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IHOOPMAHIMHOI'O CYCIIIVIBCTBA
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Anomauin. Y cmammi 30ilicHeHO KyIbmyponociunuil aHauiz mMemooie Kiacugikayii sx
CBIMO2NISIOHUX  napaouem, NOKA3AHO IXHIO mpaHcopmayio 6 KowmeKcmi IHPOpMayitiHo2o
CYCNibCMEA, GUAGNEHI YUHHUKU IXHLO2O PO3GUNIKY, KPU3U MA PO3IAHYMO 2eiuMpikayilo 1Kk 0Oun 3
dieux Memooie Ni3HAHHs CYYACHO2O C8ImY.

Knwwuosi cnosa: ceimigixayis, memoou kiacughixayii, KyibmypHi yuieepcanii ma
Mexawizmu, inghopmayiiine cycniibemeo.

IocTranoBka mnpobiiemn. B ymoBax cyvacHoi iHQopmaTH3amii CyCHiIbCTBA,
HOBUX OCOOJIMBOCTEH PO3BUTKY HayKH, 11O IPOSIBISAIOTHCS B IHTErpalii, KOHBepreHuii ta
CUHEprii 3HaHb, TaKi YCTaJCHI METOJM Ti3HAHHS CBITY K KJIACH(IKyBaHHS MOTEPIAIOTh
3HAYHOI KpU3H, 110 HEPLIKO 3yMOBIIOEThCS MOTpedaMu MpakTUUHOI AisibHOCTL. Ha3Bawi
HPOLECH CYNPOBOMKYIOTHCSI BUCOKUMH TEMIIAMH HarpOMa/UKEHHS JOKYMEHTHHX JUKEpe
iHpopmaLii Ta NMEBHUMM TPYIHOLIAMH IXHBOTO OIpaloBaHHS. SIK BiANMOBiNE Ha Wi
BUKJIMKH 3’ SIBISIOTHCS. HOBI IIPAKTUKK 10 TPYITyBaHHS Ta OCMHUCICHHS (DakTiB Cy4acHOTO
CBiTy. 3BaxalouM Ha IEPETBOPEHHA OaraTbox cdep CyCHiIbHOrO XUTTS Yy Oi3Hec,
MiIBUIICHHS KOHKYPEHTHOI OOpOTHOM, Ta MIBUAKHHA PO3BUTOK MOJIOJIIKHOI KYJIBTYPH,
e()eKTUBHUM LIIAXOM PO3BUTKY, CTPYKTYpYBaHHs Ta Iepeladi 3HaHb cTae redmidikaris
(irpodikariisi) - KOHIEMIlis, 3aCHOBaHAa Ha 3aCTOCYBaHHI IFPOBHX MEXaHIK, METOJIB,
MIPUHIMIIB 1 MPUAOMIB 0 HEIrpOBUX BHIIB IiSUIBHOCTI 200 HEIrpOBOTO KOHTEKCTY JUIS
3aJy4eHHs] KOPUCTYBauiB 70 BUpillleHHs Oi3Hec-poOiieM (Bu3HadyeHHs Gartner) [18]. Leit
JIOJUHO-OPI€HTOBAHUN MiNXiA HE JHUIIEe ONTUMIi3ye oOpaHi INpoLECH B KOMII IOTEPHOMY
CEepE/IOBHIL, a i IHTEpPaKTUBHO BOY/JIOBYE Pi3HI IIJISIXM BUPILICHHS MPOOJIEMHHUX MUTAHb B
ocobuctuif  cBir KoxHOI JronuHu. [lBuakumMu Temmamu Tranmy3b  reimidixamnii
MOLIMPIOETHCS 3 BUpIlIEHHs mpobiieM Oi3Hecy (3 MoMeHTy, konu 1912 poky kommaHis
«Kpexkep [xex» nofana irpallKy-CIOpPIpU3 B KOXKHY KOPOOKY 3 IOIKOPHOM 1 apaxicoM
[2]), 1m0 3aBmaHb MEHEKMEHTY, MAapKETHHTY, YIPaBIiHHS IEPCOHAIOM, OXOPOHHU
30pOB'S, 3aXUCTy HAaBKOJMIIHBOIO  CEPENOBMINA, COLIAIbHOTO  IPOEKTYBAHHS
(nmanpuknan, «Irpu mg 3min» (Games for change) - iHiniaTuBa, sika BUKOPHCTOBYE irpu
JUIs  3allyCKy MacimTaOHUX couiasbHUX 3MiH [2]), iHpopMamiiHOT  JisUTBHOCTI,
KOHCAJITUHTY, KOYYHHTY Ta HaBYaHHS (Hanpukiaj, pyx «Cepio3Hi irpu», 10 cTapTyBaB
2002 poky Ta o0'€eqHaB CHIJIBHOTH B TNPUBATHOMY CEKTOpi, OCBITI Ta apmii, ski
BUKOPHUCTOBYBAJIM IrpU Al TPEHIHTIB 1 CUMYJALIH 3 pi3HOI HEIrpoBHH METOI0).
IlepeoriiHka CyTHOCTI 3HaHb Ta HOBITHI METOIM IX CTPYKTYpH3allii CTUMYJIIOE PO3BUTOK
rairy3i METOZ0JIOTii HaYKH, 30KpeMa, MeTOIiB Kiacuikarii.

