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ABTOp paccMaTpuBaeT HECKOJIBKO Pa3BUBAIOLIMXCS CErOHS CIIOCOOOB COBMELCHUS
KOMITBIOTEPHBIX UTP C NOTPEOHOCTAMU cOOpa M aHalIM3a JAHHBIX B COLIMAJIbHBIX HayKax.
CyliecTByIOT Kak CHOCOOBI «MATKOH reiiMudukanum», NpeacTaBICHHbIE B OHJIANH-
aHKeTaX, TaK U <OKECTKUE)» BapUaHThl B BHJIE MCCIENOBATEIbCKUX WIP, a TaKkKe
IPaXXAAHCKUE KPay[JCOPCUHIOBBIE HayyHbIe MPOEKTHL. [loguepkuBas 3HaueHUE BU3yaJIbHON
COCTaBJISIFIOIIEH JIOOBIX KOMIBIOTEPHBIX WTP, aBTOP IMpEUIaraeT OMpeIeisTh CIEHUPHKY
CEpPbE3HBIX UIP, UCIIONIB3YIOIUXCS B HAyKe, 110 (QYHKLUAM U300pakeHUH. ITO MOTyT ObITh
n300paKeHHs ISl 3pUTEIbHO-MOTOPHON KOOPAMHALIMU JIEHCTBUI MTPOKa; M300pakeHUs,
PEKOHCTPYMPYIOIIME IIOJIOKEHHWE WIPOKAa B HOBOM IIPOCTPAHCTBE C  IIOMOILBIO
MEHSIOLUXCA  3PUTENbHBIX  BIEUATIEHUH;  U300pa)kKeHUs,  KOTOPHIMH  MOYKHO
MaHUIIYJINPOBaTh, II€pECTpanBas BUIUMOE UIPOBOE IHPOCTpaHcTBO. MccnenoBanue
BBINOJIHEHO TPpH (uHAHCOBOH noaaepxke POOU B pamkax Hayunoro npoekra Ne 20-011-
00625A  «Pa3BuTuH€ KOMIIBIOTEPHBIX HWIPOBBIX IPOEKTOB B  COLMOJOTHMYECKUX
U CCJIEJIOBAHUSAX Y.

Knrwouesvie cnosa: cepbe3nble UTpbl; HAyYHbIE UTPBI; TeHMU(pUKALNSA; BU3yaTbHbIHI
JTU3AMH.

FROM GAMIFIED SURVEY TO RESEARCH GAME:
AN APPROACH FROM THE POINT OF VIEW
OF INTERACTIVE VISUALITY

O. V. Sergeyeva
St. Petersburg State University
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The author examines several emerging ways to combine computer games with the
needs of data collection and data analysis in the social sciences. There are both “soft
gamification” ways, presented in online questionnaires, and “hard” variants in the form of
research games, as well as citizen science games. Emphasizing the importance of the visual
component of any computer game, the author proposes to determine the specifics of the
serious game by the functions of images. These can be images for hand-eye coordination of
the gamer's actions; images that reconstruct the gamer's position in a new space using
changing visual impressions; images that can be manipulated to rearrange the visible game

120


mailto:o.v.sergeeva@spbu.ru
mailto:o.v.sergeeva@spbu.ru

space. The report study was funded by RFBR according to the research project Ne 20-011-
00625 A "The development of computer game projects in sociological researches”.
Keywords: serious games; science games; gamification; visual design.

[MudpoBbie TEXHOIOTUU MPOAOKAIOT BIUATH HA HKCIEPUMEHTHI C
METOJJaMHi B COLMAJIbHBIX Haykax. OQHO W3 MOMCKOBBIX HaIlpaBICHUIN —
HCIIOJIb30BAHUE  PECYpPCOB  KOMIBIOTEPHBIX  UIP B COLMAJbHBIX
uccienoBanusix. C y4eToM CKIJIAJIbIBAIONICHCS MPAKTUKU MPUHATO Pa3inyaTh
reiMupuIUpoBaHHbIE  OHJIAMH-aHKETBI, HMCCIEIOBATEIbCKUE WUIPhl U
IPaKJAHCKHUE KPAyJICOPCUHTOBBIE HAYUHbIE TPOCKTHI.

['oBopst 0 reiMUpUITUPOBAHHOM OHJIaMH-aHKeTUpoBaHuH, [[x. [Tynecton
u JI. Coun paccMaTpuBaloT J1Ba OCHOBHBIX CIIOC00a reMMHU(UKAIIMN OMPOCOB:
UCCJIEZIOBATENIN MOTYT nepedopMyaupoBaTh BOMPOCHI, 4TOObI OHU ObUTH OoJee
MOXOKH Ha Urpy, JIUOO JIeJaroT OTBEThl Ha BOIMPOCHI 0OJEe MOXOKUMHU Ha
urpy [1]. Ceromns yxke ecTh pabOThI, IOMOTalOIIHWe IOHATH CHCHU(UKY,
«IUIIOCBDY U «MHUHYCHD» TeHMU(PUIMPOBAHHBIX aHKET. JTO, HalpUMep,
nyOIMKauu K. Bepnuropa, 5. BoponuHo, O. Cunesoit [2],
A. M. Magnerosotii [3], @. Keyma u Y. Yan [4].

