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AnHotanusi. B xozme paboTbl ObUIM NpOaHaNIM3UPOBAHBI KaK HOBEHILNHE WJIEH, TEOPETUUECKHE U
MPAaKTUYEeCKUE Ppe3yJIbTaThl CO3JaHUS M TPHUMEHEHHUS HAyKOBEIUECKUX TEXHOJIOTUH H3BIICUEHUS,
00paboTKu M aHanu3a WHPOPMAIMOHHBIX M HAay4YHBIX PECYPCOB, BBISBJICHBI OCHOBHBIE TPACKTOPUH
pa3sBUTHA METOJOB M TEXHOJOIMH, KOTOPBIE MOXHO HCIIOJNB30BaTh NPU KOMIUIEKCHOM IOAXOJE K
aHAIM3y KOHTEKCTHOTO 3HAHMSA, TaK W TEPMHHOJOTMYECKHH JaHAmadT MEXANCIUIUTHHAPHOTO
HarpaBJeHUsT Hay4HBIX HccnenoBaHnii «ConManbHO-3THYECKHE AacleKThl LHU(PPOBOH SKOHOMHKH:
reiMuuKanys B cOUMaTbHOM M HaydHO-oOpa3oBaTenbHOW cdepax». IlomyueHHble 3HaHHS ObLIH
UCIIONIb30BaHbl TPH  pa3paboOTKe HAyYHOW METOAWMKH TIOCTPOCHMS M aHalIW3a MpeAMETHO-
TEMaTUYECKUX TPEHIOB U I (OPMHUPOBAHUS Te€3aypyca MEXIUCIMIUIMHAPHON MTpeIMeTHOH 0bIacTi
reiiMuuKanys, anpoOMpoBaH WHCTPYMEHTAPUH, Pean3yIOUINi pa3InuHble CIIOCOObI U TEXHOJIOTUU
paboThI ¢ KOHTEKCTHBIM 3HAHHEM.

KiamoueBble ciaoBa: reiMudukanus, KOHTEKCTHOE 3HAHME, OKCIUIUKAIMS  KOHTEKCTOB,
MEKIUCIUIUIMHAPHBIC HAMPABJICHUS HMCCIICOBAHUS, KOHTCKCTHBIM MOWCK, HU(PPOBOH ypOaHM3M,
G poBast SKOHOMHKA, TPEH]T

1. BBeaenue

Tenpenunu pazBuTHsT MHGOOPMAIMOHHOTO OOLIECTBA IOCTOSHHO MOBBIIAIOT TPEOOBaHUS K
NOTPEeOUTENECKAM KauecTBaM MH(POPMAIIUH, CTIOCO0aM ¥ MHCTPYMEHTaM ee MONydeHus: u ananu3a. [log
NOTPEeOUTENECKUMHU KayecTBaMK WHPOPMAIIUKM B HAYYHOW Cpejie IOHUMAaeTcs 00ecTiedeHrne OTKPBITOCTH
M JOCTOBEPHOCTU [AHHBIX, COOTBETCTBHE (POPMaNBLHO peneBaHTHOM HH(popManmu IeicTBUTEIBHBIM
OKM/IaHUSIM ee TMOTpeOHuTeNnel, a Takke oOecreueHHe BO3MOXKHOCTH CAaMOCTOSTEIBHOTO YIpaBIICHHS
pacrpeqeiecHHBIMA ~ WHPOPMAIMOHHBIMA ~ pECypCcaMHl  MOCPEJICTBOM  CHENHABLHO — pa3paboTaHHOTO
WHCTpYMEHTapusi. Y JOBJIETBOpEHHE HHPOPMAITMOHHBIX TOTPEOHOCTEH B MEKAMCIUIIMHAPHBIX HAYYHBIX
UCCJIEIOBAHNAX MOXET JAOCTUraThCsl MPUMEHEHUEM TEXHOJOTHMI W METOJOB M3BIEYEHUS KOHTEKCTHBIX
3HAHUW ©3 OOJBIINX MAacCHBOB JaHHBIX. l3ydeHWe CTPyKTYpHO-OPTaHW30BAaHHBIX, ABTOMATHYECKU
M3BJIEKAEMBIX U3 HECTPYKTYPHPOBAHHBIX HMCTOYHHKOB TEMAaTHYECKHUX W CMBICIOBBIX KOHTEKCTOB MMEET
oO1IeHay4YHOe U OOIEKYIbTYPHOE 3HaUeHHE, TTOCKOJIbKY KOHTEKCTHOE 3HAHUE COCTABIISICT BasKHYIO 4acTh
SIBHOTO M HESBHOTO 3HAHUS, KOTOPBIM OINEPUPYET YENIOBEK B HAYYHOM, 00pa3oBaTeIbHON, COUUATBHON U
KyJIBTYpHOH aedresnbHOcTH. ClenyeT MOTYEepKHYTh, YTO aKTYaJbHOCTh aHaJIn3a TEPMUHOJIOIMYECKOM
0a3pl MEKIUCUUILIMHAPHBIX HalpaBlIeHUH HCCIeNIOBaHUH ompernensercs psaoM (akTopoB. Bo-mepBhix,
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KaK TMpaBUIIO, MSKIUCIMIDIMHAPHBIC UCCIEAOBaHUS BO3HUKAIOT B OTBET HA TCHJICHIIMU OOIICCTBEHHOTO
pa3BUTHUS, KOMIIEKCHO 3aTparvBarollie pa3iNdHbIe ero chepbl — 3KOHOMHKY, MOJUTHKY, KYIbTYpY,
oOpa3oBanre W T.I. Bo-BTOpBIX, MOHATHITHAS 0a3za MEXTUCIUILUTMHAPHBIX HAYYHBIX HCCIIEOBAHUN
pa3BUBaeTCs KaK B HAYYHOM, TaK M B OOIIECTBEHHO-TIOJIMTUYECKOM JUCKypcaX, 4TO 00yClaBIMBaeT e
HEOJTHO3HAYHOCTh M Pa3HOPOJHOCTh. B-TpeThHX, CYIIECTBYeT HEOOXOJMMOCTH CBOCBPEMECHHON U
Ka4eCTBCHHOW TIOATOTOBKM CICIHAIIMCTOB [UIS pealM3allid Ha TIPaKTHUKE HOBBIX HaIPaBIICHUH
OOIIIECTBEHHOTO pa3BuTHs. Bce 3TO, B CBOKO oOuepelb, OpocaeT BBI3OBBI CHCTEME OOpa30BaHUS,
NPEIbSABIsIl TPeOOBaHHMS K TMIOSBJICHUIO HOBBIX YYEOHBIX MPOTPaMM M KypCOB, KaTeropuaibHO-
MOHATHITHOW ©0a3e mpeaMeTHON oOmacth. TakuMm 00pa3oM, pPa3BUTHE MEKIUCITUIUTHHAPHBIX
TEPMHHOJIOTHYECKOW 0a3bl M «MEXIUCIUILUTMHAPHBIX TOJXOAOB B HayKe CTAaHOBUTCS Bce Ooee
HEOOXOUMBIM JUIsSi OOJBIIUHCTBA AUCIUTUIMH KaK C IENIbI0 JabHEHINEr0 OTKPBITHS HOBBIX 3HAHUH, TaK
W JIJIs1 BO3/ICHCTBUS OOIIECTBA HA 3TH OTKPBITH [44].

VIMeHHO TO3TOMY CETOAHS MOXKHO HaOJIIOAaTh MyOJMKAIMOHHYIO aKTUBHOCTH M JIOCTaTOYHOE
KOJINYECTBO MCCIIEIOBAHNH, TOCBSIIEHHBIX TIEPEOCMBICIICHHIO SIBJICHUSI MEKAUCIUIIMHAPHOCTH B HAYKe.
CunTaercs, YTO MEKIUCIUIUIMHAPHBIC HANIPABIICHUS UCCIICIOBAHUN MOTYT OBITh OIPECICHBI M OMHCAHBI
KOJIMYECTBCHHO uepe3 pasinunbie usmepenus. Tak, nanpumep, Keisuke Okamura [39], cocpenoraunBas
BHUMaHME Ha KJIACTePax BBICOKO IMUTHPYEMBIX CTAaTeH, M3BECTHBIX KaK MCCIEIOBATEIbCKUE (POHTHI
(RFs), yTBep»kIaeT, 4To MEXIUCHUIUIMHAPHOCTh CTATUCTUYECKU 3HAYMMO U IOJIOXKHUTENBHO CBs3aHa C
WCCIIeIOBAaTEeNbCKUM Bo3zelicTBueM. J. Raimbault [44] mpemmaraer B KadecTBe WHCTPYMEHTA
METOJOJIOTHIO, COYETAIOUIYI0 aHAlM3 CeTeld IMTHPOBAaHMS M CEeMAaHTHYCCKUH aHaIM3, H3ydas
Ka4yeCTBEHHbIC 3aKOHOMEPHOCTH OTHOIICHHH MEXIy OSHAOreHHbIMH auciuiuinHamu. C. Carusi u
G. Bianchi [7] mpemmarailoT KOJHYECTBEHHO OILEHHBATh  MEKIUCIUIUTHHAPHOCTh  KYPHAJIOB,
yCTaHABJIMBAsE OTHOIICHHUS aCCOLMAINY MEXTy YICHBIMU M JKypHAJIAMH, TJIe 3TH yYCHBIE ITyOIUKYIOTCS.
Hpyrue uccnenoBatelv, Takue kKak, Hampumep, Giovanni Abramo, Ciriaco Andrea D’Angelo u Lin
Zhang [17] wuCHOJB3YIOT OJHOBPEMEHHO JBa OHOJUOMETPHYECKUX TOAXOAa K H3MEPCHHUIO
MEKIMCIUTUTHHAPHBIX UCCIIE0BAHUI — aHaIN3 JUCIUIUIMHAPHOTO PA3HOOOPa3us B CIIUCKE JIUTEPATYPhI
U aHAIW3 JUCIMIUIMHAPHOIO pa3HooOpasust aBTopoB mybsmkarmii. Jonna Koivisto u Juho Hamari [28]
JUIS aHAJTM3a TEHJCHIMHA M KOHTEKCTa HAay4HBIX MyOJIMKAlui B 00JACTH redMU(UKAIMHA HCHIONb3YIOT
OKCIIEPTHBIH METOJ] OIEHKH IPH HWHTEIUIEKTYaJIbHOM IIOMCKE W AaHalnW3e Hay4YHBIX TEKCTOB 0e3
NPUMEHEHUs] MHCTPYMEHTOB aBToMaTtu3auuu npoueccoB. C. Piciocchi m L. Martinelli [42] mpoBonsT
UCCIIC/IOBAHUS PA3BUTHS KATErOPUAIbHO-TIOHATHIHBIX allapaToB Pa3IMYHbIX HAYYHBIX HANpaBIICHUH, B
KOTOPBIX HCIOJIB3YIOT MeToAbl M moxaxoabl Digital Humanities. Mbl mpeanmaraem B Takoro poja
UCCIICJIOBAHUSAX  HCIIONB30BaTh CHHTETHYECKHMH METOJA, KOTOpBIM TNpenmnosiaraeT IMpHUMEHEHHE
UH()OPMALIMOHHO-KOMMYHHKAIMOHHBIX TexHonoruit (MKT) Ha Bcex aTamax McclieloBaHHs — OT TOHCKa
1 cOopa nHpOpMaIH J0 €€ KOIUIECTBEHHON 1 Ka4eCTBEHHOH 00paboTKH.

[IpoBogrMoe aBTOpaMu WCCIEAOBAaHUE CTAaBUT IEJIbI0 pa3paboTKy CIEHATU3UPOBAHHOTO
Te3aypyca MEKIUCIHUILIIMHAPHOTO HAYYHOTO HampaBieHHs «COIMaTbHO-ITHYECKHAE acleKThl MH(PpPOBOH
SKOHOMUKH: TeiMHu(]HKaIMsg B COIMAIBHON M Hay4dHO-00pa3oBaTeNibHOM cdepax» ¢ (POKycoM Ha
COIIMOKYJIbTYPHBIE KOHTEKCTHI HU(POBOro ypOaHu3Ma. B HalleM TeMaTH4eCKOM HCCIICIOBAaHHHM MBbI
MPUMEHSEM BO3MOXXHOCTM TIIOMCKAa M W3BJICUCHHMS METQJaHHBIX M TEKCTOB U3  IU(PPOBBIX
WH(GOPMAIIMOHHBIX PECYPCOB, OINMKCHIBAIOIIMX NPUMEHEHHE TedMU(UKAIMH B pa3iuuHbIX cdhepax
JEATeTLHOCTH, JIS MaTbHEHIIIeH KOMMIeCTBEHHON W Ka4eCTBEHHOW 00paObOTKY MOTyISHHBIX MAaCCHBOB C
MPUBJICUCHUEM CHHTETHYECKOro wmeTojga. CHHTETHMYECKMM METOJ MpeArnojaraeT HCIOJIb30BaHHE
KOMOHMHAIIMK KacKaJHOTO (pe3y/ibTaThl OJHOTO 3allpoca aBTOMATHYECKH BXOJAT B TIOWCKOBHIM 00pa3
JIPYTOTo 3ampoca) W Te3aypyCHOTO (MCIOJIB3YeTCS [JII aBTOMATHYECKOTO PACIIUPEHHS KYJIBTYPHOTO
KOHTEKCTa B XOJI€ BBHIMIOJHEHHUS 3ampoca) MOMCKA, COYETaHUS MHOTOCIONHBIX TEMaTHYECKHX a03aI[HO-
OpUEHTHPOBAHHBIX (C BapualMeil HCHOIb3yeMBIX CIIOCB) M YacCTOTHO-OPHUEHTUPOBAHHBIX 3alpOCOB
[30, 31]. [IpumeHsieMblii METOJT HANIPABIEH HAa KIACTEPU3AIUIO H CTATUCTUYECKYIO 00pabOTKY HAay4YHBIX
TEKCTOB, TIO3BOJIIET (JOPMUPOBATH KOJUICKIIMA TEMATHUECKH PEJICBAHTHBIX ()ParMEHTOB (TEMaTHUIECKUX
KOHTEKCTOB), BBISIBIIATh KOHTEKCTHI HCIOJNB30BaHHUS TEPMHUH-KOHIENITOB, COOTHOCUThH TMOJyYCHHBIE
KOHTEKCTBI C oOyiacTsAMHU 3HaHui. KOHTEKCTHOE 3HAHHME pacCMaTpUBAeTCs aBTOpaMH Kak (opma
WHTEPHPETald TEKCTOB M BXOMSIIMX B HUX KOHTEKCTOB, IOJYYEHHBIX B PE3YJIBTATE IOMCKOBBIX
3aMpOCOB U KCIUTUKAIIMY WX CMBICIIOB U3 HAYYHBIX HCTOYHUKOB, a TAKXKE U3 IMyOJUKAIUi 00IIeCTBEHHO-
MOJIUTUYECKOTO JAUCKYPCa, OTPAKAIOIINX OCHOBHBIC TCHJICHITUH COIUOKYIBTYPHOTO Pa3BUTHS OOIIECTRA.
Hcnons3yemoe B paMKax HCCIENOBAaHUSA IOHIATHE KOHTEKCTa TPAKTYETCS HaMU Kak He3aBHCHMas
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MOHATUMHAS COUHHIIA KaTr€ropuajJbHOI'O alinapara, KOTOopas MOXET OBITh TIOJIOJKEHA B OCHOBY
KIIaCTCpU3allul U BU3YyAJIU3aAlUHU UCPAPXHUYCCKHUX U aCCOLMATHUBHBIX OTHOIIICHUH MCXKAY TCpMHHAMMU.
AHann3 TeKCToB MMPpOBOJAUTCA CHaA4ala Ha 0oJiee BBICOKOM YPOBHE a6CTpaKIII/II/I — YpPOBHC O606HICHHI)IX
CTPYKTYPHBIX HWHBAPUAHTOB KOHTCKCTYaJIbHOI'O 3HAHHWA, 3aTeéM MPOUCXOAUT pPEAYHUPOBAaHHUE U
CHCHI/I(bI/IHI/IpOBaHI/IC BBISABJICHHBIX KOHTCKCTOB IMPUMCHUTCIBHO K KOHKPCTHBIM JUCHHUINIMHAPHBIM
00CTOSITEILCTBAM U MCKIAUCHUIITIMHAPHBIM OTHOIICHUSM. Hanuuue meroma u HUHCTPYMCHTOB aHalin3a
TEKCTOB, IpEAIararommx YHI/IBCpcaIIBHHﬁ noaxon K pa60Te C KOHTCKCTHBIM 3HAHHCM, ITIO3BOJIHJIO
ONITUMHU3UPOBATE  HUCCIICAOBATCIBCKYIO pa60Ty. Ha ocHOBE CHHTETHYECKOTO METOaa OBLIH
IOCJICA0BAaTC/IIbHO!

