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AHHOTaIUA

Hcnons3oBaHue WIpoBBIX JJIEMEHTOB M TEXHOJIOTMH B  HEUIPOBBIX KOHTEKCTax
(reiimuukanus) — BakHas TEHACHLMS B paA3IMUYHBIX OOJIACTSIX COBPEMEHHOM »Xu3HU. B
OpPraHU3alMIOHHOM  KOHTEKCTe reiiMudukanus, Kak MpaBWIO, paccMaTpUBaETCs C
Y3KO(YHKIIMOHAIBHBIX, MEHEKEPUAIbHBIX IO3ULIMNA, MPH KOTOPHIX HCIOJIB3YKOTCS JHIIb
OTJENbHbIE JJEMEHTbl HUIPOBOM KyJIbTypbl. B crarbe aHamu3upyroTcs OCOOEHHOCTH
TpaHC(HOPMATHUBHON WTIPOTEXHUKH, HAIEIEHHONW Ha (OpMHUpOBaHWE YCTOWYMBBIX W3MEHEHHI
MOTHBAlLIM, YCTaHOBOK, IICHUXOJOTMYECKUX KAYECTB M IOBEICHMS MHIUBUIOB U COLMAIBHBIX
rpyni. CylecTBYIOT pa3iWyHble KOHLENUUU TpaHC(HOpPMAaTHUBHON HIPOTEXHHUKHU: «3HAUMMas
reiiMuuKausy, Tpanc(hopMaTUBHBIC POJIEBBIC UTPHI, «UTPHI IS H3MEHEHUI», OHAKO cdepa
UX TIPUMEHEHUS 0XBAThIBACT MPEXKIE BCETO PEIICHUE COLIUATbHBIX U ICUXOJIOTMUECKUX TPOOIIEM.
B OpraHU3alMOHHO-YIIPABICHUYECKOM KOHTEKCTE KJIFOYEBBIE (baxTopsl ycmexa
TpaHC(HOPMATUBHON HUIPOTEXHUKU BKIIOYAIOT Pe(IIEKCUBHOCTh YYaCTHHUKOB OTHOCHUTEIIBHO
LIEJIE U UTPOBOTO OIBITA, BO3MOKHOCTH OTKPBITOIO, HEOIPAHWYEHHOTO XECTKHUMH paMKaMu
MOBE/ICHNS YYaCTHUKOB, OrPaHUYEHHE KBAaHTHU(UKALMU UTPOBBIX JOCTUKEHUM M KOHTPOJIS CO
CTOPOHBI MEHE/DKMEHTa, OOecreyeHHe BO3MOXKHOCTEH JUIsl COLMAIbHOIO B3aMMOJEHCTBHS,
COLIMAJIBHOE U MCUXOJIOTNYECKOE NMPO(UIMPOBAHUE UTPOKOB.
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BBenenue

Urpa sBisiercss yHMBEpCaJbHbIM (DEHOMEHOM KYJbTYPbl, IPUCYLIUM BCEM 0€3 HCKIIOUEHHS
YeJI0BEYECKHM coolmiecTBaM. B TpaguiinoHHOM MOHUMaHUK OHA PACCMAaTPHUBAETCS JIUILb KaK OHA U3
MHOKECTBA BHUJOB JESATEIBHOCTH, MMEIOLIAsl YETKO OIPENEICHHbIE MPOCTPAHCTBEHHO-BPEMEHHBIE
IpaHULBl M BIOJHE KOHKpETHble (YHKIMM, MPEKIE BCEro JOCYrOBO-pa3BlIeKaTeNIbHbIE U
neparornueckue. OpHako Oosiee TNIyOOKMII M IesieHaNpaBlIeHHBIH COLMAIbHO-QMIOCOPCKUN U
KYJIbTYpPOJIOTHUECKUI aHaIN3 MOKa3bIBaeT, YTO WUrpa — (yHIAMEHTAIbHBIA (PEHOMEH KYIbTYpHI,
HEPEAYLUPYEMbI K APYTHM SIBICHUSM W MPOHUKAIOMIMNA MPAKTHYECKU BO BCE Cephl UeTOBEUECKOM
u3Hu [ Xeisunra, 2011; ®unk, 2017].

EnnHoro noHuMaHusi urpoBoro ()eHOMEHa HE CYILIECTBYET; B KauecTBE €ro (pyHJaMeHTaIbHBIX
XapaKTEPUCTHUK MOXKHO BBIIEIATh COCTA3ATENBHOCTb, CUMYJIALMIO (MOJEIMPOBAHUE), HAIUYUE
BBIMTPBIIIA W IPOUIPHIILA, HAJIMYMWE MPAaBUI HIM OCOOOTr0 CMBICIOBOTO IPOCTPAHCTBA,
pasBiekarenbHOCTh U Ap. OJHAKO Takas HEOINpPENesIeHHOCTh Ae(UHUIMNA BO MHOTOM M OTpakaeT
YHUBEPCAJIbHOCTh UTPOBOTO (PEHOMEHA M BO3MOKHOCTH €ro IPOsIBICHUS B CaMbIX pa3zHbIX chepax
KHU3HU: OT JJOCYTra 10 BOCHHO-TIOJUTHYECKUX OTHOIIEHUN U 3KOHOMUYECKOH AESITEIbHOCTH.

