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AHomauisa

Bcmyn. Kawoyosum enemeHmom npoepam A0SA6HOCMI € CMUMYAI08AHHA YMPUMAHHA CNOXCUBAYIB, 8 C80I0 Yepey,
Ha yell npoyec 8NAUBAE 3HAYHA KIALKICMb YUHHUKU, MAKUX K SKICMb 006C/1y208Y8AHHS, PO3MAUY8AHHSA
mopzose/sbH020 nidnpuemcmea ma nponosuyisi npodykyii. ¥ koHyenyii MapkemuHzy 83aemM08i0HOCUH YMPUMAHHS
Cchoxcueauvis po3aas10aemuvcsi Ik 0CH08a 00820cMpoK08oi hpubymkosocmi nidnpuemcmasa.

Memoio HanucaHHsi cmammi € opMy8aHHS YiMK020 ysie/eHHs Wodo 8UKOpUCMAHHA zelimipikayii ma izop y
npozpamax J01bHOCMI, BUOKPeM/AeHHS 8U2id 6i3Hec-cmpyKmyp 8i0 UKOPUCMAHHS 3AX0NAI0I04UX 2PYNO8UX [20p 8
npozpamax A01AbHOCMI.

Pe3yasmamu. Y cmammi guceim/ieHo numaHHs1 BUKOpUcmaHHs 2elimigpikayii ma izop 8 npozpamax N05116HOCMI.
3epynosaHo 0ocHOBHI pakmu, nog’sa3aHi i3 J05S/AbHICMIO CNOXCUBAYI8 HA OCHOB8I pe3y/bmamie MapKemuH208UX
docaidiceHb, 8usHavyeHa 8iOMiHHICMb Midc noHsmmsamu epu ma zelmigpikayii. Takox asmopom 6u3HaA4eHO
¢akmopu enausy Ha 8UKOPUCMAHHS [20p 8 npozpamax JAosiibHocmi. Ha ocHosl mapkemuHzosux docaidxceHb
npedcmassieHi 0CHO8I emoyiiiHi npuyuHu doJlyueHHs 2pasyie do eideo/ komn'tomepHux izop. BusHaueHo nepenik
8u200 6i3Hec-cmpykmyp 8i0 8UKOPUCMAHHS 2pyNo8UX [20p 8 Npo2pamax A051AbHOCMI.

Karouosi cnoea: zeiimiikayis, izpu, npoepama 10s16Hocmi, 6peHd, eMoyii, suHazopoda, npuxuabHicms, 8iddaHicmo.
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Abstract

Introduction. A key element of loyalty programs is to stimulate customer retention, which in turn is influenced by a
number of factors, such as the quality of service, the location of the business and the supply of products. In the concept
of relationship marketing, consumer retention is considered as the basis of long-term profitability of the enterprise.
The purpose of the article is to form a clear idea of the use of gamification and games in loyalty programs, to separate
the benefits of business structures from the use of exciting group games in loyalty programs.

Results. The article highlights the use of gamification and games in loyalty programs, which offer rewards, discounts
and other special incentives as a way to attract and retain consumers, strengthen brand confidence, form a loyal
consumer of business structures. The difference between the concepts of game and gamification is defined, which
consists in different results within the application of loyalty programs and are used for deeper involvement of
participants. The main facts of consumer loyalty are grouped based on the results of marketing research. The author
also identified factors influencing the use of games in loyalty programs, such as the cost of games and gamification,
the availability of electronic devices for games, emotions, desires and incentives of consumers and more. Based on
marketing research, the main emotional reasons for players to engage in video / computer games are presented,
among which the largest share should be disconnected from reality, relaxation from a busy day and wasting free time.
The list of benefits of business structures from the use of group games in loyalty programs is determined.
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Bcryn

['osioBHA ifiess mporpam JIOSIJIbHOCTI MOJIATA€E B TOMY, 1100 CTUMYJIIOBAaTU YTPUMaHHS
CI0>KMBaviB, Ha fIKe BIJIMBAIOTh BeJIMKA KiJIbKICTh YUHHUKH, TaKI K AKICTb 00C/IyroByBaHH4,
pO3TalllyBaHHA TOPrOBEJIBHOIO NiANPUEMCTBA Ta IMPOINO3ULiA NpoAyKLil. Y KoHpenumil
MapKeTHHIY B3a€EMOBIJHOCHUH yTPUMaHHA CIIOXKWBA4iB pPO3IJALAETCA AK OCHOBA
JIOBTOCTPOKOBOI MPUOYTKOBOCTI NiANPUEMCTBA.