AHaniz ocraHHix nyoOJikauii. Tema reiimidikaumii B HayKoBild 3axifHii
JitepaTypi € ojHi€l0 3 TomoBUX. BueHi posrmsanaroTh pi3Hi acneKTH BUKOPUCTaHHS
NPUHIMIIB 3 Bijeoirop y ramyssx 0i3Hecy (Kesin Bebax Ta Jlen Xanrep [2]), 30kpema, y
nporpamax JsosuibHOCTI KiieHTiB (I'eiid6 3ixepmann), nHayansi (xeiimc Ilon T'i [19];
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A. Amopi [11]; O. bnaxko Tta inmni [12; 14]), niteparypi Ta cuenorpadii (JIi [llenmon),
BracHe reiimauzaiiny (Keiici O’ onnenn [22], Tpeiici @dymnepton [17], Mapek Xedrep,
Ix. Jopmanc [15]), nepkaBHUX iHPOpMAIIfHUX CIIy)KO Ta MpoOJIeM BIAKPUTHX JaHUX
(O. bnaxxko [14]) Tomo. bararo mocnimxenp npucssueHo npuponi irop (JI. Epwmi [16]),
dopmanpHUM  migxomaM 10 po3poOku Ta gocmimpkeHHs irop (B. Bimn [23]),
nporotunysanHio rpu (K. I'pell, JIx. bioy), iHcTpyMeHTaM Ta MeTojaM €(eKTHBHOIO
MPOEKTYBaHHS CEpHO3HUX irop Tomio. Jljis HAIoro IOCHiKEHHS METOIOJOTTYHUMHU
BUCTYIIWIU Ipalli Ipo CyTHICTh reiimausaiiny [2; 23; 19], Teopito knacudikysanss [7; 8;
10], metomu indorpadiku [3; 6], ympaBiiHHS 3HAHHSAMH Yy KommaHii [5] Ta HOBITHI
MiAXOIH 0 CTPYKTypu3auii 3Hans [6; 12; 13; 20; 21; 22].

IMoctyn Teopii reiimigikaliii MpU3BOAUTH 0 PO3YMIHHA irpodikarii He JuIIe sSK
METOJy 3aJlydeHHs KOpUCTYBauiB Ta KIIEHTIB U aKTUBi3aLil Oi3Hecy, a i K CBOEPIAHOrO
METOZIa CTPYKTYPYBaHHS CaMHMX 3HaHb NP0 HABKOJMIIHIK CBIT. BTiM, mnuTaHHs
reiiMigikariii MeTo10JIorii HayKH, 30KpeMa, METO/IiB CTPYKTYypH3allii 3HaHb, € 1Ie Ha CTaIil
BUHUKHEHHS.

Merta pgociilKeHHsi — 3IIMCHUTH KyJIbTYPOJOIIYHMI aHami3 METOAIB
knacugikanii K CBITOIJISIHUX MapagurM, MOKa3aTH IXHIO TpaHCc(OpMAIlil0 B KOHTEKCTI
iHpoOpMaLIIHOTO CYCIINBCTBA, BUSIBUTH YMHHUKA iXHBOTO PO3BUTKY Ta KPHU3H, 3’SICYBaTH
poiib reiiMikalii Ik OHOTO 3 JIEBUX METO/IIB Mi3HAHHS CY4aCHOTO CBITY.

