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CPABHUTENbHbIA AHANU3 CTYOUN MO CO30AHUIO BUOEOUIP LUCASARTS,
CD PROJEKT RED U ICE-PICK LODGE

AnHoTanus. J{s 1000 KOMIIAaHUH, OPUCHTUPOBAHHON Ha MMPOU3BOJICTBO U COBIT CBOMX TOBAPOB WIIH YCIYT
Ha MHUPOBOM DBIHKE, BaXKHO, 4YTOOBI MHEHHE, (OpPMUPYEMOE O HEel MOTpeOuTesIeM, BIMIO Ha MPOJAXKH TOJIBKO
B ITOJIOKUTEIBHYIO CTOPOHY M MOBBIIIANIO CIPOC HA PEaTn3yeMyI0 KOMIAHUEH TOTOBYIO MPOAyKIHi0. CTOUT OT-
METHTb, YTO MOBBIIIEHUE UMUKA KOMITAHUH JIOCTUTaeTcs O6iaarogaps 0coOoMy HabOpy MapKETHHIOBBIX HHCTPY-
MEHTOB. B coBpeMEeHHOM MHpe MHIYCTPHUS BHIACOUTD TAKXKE SBISCTCS OM3HECOM, KOTOPOMY TOXKE HEOOXOANMO
MOJI/ICP’KUBATh CBOM MMUK, YCHEIIHOCTh KOTOPOTO CTPOMUTCS Ha ONpEIeSICHHBIX KpUTepusaxX. B mpuBeaeHHOM
CTaThe PACCMOTPEHBI M MPOAHATHU3UPOBAHBI HA OCHOBE OIPEACICHHBIX KPUTEPHEB TPH PA3HBIC MO BEIHMYMHE
U BIIMSHUIO UTPOBBIE CTYIUM: aMEpUKaHCKas, MOJbCKas U poccuiickas. Mudopmanus s aHanu3a Obuia B3sTa
W3 OTKPBITBIX MCTOYHHUKOB, HH)OPMUPYIOIKX O padoTe Trofeil B urpoBoit unmyctpun B EBpone u Amepuke,
Y Ha OCHOBE MPOBEJCHHOTO aBTOPAMM aHAIM3a M0 8 KPUTEPHUSIM COCTABJICHBI PEKOMEHIAIMH 110 MPOBEICHUIO
CTPYKTYPHPOBAHHS U TIOBBIIICHHUS] pab0TOCIIOCOOHOCTH COTPYIHHUKOB, PA0OTAIONINX B OTCIECTBCHHBIX HTPOBBIX
KOMITAaHUSIX, 7S JalbHEHIIero NOAIEpKaHHUsI U POCTa UMHJIKA POCCUHCKON UTPOBOM MHAYCTPUU JAJIS BBIXOJIA €€
Ha MHPOBOI PHIHOK B KaY€CTBE KOHKYPEHTHOCIOCOOHOH €IMHUIIBL.

KiroueBble cj10Ba: UMHIDK KOMIIAHWW, UTPOBasi MHAYCTPUS, KOMIIAHUS, BHYTPEHHSS cpela, BUACOUTPBI,
aHaIm3.

58 HNHpopMannoHHbIE TEXHOJTOTHH



ISSN 2305-4212. «Kaszanckuii sxonomuveckuti ecmuuxy. 2022. Ne 5 (61)

Ha cerognsimunii 1eHh UMUK KOMITAHUU SB-
JISIETCS OAHUM U3 HanboJIee BaKHBIX napamMmeTpos,
Ha KOTOPBIX 0a3upyeTcs yCIEUIHOCTh CaMO KOM-
MAHUM, a TAKXKE YCIYT, KOTOPBIE €10 MPe10CTaBIIA-
forcsi. CortacHO OOLIETPUHITOMY OTpEIEICHUIO,
HMHUJDK — 3TO CIIOKMBIIMICS B MAaCCOBOM CO3Ha-
HUM M MMEIOMIMN XapaKTep CTEepeoTHIa CHIBHO
SMOLIMOHAJILHO OKpalleHHbIH 00pa3 yero-nubo
[2]. Hokrop mcuxomornueckux Hayk B.I. 3a3bl-
KHH OTMEYACT, YTO aMCPHUKAHCKHE CICUHAJIUCTBI
paccMaTpuBaOT UMUK KakK MCHXOJIOTHYECKHN
00pa3, BIUSAIONIMA HA BOCHPHITHE YEro-TO He-
JIOBEKOM WJIM Tpymmoi mojaei. CienoBarenbHo,
UMUK — 3T0 cTtepeotun. CrepeoTun — BechMa
YIPOIIEHHBIN, HO YCTOMYUBBINA MICUXOJIOTUYECKUI
00pa3, OTKIJIAJBIBAIONIUICS B TAMATH YeJOBEKa
Y OCHOBaHHBII Ha 0000IICHUH MTPEIB3ATHIX MPEJI-
CTaBJICHUI U JUYHOTI'O ONbITa JJI YIIPOILICHUA 110~
HUMAaHHUS CMBIC]Ia KaKOTO-TO SIBIEHUS. 3aKperuie-
HHUE OMPEeIeTICHHOTO CTepeoTHna (000CHOBAaHHOTO
WIN CIIy4aifHOTO) BEJET K TOMY, YTO OTHOIICHHE
K KOMIaHUU YK€ OyJIeT MpeAB3sAThIM, YTO 00s13a-
TENLHO TIOBIIMSET HA €€ TIO3UIMIO Ha PhIHKE [1].

