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IHHOBALIMHI IAXOAM 10 YIIPABJIIHHSA MAPKETUHIOBOIO JISIJIBHICTIO
Y TEUMJIEB-THIYCTPII

INNOVATIVE APPROACHES TO MARKETING MANAGEMENT
IN THE GAMEDEYV INDUSTRY

Y cmammi docriosceno mpancgopmayito cucmemu YRpasgrinHa MApKemMuHe060i0 OiANbHICMIO NIONPUEMCME THOyCmpii
POo3pobKu 8ideoicop 8 ymogax 2n0b6anvroi yugposizayii. lpoananizosano 3cye 6i0 KiacuuHoi npooykmosgoi napaouemu 00
cepsicHoi DisHec-moO0eni, Wo sumazac inmeepayii MapKkemuHzy 8 apximexmypy iecpogoeo npodykmy. loenmughixosano Kuo-
Y06l GUKTUKL 2Aly3i, 30KpeMA KpU3y BUAGLEHHS KOHMeHmY ma 3pocmaioyuti oucoananc eapmocmi 3anyyenns mpagixy. 06-
IDYHMOBAHO HeoOXIOHICMb IMnIeMenmayii cmpamecii «m siko2o 3anyckyy ma data-driven nioxo0y 00 ynpaeiinus oHim-exo-
Homixow yepes onmumizayito cnisgionouennss mempux LTV i CAC. Posxpumo nomenyian suxopucmanus mexuonoeiti LI
0115 2inepnepconanizayii nponosuyiti ma agmomamu3zayii KomyHixayii. JJoeedeno eghexmugnicms iHCmpymenmie Kom 1oHimi-
MEHeOdCMeHmy ma iHQuoeHc-mapkemuney 01 opmyeanHs 10AnbHoI ayoumopii ma 3abes3neuenns (inancosoi cmitikocmi
2elimMOes-npoecKmia.

KarouoBi ciioBa: eetivdes-indycmpis, ynpaeninns, mMapkemune, cepeicHa 0isnec-mooens (GaasS), oHim-eKoHOMIKa, KoM ‘ToHimi-
MeHeOHCMeHM.

The rapid evolution of the global digital economy has established the video game development industry as a dominant market
sector. However, despite exponential growth, the industry faces a systemic crisis of content discoverability due to unprecedented
saturation. The relevance of this research is driven by the critical obsolescence of traditional marketing paradigms, which are
proving ineffective within the dominant “Games as a Service” business model. Linear approaches, separating marketing from
production, no longer ensure economic viability, necessitating a fundamental shift towards integrating promotional strategies
directly into the product life cycle from the prototyping stage. The article provides a comprehensive theoretical analysis of
innovative approaches to marketing management in the GameDev industry. It investigates complex challenges associated with
changing privacy policies of major technology corporations, which have disrupted established targeting mechanisms and
increased customer acquisition costs. The author examines the objective contradictions between the necessity of maintaining
a positive return on investment and rising advertising expenses. Significant attention is paid to the strategic imperative of the
“Soft Launch” phase, interpreted as a tool for empirical verification of product hypotheses and optimization of key engagement
metrics before global release. The study addresses unit economics management, specifically balancing Lifetime Value and
Customer Acquisition Cost as the core indicator of financial sustainability in a freemium environment. Furthermore, the article
explores the transformation of communication channels, emphasizing the necessity of building parasocial relationships through
influencer marketing and community management. It raises questions regarding the shift from unilateral advertising to value
co-creation ecosystems where players act as brand advocates. The paper also problematizes the role of artificial intelligence and
machine learning in automating marketing processes, discussing Al-driven tools for hyper-personalization, dynamic pricing,
and churn prediction.