Buxian ocHoBHOro Matepiady. Ile 3 yaciB BHHUKHEHHSI JOKYMEHTA 5K (QaKTy
KynbTypu B nusimizanisx JlaBaporo Cxony mocrana mpoOiema cucreMaTru3amii Ta
knacuikamii HA0OYTUX 3HAHB Ta IXHIX MaTepiaJIbHUX CBIJOUTB. 3 TUX YaciB BiJIOMI mepii
xiacudikamii JOKyMeHTiB, mepiui 0i0iioTedHi Karajord, 3BOJM 3aKOHIB, My3ei TOIo.
Koxna enoxa poOuina cBili BKJIaX y PO3BUTOK METOJIB Ta TEXHOJOTIH CTPYKTypH3allii
3HaHb. Tak, Hampukiaa, AHTUYHICTH IUIeKalla 1Jef0 TapMoOHii (kKalokorarii) Tta
yrnopsinkoBaHocTi BeecBiTy Ta cranma 0aThbKIBIIMHOK JIATUHCHKOI CXeMH a00 YMOBHOTO
¢dopmynspa nokymeHnTa. CepenHbOBIUYs PO3BUHYJIO  KOHIECMIIIO  YMOTIJISJHOTO
(hopMaNbHO-JIOTIYHOTO TIYMa4yeHHs TEKCTIB Ta MOAapyBal0O CBITY MOHATTS CTalUX
MOBHHX 3BOPOTIB Ta NpHUNHUCIB ((OpM 3acBiUEHHS) TOKYMEHTa. BipoKeHHsT HapoIuiIo
KHUTOJAPYKYBaHHS Ta BIAMOBIAHO 0i0mioTeuny crpaBy. [Touarok HoBux uvaciB — XVII cr.
— CTaHOBJICHHS CHJIBHHX LEHTPAi30BaHMX €BPOTCHCHKUX JepKaB Ta JOMIHYBaHHS
KJIACHLIMCTHYHOTO CBITOTJISIY - CTBEPXKYETHCS ifiest abCOMOTH3MY, KOPCTKOI iepapxXii,
scHocti. Jlo6a IIpocBiTHHLTBa mocraBmia npobiemy yHidikauii, ajpke mpomnaryBaio
17ICF0 PIBHOCTI JIFO/ICH Ta BUHAKNIILIIO SHIIMKIIONEIIIO0 SIK YHIBEPCAIbHUM TEKCT KYJIbTYPH, B
SKOMY Oy/b-siKa JIFOJJIHa MOTJIa KOPUCTYBATHUCS JOCTYIHOIO iH(MOpMali€lo, 3HAUTH Te,
0 TOTPIOHO 1 CTATH OCBIYEHOIO, 3HAKOYOK Ta CHPOMOXKHOIO OpraHizyBaTH cebe y
napcTBi po3ymy. IIpu 1bOMY TPUPOJHOI0 HOPMOIO PO3YMY €, Ha JYMKY TOTOYaCHHX
MPOCBITSIH, OJHOTHIHICTH (OJHAKOBICTH), IO CTaJ0 TMEPIIMM KPOKOM JO ramysi
CTaHJapTU3allii.

Tox KynbTypHI yHiBepcainii (KapTHHa CBITY, XpOHOTOI, T€pOH KyJIbTypH) Ta
KyJIbTYpHI MeXaHi3MU (IIIHHOCTI, iJieaiiy, nmapajurMu) KOXKHOI 3 KyJIbTYPHO-ICTOPUYHUX
€MoX IO CBOEMY KOHCTPYIOBAIM 3HAHHS Ta IUKTYBaJW METOIM IXHBOI Kiacugikarii.
BrnacHe wracudikaiis € BaXJIMBAM MPOLECOM MHCICHHS JIOJAWHH, TOMY BiIIPaBHOIO
TOYHOIO 1i BUHMKHEHHS MOJKHa BBa)KaTH IIOSBY HE JOKYMEHTa, a BJAacHE CBiIOMOCTI
monuHu me y IlepicHux uacax. Came 3 THX 4aciB (OpPMYeTbCS HalJaBHIIIMHA METOJ
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kiacu(ikyBaHHS — JMXOTOMisl, OCHOBOIO sIKOT € OiHapHi omo3ulii «cBil-uyxwuit» [9], a
MeTOJ| iepapxii BHepiue peaji3yeThcsi y paOOBIaCHUIBKOMY Jaji nMBiigizaniii JJaBHporo
Cxony. Tox HaWrojoBHilN MeToau Kiacudikaiii JOKYMEHTIB — JUXOTOMIs, iepapxis Ta
(hacer € MPUPOJHUM BTIJICHHSIM YSBJIEHb JIIOAEH MpO CBIT B icTopuuHOMY moctymi. Ha
3nomi XIX-XX cronmiTh Hapoawiacs ifiess CTBOPEHHS BCECBITHBOTO —KaTalloTy
onybnikoBauux 3HaHb (Iloms Otne Ta Amnpi JladonTten), mo craB npaoOpasom
BCECBITHBOT Mepexi [HTepHeT.

