BCE BYAE YKPA'I'HAE-"*

BEAAEB OAEKCAHAP, acnipaHT

Haykosui kepisHuk — 3ATKA CBITAAHA, k.e.H,
Npodoecop KADEAPU MEHEAKMEHTY, BI3HECY | AAMIHICTPYBOHHS,
Aep>XaBHuin 6ioTeXHOAOriYHUM yHiBepcuTeT, M. XapKkiB.

FTEMMIPIKALLIA Y MAPKETUHTY 1K 3ACIB CTUMYAIOBAHHS MPOAAXIB

[etimidikamiss (3 anrn. «Gamification») — 1me BUKOPUCTaHHS IrpOBUX
KOMIIOHCHTIB Ta ITPOBUX MEXaHIK y HE Yy IOB’S3aHOMY i3 irpamu Hampsmky [1].
[eiimidikaiiss Moke BUKOPUCTOBYBATHCS Ha caiiTi, ad0 y MOOUIBHMX 3aCTOCYHKax
KOMIaHi{, 100 3poOuTH Mpoilec BUOOPY TOBAapiB MEHII TPUBIAIBHUM, 1 OUIBII
3aXOIUTIOIOYUM NIl KJIIEHTa, a TakKoX [UIsl CTBOPEHHS MEPCOHATI30BAHOTO
KOPHMCTYBAlIbKOTO J0CBiAYy. BrpoBamkenHs reimidikamnii Ao mpoiecy BHOODPY
TOBapiB J03BOJSE MiIABUIIUTH MPOAaXi 3a PaXyHOK HAJAaHHS TMOKYMIIEBI 3HIIKOK,
OOHYC1B, OJIAPYHKIB Ta CTBOPEHHS YHIKATbHUX TOPTOBUX MPOMO3ULIIHA.

OcHoBow reimidikarii Buctymae ¢perimBopk MDE (3 anmri. Mechanics,
dynamics, emotions), 1m0 BH3HAYa€ OCHOBHI KOMIIOHEHTH reiMi)iKOBaHOTO
KopuctyBarbkoro goceiay [2]. MDE Busnauae 3 kononeHTH reriMiikaiiii: MEXaHiKH,
auHaMika Ta emollii. KoMIoHeHTa «MeXaHiKh» BKJIIOYae y cebe cucTteMy IMpaBuil,
IpOIECIB Ta METPHUK, 3TiAHO SKUX (yHKIIOHye rpa. KoMmoHeHTa «IuHaMiKa»
BU3HAYa€, SK KOPUCTYBaul B3aEMOJIIOTH 13 MEXaHIKaMU TpH, Ta OJUH 3 OJHUM
(KOOTepyIOThCS, UM KOHKYpPYIOThb). KoMmoHeHTa «emorlii» BHU3HA4ae€, sKI eMOIIii
MarTh BIIUyBaTH KOPHUCTYBadi, B3aEMOJIIOYU 3 TI€I0 YW IHIIOK TeiMi(iKOBaHOIO
MexaHikoro. [ moOymoBu SIKiICHOT reliMigiKoBaHOT CUCTEMH KOMIIOHEHTH MAaloTh
OyTH BU3HAUCHI 1 y3TOJKeH1 Mik co0010.

Ilefimiikairis Mae IMHUPOKHM TOTEHIIAJl BUKOPUCTAHHS y CTUMYJIIOBaHHI
npojaxiB. BrpoBamkeHHS IrpOBUX €JIEMEHTIB Yy MPOIEC MPOAAXKIB, a TaKOXK
BIIPOBA/DKEHHS IMPOTrpaM JIOSJIBHOCTI 3 BHKOPHUCTAHHSAM OajiiB, pPiBHIB Ta HAropoj
CIIpHsi€ MMIJBHUINCHHIO 3aTyUYCHOCTI CTIIOKUBAYIB Ta TOOY0BI JIOSIIBHOCTI 10 OpeHY.
JlocHmDKeHHsT TIOKa3yloTh, IO Taki rekMigikoBaHi CTpaTerii MOXYTh CYTTEBO
BIUTUBATH Ha TIOBEAIHKY KIIEHTIB, CTUMYIIOIOYHM iX 10 TOBTOPHHUX ITOKYIIOK Ta
akTUBHOI B3aeMozii 3 kommaHniero [3]. Takoxk, BUeHI BBaXKarOTh, 1[0 BUKOPHUCTAHHS]
reiMiikarii J03BONSIE MIABUIUTH JIOSIIBHICTD, 3aJy9CHHS Ta MOTHBAIlIIO KJIIEHTIB
[4], xoua Ha TemepimIHUA MOMEHT KUIBKICTh EMIMPUYHAX JAaHUX M0 II¢
MiATBEPKYIOTh oOMekeHa. BrpoBamkenHs reimidikaiii y mporec MpoIaxiB
CTBOPIOE KOHKYPEHTHY TIepeBary JJis MiIPUEMCTB, 110 ii BAKOPUCTOBYIOTb.