AHani3 ocTaHHIX JoCaiKeHb i my6J1iKallii i3 TMTaHb 3aCTOCYBaHHSA Pi3HUX TEXHOJIOTIN
y IporpaMax JIOSJbHOCTI cPOpMyBaB HOBHM HAyKOBHMM HampsM I0J0 BHUKOPUCTAHHSA
reiMidikarii Ta irop B nporpamax JiosiJibHOCTi. BU3HaueHa npob6/ieMaTUKa pO3T/ISAAEThCS B
pob6oTax HaykoBLiB, Takux ak: Jlazzapo H. [4], Mapkei P. [5], Min-reis K. [6], IBaHHiKO-
Ba M. [12], PoMmaT €., bingBcbka H0. [13] Ta iHmi. BpaxoByto4u 3Ha4HY KiJIbKiCTb HayKOBHUX
ny6Jiikanid 3 gaHoi Npo6JieMaTUKM BUKOPUCTAHHA reiMidikauii Ta irop B nporpamax
JIOSJIbHOCTI BUBYEHI HEJJOCTAaTHbO Ta NOTPEOYIOTh MOTIMOJIEHHS.

MeTa Ta 3aBJAaHHA CTATTi

MeTorw HamnucaHHs CTaTTi € GOpPMyBaHHS YITKOrO ysIBJeHHS L0J0 BUKOPUCTAHHA
reiMidikanii Ta irop y nporpamax JiosiJibHOCTi, BUOKPEMJIEHHS BUTiJ 6i3HeC-CTPYKTYp Bif
BUKOPHUCTAHHSA 3aXOIJIIYUX I'PYNIOBHUX irop B IporpaMax JIosJIbHOCTI.

BuKJ1a OCHOBHOI'O MaTepiaty

3 MeTO yTPUMaHHA yBary, 3MillHEHH J0BipU Ta $OpMYBaHHS JIOSIJIbHOTO CIIOXKKBava
NiANPUEMCTBA, 3aCTOCOBYIOYU MapKeTUHIOBY KOHLIENLiI0 B3aEMOBiJHOCHH, BIPOBAaKYOTh
Pi3HOMaHITHI NporpaMu JIOAJIbHOCTI.

[IporpaMyu JIOAJIBHOCTI MOTHUBYIOTBH CIIOKMBaya 4YacTille CHOiBIpaLoBaTH i3
niIIPpUEMCTBAMHU, B NPpUAO0aHHI NPOAYKIII IKKUX BOHU 3allikaBJieHi.

[IporpaMu JIOANIBHOCTI - Lie IHCTPYMEHT MapKeTHUHIY, L0 XapaKTepU3yeTbCHA
CUCTEMHUM MiJIXO0M Ta CIPSIMOBAaHMUM Ha GOPMYBaHHS JIOSIJIBHOCTI 06paHOi [[iIbOBOI rpynu
CIIO’KMBAyiB 3 METOIO CTBOPEHHS Ta MiATPUMKHU 3 HUM JJOBTOCTPOKOBUX BiiHOCHUH [12].

[Iporpamu J10S/1IbHOCTI, CHOHCOPOBaHi 6i3HeC-CTPyKTypaMH, IPONOHYIOTh BUHArOPOH,
3HMKKM Ta iHIUI crenjajJbHi CTUMYJIM fIK CIIOCIO 3a/Iy4yeHHS Ta yTPUMaHHSA C0KKBaviB. BoHU
CTBOpPEHi [/ CTUMYyJIIOBaHHA 0i3Hecy, NPOMOHYIOYM BHUHAropoAy 3a JIOSJIIbHICTb /[0
MarasuHy/6peHay. Ik paBuJio, YUM YacTillle CIOXKKMBa4 NiATPUMYy€E NPOJABLA — i YUM Oisiblie
BiH BUTpayae — TUM bisiblie Horo BuHaropoga [11].