— orobpaHbl TU(pOBBIe HHOOPMAINMOHHBIE PECYPCHl JJIsl HM3BICYCHUS W3 HUX TEKCTOB
(Hay4HBII 1 00IIIECTBEHHO-TTOINTHIECKHNA JUCKYPCHI);

—  BBISBJICHBI 0a30BBIE TEPMHUH-KOHIIETITH FICCIEAyeMOH TTpeIMeTHON obmacTtr, chopMHUPOBAHO
CEMaHTHYECKOE AP0 MEXAUCIUTUTMHAPHOTO HAYYHOTO HAMPABICHHUS;

— mpom3BeN€H TOUCK M CHOPMHUPOBAHBI KOPIYCHl TEKCTOB (IKCHEPTHBIM METOJOM),
PENEBAaHTHBIX UCCIIEyEMOMY MEXIUCIUILIMHAPHOMY HAyYHOMY HaIIPaBJICHUIO;

— C HCHOJB30BaHMEM CHHTETHYECKOTO METO/Ja W BBIOpaHHbIX MHCTpyMeHTOB (T-Libra mms
PYCCKOSI3BIUHBIX U Voyant-Tools /s aHTTIOS3BIYHBIX TEKCTOB) MPOW3BEACHA SKCTLTUKAIIMS
KOHTEKCTHOTO 3HaHHS (KOHTEKCTOB HECKOJIBKHUX TUIIOB), BBIACICHBI CEMAaHTUUECKHE TPYIIITHI
TEPMHUH-KOHIIENITOB;

— OCYHICCTBJICHBI IIOBTOPHBLIC TIIOMCK W OKCIUIMKAIWA KOHTEKCTOB C IIOCICAYIOIHUM
IMOCTPOCHUEM NTPEAMCTHO-TCMATUUCCKUX TPCHAOB.

Takum o0Opa3om, HCCIeOBaTENbCKasl TOBECTKA 3aKIIIOYAeTCsl B HMCCIEAOBAHUM KOHTEKCTOB,
BBISIBIICHUN 3aKOHOMEPHOCTEW M TEHACHIWN pa3BUTHS TeHMU(UKAIUHN, BBIIEICHUN CEMaHTUYECKHIX
TPYII U MOCTPOCHUH TPEHIOB, OTPAKAIONINX TUHAMUKY Pa3BUTHS TEMAaTUKH B HAYYHOM IUCKYPCE H
CMU.

2. MeToaojornyeckasi 60a3a uccjaeIoBaHusA

2.1. OOmmii MoaX0/T K TPOBECHUIO UCCIICIOBAHMUS

OOmumii ToAX0 K MPOBEICHUIO HCCIEI0BAHMS 3aKII0YAETCsl B UCIIOJIb30BAaHUN CHHTETHYECKOTO
METO/a JUIsl IOUCKA U BBIAETICHUSI KOHTEKCTOB B MEKANCLHUIIMHAPHBIX UCCIIEAOBAHUAX M MOCTPOSHHBIX
Ha €ro OCHOBE METOJMKH aHaJN3a U IKCIUIMKAIIMH KOHTEKCTOB, METOIMKE MOCTPOCHUS U UHTEPIIPETALIUN
TpeHI0B. [[sI OIleHKM NWHAMHUKH HCCIEAO0BaTEbCKOIO MHTEpeca K MEXIUCHUIUIMHAPHOMY HAayYHOMY
HanpaBieHHI0 «l'efiMupukanys B COLUMANbHOM M HaydHO-0Opa3oBaTelbHOM cdepax» B acHeKTax
UQpoBOi ypOaHU3M, YMHBINH FOPOJ, HUPPOBBIE TEXHOJIOTUH B pab0oTe ObLIM MCHOIB30BAHBI POCCHHUCKHUE
1 3apyOeKHbIC HayuHbIC IYOJIMKAIIMY, a TaKKe Myoymkanuu u3 poccuiickux CMU. AHaius TeMaThKu U
UCIIOJIb3YEeMOI TEpMUHOJIOTMH Hay4YHbIX myonukauuii 1 CMU no3Bossier:

— BBIACIHWTL HNCPCHCKTUBHLIC IMPEIJIOKCHUA U NPAKTUKU 1O NMPUMCHCHHIO T eﬁMH(bHKaLIHH B
Pa3BUTUHA I/IH(i)OpMaLII/IOHHOFO MMpOCTpPaHCTBA ropoaa,

— cthopmupoBaTh TEPMHHOJIOTHYECKYIO 0azy M Te3aypyc MEXAMCHUIUIMHAPHOTO HAyYHOTO
HaIpaBJICHUS;

— CpaBHHUTb POCCHMCKHE M MHPOBBIC TCHICHIIUH HMCIOJIb30BaHUS reiiMU(UKAIIMKA B Pa3BUTHH
COBPEMEHHOM rOPOJICKON CpeIbl;

- C(l)OKyCI/IpOBaTB BHUMAHUEC HCCHCHOBaTCHGﬁ Ha pAAC HAYYHO 3HAUYUMBIX PE3yJIbTaTax;

BBIIBUTH TPACKTOPHHU PA3BUTHUA NICPCIICKTUBHBIX HAYYHBIX HaHpaBJ’ICHHﬁ.

[TorckoBbIe 3amMpOChl OBUTH MPOM3BEACHBI B CICAYIONIMX HCTOYHHKAX TEKCTOBBIX MAaTePHAIIOB:
Hay4Hast sjekrponHas Oubmmorexa Elibrary (http://elibrary.ru), momuorekcroBast 6a3a POCCHMCKHX U
3apyoexusix CMU  «Haterpym» (https://integrum.ru), ommaitn OuOImMoTEKa HA OCHOBE OTKPBITOM
HayuHo#l mapagurmbl «KubepJlenunka» (https://cyberleninka.ru), nmapopMalmoHHO-TIOMCKOBasi CHCTEMa
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«Google  Scholar»  (https://scholar.google.ru), B  KOTOpoWl  WMHASKCHPYIOTCS  HAy4HblE U
CTEIMATN3UPOBAHHBIC ITyOIMKAINH, IMTOJHOTEKCTOBBIE M pedepaTuBHBIE 0a3bl HAYUHBIX ITyOJIUKAIIHI
ScienceDirect, Web of Science u Scopus.

I'eTeporeHHOCTH MCXOAHOTO MaTepHaia 00yciIoBMIa BEIOOD TIATGOPM AJIs MPOBEACHHsSI MOUCKA
Y OKCIUTMKAIMK KOHTEKCTHOTO 3HaHus. Ilpum oTOOpe M NMpUMEHEHNH B paMKaX CHHTETHUECKOTO METOMa
IPOTrPaMMHBIX CPel XU MHCTPYMEHTOB aBTOPbI MPUIACP)KUBAINCH NPUHLUIA JOCTYIHOCTH UX IIUPOKOMY
KpYyTY UCCIIEI0OBATENEH:

— I HUX OCBaMBaHHs KW HCIIOJIb30BaHUA HEC Tpe6yeTCSI CHCLMAJIbHEIX 3HAHUN U YMCHI/II‘/'I B
obmactu I/IH(l)OpMaTI/IKI/I u I/IH(bOpMaI_II/IOHHBIX TCXHOHOFI/Iﬁ;

— WX YCTaHOBKAa M O3KCIUTyaTalldsi HE CBS3aHA C JIOTIOJIHUTENBHBIMH TEXHOJIOTHYECKIMH
pEIIeHUsAMHU;

— OHH HE SBISIOTCS KOMMEPYECKUMH MPOAYKTaMH (3TO OO CBOOOMHO pacrpocTpaHseMoe
I1O, mub0 OTKPBITHIE CETEBBIE PECYPCHI);

— KoMMepueckue nHpopmalmonHbie 6a3nl ScienceDirect, Web of Science u Scopus J0CTyIHBI
MOJABIISIONIEMY OOJNBIIMHCTBY OTEYECTBEHHBIX HCCIeHoBaTeNed, aQearupoBaHHbIX C
Hay4HO-00pa30BaTENbHBIMU YUPEXKICHUSIMA, UMEIOIIMMH Ha HUX MOJIIHCKY.

Takol moaxon MO3BOJIET MPUMEHATH MpellaraeéMblii METOA MAaKCUMAaJIbHO IIUPOKUM KpPyroM
HccleIoBaTeNel Mo pa3mMyHbIM MEXIUCIUIITHHAPHBIM HayYHBIM HAIPaBICHUSM.

Taxum 06pa30M, IMOCKOJIbKY METOJUKA ABJIACTCA YHUBCPCAJIBHBIM ITOMCKOBBIM U aHAJIUTUYCCKUM
WHCTPYMEHTOM, HE€ 3aBHCHUT OT HCIIONB3YEMBIX MHPOTpaMM H Cpel, s3bIKa H3TOoKeHus u (opmara
MIPEICTaBICHUST WH(POPMAIIOHHBIX PECYPCOB, TOUCK, YKCIUITMKAIMIO M aHATN3 JaHHBIX MPEAIoNaraeTcs
IMPOBOJUTH C UCIIOJIB30BAHUEM MHOTOSA3BIYHBIX I/IHq)OpMaHI/IOHHI)IX Cpea aHajin3a KOHTCKCTHOI'O 3HAHUA
Takux, Kak, Hampumep, T-Libra (http://77.234.221.107/bin/TauC.exe?DSN=tlibra), Voyant-Tools
(https://voyant-tools.org/), Tropes (https://www.semantic-knowledge.com/tropes.htm), Sketch Engine
(https://www.sketchengine.eu/).

JlJis neMoHCTpanuu o0IIero MoAxo/a K aHAIN3Y MEKIUCIMILIMHAPHBIX HANpaBICHUH HayYHBIX
uccnenoanuii (M/IHHUW), npruMeHeHNs] CHHTETHYECKOTO METO/Ia U BIOKEHHBIX B HETO METOJIMK aHajIn3a
Y DKCIUTUKAIMA KOHTEKCTOB, TIOCTPOCHHS M aHAJIN3a TPEHIIOB B JAHHOW CTaThe BHIOPAHBI KaK UCTOYHUK
TEKCTOB OuOymoreka elibrary m B KkadyecTBE WHCTPYMEHTAJILHOM Cpelibl JJICKTPOHHAsS OMOIHOTEKA
T-Libra (pucynok 1).

T-Libra: MHOTOCIOWHBII TEMAaTHYECKHH 3a1pocC C
eLibrary: pacmupeHHbIH BapHaliel HCTIOIb3yEeMBIX CIIOEB, MO3BOAIONIHI eLibrary: OJTHOTEKCTOBBIH
TIOMCKOBBIN 3ampoc, BBIJIEISITh ACHIEKThI SKCIUTULUPYEMOH TEMBI; TIOMCK; SKCIUIMKALUA
KOHTEKCTHBIA TOUCK, — M kackaanbii mouck (pe3yJIbTaThl OIHOTO 3apoca TEPMHUHOJIOTHYECKOTO
(opmupoBanue Koprryca ABTOMATHYECKH BXOJIAT B IIOMCKOBBIH 06pa3 nanawadra MAHHU
texcros MJIHHU JIPYTOro 3arpoca) JUlsl BBIIBIEHHS HOBBIX
DJIEMEHTOB KOHTEKCTHOTO 3HAHUS

Puc. 1. Tpu a3sl BEISBICHUS U aHAJIM3a KOHTEKCTHOTO 3HAHMS Ha MIPAKTUKE

HpI/I IMPOBEACHUN HCCIICAOBAHUA W IIPCACTABICHUNU PE3YJIbTAaTOB BKCHepHMeHTaHBHOfI qacTHu
HCII0JIb30BaJICS MOJIHBIN CIICKTP YIIOMSAHYTBIX BBIIIC I/IH(I)OpMaLII/IOHHI)IX HNCTOYHUKOB U UHCTPYMCHTOB.

2.2. MeTtoanka oMcKa, OICHKH U 0TOOpa HAyYHBIX MyOJMKAIIUI U3 MOJTHOTEKCTOBBIX IIH(PPOBBIX
OUOJINOTEK

IlepBast ¢asa oOmero moaxoaa MoapasyMeBacT (HOPMHUPOBAHHE [OMCKOBBIX —3aIpPOCOB,
TEPMHHOJIOTHYECKOTO S/Ipa U MOJ00POK TEKCTOBBIX MATEPHUAIOB PEICBAHTHBIX MEKIUCIUIUTHHAPHOMY
HAIPABJICHHUIO HAYYHBIX HCCIICIOBAHMUA. BIIOK-cXeMa, ONUChIBAIONIas MPOIEAyPY IMOUCKA JINTEPATyphl B
snexktpounoii 6ubnmoreke Elibrary (http://elibrary.ru) npeacrasiena na pucyske 2.
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eLibrary: ®opmupoBanie MOHCKOBOrO
3ampoca

3aiaHue ycioBUi U
OrpaHHYEHHIT HOHCKa

Beirpyska us
eLibrary
ITyOTUKAIHH]:
Ci2-mon6opok

—C_

i =2010 - 2019

i 3ampoc q i ]
g Coxpanerme I-3anpoca DopMHUPOBaHUE KOJUIEKIIMI
| - KOHTEKCTOB: 3alIPOCOB;
. . : 0160POK
IMonyuenue i-noxdopku MmyOIMKALUH p] Coxpanenue i-noaGopku i
r D
- 110 KJIFOYEBBIM CIIOBAM ®opmupoBarue
AHanm3 pacrpeieneHus myOnuKanui B i- TEPMHHOJIOTHYECKOTO s/pa -
ox0opKe r HIePEeYHs] OCHOBHBIX TEPMUH-
konuentos MJIHHU
0 TEMaTHKe
A N y
- - [ : -
1-1 OxcrHKanus pe3yabTaToB i-3arpoca —»| Coxpanenne il-nonGopku DopMHpOBAHIE KOTEKIIHIT
| KoHTekcToB: i1-moxbopok (Cil);
- ) i2-non6opoxk (Ci2)
2-51 DKCIUTMKALHS PE3yIbTAaTOB i-3ampoca —p] Coxpanenue i2-nondopku

Puc. 2. bnok-cxema, onuchIBaroasi NpoLEeAypY HOMCKa JINTEPATYPhI B DJIEKTPOHHOM OHOIHOTEKE

Pasmemenue B T-Libra
KOJUIEKIMI MyOuKarmii: i2-
o00poK

DopMHUpOBaHUE KOP3UH PECYPCOB (KOIEKIIUIT
myOIMKaLHit) 1S KackaHOTO MOMCKa M aHaIu3a

4 D

| OKCIIMKAIHs KOHTEKCTHOTO 3HAHUS;
Ka AGCOIIOTHEII YaCTOTHBII 3ampoc —> BBIJIENICHHE CeMAHTHYECKHX TPYII TepMUH-

T KOHIIENTOB; MOIOJHEHNE TEPMUHOJIOTHYECKOTO
cK / srpa MJJHHU
an OTHOCUTEIBHBIH 4aCTOTHBIH 3anpoc \. J
H
bl . DopMupoBaHHe KOJUIEKIHI KOHTEKCTOB!
i MHuorocnoinbli TemaTudeckuii 3anpoc > a63a1leB, peleBaHTHBIX TOUCKOBOMY 3aMpoCy

eLibrary: IToBropubie monckoBsie 3anpocet B Cil u c
; OXpaHeHHe 3aIpOCOB U PE3YIIHTATOB
Ci2- nonGopKax ¢ BKIIOYEHHEM YaCTOTHO — P P (1016 pesy.
3anpocoB (IT0AGOPOK
00YCIIOBIIEHHBIX TEPMHUH-KOHIIETITOB P 7i60porc)
I
AHann3 KOHTEKCTHOTO 3HaHHs (KOHTEKCTOB) Conocrasnenne ¢ ematnkamin MJIHHU
I o
MHPOBaHHE KOJUIEKINH KOHTEKCTOB:
Do 0BAaHHE KOJLIE] OHTEKCTOB:
ToCTpOEHHE TIPEAMETHO-TEMATHIECKIX TPEHIIOB | npenverHo-TemaTHIECKIX TPEHIOB pasBHTHS
M/IHHU
]

C )

Puc. 3. biiok-cxema, onuchIBaroas Mpoueayps! ananu3sa aurepatypsl T-Libra u eLibrary
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TemaTnueckue KOJUIEKIUU (HOPMHUPYIOTCS IMYTEM BBIOJIHEHUS IOCICAOBATEIILHON HTEpaIiu
MOVCKOBBIX  3ampocoB. [Ipy 3TOM HCHONB3YIOTCS pa3lIMYHbIC AHAJMTUYCCKUE HMHCTPYMEHTHI
nH(popMaronHoi cuctemsl Elibrary.

