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K ompenenenuto TpancMema-cTOPUTEIINHTA, CYIIECTBYET HECKOIBKO TOAXO0/I0B. Tak, ame-
pukanckuit ¢punocod l'enpu JIxkenkunc B cBoeii crarbe «Transmedia 202» mgaer ciemyroriee
orpejiesieHne JIAHHOTO TepMuHa: « T paHcMeInitHOe MOBECTBOBaHUE IIPEJICTABISET COOOM Ipo-
IECC, IPH KOTOPOM BCE 3JIEMEHTBI XYI0KECTBEHHOTO IIPOU3BEICHUS PACIIPEIe/IeHbl MEXK /Ly pa3-
JIMYHBIMU MeIUAILTAT(OPMAaMU JIJIsT TOIO, YTOOBI CO3/IaTh IETOCTHOE CIOYKETHO-KOMITO3UITHOHHOE
IIPOCTPAHCTBO. B njieaibHOM ciiyvdae KazK/IbIil MeJIMyM JeJ1aeT CBOii cOOCTBEHHBIN YHUKAIbHbIM
BKJIQJ] B PACKPBITHE PACCKa3bIBAEMONl ucTopun». VIHBIME CJIOBAME, TPAHCME 1A CTOPUTE/JIMHT
- TEXHOJIOTHS U3JI0KEHUsI UCTOPHUH, B KOTOPOI 3a/1eiCTBOBaHbI BCE COBPEMEHHbIE BHJIbI M€/I1a,
(KUHO, BUJICO, KOMUKC, HHTEPHET, Urpbl, GoTo, MOOUIbHbIE TIAThOPMBI), GopMaThl U IUMPO-
BbI€ T1JIAT(OPMHBI.

Tpancmema-cTOPUTE/IUHT - TJIO0AJIBHBIN TPEH COBPEMEHHOCTH, B CBSA3U C UeM BCE Jalle
OTTaIaeT B MIPU3MY MCCIEIOBAHNN COBpEMEHHBIX (hUI0codOB 1 KyabTyposoros. OqHa w3 HaM-
OoJ1ee TIEPCIIEKTUBHBIX cep MpUMEHEeHUsT TPAHCMEINa-CTOPUTE/IMHTA - MAPKETUHIOBbIE KOM-
MYHUKAIUA U IPOJBUKEHNE ToBapa. bJjiarojaps cBoeil HappaTUBHOW NPUPOJE TpaHCMe Ia-
CTOPUTEJIINHT aKTyaJieH B cdepe MPOJABUKEHNUS MEJIMaKOHTEHTa, K KOTOPOMY, B TOM HHCJIE,
OTHOCSITCSI BUJICOUTPHI.

Hecmotpst Ha cymecTByolee B obIecTBe mperybexK/IeHre IPOTUB BIICOUTD (COMHEHUS B
UX T0JIb3€e, BJIMSHUN Ha MCUXUKY, XyI0XKEeCTBEHHON 1 06pa30BaTeIbHON IIEHHOCTH U T.JI.), game
development (pa3paboTka BuICOUTD) sABJISAETCA TPUOBLILHBIM Ou3HecoM. COrVIaCHO JTAHHBIM UC-
caeoBaTe/beKoit rpymbl SuperData, B 2016 rojy 10X0bl MEPOBOIO PBIHKA BUIEOUIP COCTa-
B 91 mumaps mosnapos. 1lpu 3ToM urpoBoit PeIHOK Epe3aIloIHEH U CYIIECTBYET B YCJIO-
BUSX JIOCTATOTHO YKECTKON KOHKYDEHINM, B CBSI3W C 9€M KOMIIAHUU, KakK HeDOJIBbINNe, Tak U
KPYIIHBIE, BBIHYXKICHBI MIPUIAraTh 3HAYUTE/IbHbIE YCUJINs JIJIsi IIPOJIBUYKEHUST CBOETO ITPOJIYK-
ta. Hecmorpst Ha TO, 9TO BUJICOUTPHI UMEIOT OOJIBINOE BJIMAHUE HA COBPEMEHHYIO MaCCOBOIO
KYJIbTYyPYy U 3aHUMAIOT KPYITHBII cerMeHT g POBOro pblHKa, J0Jroe BpeMsi TexHosornn PR u
peKJIaMbl B JJAHHOM 00/1aCTU HE U3yYajuCh. Buieonrpbl TPUMEHUTEIBHO K TPaHCMeIUua CTOPH-
TEJUIMHTY 3a9aCTyI0 PACCMATPUBAIOTCS JIUITh KAaK er0 HHCTPYMEHT, o/iHa 13 mrardopM. OHako
IIPU PACCMOTPEHUN CICIU(PUKH BUJICOUTP U TPAHCMEINA CTOPUTEIINHTA CTAHOBUTCS sICHO, 9TO
TpaHCMe/Ia CTOPUTE/JIMHI MOXKET U JIOJIKEH CTaTh OJIHMM U3 WHCTPYMEHTOB IPOJIBUYKEHUA
BHUJICOUTD.

