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OOBEeKT wHcCleIoOBaHUA — OCOOEHHOCTHM MOJIENEl KOpPIOPATHBHOIO
BELLAHUS

[IpeameT - cTaHOBJIEHUE U PAa3BUTUE KOPIOPATUBHOTO MHTEPHET-BEIIAHUS
B bemapycu. [lpaktudeckass 1eHHOCTh pabOThl 3aKIOYaeTcs B TOM, YTO AaHAIU3
KOPIIOPAaTUBHOTO BemaHus Wargaming MOMOXXET pPacHIMpUTh MPEJCTaBICHUE O
copeMeHHOM wmupe CMMW u coporHo3upoBaTh pa3BUTHE OTOM OTpaciu B
KYPHAJIUCTHUKE.

[leap AUIUIOMHOTO HMCCIIEIOBAHUA: U3YYUTh CHEUU(DHUKY KOPIOPATHBHOIO
Belmanus B benapycu Ha npumepe kommnannu Wargaming. B gummomHo#l padote
MPOBOJUTCS aHAIU3 3apyOEIKHOTO U OTEUECTBEHHOTO PHIHKOB KopropaTuBHbIx CMU.

AKTyaJIbHOCTh 3TOM TE€Mbl 00YCJIOBJIEHA T€M, YTO M3y4YeHUE 3apyO0erKHOIO
U OTEYECTBEHHOI'O PBIHKOB KOPIIOPATUBHBIX CPEJICTB MAacCOBOM HH(POPMALINH,
MO3BOJIUT Pa3o0paTbcsi B OCOOEHHOCTSX HMX CYIIECTBOBaHUS, OOO3HAYUTh MECTO
KOPIOPAaTUBHBIX MeJUa Ha OETOPYCCKOM PhIHKE M CIPOTrHO3MPOBATh UX JalbHEIIee
pa3BuTHe. J[aHHas TeMa MPaKTHYECKH HE PACKPBIBAETCS OTEYECTBEHHBIMU aBTOPAaMH,
MIO3TOMY JIFOOBIE€ MCCIEIOBAHUS B 3TOM OOJACTH MOryT 3(PPEKTHUBHO CKa3aTbCs Ha
IpaKTUKe. Y OeNOpyCCKUX KPYMHBIX KOMIIAHWM €CTh BO3MOYKHOCTh Pa3BUBAaTh 3TOT
CEIrMEHT pbIHKA >XYPHAJUCTUKHA, YTO MOXKET IPUBECTH K HOBBIM TIJIOOAIBHBIM
npoueccam B obmactu pazsutusi CMMU. Benp nosiBieHne KOpPHOpPAaTUBHBIX MenHa
CO3/Ja€T 310POBYI0 KOHKYPEHIMIO KJIACCUYECKOMY BEIIAHUIO.

paccmaTpuBaeMasi TeMa SBISETCS Mallo M3YYEHHOM, Mo3ToMy B paboTe
TEOpEeTUYECKasl 4acTh OyJET OMUPAThCS Ha CTAaThU B TAKUX >KypHaiax Kak BecTHuk
MockoBckoro ynusepcurera, Ha Tpyae Yemsikuna O.B. «Kopnopatusaeie CMMU:
cekpeThl 3p(heKTUBHOCTHY, Ha KHUre Myp3uHa [[. A. «DeHoMeH KOpHnopaTUBHOU
npecce», Ha pabdore E.JI. Kopuunoroii, E.H. KopuunoBa «MaccoBsie
KOMMYHUKAIIMHU HAa pyOeKe ThICSUETETUI.

KOPIIOPATUBHBIE CMH, AVYTCOPCHUHI'OBBIE KOMIIAHNY,
MHETPEHET BEIIAHUE, business-to-business, business-to-client, business-to-
PERSONNEL, BHYTPEHHUE MEJIMA, M3JIATEJILCKUN JOM, KAHAJI
BEILIAHU L.
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AOG'exT macnenaBaHHs - acabiBacIl MaIdJIsy KaprapaTblyHara BsIIYaHHsS

[TpanMer - cranaynenHe 1 pa3BilE KapmapaTblyHara IHTOPHIT-BALIYAHHS ¥
benapyci. IlpakTbryras KamToyHACIh Tpambl CKIAfacIia y ThIM, IITO aHaii3
KapnapaTblyHara BslI4aHHd Wargaming [gamnamMo’ka MallbIpblllb yAyJIeHHEe ab
cydacHbIM cBerle CMI 1 criparnasaBaiib pa3Bilil€ raTaid rajliHbl ¥ 5KypPHATICTHILIBI.

