT MATIO 3HEPTMU U PAOOTAIOT HA
OCHOBE GECIPOBOJHBIX TEME(POHHBIX CE-
Tel, BMECTO IMMPOKOIONIOCHOIO JAOCTYIIA,
9TOOBI TEAMEPBI O BCEMY MUPY, OCOOEHHO
B Muu, Kurae n bpasunuu, urpamm B oH-
JaUH-Urpbl. OKUAETCA, YTO B OIIDKAMTIIEE
JIECATUICTHE B MUPE MOABUTCS €IIIE OKOJIO
MUJUIMAP/iA TEMMEPOB U BCETO B MUpE OyAeT
1,5 MuuIMapaa refAMepoB.

Kakune HaBbIKM reiimepbl
npuo6pertaioT B urpe?

Hewuccaxkaempii  ONTUMU3M  (TIPE/IEDb-
Has CAMOMOTHBAIINS, JKETAHUE HEMEJJIEHHO
JIEACTBOBATD, YTOOBI MPEOJONETh TPEILT-
CTBHUE, 4 TAKKE BEPA B TO, YTO HAJAEK/bI HA
ycrex 000CHOBAHEL). [efIMephbl — BUPTYO3b
B 00/IACTU CO3/JAHUN COLUAIBHON CTPYKTY-
poL. [Icuxonoruyeckuit (peHOMEH — JIIOfIU
CTAHOBATCA APYT APYLY CUMIIATUYHEE, €CIIU
BMECTE CBIIPAIOT B KAKYIO-THOO UIPY, JAKE

pus, YKpEIUIIET OTHOMeHus, (pOpMUPYET
KPCIKUC COITUAJIBHBIC CBA3U.

Kpome Toro, refiMepsl NoMy4aioT B Urpe
PE3YIIBTAT, IPUHOCAIMI UM YAOBOJIbCTBUE.
EcTb 00BICHEHNE, TIOUEMY CPEHMUI TefiMep
urpaer Bo «Bcenennont Warcraft» 22 gaca B
HEJIENIO, KaK GYATO 3TO paboTa HA MONCTaB-
Kd. JIIOAAM JIOCTABIAET GOMBIIYIO PAZIOCTh
AHC YIOPHO TPYAUTBCA, YCM BO3MOK-
HOCTb CJIOHATBCA 6€3 fiena. YenoBedeckue
0COOH 3aTOYEHBI TOJ| YIOPHBIN U 1ie/eHa-
IIPABJICHHBIN TPYA. [efiMephl IOTOBbL Pado-
TATb HE TOKNA/AA PYK, €CIM UM JAI0T Ipa-
BUIBHBIC 3aTaHIA.

T'efiMepOB TAKKe TIPUBEKAET B UIPe Ha-
JIMYNC TPAHUO3HOTO 3AMBICTIA. VyacTHUKKU
OHJIAMH-UTPHI BCET/A UMEIOT IENO C LEAMU
U 33/jauyaMy IUIAHETApHOro Macmraba. Ha-
npumep, «Buxuneaus» (Wikipedia) — cso-
60/HAs SHIUKIONEANA, KOTOPYI0 MOKET
PEAKTHPOBATD OO0 KEMAIOMHUIL, — CAMOE
6OJIBIIOE B MUPE XPAHUIHIIE TUIEPTEKCTA.
Bropoe 1o BeTMYMHe XPAaHUHIIE TEKCTOB,
B KOTOPOM €CTb 80 ThICAY CTATEH — 3TO CTPa-
HUILIA, TOCBAIEeHHAS «BcenenHon Warcrafts,
EXeMECAYHO €€ MOJb3YIOTCA 5 MUUIMOHOB
4esoBeK. OHM COOPATH OHJIANH-UH(POPMA-
o o «Beenennont Warcraft> 6osbiie, yem
HA JIOOYIO JIPYTYIO TEMY, B JIOOOM JPYrOM
xpanwmme. OHU CO3A2I0T TPAHUO3HYIO
UCTOPUIO — OIPOMHBII pecypc MH(pOpPMa-
1 o «Bcenennon Warcraft» .

TeitMephI OMIMAIOT CeOs IOMHBIMU Ha/le-
I TMYHOCTAMH, OOMAJTAIONUMU CBEPXCIIO-
COOHOCTAMHU. DTO JIOAY, KOTOPBIC BEPAT, 4TO
OHU B MHIUBUYATIbHOM TIOPANIKC CIIOCOOHBI

[erimepbl OLLyLIAIOT CebA MOMHBIMU HAZEXa NMMYHOCTAMY, 061aAaI0LIMMM
CBEPXCNOCOOHOCTAMM. DTO SO, KOTOPbIE BEPSAT, YTO OHW B MHAWBMAYAbHOM
nopsAaKe CrocobHbl M3MeHWTb MUP. EAMHCTBEHHAs Npobnema 3akovaeTca

B TOM, UTO refiMepbl FOTOBbI U3MEHWTb BUPTYANbHbBIA MUD, @ HE PeanbHbIi.

