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AHHOTaAIMS

B crathe paccMOTPEeHO NPUMEHEHHWE TEXHOJOTWI H3yYeHHs KOHTEKCTHOTO 3HaHHSA B
UCCIIEOBAaHMAX Pa3BHBAIOIIMXCSA MEXIUCHUIUIMHAPHBIX HANpaBICHUI Ha IpUMeEpe
HanpasieHus «ConnanbHO-3THYECKHE aCTIeKThl (POBONH SKOHOMUKH: TeiMuduKanus B
COIIMAIBHONW W Hay4HO-00pa3oBaTelIbHOW cdepax» B KOHTEKCTE Pa3BUTHUS T'OPOJICKOTO
MH(OPMALMOHHOTO NPOCTPAHCTBA. BBIABICHBI YETHIpe OCHOBHBIX acleKTa MPUMEHEHHs
TEXHOJIOTHH TedMH(pUKalMd B TOPOACKOM DPa3BHTHM: JIJIEKTPOHHOE YyIpaBlieHHUE,
9JIEKTPOHHOE y4yacTHe, TOpPOJICKOe TJIAHUPOBaHKE, JJIEKTPOHHBIE KYJIBTYpa M 00pa3oBaHHe
(oOyuenne). Ha ocHoBe aHann3a JUHAMHMKHM M3MEHEHWH TEMaTHUKH IyOJIMKAlMH CHelaHbl
BBIBOJIBI O PAa3BUTHH PACCMaTPHBAEMbIX HANpPABICHUH B POCCHHCKOM Hay4YHOM JHCKypce U
€r0 COOTBETCTBHM MHPOBBIM TEHACHOUSM. Takke BBIIBICHBI TEPMUH-KOHIEHTSHI,
ydacTByomme B (OPMHUPOBAaHMHM Te3aypyca MEKAUCIUIUIMHAPHOTO HANPAaBICHHSA
nccnenoBanuil « CoIMaabHO-3THUECKHE ACHEKTHI U(POBOM SKOHOMHUKH: TeiiMuduKanus B
conMalbHOW W Hay4HO-oOpa3oBaTensHOU cdepax». HcecnenoBanme mpPOBOIMIOCE Ha
MaccuBax WH(QOpMAanWy, TOMYYEHHBIX W3 PA3IWYHBIX [UQPOBBIX HCTOYHUKOB,
BKITIOYAIONIMX HAaydHBIE IyONWKAIlMA — KOJUIGKIUM pPYCCKOS3pIMHBIX (e-library) u
AHIJIOSA3BIYHBIX HayyHbIX myOnukammid (Scopus, ScienceDirect), a Takke OTpakaroIux
oburecTBeHHO-ouTHYeckuit auckype (CMMU) 3a mocnenuue 10 ner. B wuccnenoBanuu
NpUMEHEHa pa3pa0OTaHHAs aBTOpAaMM Hay4yHas METOJMKAa aBTOMAaTH3HMPOBAHHOTO
HU3BJICYCHUSA W JSKCIUIMKAIIMM KOHTCKCTHOI'O 3HAHUA (CI/IHTCTI/I‘IBCKl/lﬁ MeTO[l) U3 MaccuBa
nH(OPMALMOHHBIX PECYPCOB TEKCTOBOW MOJAIBLHOCTH.
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1. BBenenue

CoBpeMEHHbIE  HCCJIENOBATENM HYXJAIOTCS B aHalIM3€ W IPOTHO3E  PE3YJIbTaToB
MEPCINEKTUBHBIX MEXIUCUUIIJIMHAPHBIX HAy4YHBIX HAMpaBJICHWM, 3aTparuBarollUX pa3IMyHbIC
chepbl SKOHOMHUKH ¥ JKU3HH oOmectBa. OMHUMH U3 aKTyadbHBIX HA CETOMHSIIHUA CHb
HampaBJICHUH COBPEMEHHBIX MEXKIUCIUIUIMHAPHBIX HccienoBanuii  seusiercss «ColuanbHO-
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JTHYeCKUE acmekThl LludpoBoit 3KOHOMUKH: TeHMHU(HKANKS B CONUAIGHOW W HAyYHO-
00pa3oBaTeNbHON cepaxy) MPUMEHUTEIBHO K PeaTu3allii IPOCKTOB «YMHBIX TOPOIOBY.

B macrosimee Bpems B Poccun HaOmomaeTcsl MOBBINICHHBIH WHTEpPEC K MPOEKTaM « Y MHBIN
ropom», loT, muppoBEIM TEXHONOTHSAM, CIOCOOCTBYIOIIMM HHTEIUIEKTyalH3aIlld TOPOJICKON
Cpenbl, a TaKkXKe K TeXHOJOTHSM TeMU(HKAITNH, KOTOPBIM OTBOJIUTCS POJIb MOTHBAIIMOHHOTO
MeXaHu3Ma U MEXaHU3Ma TMOJAePKAHHS COMATBHONH aKTUBHOCTH TOPOXKAH, BKIIFOUEHHOCTH UX B
MIPOIIECCHI PA3BUTHS KOM(DOPTHON TOPOICKOH Cpelpl, CTUMYIHPOBAHHUS COIIMAIBHOTO POCTa.