Urposas unaycTpus sBisercs OU3HECOM, Ube
BIIMSIHUE MOKET PACIIPOCTPAHATHCS 1 32 PyOeKoM,
a TaKKe pas3/iesioM TaK Ha3bIBAEMOM KpeaTWBHOMN
HSKOHOMHKH, Ybsi BA)XHOCTH HEYKJIOHHO pacTeT
[9, 10].

PaccMoTpuM JeATENTBHOCTh TPEX KOMITaHMI:
amepukanckoii (LucasArts), monsckoii (CD Projekt
RED) u poccwiickoii (Ice-Pick Lodge). [lannbie
OpraHM3allMy 3aHUMAIOTCS pa3pabOTKON M M3/a-
HUEM BUICOUTD.

[TepBoii paccMoTpuMm Hamboyiee BIUSTENb-
HYI0O KOMITAaHUIO W3 TIPEJICTABICHHOTO CIMCKA —
LucasArts. Ctyaust Obuia OTKpbITa Kak JOYEpHsIs
komranusi Lucasfilm. [lepenaua nadopmarmm ot
COTPYIHUKOB AUPEKTOPY CTYAHH Oblia BO3MOXKHA
TOJIBKO Yepe3 OMPEAETICHHBIX CIEeIUAINCTOB, UTO,
HECOMHEHHO, YCIIOXKHSIIO €€ repeayy.

3agyMKa CO3MaHUS STOW CTYAWU TOSIBHJIAChH
BMECTE C ycmexoM MmenuadpaHiIu3bl «3Be3AHbIE
BOIHBI», TT0 KOTOPO# CTyIHs TO/DKHA ObLIa co3/1a-
BaTh UTPHI [5].

B cryaum mpoucxoamian M3MEHEHUS B PYKO-
BOJCTBC, U OHa ObLI1a BBIHY>KJICHA IIOMCHATDH OpH-
SHTHpP CBOETO PA3BUTHS U CTATh M3JaTelIeM, a He
pa3pabOTYUKOM HIp, YTO OTPHUIATEILHO CKa3a-
JIOCh Ha €€ UMHJIKE U CHJIBHO BIIMSIIO HA COTPYA-

HUKOB. 32 BCE BpEMs CyILIECTBOBaHMSI CTYIUU CMe-
HUJIOCH YeThIpe npe3ujieHTa. U ¢ KaxapIM HOBBIM
MPE3UACHTOM IPOMCXOANIIA MOJHAs PeopraHu3a-
Usl KOMIAHWM, YTO TPUBOJIMIO K YBOJHHEHHIO
COTPYAHUKOB M OTKa3y OT pa3padaThIBaeMbIX HMIIH
W3J1aBaEMbIX paHEE UTp.

Eme ogna ortnuuuTensHas 0COOCHHOCTH BBI-
[I€Ha3BaHHOW KOMIAHUHM CBs3aHa C TEM, 4YTO
B CIHIA nmesiTelbHOCTH MMPOQCOO30B HE TOAEP-
JKUBAETCS MOBCEMECTHO, M3 YEro CIEAYyeT, 4TO
pabOTHHUKH HE 3aIIMIIEHBI OT MMOCTOSHHOM CBEp-
XypOUHOU pabOTHI.