€CIU OIH 06BITpa Apyroro. IIpuynHa 3a-
KITIOYAE€TCS B TOM, YTO JIJIl COBMECTHOTO JI0-
CTIDKEHUA YCIEXa HEOOXOAUM  OOJIBIION
KPEIUT I0BEpust. UeMOBEK HAUMHAET JIOBE-
PATb JIOZISIM, KOTOPBIE TOTOBBI POBOJUTH
C HUM BpEMsl, UIPATh 1O TEM KE CAMBIM
TPABUJIAM, 1IEHUTD TE XK€ [E/IH, OCTABATHCS
B UIPE /IO KOHIA. I103TOMy COBMECTHAA
UTpa CIOCOOCTBYET BOSHUKHOBEHUIO JI0BE-

U3MEHUTD MUP. EIMHCTBEHHAd po6iiema 32-
K/II0YAETCA B TOM, YTO T€AMEpPBI IOTOBbI U3-
MEHUTb BUPTYA/IbHBLA MU, 4 HE PEA/IbHBIIL
DKOHOMUCT DaBapy KacrpoHosa BblsAC-
HsUI IPUYUHBL, U3-31 KOTOPBIX JIOJU UHBE-
CTUPYIOT CBOE BPEMs, SHCPIUIO U JCHBIU
B BUPTYA/IbHBIC MUPBL «Mbl ABIAEMCH CBU-
JETEIMU HACTOALLEIO MACCOBOIO UCXOAA
B BUDPTYA/IbHBII MUD U CPELY OHJIANH-UIP.
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OTO JIOTMYHO, MOCKOJIBKY TE€HMEPBl MOIYT
JIOOUTBCA OOMBIIETO B BUPTYAIBHOM MHUPE,
HEKE/U B PEAIbHOM XKU3HU. B urpe onu Mo-
TyT YCTAHOBUTb OOJIEE KPEIKUE COLUANIb-
HBIE OTHONIEHUS, IOMYUUTb O0JIEE BHATHBIE
OT3bIBbl U MOYYBCTBOBATD CeOA HONEE BO3-
HATPAJICHHBIMY, YEM B PEAILHON JKU3HUL
Bor moueMy refiMeps! IIPOBOAAT B BUPTY-
ATBHOM MHUpE GOJbIIE BPEMEHH, YEM B pe-
AIBHOM>,

Huszarinep upeonrp Jhxerin Maklonuran
CYUTAET, YTO HEOOXOJUMO MPEBPAIATh Pe-
ATBbHBI MUD B IPOCTPAHCTBO, IOXOXKEE HA
urposoe. Ha nekuuax oHa JEMOHCTPUPYET
U300pAKEHHA TIEPBOTO UTPOBOTO OO0PYAO-
BAHIA, IPUYMAHHOTO YETOBEKOM, — KOCTH,
CHEJIAHHBIE U3 OBEYBKX CYCTdBOB 2,5 ThICA-
4y JIeT Hazaj. JpEBHEIPEYECKUil MCTOPUK
[epofoT OIUCHIBAMI UCTOPUIO O TOM, KAK I10-
ABWIACh UIPBL [EPOAOT IHIIET, UTO UIPHI
B KOCTH ObUTH U300PETEHBI B JIMIUK B TOMIOI-
Hble BpeMeHa. [0107] GbUT HACTOIBKO CypO-
BBIM, UTO NPABUTE/b JIMANN PENIWT CAEIATD
HCOXWIAHHBIN X071, JItom CcTpajaiy, BOesa-
JIH, CUTyalus ObUIA KPUTHYECKOMH, TPeOOBa-
JIOCh HAUTH HEOOBIYHOE pemieHue. B 3ol
SKCTPEMAJIBHON CUTYallud JIOAU M300pe-
T UIPBl B KOCTU U YCTAHOBIUIM IPABUTIA,
JEHCTBYIOIIUE HA BCEl Teppuropunt JInguu.
B o7uH /ieHb BCE JKUTENH IPUHUMAIN I,
B IDYTO! — UIPAIN B KOCTU. YBICUCHHBIE UT-
PO, JIO UTHOPUPOBAIY TOT (DAKT, YTO UM
HEYero 6bU10 €cTb. OUH ICHb OHU UTPA
B UTPBL, 4 HA CTIEYIOMMI IPUMHUAMAIN I
Taxum 06pazom skurenu Jiuanu nposenu 18
JIeT, ePeKUB oof. Ho ronop npofomkaics,
1 NIPABUTEb JINIUN PEII ChIrPATh IIOCTIE-
HIOIO IAPTUIO B KOCTU. OH Pa3ieII TeppU-
TOPHUIO TOCYAAPCTBA Ha JIBE YACTH, HA KKION
U3 HUX KUTEIN UTPATU B KOCTU U N06EU-
TEMM HUMEIU BO3MOKHOCTD  OTHPABUTHCA
B IPaH/JMO3HOE IyTelmeCTBYE. VM 6bUIO 10-
3BOJIEHO NOKUHYTh JIMAMIO U OTIPABUTHCA
HA [OUCKH HOBOTO MECTOKUTENBCTBA, YTOOBI
CTPOUTb LMBWIM3ALUIO HA JIPYIUX 3EMILLX,
TIOJIHBIE HAZIEAK]L, YTO TaM HX /€T IPOLIBETA-
Hye. OHu OCTaBWwIX B JIWIUU TAKOE KOIMYe-
CTBO JIOJEH, Ha KOTOPOE XBATAJIO UMEIOLIMX-
a1 pecypeos. Hengasro anams JHK nokasza,
4TO 3ITPYCKU (JPEBHAA LUBWIM3ALNA, HACE-
TABIIAS B [ THICSYENCTUH IO HAWIEN 3PHI Ce-
BEPO-3a11aJ,  ATNCHHMHCKOIO  IIOJIyOCTPOBA
U CO3JABIIAA PA3BUTYIO KYJIBIYPY, IIPELe-
CTBOBABLIYIO PUMCKOU U OKA34BLICH HA Hee
SHAYUTEIBHOE BIMAHUE), uMenn Ty ke JHK
YTO U IPEBHUE TUAMIAIBL TO €CTb COBpEMEH-
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HBIE YYEHBIE MPEATONOKIUIY, YTO UCTOPHS,
ONHUCaHHAs [epofioTOM, TIPABINBA. A T€ONO-
T OGHAPYAKUIH CBI/IETENBCTBA [MIOOATBHOTO
MOXOJOJAHMSL, KOTOPOE TIPOJIOJIKATIOCH TIPH-
MepHO 20 JIeT U MOIJIO CITYKUTb IPUYMHOMN
rojoa. Bo3aMoKHO, TMAUHIIBI CIACTHA CBOIO
KY/IBTYDY, UTPad B UIPBI U TAKUM OOPa3oM
OTTOPKUBASICH OT PCATBHOCTH B TEYCHUE
18 11eT, 2 HOTOM WCTIBITATIN TIPUIUB BIOXHO-
BEHMA JUI1 HOBBIX CBEpIIEHUIL. Kpome Toro,
TIOCPEZCTBOM UTPBI OHH IPUOOPENU YMEHUE
JIENICTBOBATH COOOIIIA.

