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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: TeiMupuKanus B
COIL[MAIBHONW W Hay4HO-00pa3oBaTelbHOW cdepax» B KOHTEKCTE Pa3BUTHUS T'OPOJICKOTO
MH(OPMALMOHHOTO NPOCTPAHCTBA. BBIABICHBI YETHIpe OCHOBHBIX acleKTa MPUMEHEHHs
TEXHOJIOTHH TedMH(pUKalMd B TOPOJACKOM DPa3BUTHH: JJIEKTPOHHOE YyIpaBIeHHUE,
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 TEHACHOUSAM. Takke BbBIIBICHBI TEPMUH-KOHIEHTSHI,
ydacTByomme B (OPMHUPOBAaHMHM Te3aypyca MEKAUCIUIUIMHAPHOTO HANPAaBICHHSA
nccnenoBanuit « ConaabHO-3THUECKHE ACHIEKTHI MU(POBOH SKOHOMHUKH: TeiiMuduKanus B
conMalbHOW W Hay4HO-oOpa3oBatenmsHOU cdepax». McecmemoBanme MNpPOBOAMIOCE Ha
MaccuBax WH(QOpMAanWy, TOMYYEHHBIX W3 PA3IWYHBIX [UQPOBBIX HCTOYHUKOB,
BKITIOYAIONINX HAaydHBIE IyONWKAIMA — KOJUIGKIUM pPYyCCKOsS3pIMHBIX (e-library) m
AHIJIOSA3BIYHBIX HayyHbIX myOnukammid (Scopus, ScienceDirect), a Takke OTpakaroIux
oburecTBeHHO-ouTHYeCcKkuit auckype (CMU) 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.

KnioueBble cioBa: KOHTEKCTHOE 3HAaHHME, KOHTEKCTHBIH IOUCK, U(POBask IKOHOMHKA,
reimMuduKanysa, YMHBIH TOpof, HWH(OPMALMOHHBIE PECYpChl, MEKANCIUIUIMHAPHBIC
Hay4HBIC HAaPaBJICHUS, TEPMUHOJIOTHYECKast 6a3a, Te3aypyc, THIOIOTHSI KOHTEKCTOB.
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1. Beenenue

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 MEXIUCIUIUIMHAPHBIX HccienoBanuii  snsiercss «ColuanbHO-



54 Pasnen 1. udopManrioHHble CHCTEMBI I HAYKH ¥ 00pa30oBaHUsl

aTudeckue acnekTsl LlnppoBoil skoHOMHUKHM: TeWMH(UKAlMs B CONMAIBLHOM W Hay4HO-
00pazoBaTenbHOM chepax» MPUMEHUTENIBHO K PEUTN3aINU IPOEKTOB «YMHBIX TOPOJIOBY.

B nacrosimee Bpems B Poccun HaOxrofaercst MOBBIIIEHHBIH MHTEPEC K MPOEKTaM «Y MHBIH
ropom», 0T, UGPOBEIM TEXHOJOTHAM, CIHOCOOCTBYIONIUM HMHTEIUIEKTYAIN3AIMA TOPOJCKOM
Cpefibl, a TakKe K TEXHOJOIMsAM redMH]UKaIK, KOTOPbIM OTBOAUTCS POJb MOTHBALHOHHOTO
MeXaHH3Ma M MeXaHHU3Ma TOJIePIKaHUs COLMAIbHON aKTUBHOCTH FOPO’KaH, BKIIOYEHHOCTH UX B
MpOLECChl Pa3BUTHsI KOM(MOPTHON TOPOACKOM Cpelibl, CTUMYJIHPOBAHHS COIIMAIBLHOTO POCTA.