B 2009 r. ctynusa LucasArts Hauana TOTOBUTH
MIPOEKT, OH JIOJKEH ObLJI CTaTh UTPOM, KOTOpasi Bep-
Hyna Obl KOMITaHUM JoBepHe ayauTtopuu. CTynus
Mpe/ICTaBUIa CBOM KOHLIENIT B BUJIE IPE3CHTALINH.
OpHako pPYKOBOJACTBO MAaTEPUHCKONW KOMITAHUU
0Ka3aJIoCh HE 3aHMHTEPECOBAHO B TOM IIPOEKTE.
Bonpekn sTOMy ero mpomoibKuiIM  pa3padarsi-
BaTh, HAJIESICh YTOBOPUTH PYKOBOJCTBO, M 4epe3
JIBa To/la KOMaHAa pa3pabOTYMKOB IOKa3ana Je-
moBepcuto urpel Ha E3 (Electronic Entertainment
Expo — ogHa W3 KpymHEHWIIMX B MHUpPE UIPOBBIX
BBICTABOK), U MOCJIE YIaYHOTO aHOHCa padoTa Ha
CTYIMU CTa0WIM3HpOBAJIach, HO B Hadaie 2013 r.
komranusi Disney kymuna Lucasfilm, u crynus
LucasArts Obla 3aKpbITa.

Bropas mo BausHHIO KOMIIaHUS MO pa3padoT-
ke Bugeonrp u3 crucka — 3to CD Projekt RED.
Omna nossunack B 2002 1. 6maromaps Mapuuny
MBHHCKOMY, KOTOPBIA U CTal €€ PyKOBOJAUTEIIEM.
B kakoii-To MOMEHT ObLIO MPEIIOKEHO BBHIUTH
Ha meperoBopel ¢ AHjkeeM CanmkoBCKHM, 3Ha-
meHuThIM B [lonbiie u ctpanax CHI nucarenew,
aBTOpOM (IHTE3UHHOrO nuKiIa pomaHoB «Cara
0 BeJpMake» [5].

PazpaloT4mku B3sUTH U3 KHUT MpayHbIe MOTHBEI
JKaHpa, BOCTOYHOEBPOIIEHCKHUE CKAa3Ku M MUQBI,
YTO HalUIo OTKIWK y motpeduteneit [13]. Ilo-
Cclie BBIITyCKa BTOPOW WMIPbI KOMIIAHUS 3aBOEBaja
npuinunyto ayautoputo [11]. Lenwsio MBuHCKO-
ro ObLIO BBIUTH Ha MUPOBOW PBHIHOK M TOKAa3aTb,
YTO CTYIUS SBISIETCS KOHKypeHTocmocooHoi. CD
Projekt RED npunsuucek 3a pa3paboTKy TpeTbei
YacTH, BJIOKUB B HEE MHOT'O MOPAJIbHO-ITHUECKHUX
BOIPOCOB, KOTOpBIE JOJDKHBI OBUIM 3aCTaBUTh
UTpOKa BHUKATh B cloxkeT. [lepepaboTku coTpyn-
HUKOB OIIAYMBAIHUCH Onarogapsi IEHCTBUSAM IPO-
(cor030B. AyIUTOpHUS TAKXKE IMOJOKUTEIBHO OT-
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pearupoBajia Ha pelIeHUue CTYIUU OTKa3aTbCsl OT
TEXHUYECKUX CPEJCTB 3alllUThl aBTOPCKHUX IpaB
(tak HazeiBaemoro DRM) [3, 5, 8].

Terepb paccMOTPUM POCCHUUCKYIO CTYAHMIO,
YHUCJIEHHOCTh COTPYIHUKOB B KOTOPOW HaMHOIO
MEHBIIIE, YeM B paHEe PACCMOTPEHHBIX KOMIIa-
Husix, — Ice-Pick Lodge. Dta crynus mosBuiach
Ha pbiHKe B 2002 r., nox pykoBoacTBoM Hukonas
JIBI60BCKOTO, ¥ TOJIBKO CITYCTSI TPH I'OJ1a BBITYCTH-
Ja cBOIO mepByro urpy «Mop. Yronus» — urpy,
co3/aHHy0 0e3 yropa Ha KaKyr-Tu00 QpaHIIu3y.
Bynyun Mononol Majou3BECTHON HWHIU-CTyAHEH
n3 Poccun, koMmaHus moiydaeT OONBIIYI0 4acTh
JIEHEeT ¢ TOMOIIBI0 KpayadaHAuHra, YTO MOAYac
TpeOyeT OOoJbIIel OTBETCTBEHHOCTH 3a BBITyCKae-
MBI IPOJYKT, Y€M MPHU CIIOHCOPCTBE CO CTOPOHBI
KpyIHBIX uznarenei [12].

Komnanus 1o cux nop siBasieTcss 4aCTHOM, YTO
JaeT el MOJIHYI0 TBOPYECKYIO CBOOOY, KOTOPYIO
HE CKOBBIBAIOT HHBECTOPHI.