OcranHi iH(dopMalliiiHi peBOJIIOLi1, BHHAX1/l KOMIT I0TEpa Ta CTPIMKHUI PO3BUTOK
riobanbHOI Mepexi [HTepHeT, mpu3Beny He Juie 10 HeOyBajJoro HaKOIMYECHHS 3HAHD B
Gi3MyHUX Ta PpO3MOAUIEHHX pecypcax, a W 0 HEoOXiJHOCTI IEepEeOCMMCIICHHS Ta
CTpYKTypH3alii BeJInYe3HMX MacuBiB iHpopMauii B IXHiH craTumi Ta AuHaMimi. B mux
YMOBax 3HaHHS SIK CTpaTeTriyHui pecypc Oyab-skoro Macmraly (BiJ OKpeMOl JIFOUHH J10
KpaiHu) HaOyBalOTh HOBHUX BJIACTHBOCTEH: BOHH CTPIMKO 3aCTapiBalOTh; CHHEPTETUYHO
PO3MIHPIOIOTHCS [4], MTO30yBAIOTHCS BUMOT 00’ €KTHBHOCTI, HE 3aCHOBYIOTHCSI Ha 3aKOHAX
JOTiKM. SIK pe3ynbTaT - BaXUIb yBarW Cy4YacHUX BEJNETHIB MEHEDKMEHTY, TaKHX,
Hanpukiazn, sk [. Honaka Ta I'. Takeyui, 30cepelDKyeTbes HE Ha «MEXaHIYHiM nepepooui
00’ekTHBHOT iH(poOpMalii», a Ha <«IPUXOBAaHUX TMOTJAAAX, BIAYYTTAX 1 HEICHUX
310rajKax» JIOAUHU-cIiBpoOiTHHKA [5]. Tox, Ha mepumuii mIaH y CMHCIOBOMY IOJI
«3HaHHS» BUXOIATH «JOCBil» Ta «KpeaTHB», IO € LEHTPAIbHUMH B i7e0Jorii
reiimidikanii. Binomuil Teoperuk reimidikanii Hapuanns Jxeiimc Ion I'i nume: «Bce
[0 MU BBaKalH BAXIUBHM sl GYHKIIH MO3KY, Mepil 3a BCe, NTOTPUMAHHS MPaBHI
JIOTiKH, OOYHCIICHHS — HE € Terep BaXJIMBUM. BinOynacs peBorolisi B Teopii mi3HaHHSA i
HOBa TeOpis MPUITYCKae, 110 JIIOAU BYaThca yepe3 nocBin. Hamr mMo3o0k moxe 30epiratu
naM'siTh NPO BCE, IO MU IEPEeXWIH, 1 caMe Ie Oy)Ke CHIbHO BIUIMBA€E Ha IPOILEC
HaBYaHHA. SIKIIO ciifyBaTH Wi JIOTIiLI, KaXke BiH, TO HaMKpamui croci® HaBYaHHS — 1€
CTBOPHUTH YMOBH JUIsl OTPUMAHHS XOPOILIOTO 0cBimLy» [19].