MOXHO 1 B COBPEMEHHOM OOIICCTBE
CJIeIaTh HeuTo MojlobHoe? VIMEHHO B THX
HEMX ONTUMUCTBL TIPEIATAIOT UCIIOMb30-
BaTh Urpbl. COBPEMEHHBIC JIOAU HUIPAIOT
B UIPBL, YTOOBI U30€KATH CTPAJAHUI B OKPY-
JKAIOIIEM MUPE, TO €CTb MCIOMB3YIOT UIPbI
KaK CPE/ICTBO YXO/A OT PEABHBIX IIPOOIEM.
JIIoU MOMy4AIOT TO, YETO UM HE XBATAET, T10-
cpeactsoM urpsl. C 1994 roga Hamm cospe-
MEHHUKU Urpaiot B Warcraft (31o 6bu1a nep-
BAsS UIPA-CTPATCTUS B PEUTBHOM BPEMCHU
u3 cepun «Beenennas Warcrafty). JInauitiist
UIPAIX B KOCTH 18 JIET, COBPEMEHHBIE JIIO/IA
urpaiot Bo «Beenennyto Warcraft» yxe 60ee
23 qer. V mmines ONOBUHA NIPECTABUTE-
JIel MX [UBUIU3AIAY OTIIPABUIACH HA TIOU-
CKM HOBOTO MHUPA. TOTOBBI JIU COBPEMEHHbIC
JIO/IA K COOCTBEHHOU I'PAHMO3HO UIpe?

Felimepbl 1 peanbHbI MUpP

IToueMy HA OHJIANH-WUIPBL, 0 MHEHHUIO
ONTUMUCTOB, HYKHO TPATUTDL 21 MWLIHAPJ
yacos? Ilpeacrasuren Mucruryra Byay-
wero (CHIA) mpuBOAAT CIEAYIOLIUE J0BO-
Jbl: «[lyctb nmonoBuHA M3 HAC TpaTUT 1 Yac
B JICHb, UTPAs B UIPBL, [OKA Mbl HE PEIINM
npobneMbl B peambHoM mupe. Ho kakum
00pa30M MBI CMOKEM DEMIUTh MPOOIEMBL
B PEAIBHOM MUDE, UTpas B UIPbL? Mbl XOTH
IPEACTABUTh CEOE TPAHUO3HYIO HOOGEAY,
4 TOTOM TIPEJIOCTABUTD JIOJAM CPEZCTBA,
YTOOBI JOOUTHCS €6,

Jxeit MakIOHUIJI OIMCBIBAET TPU UIPHI,
3371242 KOTOPBIX JIOOMBATBCA IPAHIUO3HBIX
nobe/1 B PeaIbHOM OyaymieM. B OmtaitH-ur-
pe «Mup 6e3 ne(pri> (2007) TeiiMephI MBI
TAIOTCA NEPEKUTH BBIMBIIUICHHYIO HEXBAT-
Ky He(pTu. Pa3paboTunKyl BIOKWIN B UIPY
MACCy OHJIANH-KOHTEHTA, YTOOBI TEiMEPHI
TIOBEPUJIH, YTO HEXBATKA HE(TU peasbHAd,
U B NOBCEJHEBHON KM3HU BEMH O TAK,
CJIOBHO HEZJOCTATOK HE(PTH CYIIECTBYET. Kor-