YHuBepcalbHOCTh UIPhI, €€ TINyOOKas YKOPEHEHHOCTh B COLIMAJIBHOM CHCTEME M KYJIbTYpe
00yCJIOBIMBAIOT U BO3MOXKHOCTb SIBHOT'O BBIXOJIa UTPHI 32 MPEEbl YETKO OUEPUYEHHBIX XPOHOTOIIOB,
B KOTOPBIX TPaJUIMOHHO DPAa3BUBACTCS HUIPa, TAaKUX KaK CHOPTHBHBIE COCTSA3aHUSA, TeaTpajbHbIC
IIPEJICTaBICHNUs] WIM UIpa B JIOTO 3a ceMeWHbIM cTojoM [bponsuno, Mapkyse, boapuiisp, 2011;
Bbponsuno, 2011]. Ha onpenenenHoM 3tarne pa3BuTus o011ecTBa NOTPEOIECHUS UTPOBbIE IPAKTUKU BCE
Oosiee SIBHO MPOSIBIISIFOTCS B HEUTPOBBIX KOHTEKCTAaX, & UIPOBast JIOTMKA HAYMHAET LIE€JICHAIIPABICHHO
UCIOJIb30BAThCS JAJISl PELICHUS! «CEePbE3HbIX» 3a/ad, B YACTHOCTU JIEJIOBBIX M yIpaBlIeHYEeCKUX. B
COBPEMEHHOM HayKe »53TH IMPOLECChl OMNMCHIBAIOTCA pPa3jIMYHbBIMM TEPMHUHAMM, TaKUMHU Kak
«arpoduKaimsy, «urpanzanus» win «reimudukamus» [Raessens, 2006; Deterding et al., 2011,
Huxutusg, 2016]. Paznuune B TEpMUHOIOTHH MOXKET OTPaXkaTh pa3IMUHbIe aCIEKThl paCIPOCTPAHEHUS
UTPOBBIX NPAKTUK; HaAmpumep, Mmoja reiMudukanueii oObIYHO MMEETCs B BHJly HCIOJIb30BAHUE
TEXHOJIOTUI KOMIBbIOTEPHBIX UTP B TaKUX HEUTPOBBIX KOHTEKCTaX, Kak oOpa3oBaHUE, COLMAIbHAs
paboTa, oxpaHa OKpYyKaroIiei cpeapl, OusHec u Ap. OTHAKO JEHTMOTHBOM OOJIBIIMHCTBA PAOOT B ATOM
00J1acTH SBNISETCS NMPU3HAHHUE, YTO UIPOBBIE JIOTUKW M MPAKTUKUA CTaHOBATCS Bce OoJjiee BaKHOM
napajurMon, OIpeneNsoneil BoCIpUATHE M TIOBEJCHHE YEJIOBEKa B COBPEMEHHOM OOILIECTBE,
BIIMSIIOILEH Ha XapaKTep U Pe3yNbTaThl «CePbE3HOIN» AeSITeIbHOCTH, (POPMUPOBAHNUE UAECHTUUYHOCTH U
CHCTEMBI COLIUAIbHBIX OTHOLICHHH.

Oco3HaHHOE U II€JICHANpPABIEHHOE MPUMEHEHHE UIPOBBIX TEXHOJOTMH U TMPAKTUK B
OpPraHMU3allMOHHOM KOHTEKCTE B HACTOSIEE BPEMS M3y4aeTCsl JOCTATOUYHO LIMPOKO, MPEXE BCETO B
chepe OusHeca u obpasosanust [Reiners, Wood, 2015; Dell’Aquilla et al., 2017]. Bo3amoxHocTi
BKJIFOUEHUSI UTPOBBIX 3JIEMEHTOB B [TOBCETHEBHYIO JIEATEIHHOCTh COBPEMEHHOM OpraHU3aliK CBSA3aHbI
C JByMs TIJaBHbIMH (QakTtopamu. Bo-mepBbix, mporpecc B 00JacTH HH(OPMALKOHHO-
KOMMYHHUKaIMOHHbIX ~ TexHonoruid (MKT) onpepensier mMpokue BO3MOXHOCTH —BHEIPEHUS
TEXHUYECKUX PEIICHUH, MCIOJIB3YIOIMX T€ WIM HWHBIE UTPOBBIE 3JEMEHTHI (CHCTeMa HAaKOIUICHUS
OYKOB, BBIMTPHIIIA W PEHTHHTH IHAECPOB, BUPTYaJbHBIC IMEPCOHAXKH, TOBAapbl W IEJIBIE MUPHI,
aHUMaIl¥sl, MOJIEJIMPOBAHUE PA3IMYHBIX CUTYyalMil U ASWCTBUN M T.A.). DTU pELIEHUS MOTYT OBITH
alanTUPOBAHBI ISl PA3JIMYHBIX OPTaHW3ALMOHHBIX 3a/1a4 U WHTETPUPOBAHBI B PyTUHHBIE MPOLIECCHI.
Bo-BTOpBIX, 3TO BBIXOJI HA CIIEHY HOBOT'O TIOKOJIEHUSI MOJIOBIX Jr0/IeH («MHUIUIeHuanuny, « HTepHer-
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nokosieHuey, «lloxonenue Y»), A KOTOPBIX UTPOBBIE NMPAKTUKH, B OCOOEHHOCTH OCHOBAHHbBIC Ha
UKT, sBasiorcs ecrecTBeHHOW (HOpMOH, B KOTOPOM OCYIIECTBIAECTCS B TOM YHCJE CEpPhE3Has
NeSITeIbHOCTD, HAPUMEp yueOHas Wi TPyAoBasi.