2.3. MeTO,I[I/IKa IMOCTPOCHUA NPEAMETHO-TEMATUICCKUX TPEHIOB

Bropas (T-Libra) u Ttpersst (eLibrary) ¢assl o0mero momxoma B ILEIOM OTPaXKaroT
HIOCJIE/TIOBATEIbHOCT IIArOB OT BBIACIEHHS W SKCIUIMKALUH TEPBUYHBIX KOHTEKCTOB IO HMOCTPOCHUS
IpEIMETHO-TEMAaTHYECKUX TPEHJOB B Pe3yiIbTaTe IPOBEICHHS MOBTOPHBIX TEMAaTHYECKHX 3alpOCOB B
paHee SKCIUTMIUPOBAHHBIX MOJOOPKAaX TEKCTOBBIX MaTEPHaioB (PUCYHOK 3).

[NapamienbHO OCHOBHOMY MPOIIECCY MPOUCXOAWT BBHISABJICHUE M (DOPMHpPOBaHUWE KaYeCTBEHHO
HOBOTO BHJa KOHTEKCTHOTO 3HAHHS (KOHTEKCTOB) — TEMATHYECKHUX KOJUICKIIMHA ITOJTHOTEKCTOBBIX
3aMpoCcoOB, KOTOPHIE OAHOBPEMEHHO MOTYT HCIOJIB30BAThCS M KaK FOTOBOE TEMAaTHU3UPOBAHHOE 3HAHUE,
pacimpsroIee CocTaB HHPOPMAIIMOHHBIX PECYPCOB ANEKTPOHHOM OMOINOTEKH, U KaK MOJb30BaTeIIbCKUM
WHCTPYMEHT JJISI CO3/IaHuUs ¥ Pa3BUTHS aHAJIOTUIHBIX KOJIICKITHH.

3. l'eiimupuKkanus ¥ COUMOKYJIbTYPHbIE KOHTEKCThI UG POBOro ypéanusma

3.1. BersiBrieHHE OCHOBHBIX TEMAaTHYECKUX HANpaBJIeHUH reiMudrukanum

Tepmun reiimudurarms (gamification) BrepBble OBUT HCIIONB30BAaH B HAYYHOM THCKYpCE B
2002 r., momy4yuB MpH3HAHHUE TIEPBOHAYAIBHO B JIEJIOBOM COOOIIECTBE, M TOJBKO 3aTeM, (PaKTUIECKH C
2010 roma Hayanm oOCYXHaTbcs HAyYHBIM COOOLIECTBOM KaK TEXHOJOTHS, MPHMEHSIeMas B PCLICHUH
COLMANIBHBIX, OOLIECTBEHHBIX, COLHOKYJIBTYPHBIX U TPAXKAAHCKUX MPOOJIEM, YTO MOATBEP)KIAETCS Kak
3apyOexHBIMU HccenoBarensMu [18], Tak W aHAIWTHUKOW, MpOBeAeHHOW aBTOopamu ctatbu [30, 32].
Ceiiuac TepMUH TIpUMEHsIeTCS B 00pa3oBaHHM, 3APaBOOXPAHCHUM, S5KOHOMHKE U YIMPaBICHHHU,
MapKeTUHTe, YIPaBICHWH TOPOJICKUM XO3SHUCTBOM U JApyrux cgepax. Hambonee wu3BeCcTHhIMH W3
ompeiesIeHN TedMU(DUKALUK SBISIOTCS «HCIIOIb30BAHUE 3JIEMEHTOB WIPOBOTO AM3aliHA B HEMTPOBOM
KOHTeKcTe» [12], a TakkKe «ImpoIlecC MPUBJICUCHUS JIOACH W W3MEHEHHUS WX IOBEJCHUS C ITOMOIIBIO
UTPOBOTO JIM3aiiHa, JIOSUIbHOCTU U MOBEICHYESCKON SKOHOMUKM» [43]. XoTs akageMudeckue ne0atThl 1Mo
TeMe TedMu(UKaLus JOBOJBLHO HOBBI, MHTEHCU(HKAIMS HAYYHOTO IUCKYpCa MOCIEAHUX JIET W HAJINYUs
pe3ylbTaTOB NPUMEHEHUs TreidMuduKanuy Ha NpaKkTHUKE MPUBEIM K ITOHUMAHHWIO BaXHOCTU
rediMudUKanuu Kak HaydHoro ¢eHomeHa. lccienoBaTenu HaIUTd MHOXKECTBO TMPHIOKEHUH IS
UQPOBOI TeHMU(HUKAIINY, CBSI3BIBAIOIINX €€ C PEIICHUEM COLMABHBIX, OOIIECTBEHHBIX, KyIbTYPHBIX U
rpaxaanckux npodnem. Huotari K., Hamari J., Koivisto J. u apyrue uccnenosarenu [18, 29] nmokazanu
pasBUTHE HAYYHOTO JHCKypca O TelMUUKAIMA B MEXKIUCUUIUIMHAPHBIX acmekTax. Tak, ObUIo
YCTAHOBJICHO, YTO TOCJIEJHHE TOJIBl PAacTeT HHTEPeC K NPUMEHEHHIO HIPOBBIX D3JEMEHTOB JUIst
NPaKTUYECKUX ILened u 3amad. WrpoBble ycuius 4acTO HampaBieHbl Ha CaMOCOBEPIICHCTBOBAHME,
MOOIPEHUE TO3UTHBHBIX HM3MEHEHHH B 00pa3e >KM3HM M MOBBILICHHE MOTHUBALMU AJS TOCTHXKEHHS
pabouux neneit. Mnes ncrnonb30BaHus UTpP JUTSL K3MEHEHHS BHJIOB JISTEIBHOCTH, KOTOPBIC TPAIUIIMOHHO
HE CUUTAIOTCSl UTPaMH, HE HOBA. B NpOIUIOM HMIPhl MHOT'OKPATHO MCHOJNB30BAINCH ISl TOCTHXKEHHS
peanbHBIX IIeJiel, TaKUX KakK CIOPT, HCIOJNb3yEeMBIH [UIsi MOTHMBAIMU (U3MUECKUX YHNPAKHEHUH U
3JIOPOBBIX NPUBBIYEK, WIH UTPHI-CUMYJISITOPBI, UCIIONIL3YEMbIE JUISI TPEHHUPOBOK MM Pa3BUTHS HABBIKOB
[3]. OcHOBHBIE HaANpaBICHUSI COBPEMEHHON HCCIICIOBATEIILCKOM TEMATHKH SBJICHUS TeiMUGUKAIIS 10
chepaM NIEeATENBHOCTH M ONMHUCHhIBaeMbIM MexaHu3Mmam [4-6, 8-11, 13-16, 19, 20-27, 29-38, 40, 41,
45-50, 52-57] npeacrapiieHsl B Taduie 1.

ABTOpPBI TyOJMKAIMK OMUCHIBAIOT MPUMEHEHHE TedMU(HUKAINY KaK MHCTPyMEHTa (MeXaHW3Ma)
MOTHUBAIMU U CaMOOPTaHU3AINH, TTOJICPKKH COLMATIBHBIX U MPO(ECCHOHATBHBIX KOMMYHHKALIUN U KaK
YeNI0BEKO-MaIIMHHOE B3aUMOAEHCTBHE (JIEKTPOHHBIC BOBJIEUCHHE M DJIEKTpOHHOE yyactue). Ciemyer
OTMETHTh, YTO COUYETaHUE OTIENBHBIX cep JeITeNbHOCTH MPENICTABISET COBPEMEHHBINH TOPOJI BO BCEM
€ro MHOT0o0Opa3uH, a BBIJCIICHHbIE MEXaHW3MBl TeMUHUKAIUK (KOMMYHHUKalMs, MOTHBALUS,
BOBJICUECHHE) COOTBETCTBYIOT KOHIENINH Treiimudurkanm, npennoxxeHHoit K. Huotari u J. Hamari [23] ¢
ee IIOCIe/IOBATEIbHOW  3aBHCHMOCTBIO OT MAaTEpHAJbHBIX IIEHHOCTEH, IICUXOJIOTHYECKUX U
MIOBEJICHYECKUX PE3YIIbTATOB.
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Ta6umua 1. [IpumeHenne refiMuukanyu 1o chepaM AeITeIbHOCTH:
pe3yibTaThl 0030pa 3apyOeKHBIX MyOIHKaui

MexaHu3MBI Cdepsl 1eATEIBHOCTH
Obpaszosanue, obyueHue, HAyKa

MotuBanus L. Da Rocha Seixas, et al., 2015; R. Landers, et al., 2015; Richter G. et al., 2015;

L. Sera, et al., 2016
KoMmyHukamust Konstantakopoulos I.C., et al., 2018

Kyremypa
KoMmyHukamust Wellington R., 2015; Dippel, A., & Fizek, S., 2017; M. de Lange et al., 2018
busnec, Mapxemune

MortuBarus Richter G. et al., 2015; A. Shpakova, et al., 2016; O. El-Telbany, A. Elragal, 2017
KommyHukarms A. Kampker, et al., 2014; A. Shpakova et al., 2016; L.F. Rodrigues et al., 2016; Kononova,

0., etal., 2016; K. Huotari, J. Hamari, 2017
KommyHukaums/ Ipeirotis, et al., 2014; Hamari, 2018; Y. Yang, et al., 2017
Bosneuenne

Hpoqﬁeccuouaﬂbele KOMMYHUKayuu, e-npaeumeﬂbcmso
MortuBarus J.T. Harviainen, et al., 2019; T. Dargan, F. Evequoz, 2015
BosneucHue M. Romano, et al., 2016; Agbozo E., Chepurov E. (2018); Hassan L., Hamari J. (2019)
300posve u cnopm, Kynemypa u mypusm
MoTuBanys Jones, et al., 2014; Sardi L., 2017; J. Hamari, J. Koivisto, 2018
KommyHukanus / F. Xu, et al., 2016; Barratt P., 2017; Sardi L., 2017
Bosneuenue
MotuBanus / Dias L.P.S., 2017; Sardi L., 2017; N. P. Cechetti et al., 2019
KommyHukanus
Topodckoe naanuposanue u pasgumue meppumoputl, I pasxcoanckoe yuacmue

MortuBars T. AlSkaif, et al., 2018; Mueller C. et al., 2018
Bosneuenne T. AlSkaif, et al., 2018; R. Olszewski et al., 2017; M. R. Zica, et al., 2017; A. Vanolo, 2018;

D. Johnson, et al., 2017; M. Romano et al., 2016; Marcucci E. et al., 2018
KommyHukanms Dorcec L. et al., 2018; Yen B.T.H. et al., 2018

Dxonoeus

MoTuBarus S. Castellanos, 2016; T. AlSkaif, et al., 2018; D. Wemyss et al., 2018

Wnes ropomckux Wrp BocTpeboBaHa ocobenHo ceromms. Mrposoii ropox («playable city»,
«gameful city», «playful city») — 3T0 coBpemeHHOE BHjEHHE, NEPEOCMBICICHUE IMOHSATHS TOPOAA.
Konnermust Playable City mopasuia BooOpaxkeHHe TOpOIOB 10 BCEMy MUpY, Ipejyiarasi HOBBI CIoco0
00beIMHEHNUS JTIOACH W Pa3MBIIIICHUN O Topoae. DeHOMEH WTrpOBOTO YYACTHS BBI3BAJI 3HAUYNUTEIIHHBINA
MHTEpEC KaK CO CTOPOHBI YYEHBIX, TaK M CICIHAIUCTOB-NPAKTHKOB M3-3a ABYX OCHOBHBIX TEHICHIUH B
COBPEMEHHOM KyJbType: 1) mudpoBu3amms, KOTOpas SBISETCS PE3yJbTaTOM PACIIMPEHHUs JOCTyIa K
MQPOBBIM U MOOWJIBHBIM TEXHOJIOTHSIM, KOTOpbIE Celvac IIMPOKO pPAaClpOCTPaHeHbl B HalIel
MOBCeAHEBHOM *u3HHM, U 2) nmyaudukanus (ludification), koropast cOCTONT U3 BBEIEHHS 2JIEMEHTOB UTPHI
B HAIlly XH3Hb U KyJIbTYpY, BE3IECYIIHOCTh U MPOHUKHOBEHHUE UTP M MX JIOTHKH B HAIIM OBCETHEBHBIC
KOHTEKCTBI. BayKHO pa3inuaTh MOHATHS TrelMupUKAIMK U TyIu(UKAINH, TOCKOJIbKY OHH HE SBIISIOTCS
cunonnmMami [27]. B xuure «The Gameful World» [51] Steffen P. Walz, Sebastian Deterding u mpyrue
NPEICTABUTEIN aKaJEeMHYCCKUX KpPYroB U OusHec cdepbl HCCICIYIOT KIOYEBBIE IPOOIEMBI
reiimuukammn u nyaudukanmu Kyastypsl (ludification of culture), B Tom umcne lan Bogost,
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John M. Carroll, Bernie DeKoven, Bill Gaver, Jane McGonigal, Frank Lantz, Jesse Schell, Kevin Slavin,
McKenzie Wark, and Eric Zimmerman (Mauudecr o Jrognmueckom Bexe — Manifesto for a Ludic
Century). OHU ONHCBHIBAIOT OCHOBHbBIC IUCIUIUTUHAPHBIC MOJXOJbI, BKIIOYAS PUTOPHUKY, SKOHOMUKY,
TMCUXOJIOTUIO U ICTETUKY, U UCCIICAYIOT OCHOBHBIC obnactu IMPUMCHCHUA, TAKUC KaK 3ApaBOOXpPaHCHHC,
O6pa3OBaHI/IC, ILI/I3aI\/'IH, yCTOI‘/'I‘II/IBOCTB WJIN couaJIbHBbIC CCTU. Crathg «OT 3IEMEHTOB HUT'POBOTO ILI/I3aI>'IHa
K urpoBoil (opme: ompezereHue «reiMudukaimmy maet omnpenaenaenus synobuxanuun (ludification,
gamefulness) wu reiimudpukanuu [12]. Jlyanpukauus WM «UTPUBOCTHY CIIY)KUT aJbTEPHATUBOMN
I‘CI\/'IMI/I(bI/IKaLII/II/I, naes HUCHOJIb30BAHUA BJICMECHTOB UIPOBOIO IlPI3aI>'IHa B HCUTPOBLIC KOHTCKCTHI. I1o
cpaBHeHH0 ¢ urpodukamueii cropounnku ludification u gamefulness wacTo momyepkuBarOT BaKHOCTH
COXpPAHEHUsl BOJM JIIOJIEH M COCPEAOTOYEHBI HA MOJIIECP)KKE BHYTPEHHEW MOTHBALMM. 1'71aBa O CBS3H
MCKAY UI'POBBIM HHSaﬁHOM n COBI[aHHOﬁ cpezloﬁ — 9TO TOM, KaK IIEPBOC MOKET OBITh HCIIOJIB30BAaHO,
4TOOBI 0’KMBHUThH BTOPOE pa3auuHbiMU criocobamu. [uzatinep Kapc AnbdpuHk yTBEp»kaaeT, 4T0 UTPOBOH
IM3aliH  MOXET CIOCOOCTBOBATh  KM3HECIIOCOOHOCTH ropojaoB. [logxoq OCHOBaH Ha  €ro
npodecCHOHANPHON TPaKTHKE CO3[aHus Wrp A OOLIECTBEHHBIX TOPOJCKHX MpocTpaHcTB. Kapc
YTBEP)KJIAET, YTO WIPUBBIM AW3aHH MOXKET IPEIOCTABUTh I'PAXKIAHAM HHCTPYMEHTBI, C ITOMOILBIO
KOTOPBIX OHU CMOTYT YPABHOBECHUTh I[JIAHUPOBAHUE NCHUCTBUHA MPABUTENBCTB M KOPIOPALUNA CBEPXY
BHM3. Takue opraHu3alyy OTJAIOT MPEANOYTECHUE JIETKO YUTAEMBIM CTPYKTYpaM, KOTOPBIE CKIOHHBI K
XPYIIKOCTH II€pe]] JULOM HEONPEACIEHHOCTU. [IpuMepOM MOKET CIlyKUTh HHTEPEC K «YMHOMY TOPOILY»
1A peHICHUA HpO6J’I6M, C KOTOPBIMU CTaJIKUBAIOTCs HOBBIE METAIIOJIMCHI. Kapc OIIUCBhIBACT HCﬁCTBHH
MHOTHX ()OpPM HMTPOBOTO COMPOTHBJICHHS CO CTOPOHBI TpakigaH. K HUM OTHOCATCS TOPOJICKHE BHJIBI
CIIOpTa, HEO-CUTYAlMOHHBIC YIWYHBIC WIPHI, MIPOBBIC MIATGOPMBI IJIsi TPaKAAHCKOW OpraHU3allvy,
IMOAPBIBHBIC XYAOKECCTBCHHBIC MHTCPBCHIIMN U MHCTPYMCHTBI COBMECTHOTI'O IIJIAHUPOBAHUS. BwMmecTe oHn
MO3BOJISIIOT Tpa)KJAaHaM BBICTYNAaThb B KAauyeCTBE TI'E€HEPATHUBHOM CHJIBI, KOTOpas HPHIAET TOPOILY
HEKOTOPYIO CTOJIb HEOOXOMMYIO HEpa30opUHBOCTh, AaBas Hayamo urposomy (gameful) ropomy.

