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PE®EPAT

Crpykrypa padoThl: AUIIOMHAsE paboTa COCTOUT U3 BBEJICHUS, TPEX TJIaB,
3aKJTIOYCHUSI, CIUCKA WCITOB30BAHHBIX MCTOYHHKOB. OOmmii 00beM paboThl CO-
ctaBisieT 61 ctpanwuiy, ocHOBHOU TeKCT — 50 crpanui. CriucoK HUCIOIB30BaHHOMN
AuTepaTypsl BKiIodaeT S0 mo3unui.

KnwueBbie caoBa: HNI'POBAA XYPHAJIMCTUKA, MEIUAIIPO-
CTPAHCTBO BEJIAPYCH, ®YHKIMN XYPHAJIMCTUKU, TUITOJIOI'MA
CMH, IIPOBJIEMHO-TEMATHUYECKHI ACIIEKT, GAMESTUDIES, KU-
BEPCIIOPT, HM®POBBIE MEJINA.

OO0beKT ucciae0BaHMA: UIPOBasi KYpPHAIUCTUKA B COBPEMEHHOM Meua-
IIPOCTPAHCTBE.

IIpeamer ucciieoBaHuA: MPOOJIEMHO-TEMATHYECKUI U (DYHKIIMOHAJIBHBIN
aCHeKThl 0EJTOPYCCKON UTPOBOH )KYPHAIUCTHKHU.

Heanb padoThl: TpoaHaTU3UPOBATh cEUU(UKY MPOOIEMHO-TEMATHYECKOTO
noyiss U (PyHKUUA UTPOBOM JKYPHAIUCTUKM B COBPEMEHHOM MEIUAINIPOCTPAHCTBE
benapycu.

MeToabl HMcciie0BaHMsI: YHUBEpPCAIbHbIC (aHANW3, CUHTE3, UHAYKIUS U
JETyKINs ), IMIIMPUUYECKUE (CpaBHEHHUE, OMMCAaHKE), TeopeTuueckue (00o0I1IeHue,
CUCTEMHBIN MOJX0/1) METO/Ibl, KOHTEHT-aHAJIU3.

IHosryyeHHbIe pe3yJbTaThl 1 X HOBU3HA: ONPECIICHBl OCHOBHBIE YEPTHI U
(YyHKUIHMHA UTPOBOM KYPHAIMCTHKY KaK CIELU(PUUECKOTO HANPABJICHUS MEIUA e -
TEJIBbHOCTH; MCCIEAOBAaHA cnenupuka peanu3alud (yHKUUNA UTPOBOM >KypHAIH-
cTuku B benapycu; pazpaboTaHa TUMOJIOTHUS MEIUAPECYPCOB, OCBEIIAOIINX UTPO-
BYIO TeMaTHKy B benapycu; oxapakTepu3oBaH MpOOJIEMHO-TEMATUUYECKUN CIIEKTP
OeJIOPYyCCKOM UTPOBOM >KypHANUCTUKHU (TIpeoOiiajaHhe HOBOCTEW O penmu3ax, Ku-
OepcropTe; pycCKOA3bIYHAS OPUEHTAIMS ); BBISBICHBI OCHOBHBIE MPOOJIEMBI U 000-
3HAYEHbI MEPCHEKTUBBI Pa3BUTUS UTPOBOM KypHanucTuku B PecnyOnuke bena-
pYCh.

O0s1acTh BO3MOKHOI0 MPAKTHYECKOT0 IPUMEHEHHSI: PE3YIIbTAThI HUCCIIE-
JIOBaHUSI MOTYT OBITh MCHOJB30BAHbI IPH Pa3pabOTKe YUEOHBIX KYpCOB U CIIelCe-
MHHApOB M0 COBPEMEHHOM >KYPHAIMCTHUKE; B MPAKTHUECKOU AEATEIBHOCTU PEllaK-
uuit 6enopycckux CMU nipu co3gaHum KOHTEHTA, MOCBSIIEHHOTO UTPOBOM Tema-
TUKE; IPEACTaBUTENIIMU UTPOBOM MHAYCTPUU ISl aHAIM3a MEIMAIIONs U BHICTpau-
BaHUSI KOMMYHHKAIUH.

ABTOp JUIJIOMa MOATBEPKIAET JIOCTOBEPHOCTh MCCIENOBAaHUSA, a TaKXKe
O00OBEKTUBHOCTh CCHUJIOK HA HICTOYHUKH, UCIIOJIb30BAaHHBIE B padoTe.

JlunioMHast paboTa BBIIIOJIHEHA CAMOCTOSTEIBHO.

E. C. lyx




POD®EPAT

CTpykTypa mpanbl: IbIIIJIOMHAs Tpala CKiIajaeuia 3 YBSI3EHHS, TPOX
KipayHIKOY, 3aKIIOYIHHS, CIICY BBIKAPBICTAHBIX KPBIHII. ATyIbHBI a0'€M mparisl
ckiaagae 61 crapoHky, acHOYHBI TIKCT — 50 craponak. Cric BBIKapbICTaHAN
Jitapatypsl Ykiodae 50 masirslil.

