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TEUMI®IKALIA B MAPKETHHI'Y AK IHCTPYMEHT IIJIBUIIIEHHS
JAJIYUYEHOCTI CIIOKUBAYIB

VY cydyacHMX yMoBax Hu(]poBi3allii €eKOHOMIKH Ta 3POCTaHHS KOHKYPEHIIii
MIMPUEMCTBA 3MYIIICH] IITyKaTH HOB1 CITOCOOM B3aeMOi 31 crioxkuBadamMu. OHUM
13 TMEpCMNEeKTUBHUX I1HCTPYMEHTIB Cy4aCHOTO MAapKETHHTYy € reiMidikamis. Y
HAyKOBIN JiTepaTypi reimidikallisi BU3HAYAETHCS SIK BUKOPUCTAHHS E€JIEMEHTIB
IFPOBOTO JIM3aiiHy B HEIrPOBUX KOHTEKCTAaX 3 METOI0 IMIJIBUIIECHHS aKTUBHOCTI
KOpPUCTYBadiB Ta (OpMyBaHHS iXHbOI MOTHBAIlli O B3aeMojii 3 OpeHIoM abo
npoaykTom [1].

leitmidikamiss  nepegdadyae  BUKOPUCTAHHS — PI3HOMAHITHUX — ITPOBUX
MEXaHi3MiB, 30KpemMa OaliB, OCHKiB, pEUTUHTIB, PIBHIB, CUCTEM JOCSITHEHb Ta
€JIEMEHTIB 3MaraHHs. Takl 1HCTPYMEHTH CTBOPIOIOThH JIOAATKOBY MOTHBALIIO ISt
KOPUCTYBauiB Ta CTUMYJIOIOTH IXHIO B3a€MOJIII0 3 OpeHnoM [2]. BukopucrtaHus
I'POBUX MEXaHIK Y MAapKETHHTOBUX KOMYHIKAIIsAX [103BOJIsiE (popMyBaTH OLIbII
IHTEpAaKTUBHUM JOCBIJT B3a€EMOJIl 31 CHOXMBaYaMW Ta [MiJABUILYBAaTH IXHIO
3QTy4YCHICTD.

PesynbTaTi HAyKOBUX JTOCIIIKEHDb CBITYaTh, 110 3aCTOCYBAaHHS reiMidikaiii
MO3WTHBHO BIUIMBAE HA MOBEJIIHKY CIIO’KMBAYiB Ta MOKa3HUKH customer engagement
(3ay4eHICTh  CHOXXKMBadiB). BuKoOpuCTaHHS  IrpOBUX  €JEMEHTIB  3/1aTHE
MIJBUIIYBAaTH 1HTEPEC KOPUCTYBadiB 10 OpeHpy, 301IbIIyBaTH 4Yac B3a€EMOIIL 3
upoBUMH TUIATPOPMaMU Ta CTUMYJIFOBATH TOBTOPHI KOHTAKTH 31 CIIOKWBaYaMU
[3]. 3acTocyBanHs reimidikaiiii y nuppoBoMy MapKETHHTY 0COOIMBO €()eKTUBHE B
MOOUTRHUX JOJIaTKaX, Mporpamax JIOSJIbHOCTI, COIllaJbHUX MEpeXkax Ta OHJIaiH-
maTgpopmax.

CydacHl JOCHIJKEHHSI TaKOX MIATBEPKYIOTh, IO TrelMidikaiis Moxe
MO3UTHUBHO BIUIMBATH HAa €(PEKTUBHICTh MApKETUHTOBHX KaMIIaHii, MiABUILYIOUU
MOKa3HUKHU 3aTy4EHOCT1, yTPUMaHH KJII€HTIB Ta KOHBEpCli. BUKopucTanHs irpoBux
MEXaHIK JT03BOJISIE€ MIABUILYBATH PiBEHb aKTUBHOCTI KOPUCTYBAYiB, CTUMYJIIOBATH
iXHIO y9acTh Y MApKETUHTOBUX 3aX0J1aX Ta (POPMyBaTH JOBTOCTPOKOBY JOSITbHICTh
KJIIEHTIB [4].

VYKkpaiHChKI ~ JMOCHITHWKKA TAaKOXX BIJ3HAYAOTh 3HAYHUM  TMOTEHITIANT
reiimidikanii y MapKeTHHTOBUX KOMYHIKaIlifaXx. 30KpeMa, BUKOPUCTAHHS ITPOBHUX
MEXaHIK Yy HU(PPOBUX MAPKETUHTOBUX KaMIaHIsIX J03BOJISE MiJBUIIYBATH 1HTEpEC
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ayIuTopii 10 OpeHIy, CTUMYJIIOBATH B3a€EMOJII0 KOPHUCTYBAYiB 13 KOHTEHTOM Ta
dbopMyBaTH TO3UTHUBHUM croxuBunii gocBin [5]. Kpim Toro, reimidikaris
PO3TISAIAETHCA K 1HHOBALIMHUN 1HCTPYMEHT MapKETHMHTOBHX KOMYHIKAIllM, IO
COpHsi€ TMIJBUIIEHHIO KOHKYPEHTOCHPOMOXKHOCTI MIJIPUEMCTB Ta PO3BUTKY
Cy4aCHUX MapKETUHTOBHUX CTpaTerii [6].

BonHouac edekTuBHICTh reimidikailii 3HAYHOIO MIPOI0 3aJIeKUTh Bij
MPaBUWJIBHOTO BHOOPY IrpOBHX MEXaHIK Ta iX BIJMOBIJHOCTI IUJIBOBIM ayauTOpii.
Hepnano po3poOisieni reiimipikoBaHi KamIaHii MOXKYTh 3HMKYBAaTH 1HTEpeC
KOpHCTYBauiB a00 CIipuiiMaTHCS K MaHIMYJISITUBHUM 1IHCTPYMEHT MapKETHHIOBOTO
BIUIMBY. ToMy BaXXJIMBO 3a0e3medyBaTH MPO30pICTh MpaBUI  y4yacTi y
reiimMi¢ikoBaHUX KaMIaHisIX Ta BpaXxOBYBAaTH OCOOIMBOCTI MOBEIIHKN CIIOKUBAYIB.

Otxe, redmidikaiiss € TMEePCIEKTUBHUM I1HCTPYMEHTOM CY4acHOTO
MapKETUHTY, SKHM CIpHUS€ TMIJBUILICHHIO PIBHS 3aJy4€HOCTI Ta JOSUIBHOCTI
CHokMBayiB. [HTErparis iIrpoBUX €J1€MEHTIB y MAPKETHHIOBI KOMYHIKAIIi1 JI03BOJISIE
CTBOPIOBATH 1HTEPAKTUBHUM JOCBIA B3a€MOMAII MK OpeHJOM 1 KIIEHTOM Ta
M1BUIIYBaTH €(EKTUBHICTh MAPKETUHIOBUX CTPATETIH Y IU(POBOMY CEPEIOBHIIIL.
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