Tepmun redMuUKaNMI HAYMHAET YCTOIYMBO HCIIONB30BaThcs B Muckypce ¢ 2010 ropa,
cHadasa OM3HEeC-COoOOMmEeCTBOM, a 3aTeM M Hay4YHBIM coo0mecTBoM. CymIecTBYeT MHOXECTBO
omnpezeneHuii TepMuHa. Camble M3BECTHBIE U3 HUX 3TO HUCIIOJIb30BAaHHE JIEMEHTOB MI'POBOTO
Ju3aifHa B HEMIPOBBIX KOHTeKkcTax» [13] M «mpolecc mpuBiedeHUs JIFOISH M W3MEHEHHS HX
NOBEJCHHS C TOMOLIBI0 MIPOBOTO JIHM3aiiHa, JIOSIBHOCTH U MOBEICHYSCKOH 3KOHOMHKH» [41].
HccnenoBarenn HanM MHOXECTBO IPUMEHEHMH nu(poBoil reimudukanmm, cBszann
rediMU(UKaIMIO C PEelIEeHHNEeM COLMAIBHBIX, O0IIECTBEHHBIX, COITMOKYIBTYPHBIX U IPaXKIaHCKUX
npobneM. CymTaeTcs, YTO HWTPOBBIE MEXAaHWKH CIIOCOOHBI CTUMYJIHPOBAaTH OOIIECTBEHHOE
ydacTHe W aKTHBU3AINIO COIMABHOTO MOBEICHNUS rpaxan [34].

CoBpeMeHHbIE HaNpaBICHUS! Pa3BUTHA IU(POBOH 3KOHOMHKH CBS3aHBI C MCIOJIb30BAHUEM
rediMuQUKaIMs B TPAKTHKE YIPaBICHHs chepamMu TOPOJCKOTo Xo3stiicTBa: Tparcnopt [9, 17, 24,
39], KKX [23], smepreruka [15, 20, 25, 35, 37], nmepepaborka orxomoB [11], sxonorus u
COXpaHEHHEe TOPOACKON Cpenipl, B INIAHUPOBAHWHU TOPOJACKUX MH(POPMAIMOHHBIX IPOCTPAHCTB H
ropojackoM ympasnenun [12, 16, 21, 27], B peamu3alnid HHTEIUICKTYalbHBIX TOPOACKHX
NPOEKTOB, MPOM3BOJCTBE «UH(BPOBBIX Tpaxaan» [8]. TexHoiornun redMUBUKAMN TaKKe
ucnons3ytotess B obpasosanuu [30], 3apaBooxpanenun [14, 31], B obmactu KyabTypsl [36],
typusme [38], ropoackux kaprorpaduu, noructuke u noure [28], cOope ropoJAcKMx JaHHBIX
(untepuer Beweit — 10T) u .. [32, 33, 42].

HayuHplii 1quckypc mnpuBeNn K TOHMMAaHMIO BO3MOXKHOCTH HCIIOJIB30BaHMS 3JIEMEHTOB
rediMupUKanuy Ui 1ejiell TOPOJCKOTO pa3BUTHs. B MupoBoMm coobimiecTBe chHOpMHPOBATOCH
YCTOWYMBOE MHEHHE O 3HAYMMOCTH TeHMH(HKAIMH KaK HAaydyHOTO ()EHOMEHAa M Ba)KHOCTH
MPOBEICHUS MCCIIEN0BAaHNH BIMAHIA HU(POBOH reiiMudukaysa Ha TpaHchopManuy ropoackoro
npoctpaHcTsa [26].

2. Heaun, 3apaum, NOAX0AbI M METObI HCCJIEIOBAHMS

OCHOBHOW 1eNbI0 MIPOBOAMMOIO HCCJICJIOBAHUS SBJSIETCS HW3y4deHue (GopMHUpOBaHMs
Te3aypyca MEXKIHUCLUUILIMHAPHOTO HAay4yHOro HampasieHHs «COIMaabHO-3THYECKHE aCHeKThI
IUPPOBOI YKOHOMHKH: TeHMHU(QHUKALNS B COMATHHON W HAyYHO-00pa3oBaTeNbHOI cepax». Ha
HaYaJIbHOM JTalle HCCICAOBAHMS PELIAIOTCS CICAYIOLINE 3a1auu:

— BBISIBUTH OCHOBHBIE TEMAaTHYECKHE HATPABJICHHS IPUMEHEHNS TeiMU(UKaLH;

— 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 uccienoBaHni «ColMaIbHO-ITUYECKUE AacleKThl LU(PPOBOH IKOHOMHKH:
rediMu(UKaIys B COLMATBHON U HayYHO-00pa30BaTeNIbHOM chepax»;

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

UCCJIEJIOBAaHUI MOHMMAETCsl CIHCOK OINOPHBIX TEPMHH-KOHIENTOB, 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 HECKOJBKMMH BHJAMU OTHOIICHHI,