Hcnonb3oBaHne UTPOBBIX MPAKTUK B OPraHU3allMOHHOM KOHTEKCTE HOCUT IMPEUMYIIECTBEHHO
MHCTPYMEHTAJbHBIN Xapaktep. MHbIMU clloBaMH, PYKOBOJCTBO KOMIIAHHUH OTOMpaeT M BHEAPSET
OTJIENIbHBIE PELICHUS, TO3BOJISIONINE PeaTu30BaTh MOTEHIIUAN YEIOBEYECKOM CKIIOHHOCTH K UIpe IS
pelieHusl BIOJHE KOHKPETHBIX YIPABICHUYECKUX 3aJ]1ay, CBA3AHHBIX, MPEKIAEC BCErO, C MOBBIINICHHUEM
MOTHBAIIMKM TEPCOHANA. THUIMMHMYHBIM TMPUEMOM SIBJIISICTCS HCIIOJIb30BAHUE TeHMHUPUITMPOBAHHBIX
uHTepdeiicoB Il onepaTUBHOW OOpaTHOM CBSI3W M BUPTYAJNbHBIX «BO3HArpaKICHUN» 3a
BBITIOJTHEHHYIO paboTy, a TaK)Ke MOBBILIICHHS PAa3BICKATEIbHOCTH CKYYHBIX PYTHHHBIX 00s13aHHOCTEH
(cMm., Hanp., [Reiners, Wood, 2015; Thom, Millen, DiMicco, 2012; IpimiakoBa, 2016]).

OpHako Takoi y3KOC(hHOKYCHpPOBAaHHBIA, MEHEKCPUATBHBINA IMOJXO] CKJIOHEH HWTHOPUPOBATH
Oosiee r1yOOKMI MOTSHIMAN UTPBI Kak 0co00i hopmbl AesTenbHOCTH (a B onpenencHuu E. Ounka —
dbopMbl ObITHSI) U ee TpaHC(HOPMATUBHOE BO3JCHCTBHE HA JUYHOCTh. KOMIaHWH, BHEAPSIOLIUE
WUTPOBBIE TEXHOJOTUMU, OPUEHTHPOBAHBI HAa JIOCTHUKEHUE KOHKPETHBIX YIPABICHUYECKUX IICIICH:
MOBBIIICHHE MOTHUBALIUU COTPYIHUKOB, POCT MPOJIaXK, CHUKEHHE TEKYUYECTH KaJpOB U T.I1. ITO MEIIaeT
BOCHIPUSTHIO BCEH CIIOKHOCTH UTPHI KaK KYJIBTYPHOTO (peHOMEHa U 0CO00 CMBICIIOBOM PEeaTbHOCTH,
CHIOCOOHON MeHSTh 0a30Bble YCTAHOBKM U IOBEACHYECKHME MATTEPHBI OTAEIBLHOTO YeJIOBeKa M
COLIMAJILHBIX Tpymi. Bo MHOroM 3TOMy cmocoOCTBYeT M M30MpaTelnbHBIA XapakTep OONbIIMHCTBA
peann3yeMbIX TPOEKTOB TeMMU(UKAIMU: HMCIOIb30BaHUE OTACIBHBIX 3JIEMEHTOB HIPhl BMECTO
CO3/1aHUsI TTOJIHOLIEHHON UTPOBOM PEaTbHOCTH.

Hecmotpss Ha 3TO, pan uccrnenoBaresieil, B TOM 4YHCIE MNparMaTHYeCKd OPUEHTHPOBAHHBIX,
CTPEMSTCS BBIMTH 32 paMKH Y3KOT'O MEHEKEPHAIbHOTO TIOX0a U BCKPBITH OoJiee IyOoKHe MiIacThl
UrpoPUKALMK OpPTaHM3alMH. B 3TOW CBS3M HCCICIOBATEIIM HWCIOIB3YIOT DPA3JIMYHBIC TEPMUHBI:
«3HauUMMas TreUMUuUKAUSI», «TPaHCPOPMATHUBHBIC POJICBBIE HWIPB», «UTPBI IS W3MCHCHHID
[Dell’Aquilla et al., 2017; Nicholson, 2015; Antle, Tanenbaum, Macaranas, Robinson, 2014]. J{ns
y106cTBa MbI 0000IIMM STH MOIXOABI O]l Ha3BaHUEM TPaHC(HOPMATUBHON UTPOTEXHUKH.

[TonsiTue «3HauMMol reimMupukanun» ObUI0 npeanoxkeHo Ckorrom HukoincoHoM B KadecTBe
MPOTUBOINOCTABIICHUsT 0Ooyiee TPAAUIIMOHHOMY TOAXOAY K TeidMudukanuu, OCHOBAaHHOTO Ha
MOJIy4eHHH B X0JI¢ Urphl BHeIIHero Bo3HarpaxaeHus [Nicholson, 2015; Nicholson, 2013]. B ocHoBe
3TOT0 MPOTHUBOINOCTABICHUS JIEKUT MOHUMAHUE TOTO, YTO OCHOBAaHHBIE Ha HEMOCPEICTBEHHOM
BUPTYQIBHOM BO3HArpaXJCHUM W3MEHEHUSI TIOBEJCHUS B XOJE€ HIPhl HOCSAT BPEMEHHBIMH,
HEYCTOMYMBBIN XapaKTep U MPEKPAIIAIOTCs B OTCYTCTBUE Harpaasl. OCHOBaHHAsI HA OMXEBUOPUCTCKOM
TEOpUH, Takas reMHuQUKanus He CHOCOOHA K BO3ACHCTBHIO HAa MHAMWBHUIA, KOTOpOEe OBl HOCHIIO
TpaHcOpPMATUBHBIN XapakTep.