[TonHOLIEHHBIE HCCIEAOBATENBCKUE WIPHl B OTIMYUE OT OTHEIBbHBIX
OTPOCOB MOJEIUPYIOT CUTYallH, TAE PECHOHACHTY (MTPOKY) HYXKHO CHENaTh
BBIOOD, KOTOPBIN (PUKCUPYETCSl YUSHBIMU IS TIOCIIEAYIOMMX BbIBOIOB. Cpenun
COLIMOJIOTOB €CTh ITOHMMAHUE TaKoro omeita 6maronaps oo63opam «T.E.S.S.A.
Undercover Agents» u «Dubious», urpam 3aBepiiuinerocss B 2014-m romy
IPOEKTa MO U3YYCHHIO «OMbITAa TMOJb30BaTelield, UX Taly, KYJIbTYpPHBIX,
TeHJIEPHBIX M BO3PACTHBIX PA3IUUUNA U OXKUJAHUK OT COBPEMEHHBIX (opM
UACHTU(UKAIIMA U ayTeHTU(HUKAIMU, a Takke OT (QyTypUCTHUYECKUX (Popm
uaeHTUGUKANUK W ayTeHTHGuKamum» [5, c¢.272]. Tlo MHEHHWIO TeilM-
muzaiinepoB  «T.E.S.S.A»  u  «Dubious» miaBHble NpenMyLIECTBA
MCCIIEI0BATENbCKOM UTPbI 3aKJTFOYAIOTCS B MOJIHOLIEHHOM,
HEpPENYLUMPOBAHHOM HCIIOJNIb30BAaHUM HAppPATUBA, 3BYKa, BU3YAJIbHOCTH,
ABJIAIOIINXCSA UCTOYHUKAMU Pa3BIICYCHUS] B COBPEMEHHOM MOM-KYIbTYpE.

Eme omuH mnpuMep HCCIENOBAaTENbCKOM HWIPHl — 3TO MPOEKT 0
M3Y4YEHHUIO Oy/UIMHra W KuOepOy/sIMHra B MOAPOCTKOBBIX rpymnmax. Jlms
OPOBEPKH  HAy4YHBIX  THUIOTE3  YYEHBIMM  OblJJa  CKOHCTPYHpPOBaHA
MHOTOIIOJIb30BATENbCKAasl KOMIIBIOTEPHAsE Wrpa Kak BUPTyajbHas cpena, B
POCTPAHCTBE KOTOPOW COPEBHOBAIMCH KOMaHIbl UTPOKOB. ABTOPHI MPOEKTA
0003HAYMIM CBOM METOI KaK «COLHMAIbHO-TIEPIEeNTUBHAs wurpa» (social
sensing game, SSG). Komauasl HOAPOCTKOB MOJDKHBI OBLIM OTBEYATh Ha
BOIIPOCHI, BO-TIEPBBIX, MPUHUMAs PEIICHHE KOHCOJIHUJIUPOBAHO, BO-BTOPBIX,
KXl UTPOK caM 3a ceOs, HO AJId OOMMX OYKOB KOMAHJbl. YUEHbIE
HaOMoganM  BUKTMMHOE W arpecCMBHOE  MOBEACHHME U €ro
3aKperUIeHne/peceyeHre B CBA3U C peakluel rpymmbl OHdaH u odddaiin.
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Tak, B wWrpe HOEUCTBUS UIPOKOB TEHEPUPOBAIU COIMATbHBIC (DAKTHI,
HaOIIOMaBIINECS YICHBIMU [6].

JIns  pa3nuueHusi CKJIAIbIBAIOIIMXCA CETOJHS HCCIEAOBATEIIbCKUX
npaktuk Il bedinmu, I Ilpuuapny wu X. KepHoxaH MNHMIIYT O «MSATKOU
reiMupuKkanu» B OHJIAWH-aHKETaX B IPOTHUBOBEC 00Jiee <OKECTKOW» B
HCCJIEIOBATENIBCKUX UTpax [7].