Jla TefiMep HAUMHAET UTPY, OH PETUCTPUPY-
€TCA U COODMIAET MOZIEPATOPAM O TOM, I7IE
OH KUBET. MOJEPAaTOpHl INPEAOCTABIAIOT
refiMepaM HOBOCTHBIE POJMKH B PEATLHOM
BPEMEHU: KOTUPOBKH, YTOOBI UTPOKU 3HAIH,
CKOJIBKO CTOUT HE(PTh, KAKUX TOBAPOB HET
B HUIMUMHY, KAK 3TO BIMAET HA TIPOJOBOMb-
CTBEHHBIE PECYPCBL, TPAHCIIOPT, 3KPBIBAIOT-
1 JIW TIIKOJIBI, WIYT JIM 330ACTOBKY. [eiIMephI
JIOJKHBI TIOHSITh, KAK Obl OHU BEJH CEOS B pe-
AIBHON JKU3HH, €CIIM ObI BCE 3TO OBLIO MPAB-
JOM. 3aTeM MOAEPATOPBI IPOCAT IeHMEPOB
BECTU OJIOTH, PA3MEIIATh B CETU CBOU BUICO
u (potorpachuut. Mirpa 6u1a 3anymena 8 2007
TO/1y, B HEei NPUHAIN yyactue 1 700 UrpoKos.
OpraHu3aTopel Urpbl TPU TOAA CIEAWIN 32
UX KU3HBIO. OIbIT JAHHON UIPbl U3MEHUI
refiMepoB. BOMBIIMHCTBO UIPOKOB COXPa-
HWIA B PEAILHON JKU3HU MPUBBIYKHY, KOTO-
pBle OHM NIPHOOpEIN 32 BpeMA UIphl. Mo-
JEPATOPbL OHJIANMH-UIPBI IIPUILUIA K BBIBOAY
O TOM, YTO JIIOAW HE XOTAT MCHATD ITPHBbIY-
HBII 06PA3 JKU3HU TONBKO IOTOMY, 4TO OT
9TOTO MUP M3MEHUTCS B JIYUIIYIO CTOPOHY.
Ho e yBiedb Joel IPaHAMO3HOIN UCTO-
puell ¥ CKa3aTb, YTO 3AKOHYWIACh HE(PTD,
TO OHU BOCHPUHUMAIOT 3ITO KAK YIHUBU-
TEMBHOE MPUKMOYEHUE, B KOTOPOE MOKHO
OTIPABUTLCA, YTOOBI TOCMOTPETH CMOKET JI
K&)K,[IbII;I 13 UT'POKOB BbDKUTH U KAKUM MMCH-
HO 00Pa30M.

B fpyroit urpe pa3paboTUUKU pElu-
JIM OOPATUTBCA K TIPOGIEMaM 60JIee Cepb-
€3HOTO YPOBHA, YEM MNHK HE(PTEI0OBIYU.
B Hucruryre Bygymero (CIIA) cospamm
urpy nog HassanueM <«Hazpcrporikas, «Cy-
IIEPKOMIIBIOTED 10 Ha3BaHueM ~CucreMa
OMOBEMEHHUSA O INOOATBHOM YHUYITOKECHUN
BBIYMCIWI, YTO JIIOJAM OCTAJIOCh JKUTh Ha
IUTAHETE BCEro 23 rofa». Mogeparopsl npo-
CUIN TEUMEPOB 3aPErHCTPUPOBATBCA OH-
JIAAH. 3ateM OOBABUIN BCEX YYACTHUKOB
WI'PBI WICHAMA KOMAH/IBL, TICPE/T KOTOPBIMA
CTOSIA 33124 TIPUAYMaTb OYAyLiee HEp-
THH, GYAyIIEe e/ibl, OyayIIee 3PaBOOXPaHE-
Hug, Oy/yiee 6e30IaCHOCTH U COLMAIBHOMN
3amuTeL B Teuenue 8 Heleb B UIpy Urpa-
7 8 ThICSY yenoBek. OHu npeanokuu 500
HEBEPOATHBIX TBOPUYECKUX PEIIECHUM, 1IPO-
JIEMOHCTPUPOBAB B JIEUCTBUM a(ppHUKAH-
CKYIO TIOTOBOPKY: «EC/I HE MOJKEIb PEMIUTD
npob6eMy cam — 00Cyx/alt ee». rpa Obra
CO3aHa COBMECTHO ¢ Mucruryrom Beemup-
HOTO 6aHKa. [I0 OKOHYaHMIO UIPBI reiiMe-
pam ObUI BBIAH CEPTU(UKAT OOIIECTBEH-
HOI'O HOBAaTOpA BbITycKa 2010 roga.
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Huctutyr 6yaymero (CIIA) pa6oraer ¢
UHCTUTYTAMU 110 BCel Apuke K 1ory or Ca-
Xapbl, C TTOMOIIBIO HOBOY OHJIAMH-UIPBI CO-
TPYAHUKMA MHCTUTYTA HPUNIAMAIOT CTY/EH-
TOB (POPMUPOBATH HHHOBAIIMOHHBIE HABBIKU
B COLUAIBHON cepe. B 0CHOBE 3TOH UIpHI
JIEXUT TpaduuecKas HOBELIA. B urpe ectp
HECKOJIBKO YPOBHEH OLIEHKU TAKUX HABBI-
KOB, KaK TIOHIMAHHUE JIOKAJIbHOI CUTYAIIH,
0OMEH 3HAHUAMU, KU3HECTIOCOOHOCTb, 1A/Ib-
HOBU/IHOCTb, HM300PETATEILHOCTD,  Ju3ati-
HEDP JAHHOHM KOMIIBIOTEPHOH WIPBI JDhKeHH
MaxlIonurn npocuia MOAEMATHECA 3HAHUEM
00 3TOI KOMIIBIOTEPHOI UTPE C MOJIO/LIMU
JIOABMU B JIOOOH TOUKE MUPA, OCOOEHHO B
PA3BUBAIOIINXCS PETHOHAX, KOTOPBIE «<MOTYT
TOJIBKO BBIUIPATH OT OOBEAUHEHUSA U COUU-
HEHMS COOCTBEHHBIX OOIIECTBEHHBIX WHU-
IIMATUB /11 CIACEHUS MUP2>.