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

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

OTPENeNeHHOT0  MEXIUCHUIUIMHAPHOTO  HANPAaBICHHS HAYYHBIX HCCICIOBAaHHN  IyTeM

KJIacCHU(UKAIIMU ONOPHBIX U OTHOCHUTEJBbHBIX TEPMHH-KOHIIETITOB HAIPABJICHHS, PAaHKHUPOBAHHUS

0 4aCTOTaM YNOTPEeOICHHs COMPSIKEHHBIX C HUMH KOHTEKCTOB, TEM CaMbIM 33/1aBasi OHTOJIOTHUIO

MEKANCIUIUIMHAPHOTO HAIIPABJICHHS U BBISBIISS Yepe3 IOCTPOSHHUE TPEHIOB OCHOBHBIX MOHSTHIA

Te3aypyca TUHAMUKY Pa3BHTHS HCCIEAYEMOIr0 HANpaBIeHNUA. B OCHOBY aBTOPCKOTO MOHUMAaHHSA

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

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

3a71aBaeMbIX 0a30BBIMH, OIOPHBIMH TEPMHH-KOHIENITaMU), MX aTpuOyTOB (OTHOCHTENbHBIE

TEpPMHUH-KOHIIETITH) W OTHOLICHWH, HEOOXOMMMBIX Uil OrpaHWYEHHs WHTEPIIPETalul H

WCIIONIb30BaHMSI TIOHATHH.

B pabote Obula mpuMeHEHa aBTOPCKash METOAMKA (CMHTETHYECKHH METOX) Ul aHaiu3a U
SKCIUIMKAIMM KOHTEKCTOB, M3BICYEHHBIX U3 MH(POPMAIMOHHBIX PECypCOB  TEKCTOBOH
MOJajabHOCTH [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 «CoIHanbHO-3TUYECKHE acleKThl HU(PPOBOI SKOHOMUKH: redMudukanms B
CONMAIEHOW M HayYHO-00pa3oBaTeIbHOI 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. BoisiBi1eHHE TEPMHUH-KOHIECNITOB MCCJTECAYEMOI'0 MEKIUCHUIITIMHAPHOT0
HAYYHOI'0 HallpaBJICHUS

3.1. Ananu3 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 MOATBEPANIT BRIBOIBI MccienoBareneii Hamari, J., Koivisto, J., Sarsa, H.
[18] o ToM, 4TO Hay4HbIE CTATHH MO TeMUBHUKALNH MOSABUIUCH B HAYYHOM Auckypce ¢ 2010 r.
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B aHrnos36IYHOM Hay4YHOM MH(OPMALMOHHOM IIPOCTPAaHCTBE OBLIM OTOOpPAHBI MyOJIMKALIUH
u3 6a3 ScienceDirect, Web of Science u Scopus. 3tu MH(GOPMALMOHHBIE CUCTEMBI COICPIKATH
301 Hay4HYIO CTaThIO, HAJEHHYIO MO TeMaTHYeCKoMy 3ampocy «gamification» u oroOpanHyro
IKCTIEPTHBIM 00pa30M 10 MPHU3HAKY «PEJIEBAHTHOCTh MPEJMETHON 00JIACTH UCCIICIOBAHNUS Y.

Jusi  aHanmu3a  JUHAMHKH ~ PYCCKOSI3BIYHBIX — MyONMKAlMHA 10  TEPMUH-KOHLIENTY
«refivuduKanus (C NCIOIB30BAHNEM COOTBETCTBYIOIIETO 3aMpoca) OBUIH IOTyYeHB! JaHHBIE TI0
HayuneiM myOnukamusm  (CyberLeninka, Google Scholar, Elibrary), nybnukamusm —u3
pycckosseraabix  CMU (Integrum).  Taxke ObUIM MMOJIyY€HBI JaHHBIE IO AHTJIOA3BIYHBIM
Hay4HBIM myGnukanusam u3 Google Scholar.