TepmMun redMUQUKANNMI HaYMHAET YCTOMYMBO HCIONB30BaThea B Auckypce ¢ 2010 roxa,
CcHadasa OM3HEC-COOOMIECTBOM, a 3aTeM M Hay4YHBIM coo0mecTBoM. CyIIecTBYeT MHOXECTBO
onpezeneHui TepmuHa. CaMmble U3BECTHBIE U3 HUX 3TO «UCIOJb30BAHUE DJIEMEHTOB UTIPOBOTO
Jn3aiiHa B HEUTPOBBIX KOHTEKcTax» [13] u «mpolecc MpuUBICYEHHS JIIOAEH U U3MEHEHMs MX
MOBE/ICHUS C MOMOIIbIO UTPOBOTO JAM3aiiHa, JIOSUIBHOCTH M MOBEACHYECKON SKOHOMHKN» [41].
HccnenoBaTeny HaNUTd MHOXKECTBO MPUMEHCHHHA TUPPOBOW TeHMHU(DHUKAINH, CBI3AIH
reiMU(UKAIUIO ¢ PEIICHUEM COIMATbHBIX, OOMECTBEHHBIX, COIUOKYJIBTYPHBIX U TPAXKIAHCKUX
npobneM. CumTaeTcs, YTO WTPOBBIE MEXAaHWKH CIIOCOOHBI CTUMYJIHMPOBAaTh OOIIECTBEHHOE
y4acTHe ¥ aKTHBH3AILUIO COIIAJIFHOTO MOBEACHUS rpaxaaH [34].

CoBpeMeHHbIE HANpaBIeHHUS Pa3BUTHS IMH(POBON 3KOHOMUKH CBS3aHBI C HCIIOJIH30BAHUEM
reiiMu¢uKaIms B MpaKTHKE yIpaBIeHU cepamMu TOpoJICKOTo Xo3siicTBa: Tpancnopr [9, 17, 24,
39], KKX [23], smepreruka [15, 20, 25, 35, 37], nepepaborka otxomoB [11], akomorust u
COXpaHEHHE TOPOJICKON Cpesl, B INIAHUPOBAHUH TOPOACKAX WH(POPMAINOHHBIX MPOCTPAHCTB H
ropojackoM ynpasinenuun [12, 16, 21, 27], B peanu3auud HMHTEUIEKTYaJbHBIX TOPOJICKHX
MPOCKTOB, TPOM3BOACTBE «IUGPOBBIX Tpaxkaaw» [8]. TexHonmormm redMUGUKAINH TaKKe
ucroinb3ytotcs B obpaszoBanuu [30], 3apaBooxpanennu [14, 31], B obGmactu KyusTypsl [36],
typusme [38], ropoickux kaprorpaduu, JOTUCTHKE M noute [28], cOope ropoJICKHX JIaHHBIX
(untepuer Bewet — [oT) u t.1. [32, 33, 42].

Hayunplii muckypc mpuBed K TOHHMAaHHIO BO3MOXHOCTH WCIOJIB30BAHUS DJIEMCHTOB
rediMupUKanuy Ui 1ejiell TOPOJCKOTO pa3BUTHs. B MupoBoMm coobimiecTBe chHOpMHPOBATOCH
yCTOIUMBOE MHEHHE O 3HAYMMOCTH TeHMHU(HUKAIMM KaK HAaydyHOTO (eHOMEHa W Ba)KHOCTH
TIPOBE/ICHUS MCCIIEI0BaHNH BIUHUA IU(POBOIT refimudukanus Ha TpaHcHOpMAIIH TOPOICKOTO
mpocTpaHcTsa [26].

2. I_Ie.l'll/l, 3adavdu, moaxoabl H METOAbI UCCJICAOBAHUSA

OCHOBHOW 1eNbI0 MIPOBOAMMOIO HCCJICJIOBAHUS SBJSIETCS HW3y4deHue (GopMHUpOBaHMs
Te3aypyca MEXIHUCLUUIDIMHAPHOTO HAay4yHOro HampasieHHs «COIMaJbHO-dTHYECKHE aCHeKThI
IUPPOBOI YKOHOMHKH: TeHMU(QHUKANS B COMATHHON W HAyYHO-00pa3oBaTeNbHOM cepax». Ha
HaYaJIbHOM JTalle HCCICAOBAHMS PELIAIOTCS CICAYIOLINE 3a1auu:

— BBISIBUTH OCHOBHBIE TEMAaTHYECKHIE HAIPABJICHHS IPUMEHEHUS TeiiMuduKanuy;

— IPOaHAINU3UPOBATH JUHAMUKY ITyOIMKALIMOHHOTO ITOTOKA [0 TEMaTHKE reiMHU(pUKAIHN;

— Ha OCHOBE aHaJlM3a BBISBJICHHBIX HAINPaBJICHUH W JAUHAMHKHU ITyOJMKALOHHOTO MOTOKA IO
reiiMupukanu  chopMHUpOBaTh HAOOp OCHOBHBIX MHOHATHH  MEKAUCIMIUIMHAPHOTO
HarpasjeHuss uccienoBaHnil «ColMaIbHO-ITUYECKUE AacleKThl LU(PPOBOH 3KOHOMHKH:
rediMu(UKaIys B COLMATBHON U HayYHO-00pa30BaTeNIbHOM chepax»;

— BBISIBUTH KJIACTEPbl KOHTEKCTYaIbHBIX 3HAHUH, CBSI3aHHBIX C STUMHU TEPMHUHAMH-IOHSITHSMH.
B aBropckoM moaxoje Moj Te3aypycoM MEXKAWUCUMIUIMHAPHOTO HAaNpaBlICHHsS Hay4YHbBIX

UCCJIEJIOBAaHUI MOHMMAETCsl CIHCOK OINOPHBIX TEPMHH-KOHIENITOB, BBIJICJICHHBIX M3 Hay4HBIX

crateii 1 nokymentoB CMU B cooTBercTBHE ¢ CHOPMHUPOBAHHBIMH 3alPOCAMHU H IMEPEYHEM

npeaMeTHBIX obyiacteld. ONOpHBIE TEPMUH-KOHLENTHl IOJDKHBI OTPa)KaTh KOHLENTYalbHBIC