BrinmyckaeMoii UTpoil 3aHUMAKOTCS BCE — HAYH-
Has OT reliMan3aiiHepa U NporpaMMHcTa U 3aKaH-
quBasi pykoBoautenem crynuu [ 14]. Mudopmarus

0 CTyAMH NosiBisieTCA B IHTepHETE peiko — KOMaH-
Jla ©HOTIa HH(POPMHPYET ayIUTOPHUIO O IIPOrpecce
pa3paboOTKH — ayTUTOPUU HPABHUTCS, KOTZIA C HUIMHU
MPEeJIETLHO YECTHBI U TOTOBHBI K auanory [15].

3a cBom urpsl Ice-Pick Lodge Heckompko pas
MoJTyyasa Harpaabl OT POCCUUCKHUX UTPOBBIX JKYp-
HaJIOB, CTyIUs JOKAa3bIBAET CBOIO KOHKYPEHTOCIIO-
COOHOCTD, BBIITYCKasi CBOM UTPbl HA HHOCTPAHHBIX
KOHCOJISIX.

Takum oOpazom, ucxois U3 JNaHHBIX Tadm. 1,
MOJKHO CJIeJIaTh BBIBOJ, YTO YPOBEHb 3aMHTEPECO-
BaHHOCTH B JOCTH)KCHUHU yCIE€Xa Y COTPYIHHUKOB
CKJIa/IbIBAE€TCS B MEPBYIO OYEPEIb M3 OTHOLIEHUS
paboTonarens K KOMIaHuH U ee paboTHuKam. OT-
CIO/1a MO’KHO BBIHECTH HECKOJIBKO PEKOMEHIAlui
IO MPOBEJCHUIO PA3HOTO POJa MEPOTIPUSITHIA:

1. BeIcTpoUTh TpaMOTHOE YIIpaBJIEHUE UCXOS
W3 YUCJIIEHHOCTH KOMIIAaHUH, €€ OPUEHTUPOBAHHO-
CTH Ha pBIHKE COBITA U TOTO, KaK OHA cama I03H-
LHUOHUPYETCS.

2. IlpoBecTn aHaIM3 pbIHKA BUJEOUTD U OIpe-
JIeNINTh, KaKkasg HUIIA elIe He 3aHsATa WM 3aHATa
MaJo.

Tabmuma 1

AHau3 cTyauii o 8 Kkpurepusam

Kpurepuu LucasArts

CD Projekt RED Ice-Pick Lodge

Pasmep xommannu | Oxoso 350 coTpynHUKOB

(ma 2013 1)

800 cotpynnukoB (Ha 2018 1) | Oxoso 10 coTpyHHKOB

(1a 2021 1)

3anHTEepecoBaH-
HOCTb PYKOBOJICTBA

HexomnereHTHOCTH PYKOBOACTBA
B TCMAaTUKE UHAYCTPUH.

CuHeprusi pyKoBOJICTBA U CO-
TPYAHUKOB, 3HAIOIINX, KAKUX

Jupexrop cTyanu
B/IOXHOBJISIET OCTAJIBHBIX

SIBJICHUS MHHUIIHA-
THUBbI

B OTKPBITOM IMPOABIICHUU TBOPYC-
CKOTI'0 IIOTCHIMaJ1a

Crnabast 3aMHTEPECOBAaHHOCTh pe3ynbTarax KOMIAHHUS X049eT | COTPYIHHKOB
B TIOJICPYKAHUH CTYIHU MaTepUH- | TOCTUYb
CKOM KOMITAHHUEN
BosmoxkHocTh Tipo- | HecmiocoOHOCTh COTPYIHUKOB CD Projekt RED sinsieTcst [Tonnas TBOpUecKas

YaCTHOW CTYIMEH, 4TO AaeT | cBoOOda
el oJIHY 10 CBOOOIY B TBOP-

YCCKOM IIJIaHC

MarepuanbHas 6a3a | YerenHslii IepBOUCTOYHNK

YeneuHplil nepBOMCTOUYHUK —

CrabuiIbHOCTD
B CTYJIUH

Texyuka IUPEKTOPOB U COTPYA-
HUKOB.
IlocTosiHHAs OTMEHA Urp

Jloctatouno crabunbHas HecrabuibHast cutyarus.
CHUTyaLus Texyuka COTpyHUKOB

JeiictBus npogco- | OrcyTcTBHE TPO(COr030B

CoTpyaHUKH 1OIy4atoT 10- | COTpyAHUKH MOITydYaroT

CO CTOPOHBI

1030B 1 3alUIIEHHOCTH COTPYIHHKOB IUIaTy 3a IepepadoTKH JIOIUIATY 32 TIepepadOTKH
OT KpaHyei

Penyranms B mpomiom ctynus, nenaromias Crynus, nenaromas urpsl ¢ Crynus, nenarorast He-
XOPOIIIHE UTPBI [1yOOKHUM CHOXKETOM CTaHJIapPTHBIC UIPHI

MarepuanbHas Marepunckast komranust Lucasfilm | HYacthast kommanus [Monnepkka ¢ MOMOIIBIO

HOJIEPIKKa KpayadaHauHra.