3amaua TpaHchOpMATUBHOTO JOJITOBPEMEHHOTO BO3JIEHCTBUS HA IMOBEICHHE, OCHOBAHHOTO Ha
BHYTPEHHEH MOTHMBAIIMM, OKa3bIBaeTCA Topa3fno Oojee ClIoKHOW. OTTaJKuBasCh OT TEOPHH
camozmerepMuHanm 3. Jleunm wu P. Pailana, HukoncoHn mnpennaraer Mofenb <«3HAYMMOU
reiiMu¢ukanuny, nomy4usiueii HazBanue RECIPE, Bxirouaromeid B cebs cieayrolmiyde HUIpOBbIE
AJIEMEHTHI:

1. Urpa (play) — cmoco6¢cTByeT cBOOOIE MCCIIEIOBAHUS HOBBIX BO3MOYKHOCTEH M COBEPIICHHS
omuOOK. B nmaHHOM cllydae aBTOp HCHONB3YET TPAIUIIMOHHOE JUIsl AHTJIOS3BIYHOM JIUTEPaTyphl
MIPOTHBOIOCTABJIICHUE TEPMUHOB game u play, 4ToObl Mo T4epKHYTh, YTO play — 3TO Urpa 6€3 mpaBuiI U
KECTKOM CTPYKTYpbI, XapakTepHOM sl game. Takas urpa MO3BOJAET MPEOAO0JIEBaTh TPAHUIIBI,
HaBsI3aHHBIE CTPYKTYPOU U MPABWJIAMHU U IKCTIEPUMEHTUPOBATH C HOBBIMH ITPABHIIAMH.
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2. «Jlerenga» (exposition) — cozmanre HCTOPHiA, CBA3BIBAIONINX MIPY C PEabHBIM MUPOM, a TAKXKe
BO3MOYKHOCTh YYaCTHHKOB CO3/1aBaTh CBOM COOCTBEHHBIE HCTOPHH.

3. Beibop (choice) — wrpoBas cucrema JOJKHA MPEAOCTABIATH YY4aCTHHUKAM JOCTATOYHBIC
BO3MO>XHOCTH BBIOOpA.

4. Nudopmarms (information) — urpoBbie TEXHOJIOTHH HUCIONB3YIOTCS ISl YBEJIMYCHUS 3HAHUM
YYACTHHKOB O PEabHOM MHpE.

5. Bosneuenue (engagement) — CTUMYJIMPOBAHHE HHTEPECA YIACTHUKOB YUUTHCS Y APYTUX.

6. Pednekcust (reflection) — momolIp y4acTHUKAM B IMOMCKE HOBBIX MHTEPECOB U OCMBICICHHH
MPOILJIOTO OIBITA, KOTOPBIA MOXET YBEITUYUTh BOBJICUCHHOCTh U 00yUYCHHE.

3amava 3HAUMMON rediMU(UKaIUK 3aKII0YaeTCs B TOM, YTOOBI CO3/1aTh TaKOW MTPOBOM JH3aiiH,
KOTOpBIH OyJer crnocoOCTBOBATh peAM3allMU 3THUX IIECTH MPUHLIUIOB M TEM CaMbIM CO3JacT
MPENOCHIIKY JUTsl BKIFOYSHUSI MEXaHU3MOB BHYTPEHHEH MOTHBaLWu. Vccie0BaHus MOATBEPKAAIOT,
YTO TaKUE TPAJAUIMOHHBIC UTPOBBIC JIEMEHTHI, KAK HA0Op OYKOB, YPOBHHU U TaOJMIIBI JIUJACPOB, HE
CIIOCOOHBI 33/ICHICTBOBATh MOTEHIMAT BHYTPEHHEH MOTHBAIMH, XOTS MOTYT OBITh HCIIOJIb30BaHbI B
Ka4eCTBE OJJHOTO U3 BCIIOMOTaTeNIbHBIX Cpe/ICTB 3HaunMoi reiimudukarmu [Mekler, 2015].