Keywords: GameDev industry, marketing management, service business model (GaaS), unit economics, community
management.
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IMocTanoBka npo6jemu. CydacHa iHAyCTpist po3-
POOKH BiJIeOirop, MONPH CTPIMKE 3POCTAHHS TII00aTh-
HOT KaIliTali3amii, CTUKAEThCSI 3 TOCTPOIO «KPHU30I0
BUSIBIICHHS» 4epe3 EKCIOHEHI[iIfHe HAaCWUYCHHS PHH-
Ky OIAQpPOBUM KOHTEHTOM. TpamuiiiiHi iHCTPYMEHTH
MapKEeTHHTOBOTO MEHEKMEHTY CTPIMKO BTPavaloTh
e(DeKTHBHICTh B YMOBaxX JOMIHYBaHHS CEpBICHHUX 0i3-
Hec-moxeneir (GaaS) Ta MOCWICHHS HONITHKH KOH(I-
JOEHIIHHOCTI TEXHOTITaHTIB, 10 PYWHYyE 3BUYHI al-
roputMu atpulyuii Tpadiky. 3pocTatounii aucbanaHc
MIiX BapTICTIO 3aJIy4E€HHS KOPHCTYBa4a Ta HOTO KHT-
TEBOIO IIHHICTIO POOUTH KJIIACHYHI CTparerii mpocy-
BaHHSI €KOHOMIYHO HepeHTaberpbHMMU. Lle 3ymoBiioe
00’€KTHBHY HEOOXiTHICTh HAYKOBOTO OOTPYHTYBaHHS
Ta BIPOBAKCHHS iHHOBAIlIHHUX YNPaBIiHCHKUX Mif-
XOJIiB, 0 0a3yIOThCsI HA CHHEPTii HACKPi3HOT aHAIIITH-
KM, aBTOMaTH3alii IpOIeCiB Ta TEXHOJIOTIAX MTYyJHO-
TO IHTEJCKTY.

AHani3 ocTaHHIX JocaikeHb i myOsikamiii.
VY ocTaHHIX JOCHTIKSHHSAX 3 TUTaHb YIPABIIHHSI Map-
KETUHTOBOIO JISUTBHICTIO B TeHMIEB-IHIYCTpPIl 3HAYHY
yBary NpHIijeHo TpaHcdopmariii Oi3Hec-Mojencii Ta
IHTErpamii TEXHOJOTIH MTYYHOTO 1HTEICKTY ISl ONTH-
Mizamii mporecis. A. Illaxin, A. Anpxario, M. ®apoypa,
P. Ans6ycranmxi [1], T. I'yini Ta H. Croii [2] anani3ytoTsb
mozenb Games as a Service (GaaS), po3misaarodH i sk
MOTCHLINHHY CTpaTerito 4u 0i3HEC-MOJIEIb 3 JOBIOCTPO-
KOBUM CTPATETiYHUM BILTMBOM. PO3BHUBAIOTH 1[I0 TEMY,
MIPOTMIOHYIOYU KOPUCTYBAIBKO-LIEHTPUYHY MOJIENb SKOC-
Ti ans GaaS, sika akIeHTye Ha (aKkTopax 3aJ0BOJCHHS
KOPHUCTYBaviB, TaKWX SIK NEPCOHANi3allis Ta iHTEpak-
TUBHICTh, 3 METOIO IMiIBUIICHHS JIOSUIBHOCTI ayJAUTOpii.
H. Anpmoaiien, K. JIso Ta 1. 3axapos [3] narononryoTts
Ha cTpareriyHoMy 3Ha4yeHHi (a3u Soft Launch mis em-
MIPUYHOTO TECTYBaHHS TilIOTE3 1 ONTUMI3aIlii METPHK
3anmydeHHs] mepes miobdameHuM penizoM. C. @oiirt
ta O. XiHn [4] HOCTIKYIOTh YCHINIHICTh H(PPOBUX
freemium-Mozeneld, TPOIIOHYIOYH METOTH IIPOTHO3Y-
BaHHs JOBIYHOT IIIHHOCTI Ki1ieHTiB (LTV) Ha 0CHOBI iH-
¢dopmarii npo mouarkosi mokynku. E. Ceydept [5] ne-
TaJBHO PO3KPUBAE €KOHOMIKY freemium, akIEHTYIOYH
Ha aHAJITHUI[l Ta CETMEHTAIlil KOPUCTYBAYiB JIJISl CTUMY-
JIIOBAaHHS JI0OXO/IiB Yepe3 MIKpOTpaH3aKii Ta MiAIHCKH.
P. Cida, [Ixx. Pynre, K. baykxare Ta [I. Knanmnep [6] po-
MOHYIOTh BUKOPUCTAHHS THOOKUX HEHPOHHUX MEPEK
Juis mporHo3yBaHHs LTV y freemium-HanamryBaHHSX,
(hoKycyrourch Ha BUSBICHHI BHCOKOBapTICHUX KOPHC-
TyBauiB IS MiABUINEHHS €(EKTUBHOCTI MapKETHH-
roBux kammanid. [. AGpare Ta A. MeHo33i [7] aHaii-
3yIOTh CIIIBTBOPEHHSI IIHHOCTI B 1HIyCTpil Bigeoirop,
MIJKPECITIOIYH POJIb CIUIBHOT T'PaBIliB y TeHepyBaHH1
JIOTaTKOBOTO KOHTEHTY, IO MOAOBKYE SKUTTEBHHA ITHKIT
MPOAYKTIB 1 3HWXKYE uyTuBicTh 10 1iH. K. /[x. Byapo
ta JI. b. JIxenmecen [8] po3mismaroTh epekT IIiar-
(hopMHOI Mepexi, e HeomiadyBaHi JOMOBHIOBaYl 3 Ha-