MOMEHTBl MEXAWUCLIUIUIMHAPHOTO HAIpaBJICHHsS MOCPEICTBOM OIMCAHUS KOHTEKCTOB HX

yrnotpebnenns. TepMUH-KOHIIENTHI CBSI3aHBI MEXIY CO0OH HECKOJIBKMMH BHJAMU OTHOIICHHI,

OTPAXKAMOLINX HEPAPXUYECKUE, ACCOLMATUBHBIC M CHHOHMMHYHBIC B3aHMMOCBS3H. bBa3oBBIMU
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TUITAMH OTHOIIEHWH SIBIISIFOTCSl «HAAKIIACC-KJIACC» M «KJIACC-IOAKIIACC (THMITOHUMHMS OTOPHBIX

TEPMHUH-KOHIIETITOB MPEIMETHOM 001acTH), "9K3eMIUIIp-KiIacc”, CHHOHUMUS B aCCOIUALIAS.
ITocpencTtBoM  ¢opMupoBaHHs — Te3aypyca  OOecleuMBacTCsi  IIOCTPOCHHE  MOJENH

OTPENeNeHHOT0  MEXIUCHUIUIMHAPHOTO  HANPAaBICHHS HAYYHBIX HCCICIOBAaHHN  IyTeM

KJIacCU(UKAIIMU ONOPHBIX U OTHOCHUTEJIBbHBIX TEPMHH-KOHIIETITOB HAIPABJICHHS, PAaHKHUPOBAHHUS

10 YacTOTaM yMOTPeOICHUS CONPSIKEHHBIX ¢ HUMH KOHTEKCTOB, TEM CaMBIM 33JaBasi OHTOJIOTHIO

MEKANCIUIUIMHAPHOTO HAIIPABJICHHS U BBISBIISS Yepe3 IOCTPOSHHUE TPEHIOB OCHOBHBIX MOHSTHIA

Te3aypyca TUHAMUKY Pa3BHTHS HCCIEAYEMOIr0 HANpaBIeHNUA. B OCHOBY aBTOPCKOTO MOHUMAaHHSA

MOHATHSL OHTOJOTMH Jeryio ompenenerne, panHoe 0. JlumynnossiM [4]. OHTONOTHA

TPaKTOBANACh KaK CHCTEMa, COCTOAIIAs M3 MHOXECTBAa MOHSTHH (KJIacCOB M IIOJKJIACCOB,

3a71aBaeMbIX 0a30BBIMM, OIOPHBIMH TEPMHH-KOHIENITAaMU), WX aTpuOyTOB (OTHOCHTENIbHBIE

TEpPMHUH-KOHIIENITHI) W OTHOLICHWH, HEOOXOMMMBIX ISl OrPaHWYEHHs WHTEPIIpETalul H

WCIIONIb30BaHMSI TIOHATHH.

B pabote Obula mpuMeHEHa aBTOPCKash METOAMKA (CMHTETHYECKHH METOX) Ul aHaiu3a U
SKCIUIMKAIMM KOHTEKCTOB, M3BICYEHHBIX U3 MH(POPMAIMOHHBIX PECypCOB  TEKCTOBOH
MoaansHOCTH [2, 22].

Jlnst OIleHKM TUHAMHKH HCCIEJOBATENbCKOTO MHTEpeca K IpeaMeTHoi obmactu «L{udposas
SKOHOMHKa» B acCHEKTax »JJICKTPOHHOE YINPABICHHE, YMHBI TOPOJ, COIMOKYJIBTYPHOE
MH()OpPMALMOHHOE MPOCTPAHCTBO TOPOAA, IIM(PPOBBIE TEXHOJIOTUHN M TEXHOJIIOTHH TeiMuprKamn
B HCCIICIOBAHUM MPEAIaraeTcsl HCIOIb30BaTh KOPIyC POCCHMCKHMX M 3apyOeXHBIX HAyYHBIX
nyOnuKanuii, a taoke nyonaukanun CMU. AHanu3 TeMaTHKH M UCIIOJIb3YEMOI TepMHUHOJIOTHH
Hay4HbIX yOnmkanuii 1 CMU no3Bosut:

— BBLICNUTH TNEPCHEKTUBHBIC NPEUIOKEHUS] M NMPAKTUKH 110 NPUMEHEHUI0 reMu(UKalUN B
pa3BUTHUH UH(HOPMALMOHHOTO MPOCTPAHCTBA ropoia,

— copMHUpOBaTh TEPMUHOJIOTHYECKYIO 0a3y M Te3aypyC MEXKAUCHUIUIMHAPHOTO HAy4YHOTO
HarpaBieHust «CoOIHanbHO-3TUYECKHE acleKThl HU(PPOBOI SKOHOMHKH: redMudukanms B
CONMAIFHOW M HayYHO-00pa3oBaTeIbHOM chepaxy,

— CpaBHUTH POCCHHCKHE M MHPOBBIE TCHICHIMH HCIOJIB30BAHUS TeHMH(UKAINN B Pa3BUTHH
COBPEMEHHOM rOpOACKO Cpelibl,

— coxycupoBaTh BHUIMaHHE HCCIIEIOBATENCH HA PAe HAyYHO 3HAYUMBbIX pe3yibTaTax,

— BBISIBUTH TPAEKTOPHH PA3BUTHS IEPCIIEKTUBHBIX HAYYHBIX HAIIPABICHUH.