3.2. [Touck u popmupoBanue BEIOOPKH TEKCTOBBIX MACCHBOB

JIst OLIeHKM TMHAMMKHU HCCIIEOBATEIBCKOTO MHTEpEca K TEXHOJIOTHU TeiMH(UKAIUN aBTOPaMU
ObUT TNPOM3BEICH IOWCK W OTOOp POCCHHMCKMX M 3apyOeXKHBIX HAyYHBIX ITyONMKAIMH, a TaKKe
nyonukanuii poccutickux CMU. Tlouck nmureparypsl npoBoamicst B 2019 rogy no 6a3aMm JaHHBIX —
PYCCKOSI3BIYHBIX M aHTJIOS3BIYHBIX TeKCTOB B mHTepBasie ¢ 2010 mo 2019 romei. Ha manHOM 3Tame
UccieIoBaHus ObUTM HaieHsl W copMHpOBaHBI JBa Kopiyca TeKcToB. [lepBbIif Kopmyc comepikai
nyOJMKalMd W3 POCCHICKOW HaydHOW 5JeKTpoHHOU OmbOmmoreku eLibrary (http://elibrary.ru),
HOJIHOTEKCTOBOM 0a3bl poccuiickux u 3apybeskHbix CMU «Uurterpym» (https://integrum.ru), omnaiin
HaydyHOW  OWMONMOTEKM Ha  OCHOBE  OTKpBITOW  HaywyHoil  mapamurmel  «KubepJleHnHka»
(https://cyberleninka.ru), WHPOPMAITMOHHO-TIOMCKOBOH CHCTEMBI «Google Scholar
(https://scholar.google.ru). Bropoit KopIiyc comepskai aHTI0s3bUHbIE TYOTUKAIMN U3 HH(POPMAITHOHHBIX
pecypcoB ScienceDirect, Web of Science u Scopus.

To4yHOCTB, SCHOCTH W BOCIPOM3BOJMMOCTH MpOLEcca MOMCKA JUTEPATyphbl, YTO BaXKHO IS
JIIO0Or0 HAYYHOTO MCCIIC0BAHMUS, TPAIUIIMOHHO 00ECICUNBACTCS UCIIOIb30BaHUEM OJHON 0a3bl JaHHBIX
BMECTO HECKOJBKHX [57]. JlaHHYIO peKOMEHJIAIHI0O HEBO3MOXHO COOJIFOCTH, KOT/Ia pevb HJIET O TEKCTaxX
Ha Pa3HBIX SI3bIKaX HJIM KOPITyCE€ TEKCTOB M3 T€TEPOTCHHBIX MCTOYHHMKOB (HayuHble 0a3sl 1 CMU), uto
HaOronanoch B HameM ciydae. [lo3ToMy B HalleM HMCCIIEIOBAaHMM aBTOPHI MPHIACPKHUBAIUCH TAHHOTO
METoaa, 06ecnean HE3aBUCHMOCTH ITOMCKA, BBIACICHHUA, aHAJIN3a W SKCINNIMKAIINH KOHTCKCTHOI'O 3HaAHUA
U KaKAOTO cirydasi (MHQOPMalMOHHOTO pecypca) OTAENbHO. Tak, Ui KaXA0ro M3 MCIIOJIb30BaHHBIX
MHQOPMAIIMOHHBIX PECYpPCOB NPH OOLIeM MOAXOJE — CHHTETHYECKOM METOJE — HCIOJIb30BAJICS
TIOMCKOBBIN 3allpoC € YHHKAIbHBIMH YCJIOBHSIMA TIOMCKAa. BOCIPOM3BOJMMOCTH TIpollecca TOUCKa
JUTEPATYPhl 3aTPYyJHEHA TOCTOSHHBIM OOHOBJICHHEM MH(POPMAIMU O IMyOJIMKalUsIX B HEKOTOPBIX 0azax
JaHHBIX 3a Mpoulefmue nepuoiasl. 1loaToMy uuClieHHBIE 3HAYEHUS, IMOJNyYEHHbIE B OJUH MEPUOJ
BPEMCHH, HEJb3s TMOJYYUTh B MOCIEAyrONHiA (370 0ocobeHHO XapaktepHo miast Elibrary, rae na
OTMCUYCHHYIO HpO6HeMy HaKJIaAbIBACTCs MOCTOSTHHBIN ponecCC BHECCHUA W3MEHEHHUI B METaJdaHHBIC
3amuceid myOnukauuii). TOYHOCTH BOCHPOM3BOAMMOCTH JKCIIEPUMEHTOB (PE3yJbTaTOB BBITOJHEHUS
MIOMCKOBBIX 3allPOCOB) TaKKe 3aBUCHT OT TOYHOCTH MOBTOPEHHsI YCIOBUH PaCIIMPEHHOTO 3ampoca. JTH
(dakTopbl HEOOXOAMMO YYHTHIBATh MPH TOBTOPE WM MPOBEPKE pPE3yIbTaTOB MpPEICTABICHHBIX
uccnenoBannii. OOHaIEKUBAIOIINM U HKCIIEPUMEHTAIBHO MOATBEP)KACHHBIM (PaKTOM SIBISIETCS TO, UTO
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NPY HEBO3MOXKHOCTH TOBTOPHO TMOJYYHUTh TE )K€ YHCIICHHBIC 3HAUCHUS, OTHOCHUTEIbHAS CTATUCTHKA IO
pe3yabpTaTtaM 3ampoca, CXOAMMOCTh HCIOIB3yeMOT0 METOJa OCTAeTCS BBICOKOW W KayeCTBCHHBIC
pe3yabTaThl HE MPETEPIICBAIOT 3HAUYUMBIX M3MEHEHHH. DTO TOBOPHUT 00 YCTOWYMBOCTH KOHTEKCTOB M
TPEHIOB HAYYHOTO JIUCKypca B MpeJienax OJHOTO T0Ja MPU BO3PACTAIOIIEM O0IIeM 00beMe CTaTeiHHOro

Martcpualia OT roaga K roay.

Ha pucynke 4 mpencraBieHa JuHaMHUKa ITyOJIMKAlMOHHOW aKTUBHOCTH II0 TEMAaTHKe
reiimadukamust ¢ 2013 roma. PesympraTel momcka B IIEJIOM ITOATBEPIWIM BBIBOIBI 3apyOEIKHBIX
nuccienosarencit Xamapu Jxk., Koitsucro /x. m Capca X. [18] o Tom, 9TO TemMaTHKa TeHMHGbUKAITNH
MOSIBUJIACH B HAYYHOM JUCKypce M B OTKpbIThIX HcToyHMKax B 2010 romy. I'ogsl panee 2013
XapaKTepU3yIOTCAd EANHUYHBIMU ITyOJNUKAIMIMH KaK B POCCHICKOM, TaK W B 3apyOEKHBIX HayUHBIX

MPOCTPAHCTBAX W HE BIUSIIOT HA OOIIYI0 KapTHHY.
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Puc. 4. [lunaMuka KCCIIeI0BATEILCKOTO HHTEpeca K TeXHooruu reimudukarmu 2013-2018

Amnanms JAHHBIX IMMO3BOJIWI CACIIATDH CJICAYIOIINEC BbIBO/BI:

2010 ropa;

KOJIMYECTBO HAYYHBIX Hy6J'II/IKaI_II/II71 110 FCfIMI/I(bI/IK&HI/II/I B MUPE CKEIrOAHO YBCIUMYMUBACTCA C

— JIMHAMHKA POCTa YHCJIAa POCCHHCKUX HAYYHBIX MyOIMKAIUi HA 3Ty TeMy JIEMOHCTPHPYET
JIBYXJIETHIOIO 3afepxKy. OnHaKo, B 1eJIOM, JUHAMHKA COOTBETCTBYET MHPOBBIM HAayUHBIM

TCHACHIIUAM,

—  JIOCTYIHOCTh POCCHUUCKHMX HAYYIHBIX ITyOJIMKAITAHN JJISl ICCIICIOBATEIICH COCTABIISICT TTOPSIKA

30 % Bcex poccHHCKUX Hay4dHBIX ImyOnukanuii (o Elibrary);

— CONOCTaBJICHWE JAaHHBIX POCCUHMCKHX HAYYHBIX MyOJNWKAaIWHd M IMTyOJMKAIMi POCCHUHCKUX
CMMU mno3BossieT chenarh BBIBOJ, YTO TeMa reiMudukaiuu B NyOIMYHOM JHCKypCe
OCBeIllcHA B MEHbIIIEH CTENeH! (B KOJIMYECTBEHHOM BBIPOKEHUM YnciIo myonukanuii B CMU

MCHBIIC, UYCM YHCJIIO HAYYHBIX HY6JII/IK3HI/Iﬁ C Pa3HECCHUEM 110 FOI[aM).
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3.3. AHanu3 pyCCKOS3bIYHON TEPMHUHOJIOTHUECKOM 0a3bl reiimudukauu o nanueiv u3 Elibrary

s koHTekcTHOro noucka B Elibrary ncnonb3oBanach clemyrOmuid pacIIMpEHHBIH TONCKOBBIH
3a1poc:

— Crpoka momcka — reimudukamus or gamification — Tak Kak aBTOPBI CTaTed YacTo
UCTIOJB3YIOT KaK KaXIbIi TEPMUH OTJCIILHO, TaK U 002 TEPMUHA OJJHOBPEMECHHO.

— [I'me uckare: B Ha3BaHMM IyOJMKAIlMM, B aHHOTAIMW, B KJIFOYEBBIX CJIOBAaX, B CIHMCKaX
HUTUPYEMOH JIUTEPATYPHI.

— Tun myOnukanuu: CTaThy B )KypHAIaX, KHUTH, MaTepHaIbl KOH(PEPEHIIHHA, JUCCEePTALINH.

— Ilapamertpsl: uCKaTh B IMyOIUKAIIMAX, MMEIOMINX MOIHBIN TekeT Ha Elibrary, nckarts ¢ yaerom
Mopdomornn. CTpoka ToWcKa Oblla OTpaHWYCHA, YTOOBI BO3BpAIIATh TONBKO TaKHE
COBMAJCHUS, KOT/Ia 3T TEPMHHBI CYIIECTBOBAIN B METAJaHHBIX: B 3arojOBKE, aHHOTAIIWH,
KIOYCBBIX CJIOBaX, CIIMCKE MCTOYHHKOB. IToTHOTEKCTOBEBIN MOKUCK HE 6I)IH HUCIIOJIB30BaH I10
psAy TpUYHH: U3-32 ocoOeHHOocTel 0O0paOOTKM TOIHOTEKCTOBBIX 3ampocoB B Elibrary m
CBSI3aHHOTO C 3THM SMITUPUYECKOTO 3KCIEPTHOTO 3aKITIOYSHUH O TIONaJaHUH B OTOOPaHHbIH
KOpIyc OOJNBIIOTO KOJMMYECTBA TEKCTOB, clab0 pPElIeBaHTHHIX 3a/laHHOM TeMaTHKE WIIH
TEKCTOB, BCTPECUACMOCTb UICKOMOI'0O TCPMUHA B KOTOPOM SABJIACTCA CAUHUYIHBIM U KOHTCKCTHO
HE3HAYNMBIM.

— Jlpyrue orpaHuyeHHs IOUCKa — IPEeAMETHAs 00JIacTh, TUM ITyOIHKALUK.

3amaua BBIABICHUS AMHAMHMKHM HCIOJIb30BAaHHMS TEPMHUH-KOHLENTOB MNpPEAMETHOH o0yacTh u
MOCTPOCHUSI  MPEIMETHO-TEMAaTHUECKUX  TPEHAOB s O00O3HaYeHHs  JWHAMUKA  Pa3BUTHS
TEPMUHOJIOTUYECKUX 0a3 MEXIUCUUIUIMHAPHBIX HAy4YHBIX HAlpaBlCHUH B pe3yibTaTe H3MEHEHUS
KOHTEKCTa TEPMHUHOB, XapaKTepPHU3ysl TEHACHIMH U CBSI3U KOHTEKCTHOI'O 3HAHUS B MEKIUCLUILTUHAPHOM
cpeze, moTpeboBaia OCYIIECTBISITh MOUCK PENEBAHTHBIX IMyONMKAIU Il KKAOTO Trojfida OTACIBHHO.
BBIsICHUIIOCH, YTO HCKOMBII pe3yabTaT MOXKET OBITh MONTyYeH ToJbKo HaurHas ¢ 2010 roga, mpu 3ToM /10
2013 naiizeHHbIE MaTepUaibl NPEACTaBIECHbl €IUHUYHBIMHA MYOIUKALMSIMHU, KOTOPbIE OBLIIM OTOPOIIECHEI
KaK HecyIllleCTBEHHbIE JJIs MccieaoBaHus. B pesynbrare movcka HayyHoU juteparypsl ¢ 2005 mo 2019
rojiel ObuTO HatineHo Oosee 3200 myoOnukaiuu (I[lonueiid 3anpoc), B nepuoa ¢ 2005 mo 2010 Huyero He
HaiineHo, B 2011 — 3, B 2012 — 7 myOnuKkanuii, Hu 0JJHa U3 KOTOPHIX He ObLIa MPU3HAHA PelIeBaHTHON
TEMaTHKe M HE YyUYNUThIBaNach B uccienoBanuu. [louckoseie 3ampoc 2018 n 2019 npoussenens: 07.07.19 u
BKJIIOUAQJIA CTaThH, pa3MelleHHble B eLibrary k sToMy BpemeHu. OTOOp M DKCHEpTHAs OllEHKA CcTaTei
MIPOM3BOAMIIUCH Ha JaHHOM MaccuBe. OO0HOBNeHHE 3anpocoB 2018 u 2019 Obu10 pon3BeieHO B JeKadpe
U TI0Ka3ajJo YBEJIWYECHHE UHCICHHBIX M CTa0MJIBHOCTh KaueCTBEHHBIX IIOKa3aTelied pe3yJbTaToB
3aI1poCoB.