WHnnuupoBaHe MEXaHM3MOB BHYTPEHHEH MOTHMBAallMM — JIMIIb OJWH W3  ACIEKTOB
TpaHC(HOPMAIIMOHHOTO  BO3JCHCTBHS WIPHl HAa JUYHOCTh B COLMAIBHO 3HAYMMBIX IIEJISX.
Vcnonp3oBaHWEe UIPOBBIX TEXHOJOTHUH B 00pa30BaHUM, IICUXOTEPAllMd M OPraHU3aIl[MOHHON
TICHXOJIOTUH MTOKA3bIBACT 3HAYUTEIIBHBIN TpaHC(HOPMAIIMOHHBIHN TOTEHITUAI POJICBBIX UTP. Peanusysch
B (opMe TICHXOIpaMbl, COLMOIPAMBI WM CHUMYJISIHHA, POJEBBIE HIPHI CIIOCOOHBI TOBBICUTH
3G GEKTUBHOCTD TPAIUIIMOHHBIX TEXHOJIOTHI 00ydeHus, 000TaTHTh OIBIT MHAWBH/IA, CTIOCOOCTBOBATH
WHUBUYAIHOMY M TPYIIIOBOMY Ppa3BHTHIO, COJICHCTBOBAaTh BBICTPAUBAHHIO COLMAIBHBIX
OTHOIIICHHH M Pa3BUTHIO «MATKHX» HaBbikoB [Dell’ Aquilla et al., 2017]. PoneBas urpa 3aaeiicTByeT
IIUPOKUN CIIEKTP MHCTPYMEHTOB, CIOCOOCTBYIOLIMX JOCTHMIKEHHMIO ITHX IIeJIel: MHBEpCHs POJei,
MOBTOPHOE PAa3bITPHIBAHKE CIICHBI, «BHYTPEHHUHN TOJIOCY», «3EpKalbHAs» TeXHHKa U T.a. Kiouesas
IEHHOCTh MI'Pbl — BO3MOXKHOCTh JKCIIEPUMEHTUPOBAHUS C PA3UYHBIMUA CUTYAIlMSIMH H (POpMaMu
NOBEJCHUsI B OE3pUCKOBON (opme, MO3BOJISIOMEH M30ekaTh MOCIENCTBUHA OIIMOOK M Heynad,
3HAYMMBIX KaK Ha JJUIHOCTHOM, TaK U OPTaHU3AI[IOHHOM ypOBHE.

PoneBass wurpa Momenupyercs TpOPECCHOHATBHBIM CIIEIHAIACTOM M OCYIIECTBISETCS B
COLIMAJILHO-TPYIIIIOBOM KOHTeKcTe. llcuxornoruyeckas CTPyKTypa pOJIEBBIX HIp obOecrednBaeT
pa3BUTHE METAaKOTHUTHUBHBIX CHOCOOHOCTEH, CIOCOOCTBYET MPHUHATUIO MEPCHEKTHBBI JPYyroro,
AMITATHH, peIIEKCHBHOMY OTHOIICHUIO K COOCTBEHHOMY MOBEIEHHUIO M SMOIMSIM. B oTimuune ot urp,
OCHOBAHHBIX Ha BO3HArPaXJICHWUH, POJIEBBIE WUTPHI MOTYT TPUBOJIUTH K H3MEHEHHSIM, KOTOpHIC
COXPAHSIOTCS MOCJIE MPEKpAIeHUs] UTPBI, OKa3blBasi TEM CaMbIM TpaHC(hOPMATUBHOE BO3/IeHCTBUE HA
JMYHOCTB M COLMAIBbHYIO TPYIILY.

XoTs uzaes posieBbIX Urp Oblia mpeuiokeHa ene B Hauane XX Beka k. MopeHo, a camu oHU He
TpeOyIOT CHEeNHMaIbHONH TEXHHWKH, pPa3BUTHE IUQPPOBBIX TEXHOJOTUH TIO3BOJSIET pPEaTH30BaTh
NPUHIUIBI POJIEBBIX UIP B HOBOM, BUPTYyaJbHOW Cpele, pacluupss WX BO3MOXKHOCTU U TOBBIIIAs
ruOKocTh. CrieaTUuCThI HCTIONIB3YIOT /17151 00pa30BaTeNbHBIX U IPYTUX Hepa3BiieKaTeIbHbIX LIeIel Kak
HEKOTOpble KOMMEpYeCKHe, TaK M CHeNHaibHO pa3paboTaHHBbIe HTpbl. K MEpBBIM MOXHO OTHECTH
nonyssipHbie GaHTe3uliHbIe oHnaitH-urpel Everquest u World of Warcraft, ko sropeim —Secondhealth
(BuptyanbHblidi rocnutanb), VirtualPREX (moaroroBka yuwmreneit)), DREAD-ED (ympaBnenue
4ype3BbIYAHBIMU  cuTyanusmu), S-Cube (moarotoBka mnpeanpunumateneir), ORIENT (urpa,
HalpaBJCHHAs HAa WHTErPAIMIO JeTeil MUTPAHTOB M OexeHieB B mkoie) u ap. [Dell’Aquilla et al.,
2017]. B paMkax MeXIyHapOAHBIX IPOEKTOB OBLIM CO3/IaHbI CIIEUANTU3UPOBAHHbIE HEKOMMEpPUYECKHE
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mwrargopmel (Unigame, E-Drama, Infiniteams) mis moamepskku MHOTOITOJIB30BATEIBCKUX POJIEBBIX
UTp, HANpaBJICHHBIX HAa OOYYCHHE COLMAIBHBIM HAaBBIKAM W QJAlNTAIlMI0 PAa3JIUYHBIX COLMAIBHBIX
rpymni. B Hacrosiee Bpems MPOJOHKAIOTCS SKCIIEPUMEHTHI M 00CY)KJCHHE PA3IMYHBIX IICHXO0JIO0Tr0-
MEIarOTMYECKUX MOJEJIeH HCIIOJIb30BaHMsI POJIEBBIX WIP B BUPTYaNbHBIX CpeAax Uil peIICHUs
pasnuuHbIX 3a1a4 (cM. [Tam xe]).