Ha ocHOBi pe3yabTaTiB MapKeTHHroBUX JochiflxeHb [1; 5; 8; 9] sossbHOCTI
CIIO>KMBAUiB 3TPYNIOBAaHO HACTYIHI OCHOBHI paKTH:

- KOXXEeH JIpyruMy CoXKHUBay, IKOMY NM0A06a€ThCA NPOAYKLis 6peHAy, NiMUCYEThCSA Ha
HOro nporpamy JIosiJIbHOCTI;

- MaibKe 34 ycCix ClIoKWBaviB NiAMPUEMCTBA Ta y4aCHUKH pUHKY B2B pekoMeHAYIOTB Te
NiIIPUEMCTBO, sIKe Ma€ NPUBAOJIMBY IPOTrpaMy JIOSIIbBHOCTI;

- cepeHiN aMepHKaHCbKHU CIIOKUBay 3apeeECTPOBaHUM NMpPUOJIU3HO B 15 nporpamax
JIOSIJIBHOCTI, aJle aKTUBHO BUKOPUCTOBYE iX JIMIIE IPUOJIU3HO CiM;

- Mamxe 30% ycix cnoKuBadiB NiAIPUEMCTBA Y IPOrpaMi JIOAJIBHOCTI CKapKaTbCs Ha
KOPOTKHUM TEPMiH Jiii BUHAropoz;

- Maibke Y ycix cnoXuBadiB HeZJOCTaTHbO MOiHGOPMOBaAHi MpPO CBOI BUHArOpoJu y
nporpami J10sJ1bHOCTI, @ 14% BBaarThb KapTKU JIOAJIbHOCTI HE3PYYHUMHU Y BUKOPUCTAHHI;

- mignpueMcTBA - Jifiepu JIOSJIBHOCTI 3JaTHi 306iAbIIMTH J0XiA BiJ Opojaxy
Npu6GJIM3HO B /IBa 3 TOJIOBUHOIO pa3H MIBU/IIIE, HiXK iHIITI KOMMaHil.

OcTaHHA pOKMU Oi3HEC-CTPYKTYPU aKTUBHO BHUKOPUCTOBYIOTb NPUHWOMH irop abo
reimidikanii y nporpamax JIosJIbHOCTI, IKi MalOTh BiIMiHHOCTI.

['pa - 1ne «ZAidJbHICTHL JIIOAUHYA 3 MOJEJNIOBAHHA IHIIOrO BUAY [JiAJIBHOCTI 3
pO3BaXKaJIbHOK YM HaBYaJIbHOW MeTow» [10], a refimMidikariisi - 1je BUKOPHUCTAHHS eJIeMEHTIB
IrpoBOro Nporecy B HeirpoOBUX KOHTEKCTax JJil CTUMYJIIOBAHHA NI€eBHOI OBEIHKHU JIIOJUHHU.
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OTxe, rpa Ta reimidikanisg € pisHUMH migxomamu, fIKi JalOThb pi3Hi pe3y/bTaTH B paMKax
3aCTOCYBaHHA MPOrpaM JIOSJIbHOCTI Ta BAKOPUCTOBYIOTHCSA /151 OiJIbLI TJIMO0KOT0 3a/1y4eHHs
Y4YaCHHUKIB.

BukopuctanHsa irop Ta reumidikalnigs B mnporpamMax JIOSIJIbHOCTI MiATPUMYIOTh
CTUMYJIOBaHHSA NPOJAXIiB, YTPUMYIOTh YBary ClOXKKWBaviB, 3MILJHIOIOTh JJOBipHU 0 GpeHAy Ta
bopMyIOTh aHaJiTHUYHE MOJeJI0BaHHA OOMiHY OCOOHMCTHMMM JAHUMHM, PO3LIMPHIOIOTH 6aszy
Y4YaCHUKIB MpPOrpaMM JIOSIJIBHOCTI, MPOCYBalOTh TAaKTHW4YHI Npono3ulii Bijg 6peHay, aje i
NOoTpPebyOTh BKJIaJaHHS 3HaYHUX PiHAHCOBUX PeCYpPCiB KOMIaHIM.