Taka KylbTypHa CUTYyalis € LIIKOM IPUPOJHOIO, 3BAKAIOYM HA BCi BEIbMH
JIEBI CHOTOJHI MapaJurMy IMOCTMOJCPHI3MY: IpOHis, Tpa, IUIIOPai3M, MUTATHULITBO
Tomo. BracHe came MOCTMOJEpHI3M NpuIycKae icHyBaHHS Oe3nmiui kKiacudikauiid ta
CTaBUTH IiJl CYMHIB PeajibHICTh TAKOCHIB - 00'€KTIB OyIb-SIKOTO i€papXiyHOTO PiBHSA, L0
BUJUIAETHCS HAa OCHOBI AEAKHX 3afaHuX KputepiiB. B indopmaniiiHomy cycmiabCcTBi
BiIOyBaeThcss BUOYX 00ciIry camux kinacu@ikalid siK aHATITHYHUX CTPYKTYp, IO
YHEMOJXJIMBIIIOE CTBOPEHHSI €IMHOTO IOTJSY Ha OO €KT NOCIHiKEHHS y Hayli, a IIe
NPHU3BOJNTE 10 (POPMYBAHHS HElEpapXiYHOT Ta HENHIHHOI KAPTHHHU Cy4yacHOTo CBiTy. 3a
TakKMX yMOB KIacu4Hi kiacudikamiiai cxemu (Hanmpuknan, bBK [10], VYK,
TEPMIHOJIOTIYHI CIIOBHHKH, CHIIMKIIONEAIT) TOTEpHalTh KPU3y 3a 00CSITOM, TUHAMIKOO
3MiH Ta PO3BUTKY 3HaHb, Pi3HOMAHITHICTIO Ta CKJAJHICTIO MDKIPEIMETHUX 3B’SI3KiB.
M.A. Po30B BKka3sye, 1o kiacudikailisi Tpynye npeaMeTd 3a MPUHIUIOM iXHbOT CX0KOCTI
Ta BIAMIHHOCTI, HE NMPUIIYCKAIO4H, L0 Li MPEeAMEeTH SK-TO 00'eHaHI B mpocTopi abo B
yaci i B3a€EMOJIIFOTh OJUH 3 OJIHUM. BOHa Jisirae B OCHOBY CHCTEMH 3HaHb, alie HE 3aJa€
CHUCTEMHOTr0 OadeHHs peaabHOCTi [8].

BriMm, Payn JI. Ctenni BKkazye Ha NPUPOJHIO 3[AHTICTh Kiacu(iKalilHUX CXeM
mo 3MiH Ta po3BuTKy: «Kmacudikamii mnocTiiHO 3MIHIOIOTBCS. YacTKOBO Ie €
pe3yIbTaTOM PO3MIMPEHHS HAIlMX 3HaHb NpO 0araTcTBO JKHUBOTO CBIiTy. YacTkoBo
JOBOJIUTLCS CTBOPIOBATH HOBI BMII Kareropii, o0 BioOpa3suTH BiAMIHHOCTI Mix

HOBMMHU 1 J1aBHO BiJloMMMH Buaamu. KpiM TOoro 3miHu B Kkiacudikaiii 3yMOBIIEHI
HAKOMUYCHHSM TEOPETUYHUX 3HAHb PO MEXaHi3MU eBOJIoLii. TOMy MOXHA cKa3aTH, II0
knacudikaiiss 3aBKIM BigoOpaxkae CydacHWUH il piBEeHb EBOJIOIIHHOTO MHCJICHHS.
Cucremu Kiacudikarnii, 110 BUKOPUCTOBYIOThCS pi3HUMU OJIHaKOBO
BHCOKOKBaJi()iKOBAHMMH BYCHHUMH, 3a3BUYall BIAPI3HAIOTHCSA IPOCTO TOMY, IO TO-
PI3HOMY IHTEPHPETYEThCS eBOMIONis» [7, 25]. IIpo HOBHIA 3MiCT CTapHUX TOHATH IHUIIIE
I. Antonenko [1]. Buyeni mnoMi4aroTh HEOJHO3HAYHICTh, CyO €KTHBHICTH METO[IB
wracudikarii, iXHIO 3aJeKHICTh BiJl MOTJISTY HAYKOBIS-YKIaaada: «Bemnke 4ucio BUIiB,
IO BOJIOIIOTH OE3JY4I0 TAKCOHOMIYHUX O3HAK, MOXHA pO3MOAUIMTA TO Tpyrnax
OaraTbMa JTyxe pi3HUMHU criocobaMu. SIKy kinacudikaliio 3 IeKiJIbKOX CJiJl 3acCTOCyBaTH?
Slka 3 HUX BipHO BimoOpaxae ¢inoreHito? [HOII 3qa€ThCs, IO BIAMOBIACH HA 1i MUTAHHS
CTIJIBKH XK, CKIJIBKA TAKCOHOMICTIB. ['OBOpHIIM HaBiTh, IO TAKCOHOMISI HA IbOMY PiBHI HE
HayKa, a MECTETBO 1 M0 TI METOAM HE MiAJAIThCA YITKOMY 1 JIOTIYHOMY TIOSCHEHHIO»
[7, 134].