Jns orbopa M mpUMEHEHHMs B paMKax CHHTETHYECKOTO METOJia NPOTPaMMHBIX Cpel U
MHCTPYMEHTOB MBI TPHICPKUBAEMCSl TMPHHIMIA JOCTYIHOCTH HX LIMUPOKOMY KpYry
HCCJIEI0BaTEIIEH:

— JUI1 MX OCBaWBaHUS U HCIIOJb30BaHMs HE TPeOyeTcsl CIEeUUaJbHBIX 3HAHWH W yMEHHH B
obnact MHPOPMATHKU U UHHOPMALIMOHHBIX TEXHOJIOTHII;

— MX YCTAaHOBKA W OKCIUIyaTallMsl HE CBsi3aHa C JIOHOJIHUTEIBHBIMH TEXHOJIOIMYECKUMHU
pELICHUSIMY;

— OHH HE SBISIIOTCSA KOMMEPYECKHMH IMPOAYKTaMH (3TO JHUOO CBOOOTHO pacrpocTpaHsIeMoe
I1O, 1100 OTKPHITEIE CETEBBIE PECYPCHI).

Takoil MmoaxoX MO3BOISIET NPHMEHSTH MNpPELTaraéMble METOAbl MaKCHMAaJIbHO IIHPOKUM
KPYT'OM HCCJIEI0BaTeNeH 10 Pa3IMIHBIM MEXANCIUIUIMHAPHBIM HayYHBIM HAIIPaBICHHSIM.

3. BoisiBjieHHE TEPMHUH-KOHIECNITOB MCCJTECAYEMOI'0 MEKIUCHUIITIMHAPHOT O
HAYYHOI'0 HallpaBJICHUS

3.1. Anaau3 JAUHAMUKHU nyﬁ.ﬂmcaunmmoro MMOTOKA IO TEMAaTHKE FeﬁMH(l)HKalIHH

Ha nanHoM stame wucciienoBaHust ObUI MPOBEIEH MOUCK M (OPMHUPOBAHUE ABYX KOPILyCOB
TEKCTOB U3 PYCCKOSI3BIYHBIX U aQHITIOS3BIYHBIX HCTOYHHUKOB. IToMCK ObUT OCYIIECTBIEH HAUKMHAS C
2010 roma u B 1EJIOM TOATBEPAWT BBIBOIBI HccienoBareieir Hamari, J., Koivisto, J., Sarsa, H.
[18] o Tom, 9TO HayYHBIE CTATHH MO TEHMUPHUKAIINH TOSBUINCH B HAydHOM AucKypce ¢ 2010 r.
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B aHrnos36IYHOM Hay4YHOM MH(OPMALMOHHOM IIPOCTPAaHCTBE OBLIM OTOOPAHBI MyOJIMKALH
n3 6a3 ScienceDirect, Web of Science u Scopus. Ot uH(pOpManMOHHEIE CHCTEMBI COJIEpIKAIN
301 HayuHyIO CcTaTblO, Hal/ICHHYIO [0 TeMaTHYECKOMY 3arpocy «gamification» n oToOpaHHYyIO
SKCHEPTHBIM 00pa30M II0 NPU3HAKY «PENIEBAHTHOCTH NIPEAMETHOMH 00JIaCTH HCCICTOBAHUAY.

Jns  aHamM3a  AMHAMHKHA ~ PYCCKOS3BIYHBIX — IyONUKAaMid 10  TEPMHUH-KOHLENTY
«reiMupuKanms» (C UCIOIb30BAHUEM COOTBETCTBYIOIIETO 3ampoca) ObUTH TOTYUYeHBI JaHHBIE TI0
HayuabiM  nyOmumkammsiM - (CyberLeninka, Google Scholar, Elibrary), nybmukammsm u3
pycckos3eraabix CMU  (Integrum). Taxxke ObUTM OMydYEHB JAHHBIE IO AHTIIOS3BIYHBIM
Hay4HBIM ITyOmmkanusM u3 Google Scholar.

PesynbraThl aHaiaM3a KOPITyCOB CTaTell B 3aJaHHOM WHTEpBale MPOJEMOHCTPUPOBAIHN POCT
uHTepeca K TeMe reimudukanms (puc.l). CrpaBa pacrosoxeHa JOMOJHHUTENbHAs IIKaja JUIs
NPE/ICTaBICHUS JIaHHBIX 110 AaHIJION3BIYHBIM NyOnukamusM, nomyuenHslx n3 UIIC Google
Scholar. 310 cnemano ¢ HeNbI0 YIYYIICHUS BH3yalH3alUH, OOYCIIOBJICHHOH 3HAYMTEIIHLHO
OonpmiuM  ymciioM myOnukanmi, BeigaHHeIX B MWIIC Google Scholar (unaue rpaduk
MaciTabupyeTcss TakuM 00pa3oM, YTO Ipyrue JMHHU AaHHBIX Ha rpaduxe ciamparorcs). Cran B
2018 roay MOXHO OOBSCHHTH TEM, 4YTO IONOJHEHHE HH(POPMALMOHHBIX pPECypCcoB
NyOIUKALUSIMU IPOUCXOJIMT C 3aJepxKoil u B KoHIe 2018 rofa He Bce myOIIMKaMU 32 3TOT TOJ
OBUTH pa3MelICHbl B COOTBETCTBYHOLIMX WH(OPMAIMOHHBIX pecypcax M HayKOMETPHYCCKHX
Oazax.