Ha BukopuctaHHs redmidikallii Ta irop B nporpamax JiosiJIbHOCTI 6i3HeC-CTPYKTypaMHu
BILJIMBA€E BeJIMKA KiJIbKICTb YUHHMKIB, HAPUKJIA/l: BapTiCTh irop i redMidikallii; HasgBHICTb
eJIEKTPOHHUX PUCTPOIB Jis irop; emoliii, 6a>kaHHs i CTUMYJIU CIIO>KWBAYiB TOILIO.

B ymoBax KOHKypeHTHOI 6OpOTbOM 0i3HEC-CTPYKTYpPU HAAUXAIOTbCA 3yCHUIISMU
KOHKYPEHTIB, a pO3BUTOK HAayKOBO-TEXHIYHOI'0 IPOrpecy pobuUTh irpu i reiMidikanito 6isbu
JOCTYITHUMU 3a LJIHOI0 Ta MaCOBUMHU Y BUKOPUCTAHHI IHCTPYMEHTAMHU IpOrpaM JIoAJAbHOCTI.

3a ganumu NielsenlQ 6ys0 npoBeaeHO AOCiAXKeHHS TPaBLiB y BiJeo/KoMMN 0TepHi
irpu. PesynbTaTn focaifpkeHHA cBig4aTh npo Te, mwo y 2020 poui cBiTOBUM PUHOK Bifeoirop
3pic Ha 9,3% i cksaB 159,3 Mapa. goa. EBpona 3arimae 19% (29,6 mapa.noa.) [3].

3a pgaHuMu Acouianii posBakaJbHOTO MNporpaMHoro 3a6e3nedyeHHs (ESA) [2]
cMapT$OHU € HAUMOUIMPEHIIMM NPUCTPOEM A4 irop (60%) y NopiBHAHHI 3 nepcoHaJIbHUMU
koMmm'totepamMu (40%). IcHye nuile MiHiMaabHUN reHJepHUM AucbanaHc: 54% rpaBuiB -
40JIOBiKH, 46% rpaBLiB - XKiHKHU.

PesysnbTaTu fociigxkeHb [2; 3] cTalOTb OCHOBOMO /Il NMPHUNYLIEHHS, 110 3HAYHUM
CerMeHT PUHKY CIOXWBa4diB € BIAKPUTUMU [Jid y4acTi B AKiCHUX irpax, Ki HaJarmTbCs
IporpaMaMH JIOAJbHOCTI.

Irpy MOXyTb BUCTYNIATU B pOJIi L[iKaBOTO iIHCTPYMEHTY JJI1 pO3Bar, a TaK0X MOXYTb
OyTH KOPUCHUM IHCTPYMEHTOM /1JI1 BUHAropo/u.

Bi3Hec-CTpYyKTypH, 110 BIPOBAa[PKYIOTb Yy INpOrpaMy JIOAJBHOCTI Irpu MOXYTb
3alpOCUTH Y4YaCHUKIB norpatv y ¢ismyHy abo nudpoBy rpy, BiJ IKOi y4aCHUK OTpPUMAE
BUTO/JIY Y BUTJISA/I IPU3Y, OCBiAY Ta eMOLil.

3a JaHUMU NpOBeJeHUX JocaixeHb [3; 4] rpaBui Aoay4dalOTbCs [0 pi3HUX
BiZleo/KOMIT'IOTEPHUX irop 3 TAKMX OCHOBHUX €MOLIiIMHUX NpUYUH (puc. 1).