[TpoBinui cBiTOBI KoMmmaHii, Tak sk Amazon, Starbucks [5], Temu Ta Nike
BUKOPHCTOBYIOTh elieMeHTH Tevmidikanii. Hanpukman, Starbucks y moGinmeHOMY
3aCTOCYHKY Ha/Ja€ KOPUCTyBadaMm JOCTYN A0 reiMiikoBaHOT IpOrpaMu JIOSIIHHOCTI
«My Starbucks Rewardsy», sika peamizoBye ¢peiimBopk MDE. V naniii mporpami
JIOSUTBHOCTI, KOPUCTYBad 3apo0isie «3ipku» (0OHyCHI O0ann) 3a KOXKHY MOKYIIKY, a
TAaKOX 3a BUKOHaHHA crenudiuanx 3aBaaHb. KoXHOTO pa3y, KOIUM KOPHCTYyBad
HaOupae MeBHY KUTBKICTh «31pOK», BIH MEPEXOJAUTh HA HACTYITHUH PIBEHb MPOTpaMu
JOSUTBHOCTI 1 OTpuMye BHHaropony. Kurtailcbkuil 1HTepHET-MapKeTIiehc «Temuy,
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BIZIOMHUIM CBO€I0 AarpecUBHOIO0 CTPATETi€l0 MPOCYBAHHS, IIMPOKO BUKOPHUCTOBYE
PI3HOMaHITHI reliMipiKOBaH1 MEXaHIKU JJI1 CTUMYJIIOBAHHS 3aJIy4€HHsI KOPUCTYBAuiB
Ta NIIBUUICHHS KOHBepCli. 30KpeMa, 3acTOCOBYIOTbCSA MEXaHI3MHU BHUIIAJKOBOI
BUHaropoau, Taki sk «Koneco ¢opTyHm» Ta posirpamii, 1€ KOPUCTYBaudl MOXKYThb
OTpUMATH 3HMXKKH, OOHycH, abo Oe3KOIITOBHI ToBapH. JlomgaTkoBo, peanizoBaH1
CUCTEMHU HAKOMHUYEHHSI KPEIUTIB 1 KemOeKy, Kl 3a0X0UyIOTh MOBTOPHI MOKYIKH, Ta
MPOTPECHBHI BUHArOpoOJM 3a IIOJEHHI BXoAWM B jgoaatok. Kpim Ttoro, ¢yHkIii
IPYHOBHUX MOKYIOK 1 «TAEMHUYMX OOKCIBY» CTBOPIOIOTH €(EKT COLIaIbHOI B3aeMOJ1T
Ta a3apTy, MOTUBYIOYM KOPUCTYBaYIiB /10 aKTUBHOI y4acTi.

VYkpaiHCbKl KOMMaHIi TaKoX BUKOPUCTOBYIOTh MEXaHIKM relmMidikamii s
cTuMyoBaHHsl mpoaaxiB. Hampuknan, Cuiblio y MOOUIBHOMY 3aCTOCYHKY Mae
«Koneco goptyHu», sike B SIKOCTI BUHAropojaH HaJlae OUIbLIY KUIBKICTb OOHYCHHX
OaiiB 3a MOKYNKY TOBapiB MeBHOI kareropii. Po3min «Moi mpomo3uirii» MICTUTH
3aBJlaHHs, PY BUKOHAHHI SKUX KOPUCTYBau OTPUMY€E BUHATOPOTY.

Bukopucranusa reimigikaiiii 15 MpocyBaHHS TOBapiB MOKe OyTH pO3LIMpEHE
3aBSKH 1HTErpallli 3 MEepeIOBUMH TEXHOJIOTISIMU, TAKUMU SK IITYYHHH 1HTEICKT
(ILI) ta nomoBHeHa peanbHICTh (AR). Hampukian, nepconainizoBani reimidikoBaHi
nporpaMu JIOSUTBHOCTI, IO aJanTylOTbCS JO0 TOBEIIHKH CIIOKMBaya B PEXUMI
peaspHOTO dacy, J03BOJISATH OpeHJaM TauOINe B3aEMOJIATH 3 ayAUTOPIEIO.
3actocyBaHHsT AR-TexHOJIOT1H J03BOJIUTH CTBOPIOBATH IHTEPAKTUBHHUU JOCBIA Bij
B32€MO/I11 3 MOOLTLHUM 3aCTOCYHKOM YU CAlTOM, IIIOO CTUMYJIIOBATH MPOJAXKI.

[TinOuBaroum MIACYMKH BapTO 3a3HAYMUTH, IO TehMidikamis € eheKTUBHUM
IHCTPYMEHTOM CTUMYJIIOBAaHHS TPOAAXKIB, CHPUSIOYM MIIBHUILIEHHIO 3aly4€HOCTI
CrokMBauiB 1 (OPMyBaHHIO JIOSUTBHOCTI 1O OpeHay. BogHouac monanblii
JOCJIJDKEHHSI € HEOOXITHUMH JJIsl OTPUMAHHSI OLIBINOT KUTBKOCTI EMITIPUYHUX JTAHUX
CTOCOBHO BIUIMBY TeWMi()iKOBaHMX CTpaTerii Ha croxkuBadiB. OnTumizailis
ICHYIOUHX, Ta po3po0OKa HOBUX MIAX0/iB reiMidikallii mporecy mpoIakiB 103BOJIUTH
MiABUIIUTH €(EKTUBHICTh MAPKETUHT OBUX KaMITaHIH IMiMPHUEMCTB.
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