PesynbraThl aHanaM3a KOPITyCOB CTaTell B 3aJaHHOM WHTEpBale IMPOJIEMOHCTPUPOBAIH POCT
uHTepeca K TeMe reimudukanms (puc.l). CrpaBa pacrosokeHa JOMOJHHUTENbHAs IIKaJia JUIs
NPE/CTABICHUS JIaHHBIX 110 AaHIJION3BIYHBIM NyOnukamusM, nomydeHHslx n3 UIIC Google
Scholar. 310 cnemano ¢ HeNbI0 yIyYIIEHUS BH3yalH3alUH, OOYCIIOBICHHOH 3HAYMTEIIHLHO
OospiinM  ynciioM myOmukanmi, BeimanHeix B UMIIC  Google Scholar (unaue rpadux
MacmTabupyercss TaKuM 00pa3oM, 4TO ApPYTHe JUHUH JaHHBIX Ha rpaduke ciauparotcs). Crmajn B
2018 romy MOXHO OOBSCHHTH TEM, UYTO TIONOJHEHHE WH(POPMAIMOHHBIX pPECypcoB
My ONUKaUSIME IPOUCXOAUT C 3a7ep kKo U B KoHIe 2018 roma He Bce MyOIUKAINK 32 3TOT TOJ
OBUTH pa3MemIeHsl B COOTBETCTBYIONIMX HWH(MOPMAIMOHHBIX pecypcax W HAYKOMETPHUECKHX
Oazax.
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Puc. 1. [lunamuka Hay4qHbIX MyOnukanuii no reiimudukanun 3a nepuosn ¢ 2013 mo 2018 rozpt

AHaJu3 MO3BOJIMII CeNIATh CIICAYIOINE BHIBOBL:

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

— POCT KOJIMYECTBa PYCCKOS3bIYHBIX HAyUYHBIX IyOJMKALMii 10 TeMe 3ara3/jpIBaeT Ha JiBa roja,
HO B LIEJIOM JINHAMHUKA COOTBETCTBYET OOIIEMHPOBBIM Hay4YHBIM TSHACHIIUM;

— JIOCTYIHOCTh PYCCKOSI3BIYHBIX HAyYHBIX IyOJIMKAIMH Uit MCCIIeNOBaTeNe COCTaBIIseT
nopsiaka 30% OT Bcex pYCCKOS3BIYHBIX HAY4HBIX MyOnukanuii («eLibrary»: yacte pecypcoB
JIOCTYIIHA TOJIbKO IIJIATHO; TOJIHBIE TEKCTHI IIPEJICTABIICHBI HE JUIS BCEX MyOJIMKaLNi);
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— Ha OCHOBE CPaBHEHHUS MAHHBIX PYCCKOS3BIYHBIX HAYYHBIX ITyONWKAUA U ITyOJNUKAIMA W3
poccuiickux CMU MOXHO caenaTh BBIBOJ, YTO TEMaTHKa TeHMH(UKAIMU B OOIIECCTBEHHO-
MOJUTHYECKOM JTUCKYPCE OCBEIIACTCS B MEHBIIICH CTEIICHH (B KOJIMYECTBCHHOM OTHOILICHH).

3.2. BrisiBJIeHMe OCHOBHBIX HANIPaBJIeHUi HcCile0BaHMIi IPUMeHEeHUs] TeiiMupUuKauu

BrlsiBiIeHHE OCHOBHBIX TEMATHYECKUX HAIPABICHUN MPUMCEHEHUS TeUMUQUKAIIMH MOXKET
paccMaTpuBaThCcs KaK OJIUH M3 METOJOB OTOOPa KIFOYEBBIX TEPMHH-KOHIICITOB, SBIITIOLIHXCS
OCHOBOM (DOpMHUpOBaHHS Te3aypyca paccMaTPUBAEMOIO MEXKIUCIUAIUIMHAPHOTO HAyYHOTO
HanpaBJyieHusl. B cBsi3u ¢ TeMm, YTO BBISABJICHHbIE TEMATHUYECKUE HANPABJICHUS ONPEIEISIOTCS
COOCTBEHHOW TEPMHUHOJIOTHYECCKON 0a30i, TO M CBS3b TEPMUHA «TEUMHUPHUKAINL» C TCPMUHAMU
STUX HANpaBIIEHUH KaK Ha yPOBHE KIIFOUEBBIX CIIOB OTOOPAHHBIX IKCIIEPTHBHIM METOJIOM Hay4HBIX
myOIuKaIui, Tak ¥ Ha YPOBHE SKCIUTUKAIIMHA KOHTEKCTOB, TIO3BOJISIET TTOATATHO C(HOPMHUPOBATH H
YTOYHHTH T€3aypyC UCCIETyeMOT0 MEXIUCIUITIMHAPHOTO HAYIHOTO HAIIPABICHHS.