B psay DONBITOK COBMEIIEHHWS HUIPOBOrO M HMCCIENOBATEIBCKOTO
HaumOoJee «IPWKUBIICHCS» SABIAETCS CO3JaHUE MPOEKTOB TI'pakIaHCKON
Hayku. Hayka nmst rpakgaH crtana BO3MOXHOWM Onarojapsi MpUIIOKEHUSM, C
MTOMOIIBI0 KOTOPBIX KaXKIBIM M3 HAC CIIOCOOCH BKIIFOUUTHCS B COOp JaHHBIX
W/MIM WX PYTHHHYI CHCTEMATH3aIio0 IS HaydHOW jaboparopwum.
Hauapmmice B nepBoe pecsatunerne 2000-x ¢ obuonornueckux (Foldit, 2008),
¢uznyeckux u acrponomudeckux (Galaxy Zoo, 2007) urpoBbIxX pelieHui, B
HACTOSIIEE BpEeMs rpakAaHCKasi HayKa OBICTPO MOTOIHSAETCS MPUIIOKEHUSIMU,
CO37JaHHBIMA B HWHTEpecax COIMAIbHBIX YUYEHBIX (CM., HampuMmep, CauT
http://zooniverse.org/).

Bce paccmotpeHHble crocoObl padoTaTh ¢ KOMIBIOTEPHBIMH HUTPAMHU
JUIS LEJe HayKH SIBISIFOTCS,, TaK HA3bIBAEMBIMHU, CEPbE3HBIMU UIPAMH, TO
€CTb MPOU3BEIACHUAMH, B KOTOPBIX MCIHOJIB3YIOTCA  KOMIIbIOTEPHBIE
TEXHOJIOTUM W COBpPEMEHHas BuUico-rpaduka s 1enel oOyueHus, cOopa
JTAHHBIX, TPEHUPOBKU KaKUX-JTHMOO HABBIKOB WJIU MOOYKJEHUSA K U3MEHEHUIO
OTHOIICHUS K YeMy-JIMOO WM KOMY-TMOO B COYETAHWU C IMOIyYCHHEM
yaOBOJIBCTBUA  [8]. BusyanpHble mapaMeTpbl  KOMIIBIOTEPHOM  WIPBI
NPENCTaBIAIOT  cO00M  00O0JIOUKY, CHOCOOCTBYIOIIYIO  MMMEPCUBHBIM
sbdexram. [lpuHUMas BO BHHMAaHHE 3HAYEHUE BU3YaJIbHOTO B CEPHE3HBIX
Urpax, KaKeTCsl aKTyaJIbHbIM ONEPEThCS Ha MPUHIIUIBI aHATU3a BU3YaIbHOTO
urpoporo au3aiiHa A. ®@puamana, mpemsiaraloniero KiaccupUIUpPOBaTh
n300paxkeHue 1o ero GyHkusM s urpoka [9, c. 300]:

1) oOpa3-neiicTBrE — UTPOK BOCIPUHUMACT JCHCTBUE W pearupyeT Ha
BapUaHThI, MPEACTABICHHbIE B Urpe. OHU BBINOJIHAIOTCSA 4Y€pe3 3PUTEIBHO-
MOTOPHYIO KOOPAMHALIMIO. DTa MOJEb SBJISIETCSI OCHOBOM KaXKJI0H UTPHI, B
KOTOPOM YEJIOBEK OKA3bIBAETCS B KAKOW-TMOO CUTYaIlMH M pearupyeT Ha Hee
(OCHOBHBIE TIPUMEPBI — UTPBHI «C OJHUM HKpaHoMm» Hamomoowe Terpuca u
caiI-CKpOJUIepHI);

2) 00pa3-nepleniys — UTPOK BOCTIPUHUMAET ce0s1 B HE3HAKOMOM MECTe
WU TIEPEeCMaTpPUBAET CBOE TMOJIOKEHUE C MOMOIIBIO MEHSIOIIETOCS B3IVIsAIA.
OO6pa3-nepuenius XapakTepu3yeT 0CO3HAHNE UTPOKOM TOTPYKEHHUSI B HOBYIO
UTPOBYIO cpeAy (TEMHBIH TOHHENb WU OTKPHITOE MPOCTPAHCTBO, TITYOOKYIO
MY WJIH JIETAIOIIUNA OCTPOB);

3) oOpas-niepexMBaHie — UTPOK OCO3HAET CBOM MPEICIIBI U MPEACIIb
OKPYXKaIOIIEH Cpellbl U MOXET MX HAPYIIUTh. Y UIPOKa €CTh BO3MOXKHOCTH
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MeHATh OKpyxkeHue (mpumep — Minecraft). OOpa3z-nepexuBanue — 310
VHUILIMUPOBAHUE KEJTaHUs U YIUBICHHUS, TAIOIIETO KU3Hb UTPE.

B cootBerctBHe ¢ Kkimaccudukanmenr A. @puamana, TO, Kak
(GYHKIMOHUPYET U300paKE€HHUE B CEPhE3HBIX MIPax, MOXKHO TOYHEE IMOHSTh
XapaKTep COBMEILICHUS UTPOBOTO U UCCIIE0BATEIBCKOTO.
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