TOBITy (Hampukmnaa, Moxudikamii) CTBOPIOIOTH 1TH03i0
MEpEeXEBOTO €(eKTy, CHPUSIOYN OPTaHiYHOMY MOIIH-
PEHHIO TPH Ta MOCHUJIEHHIO MapKeTHHTOBOI CTIMKOCTI.
0. Jlepes’ssHueHko Ta A. Hikonaes [9] y cBoeMy nmociti-
JUKCHH1 BIPOBAJKCHHS MOJIYJIB IITYYHOTO IHTEIEKTY
UL HaBYAJBHUX IUIEH TOPKAIOTHCS IIMPIIOTO 3aCTO-
cyBaHHs Al B iHTepakilisfx, mo Moxe OyTH aaanToBa-
HO JJIs aBTOMATH3aIlil MapKEeTHHTY B TeHMIIEBi, 30Kpe-
Ma JJIs epcoHaTi3oBaHuX KomyHikamid. M. 10. Kyan,
C. IO. Banr Ta [x. X. Banr [10], xoua i ¢pokycyroThscst
Ha CUTBCHKOTOCIIOAAPCHKOMY CEKTOP1, MPONOHYIOTh €M-
MipUYHI JOKa3W 3B’SI3Ky MK OpraHi3alliifHOI0 y4acTiO
Ta TUONamMu cepTudikamiii NPOAYKTiB, IO aHAJIOTIYHO
Moxe OyTH 3aCTOCOBAHO JI0 aHaJi3y CHLIBHOT Yy reiiM-
JIEB1 AJIs1 IOCUJICHHS JIOSUTBHOCTI Ta €KOHOMIYHOI eek-
TUBHOCTI, MiAKPECIIIOI0UN yHiBepcabHicTh data-driven
MiAXOMIB y PI3HUX Taly3sX. 3arajoMm, Il JOCIiIKCHHS
CBiJIYaTh MMPO MEPEeXiJl BiJ TPaIUIiHHKUX JIIHIHHUX CTpa-
Terii o inTerpoBanux Al-driven Monenel, e akIeHT
Ha aHAJITHIN, CIIUIBHOTAX Ta MEPCOHANI3aIll CTae KITo-
4YeM 0 TONOJaHHS KPU3U BHUSABJICHHS KOHTEHTY Ta 3a-
Oe3neueHHs (PIHAHCOBOI CTIHKOCTI B HACHYCHOMY U (-
POBOMY PHHKY.

Meta crarTi mONATaE y TEOPETHKO-METOIMIHO-
My OOIDYHTYBaHHI Ta CHCTeMaTH3allii IHHOBAI[IHHUX
MIAXOMIB IO YNPABIiHHSA MapKETHHIOBOIO HisTBHICTIO
HiANPUEMCTB 1HAYCTPii po3poOku irop. JlocmimkeHHs
CIpsMOBaHe Ha po3poOKy aganTUBHOI MOJENI Mapke-
TUHTOBOIO MEHEDKMEHTY, sIKa, BPAXOBYHOUH CreIudi-
Ky CEepBICHOI €KOHOMIKHU Ta IU(POBi3allii, 3a0e3MeUUTh
ONTHMI3alLlil0 BUTPAT Ha 3aJlyuCHHS KOPHCTYBauiB Ta
MiABUIIEHHS] KOHKYPEHTOCIIPOMOXKHOCTI TeHMIEB-IPO-
€KTIB 4epe3 IHTErpalliio iHCTPYMEHTIB IITyYHOTO iHTe-
JIEKTy Ta KOM IOHITi-MEHEPKMEHTY.