Puc. 1. [lunamuka HayyHbIX MyOauKanuii mo reiimudukanyu 3a nepuon ¢ 2013 mo 2018 roast

AHau3 MO3BOJIMI CeJNIATh CIICAYIOINE BHIBOBL:

— KOJIMYECTBO HAYYHBIX MyOJMKAIMi, CBA3aHHBIX C NMPUMEHEHHEM TIeiMU(UKALUH, B MHUpE
pactet exeroano, HauuHas ¢ 2010 rona;

— POCT KOJIMUECTBA PYCCKOS3BIYHBIX HAYYHBIX IyOJUKAIM 110 TeMe 3ama3/iblBaeT Ha ABa roja,
HO B ICJIOM JJUHaAMHUKa COOTBETCTBYET O6I.[IGMI/IpOBI)IM Hay4YHBIM TCHACHUUAM,

— JIOCTYITHOCTh PYCCKOSI3BIYHBIX HAYYHBIX IMyOJMKAMA JUIsi HMCCIEIOBATENe COCTABJISET
nopsinka 30% oT BceX pyCCKOS3BIYHBIX Hay4HBIX IMyOsmkarmi («eLibrary»: gacts pecypcor
JOCTYIIHA TOJIBKO IIJIATHO, IOJIHBIC TCKCTHI MMPEACTABJICHBI HE JJIA BCEX Hy6J’IHKaHHﬁ);
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— Ha OCHOBE CPaBHEHHUS MAHHBIX PYCCKOS3BIYHBIX HAYYHBIX ITyONWKAIUH U ITyONUKAIMd W3
poccuiickux CMU MOXHO caenaTh BBIBOJA, YTO TEMAaTHKa TeHMH(UKAIMU B OOIIECCTBEHHO-
MOJUTAYECKOM TUCKYPCE OCBEIIACTCS B MEHBIIICH CTEICHH (B KOJIMYECTBCHHOM OTHOILICHIH).

3.2. BoisiBjIeHHEe OCHOBHBIX HANPABJIEHUIl UcCIeI0BAHMI IPUMeHeHUs reiiMupuKanumn

BrlsiBIeHHE OCHOBHBIX TEMAaTHYECKHX HAIpPaBICHUH NPUMEHEHUS TeHMU(HUKALUH MOXKET
paccMarpuBaThCsl Kak OJJMH M3 METOJIOB OTOOpa KIIFOUEBBIX TEPMHMH-KOHILIEITOB, SIBJISIOIIUXCS
OCHOBOW ()OpMHpOBaHMS Te3aypyca paccMaTpHBacMOro MEXIUCIHUIUIMHAPHOTO HAYYHOTO
HanpaBieHus. B cBsI3M ¢ TeM, 4TO BBIABICHHBIE TEMAaTHUYECKUE HANPABICHUS OMNPEACIAIOTCA
COOCTBEHHO! TEPMUHOJIOTHYECKOH 0a30ii, TO M CBSI3b TEpMHHA «TeHMUPUKANUID) C TEPMHUHAMHU
9THX HANpaBJICHUH KaK Ha yPOBHE KITIOYEBBIX CJIOB OTOOPAHHBIX IKCIIEPTHBHIM METOIOM HAyUYHBIX
MyOIMKALUH, TAK ¥ Ha yPOBHE SKCIUTUKAIMU KOHTEKCTOB, MTO3BOJIAET MTO3TANTHO COPMHUPOBATH U
YTOUHHTH T€3ayPyC UCCIEAYEMOTO MEXANCIMIUIMHAPHOTO HAYYHOTO HAIIPABICHUS.

OKCHEPTHBI aHANIN3 AaHMVIOA3BIYHBIX HAYYHBIX MMyOJMKAaLUH MO3BOJIWII CTPYNIHPOBATH
WCTOYHMKH TI0 TIPU3HAKY «00JacTh MPUMEHEHUs» TEXHOJIOTHI reiiMndukanun. OCHOBBIBAsACH HA
pesynbratax ananuza mnyOmukanuit 3a 2013-2019 rr., BBISBIEHBI OCHOBHBIE TeMaTHUYECKHE
HaNpaBJIEHUS] HAyUYHBIX HCCIICAOBAaHUM, KOTOpPBIE PACCMAaTPHUBAIOT Ppa3IMYHBIC ACHEKTHI
npuMeHeHus: reiiMupukanuu (puc. 2). TH TeMaTHYeCKUe HalpaBJieHUs B JajlbHelnieM OyayT
CIIy)KHTh OCHOBHBIMH TEPMHUH-KOHLIENITAMH YTOYHIEMOTO Te3aypyca, a Takke Oyay y4acTBOBaTh
B BBUIBICHHM OTHOCHUTENBHBIX TEPMHHOB C HCIOJIB30BAHHEM TEXHOJNOTUH O3KCIITHKAIUU
KOHTEKCTHOTO 3HaHHUS.

Puc. 2. PacripesienieHue aHTIIOSM3BIYHBIX 1Ty OJIMKALMH 110 00JIaCTH IPUMEHEHHs reiMudukaniy

Jlnst BBISIBIEHUS NPEMETHBIX 00JacTell Hay4yHbIX IyONuKalMid 1Mo TeMe reiMu(pUKanuu B
Poccuu Obuta wucmonp3oBana Hayunast snekrtponHas OwubOnuoreka (e-library), obGmamaroras
BCTPOEHHBIM aHAIUTHYECKUM HMHCTPYMEHTOM. bbbl OTOOpaHbI ITyOJIMKALMU IO MOWUCKOBBIM
3ampocaM OJHOBPEMEHHO 110 PYCCKOSI3BIYHOMY U aHIJIOA3BIYHOMY TEpMHUH-KOHIIETITaM
«reiimudukanusay 3a nepuon 2011-2018.