Takum oOpazom, u3 Oosiee ueM 3200 myOauKanuil IS MOCIIEAYIONIEr0 aHAIN3a M SKCIUIHKAIMH
KOHTEKCTOB ObLIIO 0TOOpaHo 586 crareit: 2013 — 13, 2014 — 26, 2015 — 57, 2016 — 185, 2017 — 157,
2018 — 78, 2019 — 70. Hcnoap30BajiCh CACAYIOIIME INEPBUYHBIE KPUTEPUH OTOOpa: OTOMPAIHUCH
CTaThH, Y€l TOJHOTEKCTOBBIN BapHaHT MPHUCYTCTBOBAI B OMOMMOTEKE MM OBLT JOCTYIIEH 10 CCHUIKE Ha
caifre Bmagenbua (OkcrumiupoBaHHblil 3anpoc 1). CraTeu, mpeacTaBieHHbIE B 0a3e MCKIIOYUTEIHHO
METa-0OMUCaHUEeM WM HaXOSIIUeCs B INIATHOM AOCTYIIE, ObUTH UCKIIOUEHBI U3 MOJ00PKH.

Bropuunsie kputepun otOopa OBUTM MPUMEHEHBI Ha CIEAYIOUIEM Iare — HKCIEPTHOW OIEHKE
PENEeBaHTHOCTH aBTOMAaTH3MPOBAHO OTOOpAHHBIX CTaTel TemaTuke uccienoBaHus. [lyOnmukanum Obun
JOTIOJTHUTENBHO MPOBEPEHb! Ha BKIIIOYEHUE WM HMCKIIOYEHHE IO CICAYIOUIMM KpUTepusM: 1) cTarhs
npejicTaBisiyia coOOW HCCIIeZIOBATeIbCKUI JIOKYMEHT, a He, HalpuMep, aHHOTAIMI0 WIH 0030p
KOH(EpEeHIINH, PEJaKIIMOHHYIO CTaThIO0 WM BBEJICHHE K KHUTE; 2) CTAaThsl HANMCAHA HA PYyCCKOM SI3BIKE;
3) crarbsa He OblIa CPOKycHpOBaHA HA MCIOJB30BAHUHM UIP M MUTPOBBIX METOAWK (KaK Pa3HOBHIHOCTH
reiMuuUKalMy) TpU OpPraHU3alMy TMPOLEccOB OOydeHHsI B OOpPa30BATENbHBIX YUPEXKICHHAX (Kak
MpaBWJIO, B TaKUX NyONHKAIMSIX WCIONB3YeTCS YCTOSBINAsCS CHElUalbHAas IeJarormyecKkas
TepMuHonorus). [lokasarenbHo, 4To B psifie cTaTel, MOTyUYEeHHBIX KaK Pe3yJIbTaT MOUCKOBOTO 3ampoca, He
ObUIO OOHApPYKEHO MCKOMBIX TEPMHHOB KaK B METa-ONMCAHUM JaHHBIX, TAK U B CAMOM TEKCTE CTaTei
(OxcrummmpoBanHbId 3amnpoc 2). HeKOppeKTHOCTh B psifie CIIy9acB Pe3yiIbTaTOB MOMCKOBBIX 3alPOCOB
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eLibrary, oOcyxieHHE KOTOPOH BBIXOAWT 3a paMKH JAHHOW CTaThbd, HEOOXOJMMO, TEM HE MEHee,
YYUTBIBATh TpH (DOPMHUPOBAHWU HMCXOJHOTO KOPIyca TEKCTOB C IIEIbI0 OOCSCIEUEHHS TOYHOCTH W
JIOCTOBEPHOCTH pPE3yNbTaTOB aHAIN3a M SKCIUIMKAIIMM KOHTEKCTOB. Pe3ynbpTaThl MOCIEq0BATEIBHBIX
3aIpoCoOB MPECTABIEHBI HA PUCYHKE 5.

eLibrary. Pesynbrartbl 3anpocos "TEAMUPUKALMA OR GAMIFICATION"
no rogam

900

800

150

100

400

50

13

2013 2014 2015 2016 2017 2018 2019

o— JKCMAMLMPOBaHHBIN 3anpoc 1 SKCMLMPOBaHHBIN 3anpoc 2 —e—lo/IHbIl 3anpoc

Puc. 5. Pe3ynbTaThl MOJHOTO M 3KCIUTMIIMPOBAHHBIX 3alpocoB B eLibrary mo rogam

TepMuHONOTHYECKOE SAPO MEXKTUCHUILTMHAPHOTO HArpaBieHus uccienoBanus «CouainbHO-
STHYECKHE acTeKThl MU(POBOY SIKOHOMUKH: TeMU(HKANNS B COMUAIBLHON M HAYyYHO-00pa30BaTENIbHON
cdepax» ObUIO cHOPMUPOBAHO HA OCHOBE JAHHBIX O PACIpPEIEICHUH KIIOYEBBIX CIOB B PE3yJbTaTax
3anpocoB  «reiimudukanus or gamification» no kaxaoMmy Troiy, MOJTYYEHHBIX C HCIHOJIB30BAaHUEM
aHanuTH4yeckoro ammapara eLibrary. Cieayer OTMETHTh MCIOJIb30BaHHE B HAYYHBIX TEKCTaX HapaBHE C
CaMUMH TEPMHUHAMH HMX AHIVIMHCKAX aHAJIOrOB (pacCMaTpHBAIMCh CHCTEMON Kak pa3HbIe KIIFOYEBbIC
cioBa). Pacripenenenne mo KiI04YeBBIM CIIOBaM 10 3ampocaM B eLibrary namo cremyronmii pe3ynbrar ¢
2013 mo 2018 rompl: Hamboyiee BCTpeYaeMbIMH TEPMHHAMH HE3aBHCHMO OT NPWUHAIUICKHOCTH K
npeMeTHON obJacTu sBIsUIMCh reiimudukanus (gamification), urpa (game), urpoduxanus (gaming),
MoTuBaims  (Mmotivation), WrpoBble METOIAMKH; IOJOOp IEpCOHaka, YIPaBJICHUE MEPCOHAIOM,
management; mnpodeccroHaNbHAas KOMIIETEHTHOCTh, KOMIIETEHIIMH (COmpetences); oOpa3oBaHue
(education), obyuenme, distance learning, saexTponHoe o6yuenue (e-learning), online course;
JMCTaHIIMOHHBIC 00pa30BaTeNIbHBIE TEXHOJIOTUH, WH()OPMALIMOHHBIE TEXHOJIOTHU, HI'POBBIC TEXHOJIOTHU
(gaming techniques). Pacnipenenenue, mo KIFOYEBBIM CIIOBaM, B pe3yJibTaTax 3amnpoca (reimupuxanus or
gamification) 2019 mo6aBuiI0O B CIHUCOK TEPMHUHBI — IM(POBBIC TEXHOJOTHH, IH(POBas IKOHOMUKA
(digital economy), mpoekTHas AesTeNbHOCTh. KOCBEHHO AaHHBIN (DAaKT yKa3bIBAET HA PEAKIINIO HAYIHOTO
coo0IIecTBa Ha HOBBIC 3a/1a4 ¥ TEH/ICHIINY, BOSHUKHOBEHHE U BOCTPEOOBAHHOCTh TEMATHK, CBS3aHHBIX
C IUQPPOBOI YKOHOMHUKOM.

BO3HHKHOBEHHE HOBBIX KOHTEKCTOB HCIOJIB30BAHHMS TEPMHH-KOHIIENTa reimudukarms Or
gamification nemoHCTpHpyeTcsi paclpeieieHHeM LUTHPYIOUIMX IyOJUKaluil M0 TeMaTHKe 3arpocoB
2018-2019 «reiimudukamms or gamification», MONIYyYEeHHOM C HCIOIB30BAaHUEM WHCTPYMEHTAPUS
eLibrary. Tpu Hamboyee BBICOKOYACTOTHBIX KIIIOUEBBIX CIOB ¥ CJIOBOCOYECTAHHUH, HCIONB3YyEeMBIX B
IUTHPYIOIINX CTaThIX — IU(poBas skoHomuKa (digital economy), mudpoBble TEXHOIOTHH, Pa3BUTHE,
artificial intelligence, digitalization of education. mpu sTom Kmo4eBBIX cioBa passutue, artificial
intelligence, digitalization of education uu pa3y He mosBILIMCH Kak HanboOJIee YaCTO MCIONb3YEMEIE 3a
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Bechk nepuoa ¢ 2010 mo 2019 roael. AHanu3 MO3BOJMI JI€KOMIIO3MPOBATH OCHOBHBIE HAIIPABIICHUS
OpuUMEHEeHUsT reiiMudukanmu: MoTuBamus  (motivation), smekTponHoe oOydenue (e-learning),
obpaszosanue (education), urpa (game), urpossie TexHosoruu (game technology), gaming, ynpasnenue
nepconaiom (personnel management), nepconan (personnel) (pucysoxk 6). [Ipu 3ToM TepMUH-KOHICTITHI
«onekTpoHHOoe oOydenue» (e-learning), «oOpasoBanue» (education) Moryt OBITh OTHECEHBI K
TEeMaTHYECKOMY HampaBlIeHUIO «oOpaszoBanue» (education), a TEpMHH-KOHLENTHI «yIpaBICHHE
nepconaiom» (personel management), «mepconam» (personel) — k TeMaTHYeCKMM HaImpaBICHHUAM
«OKOHOMHKa» (economy) u «ympaBieHue» (management). TepMHH-KOHLENTBI — «MOTHUBALIUS
(motivation), «urpa» (game), «urpoBbie TexHOMOrHM» (game technology), gaming moryt ObITh
COOTHECEHBI C HECKOJIbKUMH TEMAaTHYECKHM HAlpaBICHUSIM, Harmpumep, — «oOpazoBanuey» (education),
«OKOHOMHKa» (economy), «ympaBieHue» (Mmanagement), «coumonorusi» (sociology), «mcuxomorus»
(psychology), «kypHamHCTHKA ¥ MAaCCOBBIE KOMMYHHUKaIMm» (Mass media).

AG6CONIOTHBIW YaCTOTHbIM 3anpoc ?

2013 2014 2015 eLibrary (13+26+57=96 2016 2017 eLibrary (185+157= 342 2018 2019 elibrary (78+70=148 [ NapameTpsi
crareii) | crareii) | crarei) pesynbTarhl

MapameTpsbl 3anpoca

Iny6uHa BbiGOpKM: 25 z
BbINONHWTL 3aNpoc |

PesynbTaTt 3anpoca

2013 2014 2015 eLibrary (13+26+57=96 ctatei) 2016 2017 eLibrary (185+157= 342 crateii) 2018 2019 eLibrary (78+70=148 crateii)
Ne Cnoso Kon-so Yacrora (%o) N2 Cnoso Kon-so Yacrora (%0) N¢ Cnoso Kon-so Yacrora (%o)
1 wvrpa 36 3.261 1 wvrpa 54 7.679 1 npouecc 25 5.978
2 KOMMaHus 30 2.717 2 Tecto 31 4.408 2 obpasosaHne 25 5.978 |
3 npouecc 21 1.902 3 Tecrax 26 3.697 3 wurpa 22 5.261 |
4 6u3Heca 17 1.540 4 noxka 23 3.271 4 ob6yyeHue 20 4.782 |
5 coTpyAHuK 17 1.540 5 Bpems 19 2.702 5 crypeHt 19 4.543 ‘
6 KIMeHT 17 1.540 6 cepus 18 2.560 6 passuTne 15 3.587 |
7 npoekT 15 1.359 7 KOMMyHuKauus 18 2.560 7 HaBblk 13 3.109 {
8 MapKeTuHrom 12 1.087 8 wmenes 16 2.275 8 pabora 13 3.109 '
9 oducom 12 1.087 9 npouecc 15 2.133 9 3apava 12 2.869 f

Puc. 6. [Ipumep pe3ynbrara BHIIOIHEHNS a0COTIOTHOTO YaCTOTHOTO 3a1poca

Pacripenenenre mo TemMaTWdecKUM pyOpHKaMm ITyOJUKAIMi W3 MOAOOPKH «TeiMH(HKAIMs Or
gamification 2010-2019»: «Hapomnoe o6pa3zoBanue. Ilemarorukay, «IKOHOMHKA. JKOHOMHYECKHE
HayKW», «ABTOMaTWKa. BerauciauTenbHas TexHUKa», «Commonoruss MaccoBas KOMMYHHUKAITHS.
JKypuanucruka», «Cpenacrea MaccoBod mH(OpManuny, «OpraHusanus U yrnpaBlieHuey, «MeauiuHa u
3npaBooxpaHeHuey», «llcuxomorus», «HubopmaTukay, «SI3piko3Hanue», «DPunocodus». Ilepedens
MpeIMETHBIX 00JIacTell CTa0WIICH Ha BCEM HMCCIISAyeMOM BPEMEHHOM MHTepBaie. JluaepaMu mo yacTore
nyOMMKanuii ¢ KOHTEKCTOM reliMudukanms siBistorcsi «HapomHoe oOpazosanme. Ilemaroruka» u
«OKOHOMUKA. DKOHOMHYECKHE Haykn». OcCTalbHBIE MpeIMETHbIE O0JACTH B 3aBHCHMOCTH OT Tojia
3aHUMAIOT PAa3HbIE MO3ULMU B YACTOTHOM CHUCKE. [IpUMEHHTENbHO K KOHTEKCTaM HCIOJb30BAHUS
TEXHOJIOTHIA TeiMU(pUKAITIY aHAIN3 BRISBIII 4 HampaBlIeHWs, IO KOTOPBHIM Kak B MUpE, Tak U B Poccun
pacTeT He TOJbKO HAay4YHBIH, HO M MeAua TUcKypc. MccrmemoBaTenu CBS3BIBAIOT PELICHHE MPOOIeM U
pa3BUTHE TOPOACKOTO MPOCTPAHCTBA C HCIOJIL30BaHUEM TeMuuKanuu: 1) B IUIAaHUPOBAaHUH TOPOACKON
Cpensl, 2) DSJIeKTPOHHOM YIpPaBiIeHHH (3JEKTPOHHOE TIPAaBUTENBCTBO), 3) 3JIEKTPOHHOM YYaCTHUH
U 4) 2eKTpOHHOM o0yueHHH. Bonpock! npruMeHenus reiiMudukaniy B 00J1acTi KyJIbTYpbl 00CYKIat0TCs
pexe, B OCHOBHOM B KOHTeKcTe Jiyaudukanuu [14, 37, 51], koTopast paccMaTpuBaeTcs, Kak Mbl [IOMHHM,
B KaueCcTBe OJIM3KOro reiMuduKanmy, Ho He COBIANAIOIICTO C HEMl MOHSITHS.