OcHOBHOI (DOKYC HUCIOIB30BaHUST TPAHCPOPMATUBHBIX POJICBBIX HWIP B HACTOSIEE BpeMs —
pemieHre 00pa30BaTENbHBIX M COLMANBHBIX 33734, OCYIIECTBISAEMBIX, KaK NPABWIIO, B PaMKax
HEKOMMEPUYECKUX TPOEKTOB. TpaHcPOpMATHBHBIA MOTECHIMAT POJICBBIX WUTP B OPraHU3alMOHHOM
KOHTEKCTE KaK Crioco0 OpraHu3al[MOHHOTO HAYYEHUs!, Pa3BUTHSI IIEPCOHANA U TIOICPKKA KOMaHTHON
paboThI pean30BaH B 3HAYUTEIILHO MEHBIIICH Mepe.

AHann3 COBPEMCHHON MPAKTUKH, a TAKXKE JMYHBIA OMBIT Y4acTUs aBTOpPA B POJIEBBIX HUTpax
OpTraHU3aIMOHHO-YIIPABICHYECKOW HANpPaBIEHHOCTH, MPOBEICHHBIX KAK B «ECTECTBEHHOW», TaK U
BUPTYaJILHOU CpeJie, MO3BOJSIOT CHOPMYIUPOBATH Pl TE3UCOB OTHOCHUTEIBHO BO3MOXKHOCTH
UCIIOJIb30BaHUS «3HAYUMOM reMU(UKAIUN» ¥ TPAaHC(HOPMATHBHBIX POJIEBBIX HI'P B OPraHU3aIUIX.

1. TpancopmaThBHAs HUTPOTEXHUKA CIIOCOOHA OOECIEYUTHh JOJITOCPOYHBIC, YCTOWYUBHIC
M3MEHEHHS B TIOBEICHNH, yCTAHOBKAX, ICUXOJIOTHUECKUX Ka4eCTBaX U JJaKe, BOZMOXKHO, IIECHHOCTHBIX
OPHEHTAIMSIX COTPYIHUKOB, 3HAUUMBIEC C TOUKH 3PEHHS MHIWBUAA, TPYAOBOTO KOJJICKTHBA, & TAKXKe
opranuzanuu. Ha WHIUBHIYaIbHOM YPOBHE K YMCITY BOXHEUIINX M3MEHEHUI, KOTOPHIC MOTYT OBITh
WHUIIMAPOBAHBI B X0J1¢ TPAaHC(HOPMATUBHBIX UTP, MOKHO OTHECTH:

— Pa3BUTHE «MSATKUX» HABBIKOB, MPEXKJIEC BCETO KOMMYHHKATHUBHBIX, CBSI3aHHBIX C KOMaHIHOMN
paboToii, MPUHATHEM TIEPCIIEKTUBBI JIPYTOTo;

— TIOBBIIICHUE YBEPEHHOCTH B ce0e, MHHUIIMATHBBI, THOKOCTH MBINUICHUS, PEe(ICKCUBHOCTH,
TOJIEPAHTHOCTH U Pa3BUTUE IPYTUX IIEHHBIX ICUXOJIOTUYECKUX KAueCTB.

Ha rpynmoBoM ypoBHE (TpyIOBOTO KOJUIEKTHBA) BO3MOYKHBIE HM3MEHEHHsS CBSI3aHBI C POCTOM
TPYIIIOBON COJNMAAPHOCTH, YIYYIICHHEM COIMAIbHO-TICHXOJOTHYECKOT0 KIMMAaTa, CHIDKEHHEM
KOH()JIMKTHOCTH.

Ha opranuzannonHoMm ypoBHe 3((eKTsl HOCAT Oosiee CI0XHBIH U MHOTOOOpa3HbIid xapakrep. C
OHOW CTOPOHBI, TPaHCPOPMATUBHBIE HWIPHI MOTYT CHOCOOCTBOBATH PEIICHHIO psla BaKHBIX
VIIPaBJIEHYECKUX 3ajad: POCTY TPYIOBOH MOTHBAIlMU COTPYIHUKOB, KOPIIOPATHBHOH JIOSUITEHOCTH,
MOBBIIEHUIO  A((HEKTUBHOCTH  OPraHM3AIMOHHBIX KOMMYHUKAlMMd U TpaHcdepa 3HAHUU,
OpPraHM3allIOHHOMY HAaY4Y€HHIO, YMEHBIIECHUIO Yncia KOH(GINKTOB B OTHOIIEHUSX ¢ KineHTamu. C
JPYTOi CTOPOHBI, TICUXOJIOTMYECKHIE M COUATEHO-TICHXOJIOTHIECKNE N3MEHEHHS Ha HHMBH/IyaJIbHOM
Y TPYIIIIOBOM YPOBHE MOT'YT MIPHUBOAMTE K Mpo0IeMam, CBI3aHHBIM C HECTIOCOOHOCTHIO OpTaHU3aIIUH
yIOBJIETBOPUTh  BO3pACTAlOIINEe HeMaTepHuadbHble MOTPEOHOCTH COTPYAHHKOB, a  TaKkKe
HEO0OXOIMMOCTh aJaNTUPOBATh CUCTEMY YIPABICHHS [JS COOTBETCTBHS HOBBIM KOMIIETEHITHSIM
MepCoHaa.