OTuéThl MOKa3ajM pachpejeieHre MyOIUKanuii M0 TeMaTHYeCKUM HAaNpaBJICHHSM U HX
quHaMHMKy (puc. 3, 4). OCHOBHblE HaIpaBIEHHS NPHUMEHEHUS METOJOB M TEXHOJIOTHH
reiimudrkammy B Poccun sBisiioTes «00pazoBaHue» U «9KOHOMHKa» (puc. 3).
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Puc. 3. Pacnipenienenne Hay4qHBIX MyOIMKanuii o TeMaTHKe 11o 3anpocy "reimudukanust OR Gamification"
(2011-2018, e-library)

3.3. BoisiBjIeHH e TEPMUH-KOHIENTOB TEPMUHOJIOTNYECKOT0 s1Ipa HANPAaBJIeHUs
HcCaeI0BaHuM

JlaHHBIE O pacmpeeNIeHUH KIIOYEBBIX CIIOB HAYYHBIX IMyOJuKanuid mo 3a mepuoj ¢ 2011 mo
2018 roxmsl mo mouckoBoMy 3amnpocy "Teiimuduxanus OR Gamification" ObiIM 1moJTydeHsl ¢
HCIIONB30BAaHUEM AaHAIUTHYeCKoro ammaparta Elibrary. AHann3 TmO3BONWI IeTATH3HPOBATH
OCHOBHBIC HATPABJICHUS MPUMCHCHHUs TeMU(UKAIMU: MOTHBAUUs (motivation), IEKTPOHHOE
oOyuenue (e-learning), obpazoBanue (education), urpa (game), UrpoBbIE TEXHOJIOTMU (game
technology), gaming, ynpasienue nepconaiom (personnel management), nepconan (personnel)
(puc. 4).

Puc. 4. PactipenenieHue KIIOUEBBIX CIIOB B MAaCCUBE Iy OJIMKAIHUH 110 3a1IPOCy
"retimuduranust OR Gamification" (2011-2018, Elibrary)
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Ilpn >TOM TEPMHUH-KOHIENTHl «3JIEKTPOHHOE o0OydeHue» (e-learning), «oOpasoBaHHE»
(education) MOTyT OBITH OTHECEHBI K TEMAaTHYECKOMY HaIpaBIICHHIO «oOpazoBanue» (education),
a TEpMHH-KOHIIENTHl «yIpaBlieHHe IepcoHajomM» (personnel management), «mepcoHam)
(personnel) — K TeMaTHYECKHMM HANpPABICHUSIM «IKOHOMHKa» (economy) W «yIpaBICHHUE)
(management). TepMHH-KOHIENTH «MOTHBaIMS» (motivation), «urpa» (game), «UTPOBBIC
TexHojoruu» (game technology), gaming MOryT OBITH COOTHECEHBI C HECKOJIbKUMU
TeMaTUYeCKUM  HampaBlIeHHWsIM, Hampumep, «oOpasoBanue» (education), «IKOHOMHKA»
(economy), «ympaBieHue» (management), «COmHMONOTHs»  (sociology), «IICHUXOJIOTHS»
(psychology), «KypHaIUCTHKA U MacCOBbIe KOMMYHUKaIUKW» (mass media).

B 1en0oM aHanM3 MOyYEHHBIX AaHHBIX [TO3BOJIIET KOHCTATHPOBATh, YTO UTPA KaK OCHOBHOW
METOJl reMU(UKAIINK TPEKIE BCErO UCIIOJIb3YETCs B KaUeCTBE MOTHBALMOHHOTO MEXaHHU3Ma B
pa3NMYHBIX BHAAX YEIOBEYECKOW JeATeNbHOCTH: 00pa30BaHMM, HKOHOMHKE, YIPaBIICHHH,
memunuHe [1, 3, 5, 6]. Taxke TEXHOJIOTMU reMU(HUKALIMK UCTIONIB3YIOTCS B CIEAYIOINX cdhepax
JIeSITeIIbHOCTH: HEPreTHKa, 3aKOH M MPaBO, MacCOBble KOMMYHHKAIMU U XypHaJIUCTHKA. [Ipn
3TOM B HAYYHBIX IyONMKAIWAX pacCMAaTPHUBAIOTCS pa3IMYHBIC ACIEKThl TeiMHupUKanuu —
TEXHOJOTHUCCKHUI, COIIMOJIOTMUECKHUI, IICUXO0JOTHUCCKUI.

KiroueBble ciioBa ¢ HauOOJBLIIMMH YaCTOTAMHU YHOTPEONEHHS MOTYT ObITh BKIIOYEHBI B
KaueCTBE ONOPHBIX TEPMHH-KOHLENT-KOHIENTOB B  TE3aypyc  MEKAUCIMIUIMHAPHOTO
HampaBieHUst ucciaegoBaHui  «CoOIMaTbHO-3TUYECKHE acTeKThl LU(PPOBOH  IKOHOMHKH:
reiiMuuKamis B COIMAIbHOH WM Hay4dHO-OOpaszoBaTelbHO chepax». Onmnako, Tpedyercs
JlanbHelee uccieaoBaHne c(HOPMHUPOBAHHBIX KOJUIEKIMH METOJAaMHM KOHTEKCTHOTO aHaju3a
JUISL BBISIBJICHHMS JAPYTMX 3HAUYUMBIX TEPMHH-KOHLENTOB, Y4YacTBYIOIIMX B (OPMUPOBAHUH
TEPMHHOJIOTMYECKOH 0a3bl pacCMaTPUBAEMOT'0 MEXINCIMIUIMHAPHOTO HAYYHOT'O HalpaBJICHHUSI.

bbul mpoBefieH SKCHEPTHBIH MOJTHOTEKCTOBBIM aHANIM3 KOJUIEKIMH PYCCKOSI3BIYHBIX U
QHIJIOA3BIYHBIX CTaTed, COPMUPOBAHHBIX B pe3ylibTaTe MOUCKOBBIX 3ampocoB "Gamification"
no Science Direct 2010-2019, " I'efimuduxanust OR Gamification" e-library 2010-2019 u HC
Kubeprnennnka.