Mccnenosaten  Mucruryra  Byaymero
(CIIA) cYuTaIOT, YTO TEUMEPBI — ITO Ye-
JIOBEUECKUIT PECYPC, KOTOPBIA MOKET ObITh
PQEKTUBHO UCTIONB3OBAH I PEHICHHUS
3a1a4 B PEAIbHOM Mupe. JIIobuTtenu urp
OIIYIIAIOT COOCTBEHHBIE CBEPXCHOCOOHO-
CTH, PE3YILTATUBHOCTb, KOTOPAsA IIPHHO-
CUT UM YIOBOJBbCTBUE, YMEIOT CO3HABATH
KDEIKYI0 COLMAIBHYIO CTPYKIYpPY, 00/1dza-
I0T HEUCCAKAEMBIM OITUMU3MOM, UCIIBITHI-
BAIOT MHTEPEC K TPAHJUO3HBIM 3aMBICTIAM.
Wrppl, 10 MHEHUIO UCCIENOBATENECH, MOIYT
CTaTb MOILIHOM IUIAT(HOPMOI I COLUAIb-
HBIX TIEPEMEH.

TaKoBa NO3ULKA JU3AMHEPOB BUACOUTD
U YYEHBIX, PACCMATPUBAIONUX UIPHI U Teil-
MUDUKAMIO B LIEIOM ONTUMUCTHYHO, HO
CYIIECCTBYET Y KPUTUYECKUN B3I HA Iel-
MU(UKALHMIO, C TOUYKU 3PEHMS COLUATBHBIX
OTHOIIEHMUI, OCHOBAHHBIX HA MAHUITY/IALIUML.

ITockombKy (PEHOMEH  IerMupUKALU
CTAHOBUTCA  UPE3BBIYANHO  MOMY/IIPHBIM
ABJIEHUEM HE TOJBKO HA TENEBUICHUM, HO
U B OM3HECE U HAYKE, LIEIECOOOPA3HO Pac-
CMOTPETb NPUMEPBl MAHUIYIUPOBAHUS 00-
IECTBEHHBIM CO3HAHUEM C IOMOLIBIO BUJIE-
OUI'P B JAHHBIX OOJIACTAX.

Ncnonb3oBaHme noTeHynana
nrpbl B HayKke n 6usHece

Hrpa «Foldit> — HarmAAHbIN TpUMeEp UC-
MOJIb30BAHNA TENMUPUKAMIH AKE B Chepe
HayKu. LIeHTp HayKy 06 Urpax BamuHrToH-
CKOTO YHHBEPCUTETA U (DAKYIBTET OUOXU-
MHH TOI'O XK€ YHI/IBCpCI/ITCTa COBMCCTHBI-

[ Meguancuxomnorus |

JltlobuTenu Urp oLlyWaT COOCTBEHHbIE CBEPXCMOCOOHOCTY, PE3YIbTAaTUBHOCTD,
KOTOPas MPUHOCUT UM YAOBO/BbCTBIE, YMEIT CO3AaBaTh KPEMKYo COLManbHYo
CTPYKTYPY, 061aAatoT HeMccAKaeMblM OMTUMU3MOM, UCMbITBIBAIOT HTEPEC

K rPaHAMO3HbIM 3amblciiam. /rpbl, MO MHEHWIO MCCefoBaTenel, MOryT CTaTb
MOLLIHOV MNathopMoit ANa CoLManbHbIX NepemeH

MU YCIWIMAMH CMOJETHPOBAIN ITIPOLIECC
CBOPAYMBAHUSA OEJKA ITIPU €r0 MEPEXOie
B (DYHKIIMOHAILHOE COCTOSHUE, B KOTO-
POM OH BCTPEYAETCS B MPUPOAE (IIPOLIECC
(honpmnra 6€nKa). Pazpaborynku npejyio-
KWIA UTPOKAM B3ATb MOJIE]Ib OEIKA U Ha-
YaTh CBOPAYUBATD €€, CO3/[ABAS BCEBO3MOX-
HbIC TIPOCTPAHCTBEHHBIE KOH(UIYPALIMU.
BOIBINOE KOMMYECTBO OUKOB UTPOKU TIOJY-
YaI0T, €CJIU B PE3Y/IBTATE CBOPAYUBAHUSA MO-
JIEKYJIBI O€JIKa OHU NOMYYAIOT MAKCUMAIBHO
CJIOKHBIE CTPYKTYPBL YUEHBIX (DAKyIBTETA
OMOXVMHUM  BAIIMHITOHCKOTO  YHUBEPCH-
TeTa KaK Pa3 U UHTEPECOBAIN CAMBIE BbI-
COKUE pe3y/sratbl. OHU [IPOBEPSIN LIONy-
YCHHBIC IAHHBIC, U3YIIN UX U TIPUXOAWIN
K BBIBOJAM O TOM, KAKUM 06Pa30M MOXKHO
HUCIOMb30BATH TOTYYCHHBIC MOJC/IU B HA-
YUYHBIX MCCIeA0BaHuiL B 2011 rogy ¢ nomo-
1IbI0 UrPoKOB «Foldity GUOXUMUKU CMOTTIH
Pa3rajaTh CTPYKTYPY OOE3BAHLETO PETPO-
BUpyca, BorsbiBatomero CIIMI y npuMaros.
[IpumeuaTenbHo, yTo Urpoku «Foldit» cripa-
BUJIUCh C KBECTOM, KOTOPBII MOJICINPOBAT
IIOUCK UCKOMOY CTPYKTYPBL 34 JCCATD JHEIL.
Camu ke O6MO(DU3UKU JIOMATU TOJIOBY Hajl
npodaeMOr (POMIMHIA ATOTO OENKA TIAT-
Hazuath JeT. ONTUMUCTBL BOCIPUMYT BbILd-
IOMMICA PE3YIBTAT, IIOMYYCHHBI METOLOM
refiMu(pUKaInY, KaK Crocod Ka4eCTBCHHO
YIYYIIUTD MOBCCTHCBHYIO JKU3HbL C IIOMO-
IIBIO TEHMEPOB, 4 UMEHHOO KAK BO3MOX-
HOCTb MCIOIb30BATh KOJICKTUBHBIIN pasym
JUIS PENIEHNs CIOKHBIX 337144, KOTOPBIE HE
IO/ CUJTy PEIIUTD OXHOMY YETOBEKY.