KarouaBbis CJIOBBI: ['VJIBHEBAS KYPHAIJIICTBIKA,
MEJBIAIIPACTOPA BEJIAPYCI, OYHKIIbII XKYPHAJICTBIKI,
TBITAJIOI'TA CMI, [IPABJIEMHA-TOMATBIYHbBI ACIIEKT, GAME
STUDIES, KIBEPCITIOPT, JIINBABbBIA MEJIbIA.

AO’eKT JacielaBaHHsI. TYJIbHEBas  KypHAIICTBIKA Y  cydacHai
MEJBISITIPACTOPHI.

I[Ipaamer nacjenaBaHHsA: NpalOieMHA-TAMATBIYHBI 1 (QYHKIIBISIHAIBHBI ac-
NEeKThI Oenapyckai TyIbHEBaN KYpPHAICTHIK]

Mbrta padorsl: BpiBins 1 npaaHamizaBallb crenpipiky mpadieMHa-
TOMaThlYHAara Tmoyis 1 QYHKUOBIA TyldbHEBAM OIKYpHANICTBIKI ¥  CcydacHai
MeaplsnpacTopsl benapyci..

MeTtaapl nacinepaBaHHs: I TAyHATHI JAcieaBaHHS BBIKAPBICTAHBI MIXKJIBICIIBII-
JIHAPHBI MAJIBIXOI..

ATpbIMaHbIA BBIHIKI i iX HABi3HA: BbI3HAYAHBI ACHOYHBIS PBICHI 1 (PYHKIIBII
IyJIbHEBAM  KYPHANICTBIKI  AK  croerpipiuHara KIpyHKY  MeJbIs/3eiHacIl;
nacienaBaHa croenplika piamizaubli  (QYHKUBIA TyJbHEBAMl JKypHANICTBIKI ¥
benapyci; pacnpanaBaHa ThIIanoriss MEAbISIpICypcay, sKisl aCBATISAIONb I'YIbHEBYIO
T™MaThiKy Y bemapyci; axapakrapbi3aBaHbl pabJieMHA-TAMATBIYHBI  CIIEKTP
Oenapyckail rynpHEBaM JKypHAIICTHIKI (IepaBara HaBiH Tpa pdJi3bl, KiOEpCIopT;
pyckaMOYHasi apbICHTallbIs); BBIAYJICHBI ACHOVHBIS TMpabiieMbl 1 aba3HayaHbI
NEePCHEKTHIBbI pa3Bill IyJIbHEBAN )KypHAIICTBIKI ¥ Pacmy0minbl benapyce.

Cdepa MaruysiMara npakThblYHAra NpbLIMSIHEHHS: BBIHIKI JacieqaBaHHs
MOTYI[b OBII[b BBIKAPBICTAHBI TPl  PaCHpaIoOyllbl HaBY4YalIbHBIX Kypcay 1
CriericeMinapay rna cydacHai >KypHaIICThIIbI; Y NpaKThIYHAN J3eHHacIll pAAaKilbIid
oenapyckix CMI nipbl cTBapIHHI KaHTIHTY, MPhICBEYaHAra ryJibHEBAl TOMATHILIBI;
nmpajacTayHikami TyJbHEBAN 1HAYCTPHIL JUIsl aHAI3Y MEBISNONS 1 BHIOYIOYBaHHS
KaMYHIKaI[bIH.

A¥yTap naplTIoMa TanBAppKae JaKIaJHACIh JaciielaBaHHs, a Takcama
a0'eKThIYHACIIb CIIACHIJIAK HA KPBIHIIBI, CKAPBICTAHBIS ¥ TIPAIIbI.

JlpimiomHast paboTa BEIKaHaHA CaMacTOWHA.

A. C. yx




RESUME

The structure of the work: the thesis consists of rules, three chapters, a re-
view, a list of references. The total volume of the work is 61 pages, the main text is
50 pages. The list of used literature includes 50 positions.

Key words: GAME JOURNALISM, MEDIA SPACE OF BELARUS,
FUNCTIONS OF JOURNALISM, MEDIA TYPOLOGY, PROBLEM-
THEMATIC ASPECT, GAME STUDIES, ESPORTS, DIGITAL MEDIA.

Object of research: game journalism in the modern media space.

Subject of research: problem-thematic and functional aspects of Belarusian
game journalism.

The purpose of the work: To identify and analyze the specifics of the prob-
lem-thematic field and functions of game journalism in the modern media space of
Belarus.

Research methods: for the completeness of the research, an interdiscipli-
nary approach was used.

The results obtained and their novelty: the main features and functions of
game journalism as a specific area of media activity were defined; the specifics of
the implementation of functions of game journalism in Belarus were investigated;
a typology of media resources covering gaming topics in Belarus was developed,;
the problem-thematic spectrum of Belarusian game journalism was characterized
(prevalence of news about releases, esports; Russian-language orientation); the
main problems were identified and the prospects for development of game journal-
ism in the Republic of Belarus were outlined

Area of possible practical application: the research results can be used in
the development of training courses and special seminars on modern journalism; in
the practical activities of Belarusian media editorial offices in creating content ded-
icated to gaming topics; by representatives of the game industry for analyzing the
media field and building communications.

The author of the diploma confirms the reliability of the study, as well as the
objectivity of references to the sources used in the work.

Diploma work done independently.

E. S. Shukh