Ta6auna 1. Gamification: TepMun-KoHIENTH Koyutekiun Science Direct (2010-2019 rr.)

I'pynnbl 0THOCHTEIBHBIX TEPMHUH-KOHI, CBSI3AHHBIE C ONOPHLIMH TePMHH-KOHLENTAMM
Gamification, City, Technology
Game Gamification | Play City Derivative Technology
terms
game gamification play gamification | civic  gaming | digital technology
of cities elements
‘serious games’ gaming playing ‘smart city’ | game design | ‘simulate reality’
elements
‘civic games’ ‘digital playfuln | ‘smart ‘game thinking’ | ‘augmented
gamification’ ess urbanism’ reality’
‘civic gaming’ ‘gamipulation | playabili | ‘gameful ‘gamified ‘virtual realities’
’ ty cities’ elements’
‘pervasive gamification ‘urban ‘playful ‘playful ‘video- games’
gaming’ methods playfuln | cities’ elements’
ess’
‘subversive ‘gamefulness’ | playgrou | ‘playable game models computer games
gaming’ nds cities’
‘persuasive ‘playful | ‘sustainable | gamification
games’ activity’ | citizen’ platform
non-game playful urban ‘game
contexts elements | studies mechanics’
gaming cultures non- game-based | gamified
playful learning applications
contexts | processes
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Brimn BhIsSIBIIEHBI ceMaHTHYeCKUE Tpynmbl (6 Ui aHTJIOS3BIYHOM U 5 Ui PYCCKOS3BIYHON
KOJUICKIIMI), 3JIEMEHTHl KOTOPBIX IIO3BOJAT C(HOPMHUPOBATH TE3aypyC MEKAUCIUIUIMHAPHOTO
HarpaBJIeHUs] HAYYHbIX HccieqoBaHui « COIMaIbHO-3THYECKHE acTIeKThl U(MPOBONH IKOHOMUKH:
reiMuGUKaIys B COIMAIbHON M HaydHO-00pa30BaTeNbHON cdepax», YCTAHOBUTH OTHOIICHHS
CHHOHOMHH M aCCOIMAILIMHN B COOTBETCTBYIONIEH €My OHTOJIOTHH.

AHanmu3 BBISBWI OTHOUICHHWS CHHOHMMHUHM W acCONMAIMM K IO OTHOIIEHWIO K TEpMHH-
koHnenTaMm "Tefimuduranusa” u " Gamification" (OTHOCHTENbHBIE TEPMHUH-KOHIETITHI); ITOKa3aJl
BBIPQKEHHOE pPAa3HOOOpa3ne OTHOCHUTENBHBIX TEPMUH-KOHIENTOB AaHIJIOSN3BIYHON HAyJIHBIA
komiekiuu  (Tabmumer 1, 2). AHamu3 Taxke IOKaszald, 9TO Hapsy C pPYCCKOS3BIYHBIMH H
AQHIJIOA3BIYHBIMM TEPMUH-KOHIENTaMH "reliMudukanus” B IMyOJMKanusaX HCIOIB3YIOTCS HX
CHHOHHUMBI ‘Urpousanus’ 1 ‘urpodukanms’.

WNndopmanmonnas cucrema KubepieHHHKa nana JaHHBIE O YacTOTE HCIOJIB30BaHUS ATHX
CUHOHMMHYHBIX TEPMMH-KOHLENTOB. [lo KakaoMy H3 BBIJENCHHBIX TEPMUH-KOHIENTOB 32
neproz ¢ 2010 o 2018 roxs! ObUIH TpoKM3BEeHBI 3arpockl. [ToaydeHHbIe JaHHbBIE TOKa3bIBAIOT,
YTO TEPMHUH-KOHIENT 'redmMudukanua' BcTpedaercs B 458 myOimkamusx, TEPMHUH-KOHIIEIT
‘urpodukanms’ BcTpedaeTcs B 122 myOnukanuu, ‘Urpousanys’ BeTpedaercs B 21 myOmMKanmsx.
IMIpn ¢dopMupoBaHMM JAJIBPHEHIINX YacCTOTHO-OPUEHTHPOBAHHBIX 3alpOCOB JUIA  IIOHMCKA
PYCCKOS3BIYHBIX ITyONMKanuii OyayT UCTIONB30BATHCSA BCE 3TH TEPMHUH-KOHIICTITHI.

Ta6mauna 2. 3anpoc «eiimuduranns OR Gamification»: komnexius Eibrary (2010-2019 rr.)