2. Ucnonp3oBaHne MUQPPOBBIX TEXHOJOTHH PACHIMPSET BO3MOKHOCTH WTIPOTEXHHKH 32 CUET
0o0JbIIIel THOKOCTH, MACIITAOHOCTH, MIPEOIONICHUS TPOCTPAHCTBEHHBIX OTPAaHUYCHUI, aBTOMATH3AI[II
OTIENbHBIX (YHKIUH, PACHIUPEHUs JOCTYMHBIX KOMMYHHUKAIMOHHBIX KaHAJOB, HCIOIb30BAHUS
BH3YaIbHBIX 3G (dekToB u Jp. [Ipu 3T0M, B OTJIMYUE OT TPAAWIIMOHHBIX TeHMU(PUKAITMOHHBIX TEXHUK,
TpaHCQOPMAIMOHHBIE UTPHI UMEIOT HECKOJIBKO KITFOUEBBIX OCOOEHHOCTEH:

— HE00XOAMMOCTh Pa3pabOTKU LEIOCTHOM HIpOBOM MOJAETH, HEBO3MOXKHOCTH HCIOJIb30BAHUS
JUIIb OTAETHHBIX UTPOBBIX AJIEMEHTOB;

— cMenieHre (OKyca BHUMaHUS ¢ KBaHTU(UKAINN JTOCTHKEHUH, BHENTHUX BO3HATPAKICHUH U
NpSIMOIl MTPOBOM KOHKYpPEHIIMHM Ha Pe(ICKCHBHOCTh YYacTHS B WUTPE, MHOTOBAPHAHTHOE POJIEBOE
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MOBE/ICHUE W HACBIIEHHOE TOPU3OHTAIIBHOE B3aWMOJEHUCTBHE, a TaKKE HEeMaTepUaIbHBIE MOTHBBI
y4acTHsI B UTPE, B YACTHOCTH BaKHOCTH MOTHBOB B3anMHOM npusHarensaoctu [Mekler, 2015];

— 00s3aTe’NbHOE BKIIIOYCHHE MEXAaHU3MOB «OTKPBITOTOY MOBEIEHHS, TO €CTh CBOOOIBI MPHUHSATHUS
pelmieHnii W CO3JaHMs COOCTBEHHBIX CLEHAPUEB JEHCTBHSA, BO3MOXKHOCTH OE3pHUCKOBOTO
MOJIETIUPOBAHUS COLIUATIBLHBIX CUTYAIMH U OBEIEHYECKOT0 SKCIIEPUMEHTHUPOBAHUS;

— BBICOKHH YPOBEHb COLMAIM3AINH, TO €CTh MEXaHU3MBI U (POPMATHI TPYMIIOBOTO B3aUMOICHCTBHS
IIPU COXPAaHEHUU BAKHOM POJIM MOJIEpaTopa.

3. Heckosibko OpraHu3allMOHHBIX (PAKTOPOB MMEIOT KPUTUYECKOE 3HAYCHHE ISl pealln3allui
MOTEHIIMaja TpaHC(POPMAIIHOHHBIX UTP.

Bo-nepBbIX, yrpaBieH4yecKas KyJIbTypa U HEeHHOCTHU. Jlaxe TpaaulnoHHas, y3KOQYHKIIMOHATbHAS
reiMuukaus Tpedyer 0co0o0il yImpaBIeHUECKOW KyJIbTYpPBI, JONMYCKAIOUIEH BBEJACHHUE HTIPOBOM
KyJIbTypsl B pabouue mpouecchl. B ciydae TpaHChOpPMATHBHOM HIPOTEXHUKH YIPABICHUYECKAsS
KyJIbTYpa U CHCTEMa LIEHHOCTEH PYKOBOJACTBA JOJDKHBI MpEANojaraTh CKopee I'yMaHHCTHYECKOe,
HEeXellM HHCTPYMEHTAJIbHOE OTHOIIEHUE K NIEPCOHANTY U BHEAPEHUIO UTPOBBIX TEXHOJIOTHI, BBICOKYIO
[EHHOCTh JIMYHOCTHOTO pA3BHUTHUS, a TaKkkKe Oojee BBICOKHI YPOBEHb OTBETCTBEHHOCTH U
pedieKCHBHOCTH ympaBieHus. M3 3TOro BBITEKaeT W HEOOXOIUMOCTh SIBHO JIEMOHCTPUPYEMOM
MOJIICP>KKH UCTIOIB30BAHUS UTPOBBIX METOJIOB CO CTOPOHBI PYKOBOJICTBA.

Bo-BTOphIX, TpaHcopmaTuBHAsE UTPOTEXHUKA TPeOyeT MpPeIBAPUTEIBHOTO MPOQPUINPOBAHUS
YY4aCTHUKOB U pa3pabOTKH UTPOBOTO CIICHApUS WIM MOJEIU C y4ETOM OCOOEHHOCTEH pPa3IMYHBIX
TPYNIl  COTPYOHUKOB. XOTS  Jy4IIMe NPAKTHKH TEeHMUPHUKAIMKA TaKKe IPEINoJararT
npoIMPOBaHIE UTPOKOB C IIEITBI0 BHIOOPA HAMITYUIIIEH CTPATEIUH MX BKIIOUEHHS B UTPY (CM., HArp.
[Huber, Ropke, 2015]), B ciny4ae TpaHchOpMaTHBHOM UTPOTEXHUKHU TaKasi MOTPEOHOCTD OoJice BasKHA.
PasnuunHble couManbHBIE W COLMATBHO-TIPO(ECCHOHANBHBIE POJIM W TCUXOTHIBI MO-Pa3HOMY
COIPSATAIOTCSl CO CTPYKTYpPOW TpaHCOPMATUBHBIX WIpP, TPEOYIOT IpeIBAPUTEIBHON HpPOpabOTKU
CIICHapHs U OLEHKH BO3MOXKHBIX TTOCIICACTBUN HAa YCTAHOBKH U TIOBEJCHUE MHIUBUIOB.