OTXe, OCHOBHMMM €eMOI[iIHHUMU NPUUYMHAMM JO0JyUeHHs T'paBliB [0 Bifeo/komi'to-
TEPHUX irop € BiIKJIIOYUTUCSA BiJ, peasibHOCTI, po3cJsabJieHHs BijJ HApPy>XeHOoro pob6o4oro JHs
Ta 3rasiHHA BiJIbHOT'0 Yacy. 3Ha4Ha YacTUHA pecnoHeHTiB (37% i 12%) npuilMaloThb y4acTb y
IPYINOBUX Bi/le0/KOMI'IOTEPHUX irpax, el ¢akT € A0BOJII LiKaBUM [ 6i3HeC-CTPYKTYp, 1[0
BUKOPUCTOBYIOTb irpy B Iporpamax JIOSJIbHOCTI, i Jal0Th MOXJIMBICTb 3aJy4YUTHU OiJNbLILy
YAaCTUHY TpaBLiB JJid OTPUMAaHHSA HUMH 3aXOIJIIOYMX €MOLIMHUX BpaKeHb Ha KOPUCTb
6peHAy ab0 mporpamu JIOSIIbHOCTI. BisHec-CTPYKTYpH, SIKi 30piEHTYIOTHCS HA BUKOPUCTAHHSA
3axOIJIII0YUX FPYNOBUX irop B NporpaMax JiosiJibHOCTI OTpUMalOTh ps/, nepesar (Tao6J. 1).

Buroau, siki oTpuMaroTb 6i3HEC-CTPYKTYpHU BiJi BUKOPHUCTAHHS TpPYNOBUX irop B
nporpamax JioiJIbHOCTI MO>KHa YMOBHO NOJAIJINTH HAa HACTYIIHI CIM IpyIL.

[lepmioro BUroz00 A/ KOMIIAHII € po3lmIMpeHHA LiJboBol ayauTopil. I'py MoxHa
BUKOPUCTOBYBATH J1J151 3a/ly4€HHS] HOBHX YYAaCHUKIB i 6i/1b11I FJIMO0KOI B3aEMO/Iii 3 HAsBHUMHU
y4aCHUKaMHU. fIK110 cnoXKrMBay NOBUHEH NMPUEAHATUCA [0 IPOrpaMy, 106 rpaTy B rpy, HOMY
HaJla€ETbCA [Jl0JJaTKOBa MOTHBALifl NpUEAHATUCH. fKIIO HAasABHOMY YYaCHHUKY HOTPiOGHO
3aBaHTAXXUTU NPOrpamy, o6 rpaTv, MOMY HaJlaETbCSI CTUMYJI 3aBaHTAXXUTH J0JATOK.

HactynHoto Burogow € <¢opMyBaHHA MaKCMMaJbHOI yBaru Jo OpeHAy Ta
BMi3HAaBaHOCTI, TO6TO yYaCHUKH, sIKi TpPUBaJIMU Yac rparoTh Y TPy, acoLio0Th ii i3 6peHa0M, 32
paxXyHOK MaKCHUMaJbHOI NOMITHOCTI Horo rpadidyHOro 306pakeHHsl, 3aCTOCyBaHHS
O6peH0BOT0 KOJIbOpY y Tpi. [Ipuk/aajaMu JIIOKCOBUX OpeH[iB, sIKi BUKOPHUCTOBYIOTb I'py fIK
peksiaMHUM KaHaJ € Louis Vuitton, Guerlain, Dior, Hermes, Burberry, Gucci, Chanel.
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H ['pato, 11106 po3caabUTHUCA

['paro, KoM MeHi CKy4HO i HeMag 1110
pobutu

B Mi# crioci6 Bigka04YUTHCA Bif
peanbHOCTI

B ['palo, T.11I, 10Z06aETHCS PU3UKYBATH i
nepeMaraTu

I'pa € cnoco60M CriNIKyBaHHA 3 JPY3IMHU

4 - HoBaTOp! JIt06J1I0 BCi TEXHOJIOTIYUHI
HOBUHKHU

B [Tog06a€TbCst 06MpPATH, BUBYATH Ta
aHaJi3yBaTH irpoBi miatdopmu

M ['pato, 106 He BiJicTaBaTH Bij iHIINX
(koJi0 cinikyBaHHA - rpaBiii)