HpOBe)IéHHOC HCCIICAOBAaHUE II0Ka3ajlo, 4YTO JUWHAMHKa HW3MCHCHHA KOJMYCCTBA HAYYHBIX
myONMKaI¥id MO KIFOYEBBIM CJIOBaM «TeHMHUQUKAIML), «MOTHBALUA» W «UTPa» COBMANAET. ITO
MO3BOJIMJIO JIENIATh BBIBOJI, YTO «UTPa KaK OCHOBHOW METOJ TeHMU(HUKAIIIH TPEXK]IC BCETO UCIIONb3YETCs
B KA4YCCTBE€ MOTHBAIMOHHOI'0O MEXaHHM3Ma B pas3IM4HbIX BHIAX YeJI0BEeUYECKON JCATCIIBHOCTH:
o0pa3oBaHMM, 3KOHOMUKE, YIPABJICHUW, MeETUIMHE». [loMMMO 3TOro, K 0O0JacTsIM NPUMCHEHUS
refiMuQUKaIM MOXXHO OTHECTH DHEPreTHKY, HOPUCHPYACHIUI0O W JKyPHAIUCTUKY. Takxke ObLIO
YCTAHOBJICHO, 4YTO 4alle BCEr0 B HAYYHBIX ITyOJHKAIUAX PACCMATPHBAIOTCS TEXHOJOTHUYECKHI,
COIIMOJIOTHYECKHH, IICHXOJOTMUECKIM acIeKThI TeiimMudukarmu [27].
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3.4. DKCIIIMKAIMS U aHAJIH3 TEPMHUH-KOHIIETITOB C IPUMEHEHUEM HH(OPMAIIMOHHON CUCTEMBI

T-Libra

JInst SKCIUTMKAIMK ¥ aHaIn3a TEePMUH-KOHILIETITOB PYCCKOS3BIYHOIO HAYYHOTO M OOIECTBEHHO-
MOJIUTHYECKOTO AMCKYPCOB IO TeWMHU(UKANWKW B IOJHOTEKCTOBYIO OHONHOTEKYy HH()OPMAIMOHHOMN
cucteMbl T-Libra Obuin 3arpyxensl myOnukanuu, n3BiedéHHble 3 HaydHOW 37eKTpOHHOH OMONIOTEKH
(http://elibrary.ru) u uudposoro unbopmanmonnoro pecypca Murerpym (http://integrum.ru). 13 stux
myOnuKanwii OpuTH c(OPMUPOBAHBI KOP3WHEI C pacIpe/ielleHneM Mmyonukanuii mo ronam. [lamee Obumn
NPUMEHEHbl KOMOWHAIIMM KAacKaJHOTO W Te3aypyCHOTO IIOWCKa, COYETaHHs MHOTOCIOMHBIX
TEMaTU4YeCKUX a03allHO-OPUEHTUPOBAHHBIX M YACTOTHO-OPHEHTHPOBAHHBIX 3alIPOCOB (pHUC. 6—7), a TaKxke
BBIITOJTHEHBI TEMATHIECKHUE 3arTpock! (puc. 8-9).

PesynpTar abCOMIOTHOTO M OTHOCUTEIBHOIO YaCTOTHBIX 3alIPOCOB HAa3bIBAIOT TEPMUHOIPAMMOIL.
TepmMuHOrpaMMa MpeacTaBisieT COO0I0 paH)KUPOBAHHBINA CIIMCOK TEPMHUHOB, MO 3apaHee ONpeleIeHHBIM
KOp3MHaM, KaXIOMy M3 KOTOPBIX COIIOCTaBJIEHBI UYHCIIOBBIC IapaMeTphl: KOJIUYECTBO TEPMHHOB B
nooopke (¢ yaeroM MOp(oIorun), 9acToTa BCTPEIaEeMOCTH TEPMHHOB B ipomriie. [Ipumep pesynpraTta
BBITIOJTHEHUS OTHOCUTEIILHOTO YaCTOTHOIO 3ampoca (OMOPHBIH TEPMUH-KOHIIENT «TOPOJ») MPEACTaBICH
Ha PUCYHKe 7.

OTHOCUTEbHbIW YaCTOTHbIW 3anpoc

2011-2014 CMM (6+10+74+102=192 2015 2016 CMW (76+77= 153 2017 2018 CMU (66+101=167 I MapameTpsi u
CTaTbH) craTbh) crareii) pesynbrarbi

OnopHbIi TEpMUH (CYLLECTBUTENLHOE): ropoa L

Iny6uHa BbIGOpKK: 25 z

BbINonHUTL 3anpoc

PesynbTar 3anpoca

2011-2014 CMU (6+10+74+102=192 cratbu) 2015 2016 CMU (76+77= 153 cTaTtbm) 2017 2018 CMWU (66+101=167 craTeit)
N2 Cnoso Kon-so Yacrora (%o) N2 Cnoso Kon-Bo Yacrora (%o) | | N2 Cnoso Kon-so Yacrora (%o)
1 roa 19 5.282 1 ropoa 18 8.011 1 ropoa 14 9.097
2 ropoa 16 4.448 2  npoekT 14 6.231 2 wurpa 13 8.447
3 cepsucb 14 3.892 3 roa 12 5.340 3 roa 9 5.848
4 KOMMaHusi 14 3.892 4 wvrpa 10 4.450 4  KOHCTPYKUMUS 9 5.848
5 npodeccus 14 3.892 5 npeanpuHUMaTenb 10 4.450 5 6wu3Heca 8 5.198
6 TexHonorus 12 3.336 6 nepmeit 9 4.005 6 Mycop 8 5.198
7 My3blka 11 3.058 7 KOMaHaa 8 3.560 7 pasmelleHve 7 4,548
8 Bpems 11 3.058 8 KksecT 7 3.115 8 3asBneHve 5 3.249
9  Xu3Hb 10 2.780 9 3uHauga 7 3.115 9 Habop 5 3.249
10 nera 10 2.780 10 mycop 7 3.115 10 yyacTHuK 3 3.249
11 pbiHOK 10 2.780 11 nogu 7 3.115 11 cxema 5 3.249
12 wrpa 9 2.502 12 o6pasoBaHue 7 3.115 12 npoexTt 5 3.249

Puc. 7. IIpuMep pe3ynbTaTa BBITOIHEHUSI OTHOCUTEIFHOTO YaCTOTHOTO 3aIpoca

Otnnyrie aGCOMOTHOTO U OTHOCUTEIHHOIO YaCTOTHBIX 3alIPOCOB COCTOMUT B TOM, YTO B MEPBOM
ClTy4ae B Ka4eCTBE Pe3yJIbTaTa MBI IOIy4aeM PaHKMPOBAHHBIA CIIMCOK BCE CYIIECTBUTENBHBIX KOP3UHEI,
NPUBEACHHBIX K HOPMaJIBHOH (opMe. DTOT CIIMCOK MOXKET CIIY>KUTh OTIPABHOM TOUKOM MIM OCHOBaHHUEM
JUIST YTOYHEHHWS] TEPMHHOJIOTHYECKOTO spa TpPEeaMETHON oOjacth (KIIOYEBbIE TEPMHH-KOHIIENTHI),
BBISIBIICHUS 3aKOHOMEPHOCTEW M IMHAMUKH HMHTEpeca K TOMY MM WHOMY T€PMHH-KOHIIETITY WIJIH TPYIIe
TEPMUH-KOHLIENTOB Ha BHIOpaHHOM BpEMEHHOM HHTepBajie. Bo BTopoMm ciydae 3ampoc Jenaercs
OTHOCUTENBHO BHIOPAaHHOTO TEPMHH-KOHLENTA WM MOCIE0BATEILHOCTH (KacKaaa) TEPMHUH-KOHLIEITOB
(MHOTOCIONHBIN 3ampoc). IMEHHO OTHOCHTENBHBIN YaCTOTHBIM 3aIPOC TIO3BOJISIET ONPENETUTh Pa3BUTHE
TEMAaTUKU B TIpeleNnax YCTaHOBJIEHHOTO KOHTeKCTa ((parmMeHT TekcTa pasmepoM oT | mo 7 abzanes
TEKCTa). BhIABIEHNE CMBICIOBBIX KOHTEKCTOB IMO3BOJIAET B JAIBHEHIIEM OCYHIECTBIISATH OCMBICICHHBIN
TeMaTnyeckui mouck (puc. 8-9), GopMHpPOBaTH KOJUIEKIIMU PEJEBAHTHBIX MCCIIEOBAHUI0 KOHTEKCTOB,
CTPOUTH TPEH/IBI PA3BUTHS TEMATHK B PaMKax HCCIIEIOBAHMS.
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TeMaTU4yeckui 3anpoc

m [ MapamMeTpbl ¥ pesynbrarbl ]

MapameTpbl 3anpoca

e 3aMOMHUTE MONE «CION» TEPMUHAMM, (UKCUPYIOLIMMI KaKOM-NMBO acnekT HTepecytoweii Bac TeMb;
e B PasHbiX CIIOSX YKAXXUTE pa3Hble acreKTbl C MOMOLLbIO PasHbIX TEPMUHOB.

Cnoit 1: sosneuenocts | atin X 2 ‘ j ) A7 Nepexona K NPOCTOMy TeMaTHueckoMy 3anpocy
Coii 2= [ppa T R L) ynanure sce cow, kpowe oproro

[obasuTb crom

MuHMManbHO HeobXxoAMMOe KONTMHECTBO C/IOEB: 2 1T} g

MaKcuMasnbHoe paccTosiHUE MeXAy ClioBaMu: & ?

BbINONHUTL 3anpoc Cobpatb Temy
Pe3synbTaT 3anpoca

Oto6paxeHue pesynbTaTa: @ rpynnupoBKa no AOKYMEHTaM — CrMcok ab3aues

Bcero HaiigeHo: 3 ab3aua B 3 AOKYMEHTaXx. YTouHeHus

N2 AoKyMeHT Kon-Bo a63aues o urpa (4) o

13 TL19_reiimudpmkaums_elibrary_2019. - 70. 1 © BoeneyeHHocTs (3) @
TepMUHbI MHAEKCUPOBaHUS AHHOTauus CopepxaHnve =AYy @ BHMMaHue (3) °

© nokonenve (2) @

2 TL19_reiimudpmkaums_elibrary_2018. - 78. 1 nporpecc (2) o)
TepMuHbl HAGKCMPOBaHUA AHHOTauus Copepxarue 2 e npouecc (Zé
3.  TL19_reiimucpmkaums_elLibrary_2013. - 13. ) 1 g Bpems (2) N0
TepMuHbI MHAEKCUPOBaHUSA AHHOTauus CopepxaHve =Y e QZ:Tc;:t:éﬂ?b (2 °
© motueaums (2) &

Puc. 8. Ilpumep pe3ynbTaToB BBINOIHEHHS MHOTOCIOMHOTO TEMAaTHYECKOTo 3ampoca (c oToOpakeHHeM

TPYIIBI PeICBaHTHBIX 3aPOCy JOKYMEHTOB)

TemaTuueckuii 3anpoc

mapanerphl W pesynbTaTsl l

MapameTpsbl 3anpoca

* 3aroNHUTE MONe «CNoW» TEPMUHAMHK, GUKCMPYIOLLMMK KaKOW-IMBO acneKT uHTepecytowei Bac Tems;
® B PasHbIX COSAX YKKUTE pazHble acreKThbl C NOMOLLbLIO Pa3HbiX TEPMUHOB,

Cnoid 1: rexsonorus allw X (7 ] ) 718 NEPEXDAA K NPOCTOMY TEMATMYECKOMY 3anpocy
cnoﬁ 2. T —— atiw X ¢’ yhbanwTe BCe CNoW, KpOMe OgHOro

Hobasuth cnown

MWHMManbHO HEOBXOAMMOE KONMYECTBO Coes: 2 [ ?

MaKcMankHOE PacCTOAHME MEXY CNoBaMu: 22 ?

BbinonHuTb 3anpoc = Cobpatb TeMy
PesynbTaTt 3anpoca

OrobpaxeHue pesynbTata:  rpyNNMpOBKa No AOKYMEHTaM € Cnucok ab3aues

Bcero HalaeHo: 9 ab3aues YTouHeHun
Kon-Bo nckombix o
TexrHonorus (21) @
L AGsau chte @ ron (19) @
PESAWIHEIX) [BCEro © npodeccus (14) @
1 obbAcHseT Onbra S4MeHesa. ... bopoBukoBa: reliMvbKKaLs B Poccum ... noka Hosas 3 5 © puiHok (14) @
TEXHOMNOMMS U MO3TOMY ... «leliMudnkauma — 3To ... O cepeuce (14) @
2 18 Yetsepr 6 ... NONYNAPHOCTLIO NONML3YETCA reiMudrKaLms npouecca obyyeHus. ... 2 11 Bpems (12)
«IepeoBbIM TEXHONOTVAM HYXHO BPEMS, ... g KDM"E’T:"' gl) e
3 [AWCTAHUMOHHOE OBPA3OBAHVE HAYKA ... Hac xaeT reiimudmkais, B 4 o :f,;il&a ()11) e
pacrnpocTpaHeHue ... [lanbHeiiluee pasBUTHE TEXHONOMMIA NO3BOUT CO3AABATD ... © obpazosatue (10) @
4 Bce Gonblweii NoNynsapHOCTLIO NO/bL3YETCA reliMudmkaLus npouecca obyyJeHus. ... 2 3 4] HHcrpyMeHT (8)
"lMepenoBbIM TEXHONOMMAM HYXKHO BPEMS, ... @ mup (8) @
5 «leiiMuduKaLmna - 3TO TEXHONOTUA BAWAHUA U ... 2 2 0 cneuuan éB) @
6 [eliMMpUKaLmMa — 3TO TEXHONOTUS BAMAHUA W ... 2 2 o 5;:21-57()7) @
7 TeliMudukaumns v LMGpPOBLIE TEXHONOMMM CTAHOBATCS AEWCTBEHHBIMY ... 2 2 © o6yyenue (6) @
8 Wcnonb30BaHWe UrpoBLIX 3NEMEHTOB ... - MPOM3BOACTBEHHAA reimuctmkaums. Yawe ... 2 2 & uameHenne (6)
CEKTOPa BbICOKMX TEXHOMOr A, © ynusepcuTer (6) @
9 TexHonoruu Bu3yanusaumu ( ... ), redimudukaumsa (MrpoBbie ... 2 2 0 :;2?2')’3?3””3 OR

Puc. 9. HpHMep PE3YJIbTATOB BLINTOJIHCHUS MHOTOCJIOMHOTO T€MaTHYECKOI'O 3arpoca (C OTO6pa)K€HI/IeM

OKCIUTUITAPOBAHHBIX KOHTCKCTOB THUIIA «3633]_I)>)
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AHaJM3 BBISIBUJI OTHOLICHUS] CHHOHUMHUH U aCCOLMAILIMH TEPMUH-KOHIENTOB "I 'eliMudukaus" u
" Gamification" (OTHOCHTENbHBIE  TEPMHUH-KOHIENTHI); TOKa3al  BBIpAXEHHOE  pa3HoOOpasue
OTHOCUTENBHBIX TEPMUH-KOHIIENITOB AHTJIOSN3BIYHON HAyYHBIH KOJUIEKIHMH. AHANN3 TAaKXKe MMOKa3all, 4To
HapsIly C PYyCCKOS3BIYHBIMHU M aHTJIOS3BIYHBIMU TEPMHUH-KOHIlENTaMH '"reiMudrkanys” B MyOIHKaImsIxX
UCTIONIB3YIOTCS UX CHHOHHUMBI ‘Urpousanus’ ¥ ‘urpodukanus’. Pe3ynbTaTel aHann3a BBISIBUIN OOIIHOCTD
TEHIEHIMH pa3BUTHA TEMAaTHKH U TEPMUHOJIOTUYECKOTO JIaHAmadTa, HATMUnue OMU3KUX CEMaHTHUECKUX
TPyII KOHTEKCTOB (Tabmuma 2), 94TO a0 BO3MOXKHOCTH ClIeiaTh O00OMIEeHHS M0 BCeMy HAyYHOMY U

Mena JUCKYPCY B IIEITOM.