B-Tpetbux, ycnemniHas tpanchopmatuBHas urpa tpedyer 0oliee MOJHOTO MOTPYKEHUsI HHIUBUIA
B UIPOBOM MHp, a Takke pedIeKCUBHOCTH B OTHOIICHUH LieJIel U pe3yabTaToB Urpbl. B oTnudne ot
OOJIBITMHCTBA BUAOB TPATUIIMOHHON TeHMUBHUKAIH, BKIIOYAIOIIEH UTPOBBIEC AIIEMEHTHI B PYTHHHEIE
paboume mporecchl, TPaHCPOPMATUBHYIO UTPY JIydIIe TMPOBOIWTH B KAueCTBE CEPUHU OTIIEIBHBIX
MEpONPUATHHA, 3HAYUMOCTh KOTOPBIX HMCKYCCTBEHHO  aKIIEHTHUPYETCS  OpraHU3allMOHHBIMU
MeXaHU3MaMH (BBIIEJIEHUEM OT/AEIBHOIO «UI'POBOTrO» MAHs, WHGOPMHPOBAHUEM, OOCYKICHUEM
pe3yIbTaTOB UTP M MX SIBHBIM HCIOJIB30BAaHUEM B IOCIIEAYIOMICH JEATEIbHOCTH opraHu3ammn). Kak
CIIe/ICTBHE, KAUeCTBEHHOE NPOBEIEHNE TpaHC(HOPMATUBHBIX UT'P TPeOyeT TIIATEIBHOW IMOATOTOBKH,
po¢eCCHOHATLHOTO MOIEPUPOBAHNS, 3HAUUTEIbHBIX OPTaHU3ALMOHHBIX YCHIIUI KakK J10, TaK U 1OCIe
ee OKOHYaHMA. VHBIMM ClIOBaMM, HEIOCTATOYHO IMPOCTO OTIPABUTH COTPYIHUKOB Ha HUIPOBOI
TPEHUHT; €CII OPTaHU3aIHsI PACCUNTHIBAET HA YCTOWYMBYIO TPaHC(HOPMAIHIO YCTAHOBOK M TIOBEACHUS
COTPYIHUKOB, OHA JOJDKHA OBITh I cCaMa TOTOBA K M3MEHEHUSIM JICTIOBBIX IPAKTUK U CTHIIS YIIPABJICHUSI.

3akJIoueHue

OnbIT y4aCTuss aBTOpa B TpaHC(popMaTI/IBHBIX urpax Imokasalj, 4TO B pOCCPII‘;ICKHX KOMIIaHUAX
BBIICTICPCUYNCIICHHBIC TpCGOBaHI/IH BBIITIOJIHAOTCA JIMIIBb YaCTUYHO. PyKOBOIICTBO KOMIIaHUM He BCETJa
IMOHUMACT CMBICII U OCJIU TaKUX UT'P, HC 3HACT, KAKUM 06p330M HCIIOJIB30BAaTh WX PE3YIbTAThI JJIA
OpraHnu3allMOHHOTIO Pa3BUTHA, HEJOOCHUBACT IMOTCHIUAJIIBHBIC BO3ZMOXKXHOCTHU I_[I/I(prBI)IX TEXHOJIOTHM
B MPOBCACHUU HID. Mo:xHO 3aK/IIOYUTh, 4YTO KakK FCfIMH(bHKaLIHH B ILICJIIOM, TaK M <«3HadYuMasg»
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reiMuQuKanus U poyieBble UTPhl HA OCHOBE COBPEMEHHBIX TEXHOJOTHH, B YaCTHOCTH, 00JIagaioT
0O0JIBIIUM MOTEHLIUATIOM, KOTOPBIA MOXKHO MCIOJIb30BaTh B IEJIAX JINYHOCTHOTO M OPraHU3alMOHHOTO
Pa3BUTHS, OJTHAKO ATOT MOTEHI[MAT OCTAETCS B 3HAYUTEIHLHON Mepe HEPEeaIn30BaHHBIM, & KOHKPETHBIE
MEXaHU3Mbl UHTETPAIIMH UTPOBBIX TEXHOJOTHUM B IETIOBYIO IPAKTUKY — MAJIOU3y4YECHHBIMHU.
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Abstract

The use of game elements and technologies in non-game contexts (gamification) is an important
trend in many spheres of modern life. In the organizational context, gamification, as a rule, is
typically perceived in a narrow, managerial way, and exploits game culture only partially. The article
analyzes the features of transformative game-based technique aimed at the formation of stable
changes in motivation, attitudes, psychological qualities and behavior of both individuals and social
groups. There are several concepts of transformative game-based technique: "meaningful
gamification”, transformative role-playing games, "games for change". However, their scope is
generally limited to social and psychological issues. At the organizational and managerial context,
the key factors of success of transformative game-based technique include the reflexivity of the
participants in terms of the objectives of game and gaming experience, opportunity for open
behavior of the parties, restricted quantification of players’ achievements and managerial control,
increased social interaction and interdependence, social and psychological profiling of participants.
Gamification in general, as well as meaningful gamification and role-playing games on the basis of
modern technologies in particular, have great potential that can be used for personal and
organizational development, but this potential remains today largely unrealized, and specific
mechanisms for the integration of game technologies into practice are poorly known.
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