YIAK 00.9
Cepus urp Civilization: ponb B ¢popMUpOBaHUM NPEACTABICHHI
0 NOJIUTHYECKOM.
Caoukun A. C. (MTMO)
Hayunblii pykoBoauTeas — npenoaasarensb Jlareimosa A. P. (MTMO)

BBeaenue:

HccnenoBanne MNOCBSIIEHO BIMSHUIO, KOTOPOE KOMIIBIOTEPHBIE WIPhI, B HAIIEM Ciydae
HMCTOPUYECKUE CTpATeTUH, OKa3bIBAIOT Ha (HOPMHUPOBAHUE TPEJCTABICHUH HIPOKOB O
BHeUTPOBBIX coObITUsAX. Cepust urp Civilization Gnaromapsi TOITON UCTOPUU SIBISIETCS OTHOM
U3 CaMBIX BIMATEIBHBIX (ppaHIIN3 B CBOEM 3KaHpe, U 001alaeT yCTOMYMBHIM (PaHATCKUM
COOOIIIECTBOM, KOTOPO€ HUIpaeT B 3TU WIPHl JOATOE BpeMs. IDTOT (PAKTOp CTal CambIM
BaXHBIM TIPH BEIOOPE MMEHHO 3TOW CEpUH IS aHATTN3A.

OcHOBHAaf 4acCTh:

JlaHHOE MCClIeIOBaHNE BIOXHOBJICHO KJIACCHYECKUMHU paboTaMH B 0OJIACTH TeHM-CTaIuC, B
YaCTHOCTH Tpyaax SIlHa borocra, MOCBSIIEHHBIM MPOIEAYPHOH PUTOPUKE B BHUIICOUTPAX.
HccnenoBanne HaleneHo Ha W3Y4YEHHE [TUCKYPCUBHBIX MPAKTHK HIPOKOB, KOTOPbHIE
(dbopMuUpYIOTCS B pe3ybTaTe Urpbl. [ eiMepsl MOTYT UCIIONB30BATh MOHATHS, IOUYEPITHYTHIE U3
I/IFpOBOFO Hpouecca, IlTO6I>I FOBOpI/ITL 0 BHCI/IFPOBLIX COGLITI/ISIXI FOBOpI/ITL C UX IIOMOIIBKO O
ITIOJIMTHUKEC, DKOHOMHKE U MC)KI[yHaPOI[HBIX OTHOIICHUSAX.

Texyuie ucciaenoBaHUs B 3TOH 00JIACTU MOKA3bIBAIOT, UTO aHAJIM3 BIMSHUSA UTP 3a4acTYIO
OTPaHUYUBAETCS PACCMOTPEHHEM KOHTEHTAa M MEXaHUK BHYTPH 3THUX UTP, a ONbBIT UTPOKA U
IMCKYpC, KOTOPBIM MOIJEepKUBAaeT Urpa, OCTarOTCA BHE 3Toro nons. /laHHoe ucciaenoBaHue
UMeeT LeJIb 3alOJHUTh 3Ty JIAKyHy M HCCIEIOBaTh, KaK IOJb30BATENN BOCIPUHHMAIOT
IIPOLEAYPHYIO PUTOPUKY B UCTOPUUECKUX CTPATETHSIX.

OCHOBHBIM METO/IOM HCCIIEOBAHUS SIBIISIIOTCS TIIYOMHHBIE MHTEPBBIO, TOCKOJIBKY JUCKYpPC
UTPOKOB  OCTAaeTCs TJIaBHBIM OOBEKTOM HCCIICIOBAHHS, ¥ HHTEPBBIO IO3BOJISIOT
c(hopMupOBaTh OOIIUPHYIO 0a3y TEKCTOB JJIsl U3yUEHUS 3TOTO JUCKYypCa.

3akirouenue:

B nmanHBIE MOMEHT BemeTcs paboTra Haa CcOOPOM MaHHBIX, aHAIW3 KOTOPBIX ITO3BOJIMT
OTBETUTh HA HCCIIENOBATEIbCKUI BoOMpoc. Tekymue ChIpple JaHHBbIE MOKAa3bIBAIOT, UTO
MEepPCHEeKTUBa JUIsl MCCIEHOBAaHUS OTKPBIBAETCA IIUPOKAs, W YTO MpPU MPOBEICHUU
JOCTAaTOYHOI'0O KOJIMYECTBA I/IHTepBBIO MBI CMOXKEM COCTABUTH H_II/IpOKyIO KapTI/IHy BIIMSHUA
HMCTOPUUYECKUX CTPATErvil Ha TUCKYPCUBHBIE IIPAKTUKHU UTPOKOB.
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