Tpancmena CTOPUTEIIIUHT 3aK/II0UAECTCH HE TOJBKO B IOBECTBOBAHUU HA PA3IUIHBIX I1IAT-
dopmax, HO U B UHTEPAKIINHU C IIOTpeduTeIeM KOHTeHTa. VIrpoBoil OnbIT HHTEepaKTUBEH 110 CBOET
MPUPOJIE, TTOCKOJIbKY UI'POK CIIOCOOEH ITPeoOPa30BbIBATH UI'POBOIW MUP YHUKAJIBHBIM CIIOCOOOM
(B TEpBYIO OYepelb TO KACAETCsl UTD ¢ OTKPBITBIM MUPOM W HEJIMHEHHBIM TIOBECTBOBAHUEM ).
Bajlava u3gaTes s UTPhbl IPU IMOCTPOCHUN KaMIIAHUU CPEJICTBAMH TPAHCMeIUa CTOPUTEJIINHTA
- JJaTh UTPOKY BO3MOXKHOCTD ITOYYBCTBOBATL CBOE BJIMSHEHE Ha UIPoBoit Mup. Pacmpocrpanen-
HBIH €1I0CO0 - TIO3BOJIUTH UT'POKY MPUHSTH ONPE/IEI€HHbIE PEITeHNsl, BIUIIONINE Ha COCTOSHUE
UI'POBOIO MUPA, €Ire JI0 Hadaja caMoil UI'Phl. ITO BO3MOXKHO KaK Uepe3 WHTErPAIUiO C IPeTbi-
JYIIAME 9aCTSMU UTPBI, TaK U C UCHOJIb30BaHueM JIpyrux miardopm (mpumep - cepsruc Dragon
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Age Keep, KOTOpBIiT He TOJIBKO TO3BOJISIT UTPpOKaM HacTpouTh Mup Dragon Age Inquisition, Ho
U TIOJIEJINTHCS CBOUM BUJIEHUEM C JIPYTUME MI'DOKAMMT).