OKCIIepTHBI aHAJIN3 AHTJOA3BIYHBIX HAYYHBIX MyONWKAlUil IMO3BONMI CrPyNIHAPOBATH
WCTOYHHKH MO MIPHU3HAKY «00JIacTh IPUMEHEHUSD» TEXHONOTHH refimudukanmu. OCHOBBIBasCh HA
pesynbTatax aHanmu3a mnyonukaimidi 3a 2013-2019 rr., BBISBICHBI OCHOBHBIC TEMATHUYCCKHUE
HanpaBJIEHUS! HAYYHBIX UCCIIEJJOBAHMN, KOTOpPbIE pPACCMATPUBAIOT pAa3JIMYHBIE ACHEKTHI
npuMeHeHus reiimupukanuu (puc. 2). ITH TeMaTHYECKUE HAMpPABJICHUs B JalbHEHeM OyayT
CJIy>KUTh OCHOBHBIMH TEPMHH-KOHIICIITAMH YTOYHIEMOTO Te€3aypyca, a Takxke OyIy y4acTBOBaTh
B BBIBJIEHUHM OTHOCUTEIBHBIX TEPMHHOB C HCIIOJIb30BAHUEM TEXHOJOTHI JKCIUIMKAIUU
KOHTEKCTHOTO 3HAHMUS.

Tourism

Motivation

Marketing

Health

Software development
E-government

E-participation

Urban planning

E-learning

0 20 40 60 80 100 120 140

Puc. 2. PacripesienieHye aHTIIOSM3BIYHBIX 1Ty OJIMKAIMH 110 00JIaCTH IPUMEHEHHs reiMudukaniy

Jlnst BBISIBIEHUS NPEMETHBIX 00JacTell Hay4yHbIX IyONuKalMid 1Mo TeMe reiMu(UKanuu B
Poccum Gbuta ucmonb3oBaHa Hayuwast snextponHass Gubnuoreka (e-library), oGnanmaromas
BCTPOCHHBIM aHAIUTHYECKUM HMHCTPYMEHTOM. bbbl OTOOpaHbI IyOJIMKALMK IO MOUCKOBBIM
3ampocaM OJHOBPEMEHHO 110 PYCCKOSI3BIYHOMY U aHIJIOA3BIYHOMY TEpMHUH-KOHIIETITAM
«reiimudukanus» 3a nepuon 2011-2018.

OTuéThl MOKa3ajM pachpejaeieHre MyOIMKauuii M0 TeMaTHYeCKUM HalpaBJICHHSM U HX
muHaMuKy (puc. 3, 4). OCHOBHbIE HaIpaBICHHS NPHUMEHEHUS METOJOB M TEXHOJIOTHH
reiiMudukaimy B Poccun sBISIFOTCS «00pa3oBaHUe» U «IKOHOMHUKa» (puc. 3).
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Puc. 3. Pacnipesienenue HayYHbIX TyOIMKaLUii 10 TeMaTHKe 110 3ampocy "reiimudukanus OR Gamification”
(2011-2018, e-library)

3.3. BoisiB/IeHH e TEPMHH-KOHIIENTOB TEPMUHOJIOTHYECKOTO SIIPA HANIPABJICHHUSA
HccJIe0BaAHU

JlarHBIE 0 paclpeeieHIH KII0YeBbIX CIIOB HAyYHBIX MyOnukaruii mo 3a mepuon ¢ 2011 mo
2018 romel mo mouckoBoMy 3ampocy “Teiimudukarms OR Gamification™” 6t mosyueHsl ¢
UCIIOJIb30BAaHUEM aHAJIMTHYecKoro ammapara Elibrary. AHamu3 no3Boiawi JeTaau3upoBaTh
OCHOBHBIC HATMpPABJICHUS MPUMEHEHHUs reidMudukanuu: MotuBauus (Mmotivation), amexTpoHHOe
obyuenue (e-learning), obpasosanue (education), urpa (game), UrpoBble TEXHOJOTHH (game
technology), gaming, ympasnenue nepconaizom (personnel management), nepconan (personnel)
(puc. 4).
 Melimudurauma
m MoTtuBauua
m Gaming

3nekTpoHHoe obyyeHne
M Urpa
| | MFDOBbIE TEXHONOTMK
m ObpasosaHue
| VnpaaneHue nepcoHanom

® [MepcoHan

= Wrposble meToab!