YacTtHas cTynus
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3. Habparp KOMaHy MHOTOYPOBHEBBIX CIIEIIH-
aJMCTOB, KOTOPBIX MOXHO OOY4YHTHh paboTaTh
¢ 000 TPOTPaMMOiA.

4) HanaguTh MapKETUHT U KOHTAKTHI C yBaXkae-
MbIMU U BiusiTenbHbIMU CMU.

5) Haiitn ynoOHBIM cmOCO0 KOMMYHHUKAIUN
¢ aynutopueid. OOparHast CBsI3b CHIIBHO CTUMYITH-
pyeT paboTOCTIOCOOHOCTH COTPYAHUKOB.

C TouKHM 3peHHs TPOIBIKCHHS MMHIKA POC-
CUICKON WTpOBOW HMHIYCTPUU HE OOOUTHCH 0e3
MOOIIPEHUSI M CTUMYJIMPOBAHUS DPA3BUTUS JaH-
HOH cdepsl, T. €. HEOOXOAUMO MOTPATUTH JCHBIH
Ha pa3BUTHE 00Pa30BaTEIbHOTO CErMEHTa, BBOIS
Y yay4llias crielnaabHble HalpaBJIeHHs IPOrpaMm
BBICIINX y4eOHBIX 3aBe/ICHH, OTKy/la OyayT BBI-
MyCKaTbCsl BBICOKOYPOBHEBBIE CIIELUATHUCTHI IO
MIPOTPAaMMHUPOBAHUIO, TEUM-TU3aliHy U JIp.

[lonBoast WTOI, MOXKHO CKa3zaTh, YTO HHIY-
CTpHUSI BHUJCOUTDP SIBIsSIETCS OM3HECOM, KOTOPBIi,
OJTHAKO, HE JIMILIEH CBOCH YHUKAJIBHOCTH B MOAXO-
1€ — KaXKAas CTyAusl CIaBUTCS CBOMM ITOJIXOJIOM
K UTPOCTPOCHHUIO, YTO U CTPOUT €€ UMUK, HO HE
BCEIZIa OH TOJIOKUTEIBHO BIMSET Ha padboTy co-
TpyIHUKOB. be3 yeTkoro, rpaMOTHOTO PyKOBOJ-
CTBa HEBO3MOXKHO TOAJEPKUBATh ONTHMAIIBHYIO
BHYTPEHHIOIO CPEly, B KOTOPOH COTpyAHUKaM Oy-
neT kKoM(pOopTHO paboTaTh W TBOPUTH, BEIh BHUJIC-
OUTPBI — 3TO TBOPYECTBO, U KAUE€CTBEHHBIE UIPbI
OyIyT IMOJIy4aThCsl TOJNBKO TOTJA, KOTma cBoOOIa
TBOpYECTBa OyleT MOJIKPEIUIEHa YBEPEHHOCTHIO
B IPAaBUJIBHOCTH Kypca pa3BUTHs KOMIIAHHU.
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COMPARATIVE ANALYSIS OF VIDEO GAME STUDIOS LUCASARTS,
CDPROJEKTRED AND ICE-PICKLODGE

Abstract. For any company focused on the production and marketing of its goods or services to the global market,
it is important that the opinion formed by the consumer about it affects sales only in a positive direction and increases
the demand for their finished products sold. It should be noted that the improvement of the company's image is achieved
by a special set of marketing tools. In the modern world, the video game industry is also a business that also needs to
maintain its image, the success of which is built on certain criteria. In the above article, three game studios of different
size and influence are considered and analyzed on the basis of certain criteria: American, Polish and Russian. The
information for the analysis was taken from open sources informing about the work of people in the gaming industry in

62 HNHpopMannoHHBIE TEXHOJIOTHH



ISSN 2305-4212. «Kaszanckuii sxonomuveckuti ecmuuxy. 2022. Ne 5 (61)

Europe and America, and based on the analysis carried out by the authors according to 8 criteria, a recommendation was

drawn up for structuring and improving the efficiency of employees working in domestic gaming companies to further

maintain and growth of the image of the Russian gaming industry to enter the world market as a competitive entity.
Keywords: company image, gaming industry, company, internal environment, video games, analysis.
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