BogiteuennocTs noTpeduTess B UHYCTPUEM BUJIEOUTD OUeHb BbicoKa. CoolIecTBo norpedu-
TeJieil BUJIEOUTD - ITO OIpeJie/ieHHasi CyOKY/IbTypa, CO CBOUM SI3BIKOM W IE€HHOCTHBIMU YCTa-
noBkamu. Kak mmmer Ckorr Creitabepr B kaure «Videogame Marketing and PRy, B urpo-
BOIl MHYCTpUU Jiid 3PEPEKTUBHOTO NPUBJICUYEHUS TEJICBOM ayIMTOPUN HEOOXOIUMO OBITH ee
gactbio|1]. B cBsa3u ¢ s1MM Gapbep Mexky KOMIaHWeil ¥ MIPOKOM crupaercs. Paszpaborduk,
9TOOBI 3AMHTEPECOBATH AYIAUTOPUIO, JIEJIaeT MPOIECcC CO3JAHUsI UTPhl MPO3PAYHBIM (JaeT WH-
tepBbto CMU, akTUBHO Je/UTCS KOHTEHTOM WIPbI U T.1.). PazpaboTduk KpyIHOrO MPOEKTa
HAXOJUTCSI MO, MpucTa bHbiM BHEMaHueM CMU u urpoBoro coobImecTBa Ha CTa MU IPOU3BO/I-
CTBa, MOCTIPOJIAKIITHA U JIa’Ke TOTA, KOT/Ia He 3aHMMAeTCsl O9ePeIHbIM TPoeKToM. Kommnanus,
cO3JaoIasl BUJEONTDPBI, HAXOAUTCA B MMOCTOSHHOM IIpOTecce aKTHBHOM KOMMYHHUKAITMH C IO-
TpebuTeseM. 3a9acTyIO BHJIEOUTPA HE CYNIECTBYET IO OTJETbHOCTHU, & Yallle sBJIAEeTCS JaCThIO
KaKOW-71ub0 UrpoBoit (bpaHIu3bl. DTO JaeT MOUBY Jjid PA3pabOTKH IEJI0r0 UT'POBOTO MHUPa U
passutus B HeMm uctopun. Hukosnac Seman B kaure «Storytelling for interactive Digital Media
and Videogames» mmmier ciieayiomee: «VTrpoBoit onbIT HaYMHAECTCA B MOMEHT 3allyCKa WUIPbI
1 TIpEKpaIaeTcs TOJBKO TOIJia, KOIJa WTPOK IepecTaeT WrpaTh B UIpy Hapcerja. rposoit
OIIBIT He 00s3aH 3aKAHINBATHCs C BBIKJIIOUEHHEM UI'DHL. . . Virpa mpojio/rKaeT IpucyTCTBOBATH B
r0JIOBE UT'POKA KAaKUM-T100 00pa30M JI0 TOI'O MOMEHTa, KOTJIa B Hee 3aKAHINBAIOT UTPATH HABCE-
rJ1a. . . XopoIas UCTOPUs JIOJIZKHA 3aCTaB/ISITh UI'POKA BO3BPAIIATHCA K UI'DE BHOBD U BHOBDL»."

O tHaKO KPYITHBIH IIPOEKT B HAIIHU JTHU PEJKO CYIIECTBYET B (hopMaTe BCETO JIUITh OJIHOM BU-
neourpbl. Kak mpaBmio, cOBpeMeHHBII KPYIHBII TPOEKT BHE 3aBUCHMOCTHU OT YKaHPA COCTOUT
U3 JINHEHKN PA3JIMIHBIX UTD (3a9aCTyI0 HA Pa3HbIX MIaTdOpMax), JOMOJHEHUH K HUM, a Tak-
2Ke DOJIBINoe KOJIMYEeCTBO HEUT'POBOT'O MaTepuaJia - KOMUKCBI, KHUT'H, apTOyKu, Takum obpazom,
CIIPaBEJJIMBO OYJET CKa3aTh, YTO UT'POBOH OMBIT MOXKET JIJIUTHCS rOPa3/I0 0OJIbIe BpDEMEHU, YeM
HEIIOCPEIECTBEHHOE ITPOXOKIeHNe UTPbl. B 3anHTepecoBasImii ero mo-uacrosiiemy AAA-mpo-
eKT WTPOK MOXKeT He IepecTaTh UrpaTh HUKOTIa. [lepekmBaTh MIPOBOI OIBIT CHOBAa W CHOBA
MO3BOJISIIOT PA3INIHbIEe MAaTePUAJIbl, U3/IaHHbIE Ha JPYTHUX I1aTdopMax - Beb-ceprasbl, KOMUK-
CBI U JlazKe nostHoteHHble (puyibMbl. C 0JTHOM CTOPOHBI OHU Pa3BEPTHIBAIOT UCTOPHIO TIO-HOBOMY,
a C JIpyroil - yBeJUYIUBAIOT OXBAT AyJIUTOPUU U HAIIOMUHAIOT O KOHKPETHOM HI'POBOM MUDE
UTPOBOMY COOOIIIECTBY.

Urax, yaurbiBasg ocobyto crenuduky BUJICOUID (MHTEPAKTUBHOCTD, MIyOOKYHO BOBJIEYEH-
HOCTBb MOTPeOUTEIsT, KOHCTPYHUPOBAHIE 0COOOr0 MIPOBOTO MHUPA) MOYKHO CJIEJIATh BBIBOJ, YTO
TpaHCMe ua CTOPUTEUINHT - OJINH U3 HanOoJiee MEePCIeKTUBHBIX WHCTPYMEHTOB MTPOJIBUKEHUS
B JIAHHOM OOJIACTH.
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