B 11bOMy KOHTEKCTi, BYCHHUMH IiIKPECIIOETHCS BIJMIHHICTh, HETOTOXHICTh
wracudikaii BiJi caMoro 3HaHHS, aJPKe BOHA € MOBOIO MPE3CHTAIlIl 3HAHHS, «IIPOyKTOM
yroauw» mpo 3HaHHA [8], ToMy kiacudikaiis He Mae OyTH 00’€KTHBHOI a0 €IHMHO
ICTUHHOIO, a 3pYYHOIO, 3po3ymiiolo, ditkoro [8]. Toxk, sk dopma mpe3eHTaIil 3HAHHS
kiacuikaiisi BHSBIISE CBOK OOMEXKEHICTh, ajpke I pe3ylbTaToM MOKe OyTH JHIle
knacudikauiina tabmuus abo cxema. B TakoMmy pasi BoHa crae mopsn 3 OaraTbMa
iHmuMu  dopmamu nozadi iHopmanii — peWTHHramu, aiarpamMamu, TiCTOrpamMami,
KapTorpadyBaHHsAM, CTaTUCTUKaMHM, TaHMIIaliHaMH, MaTPULSAMH, aJrOpUTMaMH, (GoOTo-
iH¢orpadikoro [3; 6] Too.

Tox knacudikaris, cucTeMaTH3allisl, TUIIOJIOTIS SIK CAaMOCTilHI yCTalleHI METOn
OCMHCIICHHSI TIOPSIKY pedell Bke He e(eKTHUBHI Ta MOTPeOYyIOTh BKIFOYCHHS B €TUHUI
iHpOpMaLlIHHUKA TPOCTIp MepeKeBUX KoMyHikamid. OCTaHHIH MPONOHYE KOPUCTYBayy
HOBI MoJieNi kiIacudikaniiinoi NOBEAIHKU: PO3NOJLICHICTh (HA OCHOBI XMapHHUX CXOBHII
JIAHWUX), TapTHEPCTBO, KOMAHJHICTh (3a TEXHoOJNoTisIMH Ta igeonoriero Web 2.0),
reiimidikariito, K cnoci6 nomysspu3aLii 3HaHb, IOCUICHHS 3aLliKaBIEHOCTI KOPUCTYBAYiB
Ta TOJIOBHOI Opi€HTAIil HA HUX: YMM OIiJbllle KOPHUCTYBadiB 3aisiHO B pOOOTI Haj
MIPOEKTOM, TUM Kpalie (IIOBHIIIE) BiH PO3BUBAETHCA 1 OUIBII KUTTE3AATHHHA, KOPUCTYBaUi
caMmi CTBOPIOKOTh, KOPHTYIOTh, JOMOBHIOIOTH, MPOCYBAaOTh IHPOpMAILi0, Ha OCHOBI
aKTHBHOI KOMyHiKaii (0yioru, wiki, comianbHi Mepexi, CEpBICH 3aKIaJ0K, BIKIIPOCKTH,
(daitnooominaukH, (GOTO 1 BifE0aTLOOMH, TOPPEHT-TPEKEPH, AHOHIMHI 1MiKOOpAH,
auctu OaxaHb, 0araTo(yHKIIOHAJIBHI CTapTOBI CTOPIHKHM TOIO), 0araroacrneKkTHOro
aHamizy 0a3 jmaHux Ta 3HaHb (Hampukiaa, Microsoft Office Excel, Microsoft Access,
OLAP-texnounorii). Takum unHOM Kiacu@ikaiiiiHa IisSIbHICTh CTa€ OHJIAWH TPOIO Ta
BIJINIOBi/Ja€ HaBYaJbHUM TMPHUHIMIIAM Bizmeo irop, siki chopmymoBas Jxeitme IMon ki
[19]. IIpu boMy MaeThCs Ha yBa3i HE BKpPAIUICHHS iIrPOBUX €JIEMEHTIB, a EPETBOPEHHS
camoi kiacu(ikamiiHOl AISUIBHOCTI HAa CHCTEMY 3 YiTKMM JM3aiiHOM NPOIECIB IS
TOJIIMIIEHHS! KOHKPETHUX NPUKJIaIHUX 3aBraHb. Kiacudikaris sk MeTo/ mi3HaHHS Yepes
CTpYKTypH3alilo apredakTiB, cTae 3aco00M MOCTMOJEPHOI TPU 3 HHMH, KpEATHBHHUM
poLecoM, akToM HaOyTTst nocBiny. KiacudikyBaHHS cTa€e 4YacTHHOIO CTBOPEHHSA
CEMaHTUYHHUX MEpPEeX, Yy CTBOPEHHI SKHX 3allisHi eBpUCTHYHI Meromu [22], TBopua
cBo0O/1a Ta CUCTEMH MIATPUMKH NPUHHATTA pimnens [21; 12], Teopis aktuBHOCTi [13] Ta
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3aHypeHHs [16].