C 31011 TOUKHM 3peHus, Urpokos «Foldit»
MOKHO TIPEACTABUTb KAK <«TPAKJAHCKUX
ydenpx». K coxanenuio, 310 He Tak. [efl-
MEpPHI B JJAHHOM CJy44€ BBICTYIIIN BCETO
JINIIb KAK CPCACTBO JOCTWKCHUSA YYCHBI-
MU CBOEH LIEH, OHU TIPEACTABIIN COOOI
0c060r0 pofia pepreKCUBHOE 0OOPYOBA-
HHUE, CIOCOOHOE CAMOCTOATENLHO 3aSIBIATh
0 COOCTBEHHOH HEUCIPaBHOCTH. Hcropud
«Folditr mopTBEpAKaeT 3TOT TE3UC. JoKa-
3aTEIbCTBOM TOMY CIYKHT IPEAMECTBEH-
Hu1a urpet «Foldit> — KOMIBIOTEPHAS TPO-
rpamma «Rosetta@home». Kaxk u «Foldity,
OHA CKAUMBAIACh IMOJIb30BATE/AMU TEPCO-
HAJIbHBIX KOMIIBIOTEPOB OeCIuIaTHO. [Ipn

3TOM HPOTPAMMA MOJIEUPOBANIA (POUHT
GEIKOB CAMOCTOSITENIBHO M CAMOCTOSITENb-
HO € OTIPAB/UIA PE3YIBTATHl YYCHDBIM.
[Tonb30BaTeNb NEPCOHAIBLHOTO  KOMIIBIO-
TEPA MOI' JIMIIL HAOMOAAT 31 KPACOUHOMU
BU3YAJIBHON MOJE/BIO  (DOJIMHTA, OfHA-
KO IPU 3TOM CAM C HEH HE B3aUMOJEHCT-
BoBa/L Texnuuecku «Rosetta@home» 6bL1a
HE UIPOH, 4 KOMIIBIOTEPHOU IPOrPaMMOH,
KOTOpas PaclpOCTPAHSIACh Ha IEPCOHATD-
HbBIX KOMIIBIOTCPAX 32 MPCICTAMU HAYIHbBIX
71a00paTOpUH, MOCKOBKY YYEHBIM U3 Ba-
IIUHITOHCKOTO YHUBEPCUTETA TPOCTO HE
XBATAJI0 J1TA60PATOPHBIX MoIHOCTEn. Crie-
NaTh u3 «Rosetta@home> Urpy GHOXMMUKA
BamMHITOHCKOTO  YHUBEPCUTETA  PEIIMIN
TIIOTOMY, 4TO T€AMEPBI MOITIU OBl COOOIIATD
UM O COOSIX B paBOTE MPOTPAMMBI, A TAKKE O
HEAOYCTAX 1 OLMNOKAX B COCTABICHUH MO-
nenert (honauHra. BHOXUMUKAM TIPOCTO T10-
HJI00MINCH YyKHIE KOMIBIOTEPBL [eriMeph
K€ BBICTYIIIIIH B KAYECTBE YAUHOTO JIOHO]-
HEHUA K IPOrPAMMHOMY  OOCCIEUYCHHUIO,
Pa3pabOTAaHHOMY CYTYOO I PEMEHUA COD-
CTBCHHBIX 33/124 YYCHBIX.