Mbra npimioMHara gacieaBaHHs: BRIBYYBILb CIIELBIQIKY KapHapaTelyHara
BamryanHs ¥ bemapyci Ha mpeikmamze kammanii Wargaming. Y IbITUIOMHAN TIparibl
paBO/A3ILIIA aHATI3 3aMeKHAra 1 alublHHAra pblHKay KaprapaTblyHbIX CMI.

AKTyanpHacUb Ir3Tail TaMbl a0YMOYJIEHA ThIM, ILITO BBIBYYSHHE 3aMeEKHara 1
allublHHara pbIHKAY KaprapaThlyHbIX CpOJKAy MacaBail 1H(apmaipli, Ja3BOJILb
pazabpaiiia y acaliaiBaclsX 1X 1CHaBaHHsI, IA3HAYBILb MECIa KapnapaTblyHbIX MEIbI
Ha OenapyCKiM PBIHKY 1 CparHaszaBallp 1X naneiinae pasBinué. Jlagzenas toma He
yacTa pacKpblBaelllla allublHHBIMI ayTapaMi, Tamy JIOOBIS JaciieaBaHHI y IATail
rajiHe MOTYyT Oblllb 3(EKThIYHa BBIKAPBICTaHbL. Y OenapycKix OyWHBIX KaMIIaHii
€cup MaryelMacip pasBiBallb TI'ITbl CEIMEHT PBIHKY XYPHAIICTBIKI, IITO MOXa
MPBIBECHI Ja HOBBIX riabaibHBIM mpaipcam y raiine paspinug CMI. bo 3'synenne
KapIapaThIyHbIX ME/IbIs CTBApAE 3aPOBYI0 KAHKYPIHLBIIO KJIaCIlYHAMY BSLIIYAHHS.

pasrisgaHas TAMa 3'Ayisdenna  Maja BbIBYYaHail, TaMy Yy IIpausl
TIApIThIYHAS YacTKa Oyn3e abamipalllla Ha apThIKYJbl ¥ Takix yacomicax sk BecHik
Mackoyckara yHiBepcitdata, Ha npaubl YemsikuHa HO.B. «Kapnapateiyueiss CMI:
cakpaThl 3(eKThIyHAci», Ha kHize Myp3una [[. A. «DeHoMeH KapmnapaTblyHaii
npacel», Ha npaubl A.Jl. Kapuinasaii, E.H. KapnuinaBa "MacaBbisi kamyHiKaibli Ha
MSDKBI TBICSTHArOAA3STY .

Kapnapateiyueis CMI, AYCOPCHUHI'OBBIE KAMITAHII, UHETPEHET
BAIIYAHHE, BUSINESS-TO-BUSINESS, BUSINESS-TO-CLIENT, BUSINESS-
TO-PERSONNEL, ynmytpansis  wmensis, BBIJJABELKI JOM, KAHAIJI
BAIITYAHHAL.



THE ABSTRACT

Thesis: 51 p., 8 images, 5 appendices, 23 responses

The subject of research — the aspects of corporate broadcast models

The object — establishment and development of corporate internet-
broadcast in Belarus. Practical value of this work: analysis of corporate Wargaming
broadcast will help to extend the image of modern mass media and forecast
development of this branch in newsmaking.

The aim of this research: to learn the peculiarities of corporate broadcast in
Belarus through the example of Wargaming company. In this research, analysis of
foreign and national corporate mass media market is conducted.

The significance of this topic is determined by the fact that the research of
foreign and national mass media market will help to understand the peculiarities of its
existence, denote the place of corporate media on the Belarussian market and predict
its further development. The topic is scracely developed by national authors, that’s
why any research in this sphere can have a positive effect on this segment of media
market, which can lead to new global processes in the sphere of media market
development. Big Belarussian companies have the opportunity to develop this
segment of mass media market, which can lead to new global processes in the
development of media market. The appearance of corporate media creates solid
competition for classic broadcast.

The topic covered is little discovered, that’s why theoretical part in this
work will base on the articles of such magazines as Moscow University Herald, on
works of Chemyakin U. V. “Corporate Mass Media: secrets of effectiveness”, on
Murzin’s D.A. book “The phenomenon of corporate media”, on the work of
Kornilova E.D. “Mass communication on the edge of millennium”.

Corporate Mass Media, Outsourcing companies, Internet broadcasting,
business-to-business, business-to-client, business-to-PERSONNEL, INNER MEDIA,
ESTABLISHING HOUSE, BROADCASTING CHANNEL.