Bepy y4yacTb y KibepcriopTHBHUX
3MaraHHSX siK npodecioHasn

Puc. 1. EMoniiiHi npy4YvHU A0JIy4YE€HHA IPaBLiB A0 Biieo/KoMNI'OTEPHUX irop
Jcepeno: cpopmosaro aesmopom Ha ocHosi [3; 4]

Ta6snusg 1. Burogu 6i3Hec-CTPYKTYP BiJ BUKOPMCTAaHHSA 3aXOIJIIOIYUX IPYNOBHUX irop
B IpOorpamMax JIoOslJIbHOCTI

Buropa XapaKTepUCTHUKH Ta 0COOJIMBOCTI BUTOAHU

3a/iy4yeHHs HOBUX YYaCHHUKIB 10 TPOrpaMH JIOSIIbHOCT]
['nmuboka B3aEMOJisl 3 MOCTIMHUMHU YYaCHUKAMU [IPOrpaMHu JOsIIbHOCTI
®opMyBaHHA acoljialliil 3a paxyHOK 06’€KTa-CTUMYJ1Y, IKUM BUCTYIIAE

PosmupenHs 1iiboBoi ayjUuTOpii

MakcumaJsibHa yBara 1o OpeHay

O6peH]
[lepeiiMaHHs rpaBUAMU JloJly4eHHs yYaCHUKIB I'PH [0 LIIHHOCTEH Ta KOPIOPATUBHOI KYJbTYPU
L[iHHOCTEeH OpeHay OpeHay

CTBOpeHH# JO4AaTKOBOI
noiHdopMoBaHOCTI MOTeHiHHNX | Po3moBciompkeHHs iHpopMalil mpo 6peH/| y pi3HUX coLliaIbHUX Ipynax
YYaCHUKIB NIpo 6peH]

. o . PosmnoBclokeHHs iHdopMallii npo 6peH i3BHUX coliaJIbHUX
ConiasbHUH 06MiH A (opmauii npo 6peray p I

Mepexax
dopMyBaHHA CTaIUX 3BUYOK y ®opMyBaHHA CTaJIMX 3BUYOK ITi/i 4ac TpYU 3 BUKOPUCTAaHHAM NPOCTHUX il
npuj6aHHi eJleMeHTiB Ta eQeKTy BUNIaAKOBOCTI
Bucoka 1iHHiCTE OTPUMaHOTO . - .
ToBapy dopMyBaHHA 10JaTKOBOI 3aBULIeHO]I LiIHHOCTi TOBapy yYaCHUKOM Ipy

Jocepesno: asmopcvka po3pobka

lllo oxHi€el0 mepeBarow 3acTOCYBaHHA I'pU y NMporpaMax JIOSJIbHOCTI € nmeperdMaHHA
rpaBUsAMH I[iHHOCTeH caMoro OpeHJy, TOMy IO irpu HaJalTb OpeHJaM YHiKaJbHY
MOKJIUBICTb NIPEJCTABJIATH CBOI KOPIIOPATUBHI LIIHHOCTI Ta 3a/1y4aTH CIIOKKWBaviB-IrpaBLiB 0
BUKOHAHHSA CBOEI KOpNIOpaTUBHOI Micil. [IporpamMu 104/1bHOCTI HABYAOTh YYACHUKIB-IpaBLiB
sIK OTPUMATH OiJIbIIY KOPUCTbH Bij 1i BUKOpUcTaHHs. [IpuKIaZoM JIIOKCOBOTO OpeHy, SKUMN
3MIIJHUB LIiIHHOCTI cBoro 6peHAy € Porsche, 10 cpopMyBaB NPUXUNBHICTD [0 LWIBUAKICHUX
aBTOMOGIJIB y4acHUKIB, BunyctTuBuiM roHouHy rpy Need For Speed: Porsche Unleashed, sika
Jla€ MOXXJIUBICTb IpaBLfIM 3MaraTUca pisHUMU MOJeJIIMU CIOPTUBHUX aBTOMOOi1iB Porsche,
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pO3KpHBa4M icTopito ausaiHy Porsche i Te, sk BOHU BJOCKOHAJ/IIOBAJIMCA 3a BCIO iCTOPIiIO
KOMIIaHil 3 KOXHil MoJieti.