PaccMOTpUM  U3BECTHBIA  CIIyYail  1C-
[O/Ib30BAHUA ~ MOOWIBHOHM — BUJCOUIPHI
B cpepe 6usHeca. Mrpa «Ingress» 6bu1a Co-
3mana «Niantic Labs» - moppaszienenuem
KOMIAHUU «GOogle». DTO  MOOGOIBITHBII
IpUMEp KpayACOpCUHra. JIerenaa JaHHOM
UI'PBI 3aK/TI0YAIACh B TOM, YTO B MUD BTOp-
€T HEKOTOPAs «9K30TUYECKAST MATEPHSD.
OHa pacHpOCTPAaHAETCS Yepe3 MOPTAJIL,
POJb KOTOPBIX UIPAIOT PEAIBHO CYIIECT-
ByIOIINE OOBEKTHL. MIrpOKU AEMATCA HA [IBE
KOMau/pL. OfiHa CTPEMUTCS HE MO3BOTHUTDH
MATEPUU IIPOHMKHYTb Ha 3emmo. Bropas
KOMAH/Ia, HATIPOTHB, BBICTYIIAET 32 KOPEH-
HbIC M3MCHCHHA 32 CYCT HCIIOJIb30OBAHUA
ITON  «3K30TUYECKOM Marepum». IeiiMe-
PBI IIPUCOCAUHAIOTCA K OJHOM U3 KOMaH[
U CPAKAIOTCA 34 KOHTPOJIb HAJ MOpTANa-
M. MaHUIYIIALMA 3aKTI0YaIach B TOM, YTO
JUIA TOIO, YTOOBI OPTAJT OABWJICA HA KAPTE
UI'PBI KaK IOPTAJI, UTPOK JIOJDKEH CPOTOrpa-
(bMpOBaTh €TO HA CBOE MOOMIILHOE YCTPOU-
CTBO U OTHPABUTH B KOMAHMIO «GOogle».
MMeHHO TaM IPUHUMAIOCh PELICHUE, B/~
€TCA 3TO MECTO IOPTANIOM WK HeT. UTpoKku
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Llenb ncrnonb3oBaHUA UrPOBbLIX MEXAHVK B HEUITPOBBIX KOHTEKCTAX — MPUB/EYb
BHUMAHVE NOTEHLMabHBIX MOKyMNaTenen K ToBapy, AN NPOABVKEHA
KOTOPOTO MCMOJb3YIOTCA MPYMUTUBHbBIE KasyasbHble nrpbl. C Apyro CTOPOHBI,
BMAEOUTPbI MO3BOMAT OM3HECMEHaM W YNpaBieHLaM BbiICTPanBaTb HOBbIE
CMOCOObI KOHTPOSA, KOTOPbIE YKE HE MOMYT OblTb OCHOBAHbBI Ha KAaCCUYECKOM

OlpPOKpPaTUYECKOM CNOCO6e opraHM3aLmm

UCIIBITBIBAIM PAZOCTh OT UIPhL, a «Googler
TIOMYYMT BETUKOJEMHYIO BO3MOKHOCTb HE
HAHUMATb OOJBIION TaT (POTOrPAdOB, Jic-
JAIOMMX CHUMKK i «Google Maps». Bee
(ororpadun COBEPIIEHHO 6E3BO3ME3IHO
HOATOTOBUWIN YYACTHUKU MOOWIBHOH BHU-
JICOUT'DBI, HCIBITBIBAIOMIUC  YIOBOJILCTBUC
IPOCTO OT CAMOTO MPOLECCA UTPBL

B 006eux WUrpax BO3ZHUKAET OIIO3UIMAL
SKCIUIATUPYEMBIX U 3KCIUTyaTatopa. B ciy-
yae ¢ urpoit «Foldit> 3KCIIyaTaToOpoM Bbl-
crymaer  (akyasrer Ouoxumuy  Bammur-
TOHCKOTO YHUBEPCHUTETA, Y4EHBIM KOTOPOIO
ObUIO HEOOXOAUMO IMPEACTABUTbL PYKOBOJ-
CTBY CBOU OTYET O ITIPOAETAHHOK DPabGOoTe.
B cyuae ¢ urpoit «Ingress» O4EBUHBII BbI-
TOJIONONYYaTeNh — KoMIIaHud «Google», Ko-
TOPAst JI0JDKHA ObLTA COOCTBEHHBIMU CUTAMU
CHUMATb oTO 11 «Google Maps». B nipuse-
JCHHBIX IIPUMEPAX Mbl (DAKTUYECKU UMEEM
JIENO € 3KCIUTyaTallUel TefMEPOB B UHTEPE-
CaX Pa3pabOTYNKOB KOMIIBIOTEPHBIX UIP.

B KauecrBe KOHTPAPIYMEHTA B JAHHOMN
CUTYALIUM MOXKET BBICTYIATh YTBEPXICHUE
ONTHMUCTOB O TOM, YTO TEHMEPHI BCTYIA-
U B UTPY JOOGPOBOABHO. OHU COITIAMATNCh
HA TO, YTO HOMYYAIOT TONBKO VAOBOJIBCTBUE
B OOMEH HA CBOIO JICATENBLHOCTb. HO ABIA-
IOTCA JTA SMOLIMH, HUCIIBITBIBACMBIC MU, IK-
BUBAJIEHTOM /ICHEKHOTO U CUMBOTHYECKOTO
KAMIATA/IA, KOTOPBI aKKyMY/TUPYIOT SKCILIY-
ATUPYIOIIME UX UHCTUTYLMU? VIMEHHO TaK,
C TOUKHM 3PEHUS COLMATIBHOI TEOPUH, CTa-
BAT BOIIPOC KPUTUKM I'eHMU(DUKALUY, Ha-

Jlntepartypa:

npuMep, uccienoBarenb supeourp Ax bo-
roct. OH paccMaTpuBAET TEMMU(DUKAMIO
KAK TIPUEM MAPKETONIOTOB U YIIPABJICHIIEB.
HCJIb UCTIONMb30BAHMA UI'POBBIX MCXAHHK
B HCUT'POBBIX KOHTCKCTAX — IPUBJICYDL BHU-
MAHHE IOTCHUIHAIbHBIX HOKy'HaTC]ICI;I K TO-
BapY, V1A IPOJBIDKEHUA KOTOPOIO MCTIOMb-
3YIOTCA TIPUMHUTHUBHBIC KA3YATbHBIC WIPbL
C Zpyroit CTOPOHBL, BUJCOUTPBL MO3BOJLAIOT
OM3HECMEHAM U YTIPABJICHI[AM BICTPAUBATL
HOBBIE CHOCOOBI KOHTPOJA, KOTOPBIE YKE
HE MOTYT ObITb OCHOBAHBI HA KIIACCHYECKOM
GI0POKPATIYECKOM CIIOCOOE OPrAHU3AIIIH.