Ta6auna 2. ['eiimudpukanms OR Gamification: ceMaHTHUECKHE TPYIIITBI
TEPMHH-KOHIIETITOB KoJutekimu elibrary 2010-2019

CemaHTHYECKAS Tepmun-koHUIENTH 10 MaccuBam 2013 -2019. BropuuHsie 3aIpOoChl B
rpyrma T-Libra: Tom-50, aGCOMOTHO-YaCTOTHBIH 3aIpOC mogbopkax myOnukarmii eLibrary
DKOHOMHKA KOMITaHMS, TIpoliecc, OHM3HEC, COTPYOHMK, KIHEHT, | OM3HeC Or  ympaBieHHE O

MapKeTHHI,  paboTa,  yHpaBlICHHE,  JAEATECIBHOCTH, | "IM(pPOBas SKOHOMHKA" O PBIHOK

OKOHOMMKA, PbIHOK, CICIUATIUCT

Oo6pazoBanue /
Hayxka

WCCIICIOBaHNE, PAa3BUTHE, WIS, 3HAHHE, (PaKTOp, OOBEKT,
MoKa3areib, IMOIX0M, METOIUKa, 00pazoBaHue, 00yUCHHE,
CTYJICHT, «3JICKTPOHHOE 00y4eHHey, e-learning

HCCIICIOBaHHE Of pa3BUTHE Of
uzest or 3HaHWE Or METOJHKa Or
oOpa3oBaHme or 00y4eHHe

TexHonorun TEXHOJIOTHSI, Cpella, CeTh, HHTEPHET, YPOBEHb, CPEACTBO, | TEXHOJIOTHS O Cpelia Of HHTEPHET
a¢dexT, mnoMB30BaTENB, HHPOPMALMS, INPOCTPAHCTBO, | O BHEAPEHHE O IH(PPOBHIC
BHEJIPEHHE, «IHU(PPOBBIC TEXHOIOTHI) TEXHOJIOTHH»
Urpossie B3aUMOJICHICTBUE, KOMMYHHMKAIUs, y4acTHE, MOTHBALMs, | KOMMYHUKANUsl O MOTHUBALUS OF
MEXaHUKU motivation, BOBICUE€HHE, BOBICYECHHOCTh motivation or BoBieueHHEe oOr
BOBJICYCHHOCTb
T'opon* «yMHBIA TOpOa», «smart city», «unppoBoil ypOaHH3M», | «yMHBIH ropoay» or «smart city»
«UTpaIoLIKe rOpoay, KUrPOBOM MUP», IIPOCTPAHCTBO Of KUTparoIe TOPOIa»
Kynbrypa* KyJIbTypa, «UTPOBasi KyJIbTYpay, KATPOBOE MBIIIJICHUE) KyJIbTypa or «UTPOBOE
MBIIIICHHE)
Urpa* urpa, game, gamification, wurpodukauus, urpousauus, | gamification or urpodukarms or

nymudukanums, ludification,
BUAEoUrpa, video-game

«KOMIIBIOTCPHAA  WUI'pa», | UTpOU3alusd Or urpa game

OorpuJicourpa

*TepMUH-KOHIIETITH, HE TTonaBiue B Ton-50 (a0COIIOTHO-4aCTOTHBIH 3a1poc)

BrigenenHple ceMaHTHYeCKHE TpPYNIBl TOKa3aid pa3HooOpasue HaydHOTO NaHAmadTa Wu
JUCKYypca, COOTBETCTBUE TEMAaTHKHM IOUCKypca TeMaTHke oOcyxaeHuil m myOnmumkammii B CMU. Tak,
bacoa M. B., benenko B. E. B cBoem 0030pe, MOCBAIIEHHOM aHaNM3y 00CYXaAeHUs reiMuduKaniu B
coBpeMeHHbIX Poccuiickux CMMU, ykasann Ha Bo3pacTaroliee KOJIMYECTBO KOHTEKCTOB IPHMEHEHUS
refiMuQUKaIM 1 YCTOWYMBOCTh UCIIONB30BAHHUSA CaAaMOTO TepMHUHA [1], B OTJIMYME OT PYCCKOS3BIYHBIX
UrpoQUKAIMs, UTPOU3alns M T.I., YTO MOJHOCTHIO TMOATBEPKIACHO W JAaHHBIM HCCleAoBaHWEM. Tak,
uHpopMalmonHas cucremMa KubeplieHHHKa Jana JaHHBIE O YacTOTE WCIHOJIBb30BAHWS CHHOHHMMHYHBIX
refiMuQUKaIy TePMUH-KOHIENTOB. [10 Ka)K0My U3 BBIJICICHHBIX TEPMUH-KOHIIETITOB 3a niepuos ¢ 2010
mo 2018 roapl OBUTH MIPOM3BEACHBI 3aNPOCHL. [lomydeHHbIe TaHHBIE MTOKA3BIBAIOT, YTO TEPMHUH-KOHIICTIT
«rediMupUKaIys» BeTpedaercss B 458 myOnuKaiusax, TEPMUH-KOHIIETIT «UTPOQUKAIHs» BCTpEYaeTcs B
122 nyGnukanmu, «urpousanus» BcTpedaercs B 21 myOnukamusx. Taxke 3aMedeHa BBICOKAs 4acTOTa
OJTHOBPEMEHHOI0 ymoTpeOJeHns] B TEKCTaX KaK IOJHBIX CHHOHHUMOB PYCCKOS3BIYHOTO TEPMHHA
«redMupUKaIMsS» W aHTIION3BIYHOTO TepMmuHa «gamification», Tak W TOJABKO OJHOTO W3 HHX —
aHrios3eiyHOro «gamification». Ha 3ToM ocHOBaHMHW TpH jAajbHeHIeM (HOPMHPOBAHUH YACTOTHO-
OpPUEHTUPOBAHHBIX 3aIPOCOB JIJIs IIOMCKA PYCCKOS3BIYHBIX MyOIMKALMNA MTpeJiaraeTcsi HCIOIb30BaTh BCE
9TH TEPMHUH-KOHIIENTHI. JJEMEHTHl BBIIIEICHHBIX CEMaHTHYECKHX TpPYII T03BOJST CcHOPMHUPOBATH
Te3aypyc MEXAUCIUIUIMHAPHOTO HAIpaBleHUs HAydHBIX wHccienoBannii  «CoOUalbHO-3THIECKHE
aCTeKThl UU(PPOBOH SKOHOMHKH: TeMHU(HKanus B COUMANBHOW M Hay4HO-0Opa3oBaTelbHOU cdepax»,
YCTaHOBUTH OTHOIIICHWS CHHOHOMHH M acCOLMAIlMM B COOTBETCTBYIOIIEH eMy oHTonoruu. Tezaypyc,
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npeCTaBlIeHHe  KOTOpOTO ¢ Wcmoip3oBanmem — Dublin - core  mO3BONMHMT  OCYIIECTBIATH
aBTOMATHU3UPOBAHHBINA MMOUCK HH()OPMAITH 110 TaHHOMY HaIIPaBIICHUIO.

3.5. DBomONMS ¥ AMHAMHKA PA3BUTHS TEPMHUHOIOTHYECKUX 023 MEKIUCIUILTMHAPHBIX HAYYHBIX
HaInpaBJICHUH

Ha ocHoBe mprMeHeHWs] METOOUKH IMOCTPOCHUS W MHTEPHPETAINH IPEeIMETHO-TEMATHIECKAX
TpeHI0B OblJIa CIIPOTHO3MPOBAHA SBOJIIONHSA W JHHAMHUKA Pa3BUTHA (HOPMUPYEMOH TEPMHUHOIOTUIECKON
0a3pl. IlpuMmepbl TpEeAMETHO-TEMATHUYECKUX TPEHIOB, JACMOHCTPUPYIOUIMX JUHAMUKY Pa3BUTHUS
TEPMHHOJIOTHYECKON 0a3bl MEXKTUCIIMIIMHAPHOTO HAYYHOTO HANPAaBJICHHS MCCieqoBaHul «CoIaibHO-
STHYECKHE aCTeKThl MU(POBOI IKOHOMUKH: TeMU(UKAIIMSI B COIMAIFHOW W HAyYHO-00pa3oBaTeIbHON
chepax» MO OBYM CEMAHTHUYECKAM TPYIIaM M IO TPEM OTAEITHHBIM TePMUH-KOHIENTaM (C Y4eTOM
MOpP(OJIOTUYECKOW W JIMHTBUCTHUYECKON  MHTEpIIpeTanui) OTpakeHbl Ha  pucyHkax 10-11
COOTBETCTBEHHO.

elibrary. SKCNNWUMPOBaHHbIE Pe3yNbTaTkl NepPBUYHBIX 3anpocoe 2013-2019, 3aNpOCOB Mo 2M CEMaHTHYECKMM rpynnam Ha
Maccusee NoNYyYeHHbIX I'IO,EIEOFJOH W TpeHabl no 2M CEMaHTUYECKMM rpynnam

¥ =7,25x% - 29156 + 3E+07.."

15

2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022

=l 33NPOC NEpBKUYHBLIA: reimudukauna OR gamification

3anpoc: Guaxec OR ynpasneHie OR "undposas 3KoHOMUKa" ORF PLIHOK
—g— 3anpoc: uccnegoearme OR passutne OR ngen OR 3Hanne OR metoguka OR oBpasosanue OR obyuenne
+evesar NONMHOMMENBHAA (3anpoc: Busnec OR ynpasnerve OR "Undposan 3KoHOMUKE" ORF pbIHOK)

NuuediHan (3anpoc: uccneposanue OR paseutue OR nages OR aHanue OR metoguka OR obpazosaque OR obydenne)

Puc. 10. [Ilunamuka pa3BUTHS U TPEHIBI MO JBYM CEMAHTHYECKHM TIpyINIaM B CPaBHEHWH C AWHAMUKOH
Pa3BUTHA MEXIUCIUIUIMHAPHOTO HAMPABJICHH B 1[EJIOM (IIEPBUYHBIN 3apOC).

Tpenapl Mo ceMaHTHYECKHUM TpynmaM «KoHOMHUKa» W «OOpasoBanue / Hayka» mokasbIBaroT
YBEPEHHBIA POCT HHTEpeca K TeMaruke. [loaTBepKaeHUE WIM OIPOBEPKEHUE IOJYYEHHOI'O IIPOTHO3a
Oyzer cienaHo Ha OCHOBE ampoOaluy Te3aypyca MEXAWCIMIUIMHApHOrO HampasieHus «ConuaibHO-
STHYECKHE acTleKThl MU(POBOY IKOHOMUKH: TeWMU(HKANNS B COMUAIBLHON M HAYYHO-00pa30BaTEbHON
cthepax» Ha 6a3e oOHOBICHHBIX HaHHBIX 2019 roga u manHBIX 2020.

Bce Tpu mpencraBIeHHBIX TEPMUH-KOHIIENTA OTHOCATCS K CeMaHTHYecKoil rpymme «WrpoBsie
MmexaHukn». OOpainaetr Ha cebs BHUMaHue (akT, 4TO rpadKd — pe3ysbTaThl MEPBHYHOIO 3arpoca
«reiimudukanus  or gamification» u 3ampoca «moTHBarms Of motivation» mpencraBisioT coO0i
(aKTHYECKH «KOHTPYIHTHBIC» (GHUIYphl. ITO TOBOPUT C HAlICH TOYKU 3PCHHS O HAIUYHU CHIIBHOM
ACCOIMATUBHOM CBSI3M MEXIY JBYMsI TEPMHHAMHU, BOCIPHATHH HAYYHBIM COOOIIECTBOM redMHU(UKAIINK
KaK WHCTPYMEHTa MOTHBAIlMH. BBIOOp THIA TpeHIa OCYIIECTBISUICS METOJOM IOA00pa, BEIOOPOM
HanboJiee PeleBaHTHOTO Pe3yIibTara, Ul KaKI0ro rpaduka OTaenbHo.
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eLibrary. 3kcnanuvpoBaHHble pe3ynbTaThl NepBUYHbIX 3anpocos 2013-2019, 3anpocos No 3m TEPMUH-KOHLENTaM Ha
maccuse NoNy4eHHbIX NOABOPOK U TPeHAbl N0 3M TEPMUH-KOHUENTam

937

y =7,3333x" - 29484x

82,893 - 166880,

e 33MPOC: MOTMBAUMA OF Motivation e 33MPOC: KOMMYHMKaUMA OR communication
—s==3anpoc: sosne4eHue OR soBneyeHHocTs OR yyactne et 33NPOC NEPBUUHBIN: reimnduKauma OR gamification
Nuneitnan (3anpoc: moTMeauua or motivation) NonuHomuanbHan (3anpoc: KommyHuKauus OR communication)

+sseees MONMHOMMANLHAA (3aNpOC: BOBNEUEHHUE OR 80BNEHeHHOCT OR yvacTue)

Puc. 11. HI/IHaMI/IKa pa3BUTHUA U TPCHALI IO TPEM OTHOCUTCIBHBIM TCPMHUH-KOHICITAM B CpPAaBHCHHU C
I[PIHaMPIKOﬁ Pa3BUTHA MCIKAUCHUIUIMHAPHOT'O HAIIPABJICHUS B LICJIOM (HepBH‘IHBIﬁ 3anp0c).

OCHOBHbBIE BbIBO/bI
Ha ocnoBe HpOBe,I[éHHOl"O HUCCICIOBAHUA MOXKHO C(I)OpMyJ'II/IpOBaTL CJICAYIOINEC BBIBOJBI:

— relMHUQUKaLUSA KaK HAllPaBICHUE HAYYHBIX HCCIEIOBaHUM HAUMHAET aKTHMBHO Pa3BHBATHCS
B POCCHUHCKOM Hay4yHOM JucKypce HauumHas ¢ 2012 roma, 4TO TOBOPUT O BIUSHUU
OOIIIEMUPOBBIX TEHJCHIMH HAayuHBIX MCCIACAOBAaHUN B o00nacTh redMuUKAlMd Ha
POCCHICKIE UCCIEN0BAHUS;

— B PpOCCHIICKOM HH(OPMAIMOHHOM IPOCTPaHCTBE TelMudUKanus B OoibLIeH CTENeHH
npeacTaBisieT co00i Hay4YHBIH M B MEHbIIEH CTeIIeHH O0IIECTBEHHBIN IUCKYPC;

— oOIpeeNieHbl OCHOBHBIE O00JaCTH IMPHMEHEHUS TeUMU(PHKAUA B POCCHICKOM U
obmiemupoBoM Macmtabe. Kak poccuiickue, Tak M B 3apyOeHbIE HCCIIEIOBATEIH MHOTO
BHUMAaHUS YACISIOT IPUMEHEHUIO TeXHOJOrui reiimudurkaium B odpa3zoBannn. Poccuiickuii
HAYYHBIH JUCKYpC TOKa Majio oO0CyXKAaeT NpUMEHEeHHE reiMu(UKamuu B TOPOJICKOM
TUTAHUPOBAHUH U IEKTPOHHOM Y4aCTHH;

—  OmpeJeNieHbl OTIOPHbBIE TEPMHUH-KOHIIETITHI TEPMHHOIOTUIECKON 0a3bl MEX TUCITUILTHHAPHOTO
HanpaByieHUst uccienoBaHuii  «CoIMaIbHO-dTHUECKHE acleKThl IM(POBOH SKOHOMHKH:
reiMuuKanysa B COUUAIbHON U HayYHO-00pa30BaTeIbHON cepax»;

— JUWHaAMUKa PAa3BUTHUSA HAYYHBIX I/ICCJ'IC,Z[OBaHI/Iﬁ FCfIMPI(l)I/IKa]_II/II/I B Poccun IOCJICAHUC 5 ner
HaXoAauTCsA B TPCHAC O6]J_ICMI/IpOBBIX HAaYy4HBIX TeH,Z[eHLIHﬁ.

[anpHeillliee pa3BUTUE UCCIIEIOBAaHUN HANpPaBJIECHO HAa MPUMEHEHUE TEXHOJIOTHA KOHTEKCTHOIO
TOWCKA JIS BBISABICHUS U3 CHOPMUPOBAHHBIX PYCCKOS3BIYHBIX M AHTJIOS3BIYHBIX KOHTEKCTOB TEPMHHOB,
KOTOphIe OyAyT BKIIOUEHBI B Te3aypyC MEKIUCIHMILIIMHAPHOTO HANPAaBICHHUS HWCCIICIOBAaHUN
«ColunanbHO-3THYECKHE aCMeKThl HU(POBOH SKOHOMHKH: TeHMH(HKAIMSI B COLHAILHON M HAyYHO-
00pazoBaTenpHOM chepaxm.

CTpyKTypUpOBaHHOE ONHUCaHHE Te3aypyca OyAeT TPOU3BEACHO C  HCIIOJIb30BAaHHEM
cnerndukarmu Dublin Core Metadata Element Set (DCMES) o pa3paboranHoMy panee noaxoxy [2], B
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pamMKax KOTOPOTO OIMHKCHIBAIOTCS U MPEACTABIISIOTCS TEMAaTHYCCKHE KOHTEKCTHI TEKCTOBOW MOJAIEHOCTH
(KopITyCc TEKCTOB, JOKYMEHT, (hparMeHT AOKyMEeHTa — HECKOJBbKO ab3areB, ad3all), YTO COOTBETCTBYET
o01ieMy MOJIXOAY IO WCIOJNB30BAHUIO JaHHOW crHenu(pUKalMi K TEKCTOBBIM HH(POPMAIUOHHBIM
pecypcam.