® [podeccroHanbHan
KOMMETEHTHOCTb

Puc. 4. PactipeneneHue KIIOUEBBIX CIIOB B MAaCCUBE ITyOJIMKAIUH 110 3a1IPOCy
"retimuduranmst OR Gamification” (2011-2018, Elibrary)



Hudopmannornoe 001ecTBo: 00pa3oBaHue, HayKa, KYJIbTypa i TeXHoJoruu Oyayuiero. 2019. Bei. 3 59

[lpn 3TOM TEPMHUH-KOHLENTHI «3JIEKTPOHHOE oOydeHue» (e-learning), «oOpazoBaHHe»
(education) MoryT ObITH OTHECEHBI K TEMAaTHYECKOMY HANpPaBJICHHIO «oOpa3oBaHue» (education),
a TEPMHUH-KOHLENTHl «yMpaBlieHWEe MepcoHanoM» (personnel management), «mepcoHam»
(personnel) — k TemMaTHYeCKUM HAMPABICHUSIM «IKOHOMHKa» (ECONOMY) H «yMpaBICHHE)
(management). TepMuH-KOHIIENTHI «MOTHBamusi» (Motivation), «urpa» (game), «urposbie
texHonoruw» (game technology), gaming wmoryr OGBITH COOTHECEHBI C HECKOJBKHMH
TEMAaTHYECKMM  HANpaBleHWsIM, HanpuMmep, «oOpasosanme» (education), «3KOHOMHKa
(economy), «ympasnenue» (management), «commonorus»  (sociology),  «mcuxosorusy
(psychology), «kypHanucTuka 1 MaccoBble KOMMYHHKaIm» (Mass media).

B 1esioM aHanu3 MONMYYESHHBIX AaHHBIX ITO3BOJISIET KOHCTATHPOBATh, YTO MIPa KaK OCHOBHOM
MeTOZ TeiiMU(UKALUK NPEXKEC BCEro HCIONB3YeTCsl B KA4eCTBE MOTHBAILIMOHHOTO MEXaHU3Ma B
pa3IMYHBIX BHUIAX YENOBEYECKOW JACSATENLHOCTH: OOpa3OBaHUM, 3KOHOMHEKE, YIPABICHHUH,
memunuHe [1, 3, 5, 6]. Taxke TEXHOJIOTUU reMU(HUKALIMK UCIIOJIB3YIOTCS B CIEAYIOINX chepax
JIeATEeIbHOCTH: JHEPreTHKa, 3aKOH M MPaBO, MAaCCOBbIE KOMMYHHKAIIMU H XypHajucTuka. [Ipu
3TOM B HAyYHBIX ITyOJIMKALMAX PACCMAaTPUBAIOTCA DA3NUYHbIE acleKThl TeiMudukanum —
TEXHOJOTHUCCKHUI, COIIMOJIOTMUECKHUI, IICUXO0JOTHUCCKUI.

KimoueBble cnoBa ¢ HauOONBIIMMHM 4YacTOTAMH YHOTPEOJICHUS MOTYT OBITH BKJIIOYECHBI B
KauecTBe ONOPHBIX  TEPMHH-KOHLENT-KOHIENTOB B  Te3aypyc MEXKIUCLUIUIMHAPHOTO
HampaBleHUs uccienoBaHuid  «ColManbHO-3THYECKHE AacCIeKThl IHM(POBOH  IKOHOMHKH:
reiMuuKamis B COIMAIbHOH M HaydHO-OOpa3zoBaTenbHOH chepax». OnmHako, Tpedyercs
JajpHellee ucciaeqoBanie cHOPMHUPOBAHHBIX KOJUICKLHI METOJAMH KOHTEKCTHOTO aHain3a
JUSL BBISBIICHUS] JPYTUX 3HAYAMBIX TEPMUH-KOHIICNTOB, YYaCTBYIOUIMX B (OPMHUPOBAHHH
TEPMUHOJIOTHYECKO 0a3bl PACCMATPUBAEMOT0 MEXJUCIUITHHAPHOTO HAYYHOTO HATIPABIICHHUS.

bbul mpoBefieH SKCHEPTHBIH MOJTHOTEKCTOBBIM aHANIM3 KOJUIEKIMH PYCCKOSI3BIYHBIX U
AHTTIOS3BIUHBIX CTaTel, cHOpMUPOBAHHBIX B pe3ysbTaTe MOMCKOBBIX 3ampocos "Gamification™
no Science Direct 2010-2019, " 'eiimudukanus OR Gamification” e-library 2010-2019 u UC
Kubepnennnka.