3aknuyeHne

Cpean 0COBEHHOCTEN  COBPEMEHHOU
JIETCKOM UM MOJIOJICKHON TeJIEeBU3MOHHOM
ayguropun (Bospacr ot 0 1o 17 seT) MOx-
HO H43BaTh CBOOOZIHYIO OPUEHTALINIO B TEX-
HOJIOTHAX, TOTPEOJIEHHUE TENEBU3UOHHO-
IO KOHTEHTA BO BCEX CPEAX (B TOM UUCIE,
B UHTEPHETE, B POrPAMMAX JIUCTAHIIUOH-
HOTO OOyYeHUs, B MOOWIBHBIX HPUJIOKE-
HUSX, B KOMITBIOTEPHbIX MTPAX), HA JTIOOBIX
YCTPOYCTBAX (TEIEBU30P, KOMIIBIOTED, HO-
YTOYK, IIAHIIET, CMAPT(OH), AKTUBHOE UC-
HOMb30BAHNE  JIEKTPOHHON KOMMEPIIUH,
TEXHOJIOTUM ~ BUPTYAJIBHOH  PEABHOCTH,
OHJIANH-UIP, a4 TAKKE IOTPEOHOCTH JIO-
Jiefl JAHHOTO BO3PACTa, VAOBIECTBOPSAEMBIC
MOCPEACTBOM HUIPBI (BO3MOXHOCTb TIEPE-
KIOYNTh BHUMAHHKE, MONPOOOBATH CEOS

B PA3TMYHBIX COIMATBHBIX W ITOBCACHYC-
CKUX POJIIX, HOTPEOHOCTb B JOCTHKECHUN
PE3YILTATOB).

BbIBIAIOTCS  OTIMYUTEIBHBIC YCPTHI
reiiMepoB (OLIYIEHHUE COOCTBEHHBIX CBEPX-
CIOCOOHOCTEN, IPUHOCAIIAS YAOBOILCTBUE
PE3YALTATUBHOCTD B UI'PEC, ONITUMU3M, YMC-
HHUC CO3[dBATb B UI'PC KPCIIKYIO COIUAJIb-
HYIO CTPYKTYPY, UHTEPEC K PEMIEHUIO CJIOK-
HBIX 34/1a4 B BUPTYAJIbHOM MHPE), KOTOPbIE
JIOJDKHBI OBITH Y4TEHBI CO3AATENAMU 3(DPEK-
THUBHBIX IIPOMOTCKCTOB, PACCUMTAHHBIX HA
JAHHYIO dyAUTOPHIO. OIKMCAHBI MEXAHU3MBL
BO3/ICHCTBUS HA MACCOBYIO ayJUTOPHIO, aK-
THBHO IPUMCHAIOIUECA AU3ANHEPAMY BU-
Jeourp. JIaHHbIE MEXAHU3MBI MOTYT OBITb
VYTEHBl U UCHONb30BAHB! PA3PAOOTINKAMU
TEICBU3MOHHbBIX HpOMOKaMHSLHI/II;I.

Ha Ham B3I, CIOCOOHOCTb BHICOUT-
POBBIX MEXAHUK MOTHUBUPOBATH MACCOBOIO
a7pecaTa  TENEBU3UOHHOIO  TIPOMOJUCKYD-
€2 K TIPOCMOTPY TENEBU3HOHHBIX IPOTPAMM,
OTPOMHA, U OTKA3bIBATBCA OT HEE MApKe-
TOJNOTAM TEEBU3UOHHBIX KAHAIOB HE CJle-
ayer.  OfHAKO —NPECTABUTENAM — MAcCo-
BOH AYIUTOPUN  TCJICBUSUOHHBIX  KAHAJIOB
HEOOXO/IMMO OTHOCUTBCA K TIPOEKTAM el M-
(PMKAMU KPUTHUYECKU, TO €CTb OCO3HABATH,
B KAKUX [CIAX OHU MOIYT OBITh HCIIONb-
30BdHbL, W MPUHUMATH JIMYHOC Y4aACTHC
B IPOEKTAX, HEUTPOBBIE ETU KOTOPBIX fB-
JITIOTCS IEACTBUTEBHO OOIIETPLKIAHCKAMI
U HE TIPENONATAOT HAIMYMA B UTPE OIIO-
UM 3KCIUYATUPYEMOTO U JKCIUTyaTaToOpa.
BO3MOKHO, TIPU YCIOBUH CTPOTOTO COOMOTIE-
HUA 3TUYCCKUX HOPM, MCITOIb30BAHNEC rermu-
(bvKALMY B TEJIEBU3UOHHOM IIPOMOJMCKYPCE
MOIVIO GBI CTAT HE TOBKO 3(D(PEKTUBHBIM UH-
CTPYMEHTOM HPOJBILKEHHUSA TENEBU3UOHHOIO
KOHTEHTA, HO U CIIOCOO0OM H3MEHEHUs 001Ie-
CTBEHHOTO MOPS/IKA K JIyIIIEMY,
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