PaboTa BhIMOMHEHA TIpU MOAAEpKKe Poccuiickoro (oHaa (HyHIAMEHTATBHBIX HCCIICIOBAHUM,
mpoekt 18-011-00923-a.
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Gamification and Socio-cultural Contexts of Digital Urbanism:
the General Approach to the Analysis and Prediction of Scientific Discourse

0. V. Kononova!, D. E. Prokudin®?

L ITMO University, Russia
2 Saint Petersburg State University, Russia

Abstract. In the course of work were analyzed as new ideas, theoretical and practical results of
creation and application of scientific technologies in extraction, processing and analysis of
information and scientific resources, identified the major trajectories of the development of methods
and technologies that can be used in an integrated approach to the analysis of contextual knowledge
and linguistic landscape of interdisciplinary areas of research "Socio-ethical aspects of the digital
economy: gamification in social and educational spheres." The obtained knowledge was used in the
development of scientific methods for building and analyzing subject-specific trends and for forming
a thesaurus of the interdisciplinary subject area gamification. The tools that implement various
methods and technologies for working with contextual knowledge were tested.

Keywords: gamification, contextual knowledge, explication of contexts, interdisciplinary research
areas, contextual search, digital urbanism, digital economy, trend

International Culture & Technology Studies, Vol. 4, No. 3


https://strathprints.strath.ac.uk/56368/

103  O.B. Kononosa, /I.E. ITpokyaun

References

[1] Basova, M. V., Belenko, V. E. (2017). Gamified practices of contemporary media. Vestnik NSU. Series:
History and Philology. Vol. 16. No. 6: Journalism. 41-52. (in Russ.)

[2] Kononova, O.V., Prokudin, D.E. (2019). The Approach to the Meta-description of the Interdisciplinary
Research Terminological Landscape. Proceedings of the 21th Scientific Conference “Scientific Services &
Internet — 2019”7, Novorossiysk-Abrau, Russia, September 23-28, 2019. 456-468. (in Russ.)
DOI:10.20948/abrau-2019-22

[3] The Use of Games and Play to Achieve Real-World Goals. http://gamification-research.org/tag/ludification/

[4] Agbozo, E., Chepurov, E. (2018). Enhancing e-Participation via gamification of e-Government platforms: A
possible solution to SubSaharan African e-Government initiatives. CEUR Workshop Proceedings. Vol. 2145.
83-86. http://ceur-ws.org/Vol-2145/p14.pdf

[5] AlSkaif, T., Lampropoulos, I., Broek, M. van den, Sark, W. van. (2018). Gamification-based framework for
engagement of residential customers in energy applications. Energy Research & Social Science. Vol. 44. 187-
195. DOI: 10.1016/j.erss.2018.04.043.

[6] Barratt, P. (2017). Healthy competition: A qualitative study investigating persuasive technologies and the
gamification of cycling. Health & Place. Vol. 46. 328-336. DOI: 10.1016/j.healthplace.2016.09.009

[7] Carusi, C., Bianchi, G. (2020). A look at interdisciplinarity using bipartite scholar/journal
networks. Scientometrics. 122. 867-894. DOI: 10.1007/s11192-019-03309-3

[8] Castellanos, S. (2016). Delivering modal-shift incentives by using gamification and smartphones: A field study
example in Bogota, Colombia. Case studies on transport policy. Vol. 4. Ne. 4. 269-278. DOI:
10.1016/j.cstp.2016.08.008

[9] Cechetti, N.P., Bellei, E.A., Biduski, D., Rodriguez, J.P. (2019). Developing and im-plementing a gamification
method to improve user engagement: A case study with an m-Health application for hypertension monitoring.
Telematics and Informatics. Vol. 41. 126-138. DOI: 10.1016/j.tele.2019.04.007

[10]1Da Rocha Seixas, L., Sandro Gomes, A., de Melo Filho, 1. (2015). Effectiveness of Gamification in the
Engagement of Students. Computers in Human Behavior. VVol. 58. 48-63. DOI: 10.1016/j.chb.2015.11.021

[11]Dargan, T., Evequoz, F. (2015). Designing engaging e-Government services by com-bining user-centered
design and gamification: A use-case. Proceedings of the 15th European Conference on eGovernment ECEG
2015. University of Portsmouth, 70.

[12] Deterding, S., Dixon, D., Khalad, R. & Nacke, L. (2011). From game design elements to gamefulness: Defining
‘gamification’. Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future
Media Environments (MindTrek '11). ACM, New York, NY, USA, 2011 9-15. DOI: 10.1145/2181037.2181040

[13] Dias, L.P.S., Barbosa, J.L.V., Vianna, H.D. (2018). Gamification and serious games in depression care: A
systematic mapping study. Telematics and Informatics. Vol. 35. 213-224. DOI: 10.1016/j.tele.2017.11.002

[14] Dippel, A., & Fizek, S. (2017). Ludification of culture: the significance of play and games in everyday practices
of the digital era. G. Koch (Ed.). Digitisation: theories and concepts for the empirical cultural analysis. 276-292.
Abington: Routledge.

[15] Dorcec, L., Pevec, D., Vdovic, H., Babic, J., Podobnik, V. (2018). How do people value electric vehicle
charging service? A gamified survey approach. Journal of Cleaner Production. Vol. 210. 887-897. DOI:
10.1016/j.jclepro.2018.11.032

[16]El-Telbany, O., Elragal, A. (2017). Gamification of enterprise systems: A lifecycle approach. Procedia
Computer Science. Vol. 121. 106-114. DOI: 10.1016/j.procs.2017.11.015

[17]Giovanni, A., Ciriaco, A. D’A., Lin Zh. (2018). A comparison of two approaches for measuring
interdisciplinary research output: The disciplinary diversity of authors vs the disciplinary diversity of the
reference list. Journal of Informetrics. 12(4). 1182-1193. DOI: 10.1016/j.j0i.2018.09.001

[18] Hamari, J., Koivisto, J., Sarsa, H. (2014). Does Gamification Work? — A Literature Review of Empirical
Studies on Gamification. Proceedings of the 2014 47th Hawaii International Conference on System Sciences
(HICSS '14). IEEE Computer Society, Washington, DC, USA. 3025-3034. DOI: 10.1109/HICSS.2014.377

[19] Hamari, J. (2013). Transforming Homo Economicus into Homo Ludens: A field experiment on gamification in
a utilitarian peer-to-peer trading service. Electronic Commerce Research and Applications. 12(4). 236-245.
DOI: 10.1016/j.elerap.2013.01.004

[20] Hamari, J., Hassan, L., & Dias, A. (2018). Gamifcation, quantied-self or social net- working? Matching users
goals with motivational technology. User Modeling and User-Adapted Interaction. 28(1). 35-74.

[21]Harviainen, J. T., Hassan, L. (2019). Governmental Service Gamification: Central Principles. International
Journal of Innovation in the Digital Economy (IJIDE). Vol. 10. Ne 3. 1-12. DOI: 10.4018/1JIDE.2019070101

[22] Hassan, L., Hamari, J. (2019). Gamification of E-Participation: A Literature Review. Proceedings of 52nd
Hawaii International Conference on System Sciences (HICSS’52). At Maui HI, USA. 2019. 3077-3086.

[23] Huotari, K., & Hamari, J. (2017). A de nition for gami cation: Anchoring gami cation in the service marketing
literature. Electronic Markets. 27(1). 21-31.

[24] Ipeirotis, P. G., Gabrilovich, E. (2014). Quizz: Targeted crowdsourcing with a billion (potential) users.
Proceedings of WWW’ 14 (Seoul, Korea, April 7-11, 2014). 143-154.

Kynberypa u texnonoruu, Tom 4, Ne 3



IeiiMuukanms v COUOKYIBTYPHBIE KOHTEKCTHI TU(PPOBOTO ypOaHU3MA!
00Imnii TOAX0 K aHAJIM3Y M IIPOTHO3Y HAydHOTO AMCKypca 104

[25]Johnson, D., Horton, E., Mulcahy, R., Foth V. (2017). Gamification and serious games within the domain of
domestic energy consumption: A systematic review. Renewable and Sustainable Energy Reviews. Vol. 73.
249-264. DOI: 10.1016/j.rser.2017.01.134

[26]Jones, B.A., Madden, G.J., Wengreen, H.J. (2014). The FIT Game: preliminary evalua-tion of a gamification
approach to increasing fruit and vegetable consumption in school. Prev Med. Vol. 68. 76-79. DOI:
10.1016/j.ypmed.2014.04.015

[27] Koivisto, J., Hamari, J. (2018). The rise of motivational information systems: A review of gamification
research. International Journal of Information Management. 45. 191-210. DOI: 10.1016/j.ijinfomgt.2018.10.013

[28] Kononova O. V., Prokudin D. E., Smirnova P. V. (2019). Technologies of contextual knowledge research in the
studies of the main directions of gamification in urban development. Information society: education, science,
culture and technologies of the future. Issue 3 (Proceedings of the XXII international joint scientific conference
"Internet and modern society”, IMS-2019, Saint Petersburg, June 19-22, 2019). 2019. 53-66. (in Russ.) DOI:
10.17586/2587-8557-2019-3-53-66

[29] Koivisto, J., Hamari, J. (2014). Demographic differences in perceived benefits from gamification. Computers in
Human Behavior. 35. 179-188. DOI: 10.1016/j.chb.2014.03.007

[30]1 Kononova O., Prokudin D. (2018). Synthetic Method in Interdisciplinary Termino-logical Landscape Research
of Digital Economy. SHS Web Conf. Vol. 507. 01082. DOI: 10.1051/shsconf/20185001082

[31]Kononova, O., Liapin S. (2016). Using the Contextual Search for the Organization Scientific Research
Activities. Communications in Computer and Information Science. Vol. 674. 392-399. DOI: 10.1007/978-3-
319-49700-6_38

[32] Kononova, O., Prokudin, D. (2019). Gamification Study: Review and Retrieval. Proceedings of the 18th
International Conference on WWW/Internet 2019, Cagliari, Italy, November 7-9, 2019. Edited by Pedro Isaias.
IADIS Press, 2019. 140-144. http://www.iadisportal.org/digital-library/gamification-study-review-and-retrieval

[33] Kononova, O., Sergeeva O., Orekh E., Kudriavtceva M. (2016). Towards Computer Game Research Area in
Russia. Communications in Computer and Information Science. Vol. 674. 72-81. DOI: 10.1007/978-3-319-
49700-6_9

[34] Konstantakopoulos, 1.C., Barkan, A.R., He, S., Veeravalli, T., Liu, H., Spanos, C. (2018). A deep learning and
gamification approach to improving human-building interaction and energy efficiency in smart infrastructure.
Applied Energy. Vol. 237. 810-821. DOI: 10.1016/j.apenergy.2018.12.065

[35] Landers, R., Bauer, K., Callan, R. (2015). Gamification of task performance with lead-erboards: A goal setting
experimente. Computers in Human Behavior. Vol. 71. 508-515. DOI: 10.1016/j.chb.2015.08.008

[36] Marcucci, E., Gatta, V., Le Piram, V. (2018). Gamification design to foster stakeholder engagement and
behavior change: An application to urban freight transport. Transportation Research Part A: Policy and Practice.
Vol. 118. 119-132. DOI: 10.1016/j.tra.2018.08.028

[37] Michiel de Lange, Joost Raessens, Valerie Frissen, Sybille Lammes, Jos de Mul (2018). Playful Identities: The
Ludification of Digital Media Cultures. Amsterdam University Press, 2018.

[38] Mueller, C., Klein, U., Hof, A. (2018). An easy-to-use spatial simulation for urban planning in smaller
municipalities.  Computers, Environment and Urban Systems. Vol. 71. 109-119. DOI:
10.1016/j.compenvurbsys.2018.05.002

[39] Okamura, K. (2019). Interdisciplinarity revisited: evidence for research impact and dynamism. Palgrave
Communication. 5. 141. DOI:10.1057/s41599-019-0352-4

[40]Olszewski, R., Gnat, M., Trojanowska, H., Turek, A., Wieladek, A. (2017). Towards Social Fuzzy
Geoparticipation Stimulated by Gamification and Augmented Reality. 13th International Conference on Natural
Computation, Fuzzy Systems and Knowledge Discovery (ICNC-FSKD 2017). 1363-1370. DOI:
10.1109/FSKD.2017.8392965

[41]Paré, G., Trudel, M. C., Jaana, M., & Kitsiou, S. (2015). Synthesizing information systems knowledge: A
typology of literature reviews. Information & Management. 52(2). 183-199.

[42] Piciocchi, C, Martinelli, L. (2016). The change of definitions in a multidisciplinary landscape: the case of
human embryo and preembryo identification. Croatian Medical Journal. 57(5). 510-515. DOI:
10.3325/cm;j.2016.57.510

[43] Poncin, 1., Garnier, M., Mimoun, M. S. B., Leclercq, T. (2017). Smart technologies and shopping experience:
Are gamification interfaces effective? The case of the Smartstore. Technological Forecasting & Social Change.
320-331.

[44] Raimbault, J. (2019). Exploration of an interdisciplinary scientific landscape. Scientometrics. 119(2). 617-641.
DOI: 10.1007/s11192-019-03090-3

[45] Richter, G., Raban, D.R., Rafaeli, S. (2015). Studying Gamification: The Effect of Rewards and Incentives on
Motivation. Gamification in Education and Business. Springer, Cham. 21-46. DOI 10.1007/978-3-319-10208-
52

[46] Rodrigues, L.F., Carlos, A.O., Costa, J. (2016). Does ease-of-use contributes to the perception of enjoyment? A
case of gamification in e-banking. Computers in Human Behavior. Vol. 61. 114-126. DOI:
10.1016/j.chb.2016.03.015

International Culture & Technology Studies, Vol. 4, No. 3



105 O.B. Kononosa, /I.E. ITpokyaun

[47]Romano, M., Onorati. T., Aedo, I., Diaz, P. (2016). Designing mobile applications for emergency response:
citizens acting as human sensors. Sensors. Vol. 16. Ne 3. 406. DOI: 10.3390/516030406

[48] Sardi, L., Idri, A., Fernandez-Aleman, J.L. (2017). A systematic review of gamification in e-Health. Journal of
Biomedical Informatics. Vol. 71. 31-48. DOI: 10.1016/j.jbi.2017.05.011

[49] Sera, L, Wheeler, E. (2016). Game on: The gamification of the pharmacy classroom. Curr Pharm Teach Learn.
Vol. 9. Ne. 1. 155-159. DOI: 10.1016/j.cptl.2016.08.046

[50] Shpakova, A., Dorfler, V., Macbryde,. J. (2016) The role (s) of gamification in knowledge management.
EURAM 2016: 16th Annual Conference of the European Academy of Management. 1-40.
https://strathprints.strath.ac.uk/56368/

[51] Walz, Steffen P., Deterding, S. (2015). The Gameful World. MIT Press, 2015.

[52] Vanolo, A. (2018). Cities and the politics of Gamification. Cities. Vol. 74. 20-326. DOI:
10.1016/j.cities.2017.12.021

[53] Wellington, R. (2015). Context to Culture for Gamification. HCI Requirements: Familiarity and Enculturement.
Gamification in Education and Business. Springer, Cham. 151-165. DOI 10.1007/978-3-319-10208-5_8

[54] Wemyss, D., Cellina, F., Lobsiger-Kagi, E., de Luca, V., Castri, R. (2018). Does it last? Long-term impacts of
an appbased behavior change intervention on household electricity savings in Switzerland. Energy Research &
Social Science. Vol. 47.16-27. DOI: 10.1016/j.erss.2018.08.018

[55] Xu, F., Buhalis, D., Weber, J. (2016). Serious games and the gamification of tourism. Tourism Management.
Vol. 60. 244-256. DOI: 10.1016/j.tourman.2016.11.020

[56] Yang, Y., Asaad, Y., Dwivedi, Y. (2017). Examining the impact of gamification on intention of engagement
and brand attitude in the marketing contexto. Computers in Human Behavior. Vol. 73. 459-469. DOI:
10.1016/j.chb.2017.03.066

[57]Yen, B.T.H., Mulley, C., Burke, M. (2018). Gamification in transport interventions: Another way to improve
travel behavioural change. Cities. Vol. 85. 140-149. DOI: 10.1016/j.cities.2018.09.002

Kynberypa u texnonoruu, Tom 4, Ne 3