Ta6auua 1. Gamification: Tepmun-koHuenTs kosueknuu Science Direct (2010-2019 rr.)

prnnu OTHOCUTEJBbHBIX TEPMHUH-KOHIL, CBA3aHHbIE C ONIOPHBIMHU TEPMUH-KOHUENITAMU
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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Boutn BEISIBIIEHBI CEMaHTHYECKHE TPYHIBI (6 Ul aHMIOS3BIYHONH M 5 JJIsl PYCCKOSI3BIYHON
KOJUICKIIMI), 3JIEMEHTHl KOTOPBIX IIO3BOJAT C(HOPMHUPOBATH TE3aypyC MEKAUCIUIUIMHAPHOTO
HarpaBJeHUs] HAYYHbIX HccieqoBaHui « COIMaIbHO-3THYECKHE acTIeKThl U(MPOBONH IKOHOMHUKH:
reiMuuKaIys B COIMAIbHON M HaydHO-00pa30BaTeNbHON cdepax», YCTAHOBUTH OTHOIICHHS
CHHOHOMHH M aCCOIMAILIMHN B COOTBETCTBYIONIEH €My OHTOJIOTHH.

AHanu3 BBISIBUJ OTHOUICHHS CHHOHHMHHU W acCOlMAalMM K MO OTHOLICHHI0O K TEPMHH-
kourentam "Teiimudpukarmsa" u " Gamification" (oTHOCHTENBHBIE TEPMUH-KOHIIEIITH); TOKA3all
BBIPQKEHHOE DPAa3HOOOpa3ne OTHOCHUTENBHBIX TEPMUH-KOHIENTOB AaHIJIOSN3BIYHON HAayJIHBIHA
komiekiuu  (Tabmumer 1, 2). AHamu3 Taxke IOKaszald, 9TO Hapsy C pPYCCKOS3BIYHBIMH H
AHIJIOA3BIYHBIMM TEPMUH-KOHIENTaMH "relMudukanus” B MyOJMKanMsAX HCIOIb3YIOTCS HX
CHHOHHUMBI ‘Urpousanus’ ¥ ‘urpodukamnms’.

WNndopmanmonnas cucrema KubepieHHHKa nana JaHHBIE O YacTOTE HCIOJIB30BaHUS ATHX
CHHOHUMHMYHBIX TEPMHH-KOHLENTOB. [lo KaXIOMy M3 BBIICICHHBIX TEPMHH-KOHIIENITOB 32
neprioz ¢ 2010 o 2018 roxs! ObUTH MTPOM3BEIEHBI 3aPOCH. [loydeHHbIe TaHHBIE TTOKa3bIBAIOT,
YTO TEPMHUH-KOHIENT 'redMudukanusa" BcTpedaercs B 458 myOnmkamusx, TEPMHH-KOHIEIT
‘urpodukanms’ BcTpedaeTcs B 122 myOnukanuu, ‘Urpousanys’ BeTpedaercs B 21 myOmMKanmsx.
IMpn ¢dopMupoBaHWUM JANTPHEHIINX YaCTOTHO-OPUEHTHPOBAHHBIX 3allPOCOB AN  ITIOHMCKa
PYCCKOS3BIYHBIX ITyONMKanuii OyayT UCTIONBb30BaThCS BCE 3TH TEPMHUH-KOHIICTITHI.