HactynHoto BUrozow € 06MiH iHpopMalli€r0 y4acHUKIB y I'pi B coljiaJIbHUX Mepexax.
PesysbTaTu [6] cBif4yaTh mpo Te, [0 YYaCHUKU BUKOPUCTOBYIOTh IHTEpPaKTHUBHI Opays3epHi
irpu Facebook, Taki sk FarmVille, Zynga Poker, Mafia Wars, ge MatoTb 3Mory 3maratucs i
XBaJIUTUCS CBOIMHU 3700yTKaMH (BUCOKMMM 06ajlaM{, J0JAaTKOBUMH BHHAropojiaMu,
nepexo/loM Ha BUILMU piBeHb I'PH).

®opMyBaHHSA CTa/JMX 3BUYOK MiJ 4ac rPU 3 BUKOPUCTAHHAM IMPOCTUX eJIeMEHTIB Ta
edeKTy BUIIaZJKOBOCTI — € HACTYMHO BUroow. KoMnaHii MOXXyTb BUKOPUCTOBYBATH Py AJI
dbopMyBaHHS O6iJiblI CTIMKOI Ta 3BUYHOI MOBEAIHKM YYaCHUKIB 3a paxXyHOK BUKOPHUCTAHHS
IPOCTHUX eJIeMEHTIB I'pU Ta ePpeKTy BUNIaJAKOBOCTI, 1106 epeTBOPUTH CBOI NPONO3ULiH y Ipy.
lle nae MOXJ/IMBICTb yYaCHHKAM L[OHA BiJKPUBATH HOBY NIPOINO3ULil0, TPaTH Ta 3HAMOMUTHUCSA
i3 bpeHZ0M.

Kpakinbow BUrozorw € ¢opMyBaHHA BiJYYTTS BUCOKOI LIIHHOCTI OTPUMAaHOI0 TOBapy
Y4YaCHUKOM TrpH. Irpu MoKyTb BUKOPUCTOBYBaTH edekT EHaymeHTy [7], TOOTO cnokuBavi
NPUAIAITb O6iJbIIY LIHHICTD peyaM Micjs TOro, K BOHM CTa/M iXHIMHU BJacHUKaMu. llel
epeKT MOXHa BHUKOPMUCTAaTH 3a JOMNOMOrOK MNpOrpaM JIOSJIBHOCTI NMPH PO3NOBCIO/PKEHHI
NPOMNO3Ullil K NMPHU3iB.

BHCHOBKM Ta NepcneKTUBM NOJAJILIINX PO3BiA0K

OTxe, po3poOKa MepPeKOH/IMBOI, 3aXOIJII0I0Y0l, IPUEMHOL Ta AOCTYMHOI T'PU B MexXax
pPO3YMHOT0 OI0/KETY Oi3HEC-CTPYKTypU MOXKe OYTH CKJAJHOI0, ajie MOXJIMBOK 3ajayvyero.
3aj1e)KHO BiJ IM3aliHY IPOrpaMH JIOSIIbHOCTI KOMIaHil, iHBecTyo4M B reimidikarniito ta irpu
OyZe MaTH peasibHIi KOHKYPEHTHI NepeBary, 110 HeoOXiHi /i1 CTUMYJ/IIOBaHHS 3a/y4eHHs
CIIOXKMBA4iB Ta IepeTBOPeHHA iX y JosJbHUX. Posb redmidikanii Ta irop y nporpamax
JIOSIIBHOCTI HabyBa€ 6i/bIIOl aKTyaJbHOCTI Ta MNOTPeOYye JeTaJbHOro iX BHBYEHHS B
HaNpsIMKy METOJUYHOT0 acleKTy OLIHKM BIJIUBY rerdMidikalii Ta irop Ha 3aMy4yeHiCTb
CIIO’KMBAYiB.
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