I'pynnbl 0THOCHTEIBHBIX TEPMHH-KOHIENTOB, CBA3AHHbIE C ONOPHLIMH TePMHH-KOHIIENTAMH
I'eiimuduxanus (Gamification), l'opoa, TexHonorun
Hrpa Cefimuduxanus T'opon JlepuBaTUBbI TexHosorun
urpa/game gamification YMHBIH TopoJ UTPOBOE udpossie
MbIIICHHE TEXHOJIOTHH
urpodukarms gaming smart city UTPOBBIC digital technology
3JIEMEHTBI
Urpon3anus 3NIEKTPOHHOE UTPOBBIE JIOTIOJTHEHHAS
o0yueHne MEXaHUKH peanbHOCTh
UTpoBast e-learning METOBI Buzieonrpa/video-
KyJIbTypa reiMudukanun | game
HUTPOBOI UTPOBBIC KOMITBIOTEpHAsT HTPa
KOHTEKCT HPUIIOIKCHUS
UTPOBOI KOHTEHT MOTHBALHSA reiiMuUKalMOHHbIE
TEXHOJIOTHU

[TpuMeHHUTENEHO K aCIeKTy HCIIONB30BAHMS TEXHOJIOTHH TeMU(UKAIIMA aHAIW3 BELIBII 4
HAaIpaBJIEeHUs], 0 KOTOPBIM KaK B MUpE, Tak ¥ B Poccuu pacTeT He TOJIBKO HAY4YHBIH, HO M MEAHa
JIucKype. MccnenoBareny CBSI3bIBAIOT PELICHUE MPOOIEM M pa3BUTHE TOPOACKOTO NMPOCTPAHCTBA
C WCHOJBb30BaHUEM TeiMHUUKanuu: 1) B IITaHUPOBAHUH TOPOJICKON cpensl [9], 2) sneKTpOHHOM
yOpaBiIeHUH (DJICKTPOHHOE TIpaBUTENbCTBO) [7], 3) oamekrtpoHHOM yuactuu [19] u 4)
3eKTpoHHOM 00y4enuw [10].

4. BLIBOIBI

Ha ocHOBe mNpoBeNEHHOIO HAYAIBHOTO JTala HCCIECJOBAaHMS MOXKHO C(HOPMYJIHpPOBATH
CIIeIYIOILIE BHIBOJIBL:
NPUMEHEHWE CHUHTETHYECKOTO METO/a II03BOJSIET  BBIIBUTH  OCHOBHBIE —TEMaTHUECKHE
HarpaBJIeHUs IPUMEHEHUS TeMUpUKALIIH;
OIpe/ieJIeHbl OCHOBHBIE 00JIACTH NPUMEHEHUs! TeMH(UKAIMU B POCCUIICKOM M OOLIEMHPOBOM
macuirabe. Poccuiickuil HayuHbIil AUCKYpC MOKa MaJlo 00CYXIaeT NpUMEHEHHe reliMuduKau
B TOPOJICKOM TUIAHMPOBAHUH U 3JIEKTPOHHOM YYaCTHU;
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Ha OCHOBE aHaJM3a BBIBICHHBIX HANPABICHUH M JUHAMHUKHA IMyOJMKAMOHHOTO IOTOKA IO
reiMuQUKaMy  ONpeAeieHbl  ONOPHBIE  TEPMUH-KOHLENTH TEPMHHOJOIMYECKOH  0asbl
MEXJIUCUUIUIMHAPHOTO  HampaBleHus  ucciaeqoBaHuil  «CoLualbHO-ITHYECKHE  ACTIEKTHI
U(GPOBOH IKOHOMUKH: TeHMHU(PUKAIINS B CONMAIBLHON U HAyYHO-00pa30oBaTeIbHOM chepax»;

Ha OCHOBC DOKCIIEPTHOT'O aHaJIM3a IMOJYUYCHHBIX JaHHBIX BBIABJICHBI KJIACTCPBI KOHTCKCTYAJIbHBIX
3HaHHﬁ, CBSI3AHHBIX C OHpe}IeJ’IéHHBlMI/I TCPMHUHAMHN-KOHICTITAMH.

JanbHelilnee pa3BUTHE UCCIECIOBAHMM  HANpPABJIEHO HAa [PUMEHEHHE TEXHOJIOIMH
KOHTCKCTHOI'O IIOHUCKA JI BBIABJICHUS W3 C(i)OpMPIpOBaHHBIX PYCCKOA3BIYHBIX W aHTJIOA3BIYHBIX
KOHTCKCTOB TCPMHHOB, KOTOPEIC 6y}1yT BKIIFOUCHBI B TE3aypyC MEXKIUCIHUIUIMHAPHOTO
HarpasieHuss uccienoBaHui  «CoIMaIbHO-ITUYECKHE aCMeKThl [U(PPOBOH HKOHOMHKH:
reiMuQUKanys B CONMAIBLHON U HAyYHO-00pa30BaTeNIbHOM chepaxy.

HccnenoBanne mnoxanepkano Poccuiickum QoHIOM (GyHIAaMEHTAIbHBIX HCCIIETOBAHUM,
npoexT Ne 18-011-00923.
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The article considers the use of technologies for studying contextual knowledge in the research of
developing interdisciplinary areas on the example of the direction "Social and ethical aspects of
the digital economy: gamification in the social, scientific and educational spheres" in the context
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of the development of urban information space. Four main aspects of the application of
gamification technologies in urban development are identified: e-governance, e-participation,
urban planning, e-culture and education (training). Based on the analysis of the dynamics of
changes in the subject of publications, conclusions are drawn about the development of the
considered directions in the Russian scientific discourse and its compliance with world trends.
The term-concepts involved in the formation of the thesaurus of the interdisciplinary research
direction "Social and ethical aspects of the digital economy: gamification in the social, scientific
and educational spheres" are also identified. The study was carried out on the basis of
information obtained from various digital sources, including scientific publications-collections of
Russian-language (e-library) and English-language scientific publications (Scopus,
ScienceDirect), as well as reflecting the socio-political discourse (media) over the past 10 years.
The authors applied the scientific method of automated extraction and explication of contextual
knowledge (synthetic method) from the array of information resources of textual modality.
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