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

I'pynnbl 0THOCHTEIBHBIX TEPMHH-KOHIENTOB, CBSA3AHHBIE C OMOPHBIMH TEPMHH-KOHIIENTAMH
Teitmudpuxanus (Gamification), F'opoa, TexHoJoruu
Hrpa Celimuuxanus T'opon JlepuBaTUBbI TexHosorun
urpa/game gamification YMHBII TOpoT UTPOBOE udpossie
MBIIIUICHHE TEXHOJIOTHH
urpoduKarms gaming smart city UTPOBBIE digital technology
9IIEMEHTBI
UTPOU3ALHS JIIEKTPOHHOE UTPOBBIE JIOTIOJTHEHHAST
o0yueHue MEXaHUKH PEaIbHOCTh
UTpoBast e-learning METOBI Buzieonrpa/video-
KyJIbTypa reiMudukanuu | game
UTPOBOM UTPOBBIC KOMIIBIOTEpHAsI Urpa
KOHTEKCT HPUIIOIKCHUS
UTPOBOM KOHTEHT MOTHBALHS refiMiu(UKAIMOHHBIC
TEXHOJIOTHH

[TpuMeHHUTENEHO K aCTEKTy HCIIONB30BAaHMS TEXHOIOTHH TreMMH(UKAINN aHaJIN3 BBLBII 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 WCHOJB30BaHUEM TedMUUKaH: 1) B IITaHUPOBaHUH TOPOACKOi cpensl [9], 2) anmeKTpOHHOM
yIpaBieHuH (3JEKTPOHHOE TPaBUTENBCTBO) [7], 3) oamekrponnoMm yuactum [19] u 4)
3JIEKTpOHHOM 00yuenuu [10].

4. BeIBOABI

Ha ocHOBe mNpoBeNEHHOIO HAYAIBHOTO JTala HCCIECJOBAaHMS MOXKHO C(HOPMYJIHpPOBATH
CIIeIYIOILIE BHIBOJIBL:
NPUMEHEHNE CHHTETHYECKOTO METO/a II03BOJSIET  BBISIBUTH  OCHOBHBIE —TEMaTHUECKHE
HarpasJIeHUs! IPUMEHEHHs TeiiMUpUKaLny;
OIpe/ieJIeHbl OCHOBHBIE 00JIACTH NPUMEHEHUs! TeMH(UKAIMU B POCCUIICKOM M OOLIEMHPOBOM
macuirabe. Poccuiickuii HayuHbIl AUCKYpC TIOKa MaJlo 00CYKJaeT MpUMEHEHHEe reiMUQUKau
B TOPOJICKOM TUIAHMPOBAHUH U 3JIEKTPOHHOM Y4acCTHH;
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Ha OCHOBE aHaJM3a BBIBICHHBIX HANPABICHUH M JUHAMHUKHA IMyOJMKAMOHHOTO IOTOKA IO
reiMuQUKaMy  ONpeAeieHbl  ONOPHBIE TEPMUH-KOHLENTH  TEPMHHOJOIMYECKOW  0asbl
MEKANCIMIUIMHAPHOTO  HampasJeHUst  uccienoBaHui  «ColMaabHO-ITUYECKHE — acIeKTh
U(GPOBOH IKOHOMUKH: TeUMU(PHUKAIINS B CONMAIHLHONU U HAYYHO-00pa3oBaTebHOM chepax»;

Ha OCHOBE 3KCIEPTHOTO aHaNM3a MOJYYCHHBIX JAHHBIX BBISIBICHBI KJIACTEPhl KOHTEKCTYaIbHBIX
3HaHUM, CBA3aHHBIX C ONPEACIEHHPIMU TEPMHUHAMH-KOHIIETITAMH.

JanbHelinee pa3BUTHE UCCIECIOBAHMM  HANpPaBJIEHO Ha IPUMEHEHHUE TEXHOJOTUH
KOHTEKCTHOTO TIOMCKA JUISl BBISBJICHHS W3 CPOPMHUPOBAHHBIX PYCCKOS3BIYHBIX M AHIJIOS3BIYHBIX
KOHTEKCTOB TEPMHHOB, KOTOpble OyIyT BKIIOUYEHbl B Te3aypyC MEKAUCHUIUIUHAPHOTO
HarpasieHuss uccienoBaHui  «ColMaabHO-ITUYECKHE aCMeKThl [U(PPOBOH  IKOHOMHKH:
reiMuQUKanys B COMAIBLHON U HAyYHO-00pa30BaTeNIbHOM chepaxy.

UccnenoBanue mongepxano Poccuiickum ¢(oHIOM (QyHIAMEHTAIBHBIX HCCIICIOBAHUM,
mpoekt Ne 18-011-00923.
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Technologies of Contextual Knowledge Research in the Studies of the Main
Directions of Gamification in Urban Development
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LITMO University, 2 Saint-Petersburg State University

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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