BucnoBkn. TakuM YWHOM, MOKHa KOHCTATyBaTH, IO irpodikarlis € He JUIIe
OJIHUM 3 CYy4YaCHHX Ta MEPCIECKTUBHUX MiAXOMIB JUIs Kiacudikalil npeaMeTiB Ta SBUII,
e(eKTUBHIM METOJOM ii OCMHUCIICHHSI Ta BHBYCHHSI, aje U Ji€BUM 3aCO0OOM BHPILICHHS
npobnemu BHOYXy Kiacudikallii SK aHATITHYHUX CTPYKTYp. BaJIMBOIO mepeBaror
TaKoOTo MiJXOAY € aKTHBHA JUHAMIYHA B3a€MOJis KOpHcTyBada(iB) Ta KiacuQikariitHoi
CHUCTEMH; a TaKOX pIi3HOMaHITHI 3aco0u Bi3yamizauii pe3ynbTariB Kiacudikaiii,
KOMIUIEKCHICTb Pi3HUX aCHEKTiB Kiacudikarii.

Pesynbratu wmiei po6oru Oynyts Bukopuctani B mpoekti €C Erasmus+KA2
"GameHub: yHMBEpCUTETCKO-MiJIPUEMHULIBKE CIIBPOOITHUITBO B IrpoBidl iHIycTpii B
Vkpaini (Ne 561  728-EPP-1-2015-1-ES-EPPKA2-CBHE-JP) 1ns  po3poOku
komn'torepHux irop. IlpoekT cTBOpeHHs irpoBoi 0a3u Uil KOHcCoJijauii, 30Kpema,
TEPMIHOCUCTEMH  JIOKyMEHTO3HABCTBA, MOXKHa pPEKOMEHIyBaTH Juia  Acoralii
JOKyMEHTO3HaBLIB YKpaiHu, 110 cTBOpeHa Ha 0a3i kadeapu iHpopmaniiinoi QiaabHOCTI Ta
Mmenia-komyHikanii OHITY. TeopernyHe ocMHUCIIEHHS Ta MNPOOJIEMH MPAKTHYHOTO
BIIPOBA/DKCHHST Takoi 0a3d 3HAaHb JOKYMEHTO3HABCTBA MOTPEOYIOTh AETaJbHUX Ta
CaMOCTIMHHUX JOCIIIKEHb.
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Tetiana Luhova, Victoria Raeva

GAMEIMIFICATION OF CLASSIFICATION METHODS IN THE CONTEXT OF
THE INFORMATIONAL SOCIETY

The article deals with the cultural analysis of classification methods as ideological
paradigms, shows their transformation in the context of the information society, reveals the factors of
their development, crisis and considers gaming as one of the most effective methods of cognition of
the modern world. It is indicated that cultural universals (the picture of the world, the chronotop, the
hero of culture) and the cultural mechanisms (values, ideals, paradigms) of each of the cultural and
historical epochs in their own way constructed knowledge and dictated the methods of their
classification. In the conditions of global informatization, classification as a method of cognition
through the structuring of artifacts suffers from crises due to the explosion by volume, the complexity
of inter-subject relationships, and the dynamics of change. So the classification represents a new
networking picture of the world and becomes a means of postmodern play with them, a creative
process, an act of gaining experience in team affiliate work. Classification becomes part of the
creation of semantic networks, the creation of which involves heuristic methods, creative freedom
and decision support systems, the theory of activity and immersion. It is stated that manipulation is
not only one of modern and perspective approaches for the classification of objects and phenomena,
an effective method of its comprehension and study, but also an effective means of solving the
problem of the explosion of classifications as analytical structures. An important advantage of such
an approach is the active dynamic interaction of the user (s) and the classification system; as well as
various means of visualization of the results of classification, the complexity of various aspects of
classification.

Keywords: gameimification, classification methods, cultural universals and mechanisms,
information society.
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