Bukian ocHoBHoro marepiajy. Tpancdopmarris
apXITEeKTypH YIPABIIHCBKUX MpoleciB y cdepi irpo-
BOT 1HAYCTpii HA CYyYacCHOMY €Talli XapaKTepU3y€EThCs
(yHZaMEHTAIEHIAM 3CYBOM BiJl KJIACHYHOI MPOTYKTO-
OpIEHTOBAHOI MapaJMIMH IO MOJEII, IIEHTPOBaHOI Ha-
BKOJIO Oe3MepepBHOrO HajaHHA MiHHOCTI (Games as a
Service — GaaS). [HHOBaIIiHI MIAXOAX A0 YIpPABIiHHS
MapKeTHHTOM Yy TeHMIeB-iHAyCTpil CHOTOOHI BHMa-
raloTh IMOBHOI IHTErpauii MapKeTHMHTOBUX CTpaTerii
y TpolecH po3poOKH IIe Ha eTari KOHLEeNTyali3awii,
OCKIJTbKY MOHETH3ALIHHUN TTOTEHIIia MPOIYKTY 3aKJia-
JIAETBCS B OTO apXiTeKTypy. SKIIO paHimie MapKeTHHT
BUKOHYBaB (DYHKI[i}0 BUKJIFOUYHO JUCTPUOYLii rOTOBOrO
KOHTEHTY, TO B ymMoBax (GaaS-mozesni BiH CcTa€e iHCTPY-
MEHTOM JIOBFOCTPOKOBOTO yTPUMAaHHS KOPHCTYyBava.
HocnimkeHHs mMoka3ywoTh, mo GaaS ciij po3nisaaru
HE MPOCTO K O13HEC-MOJIENb, a SIK [[IHHICHO-OPi€EHTOBA-
HY CTpaTerito, Jie po3poOKa Ta MapKETHHT 3JIUBAIOThHCS
B €IMHUI TIpoIIeC IS 3a0e3MeUeHHS KUTTEBOTO IUKITY
MPOIYKTY, IO JETALHO OOIPYHTOBAHO B aKaJeMiuHii
po6ori JlyHacekoro yHiBepeutety [1, 2].

164



ISSN (Print): 2521-666X; ISSN (Online): 2706-9079

KpuTruHO Ba)XJIMBUM €JIEMEHTOM 1HHOBAIIHHOTO
MapKETHHTOBOTO MEHEIKMEHTY € BIIPOBA/KEHHS CTpa-
Terii «M’sikoro 3amycky» (Soft Launch) sik iHCTpyMeHTY
eMIipuYHOT Bepr(iKaIllii MPOTYKTOBUX TINOTE3 TMepes
mI00abHUM penizoM. Llei eTam nepenbayae BUBEICHHS
I'py Ha OOMExeH1 reorpadivyHi pUHKH, SKi € penpe3eH-
TATUBHUMH IIONO LITBOBOI ayaUTOpii, 3 MeTOI 300py
TEXHIYHUX Ta MAPKETUHIOBUX TAHHUX Y pEAIbHOMY Yaci.
YrpaBniHCEKE PIlICHHS PO MAcCIITa0yBaHHS MPOEKTY
MPUAMAETHCS BUKIIOYHO HA OCHOBI aHAII3y KITFOYOBUX
METPUK 3aJTy4CHHS Ta YTPUMAHHS, 10 J03BOJISIE HiBe-
JIFOBAaTH PU3MKU (piHAHCOBHX BTpat. 3TiHO 3 MaTepiana-
mu LlenTpy nngposux crpareriit mkonu 6i3Hecy Tuck,
soft launch € xmo9oBUM eTamoMm “go-to-market” cTpare-
rii, 0 AO3BOJISIE ONTHUMI3yBaTH MOKA3HUKU 3aTyUCHHS
Ta MOHETH3AIIlii 0 MOMEHTY OCHOBHHX MapKETHHIOBUX
Burpar [3].

LenTpanpHe Miciie B CUCTEMi TPUUHSATTS PIllICHb
Cy4acHOTO MapKeTHHT-MEHeIDKepa 3aiiMae yIpaBiiH-
HS IOHIT-€KOHOMIKOIO TIPO€EKTY, sike 0a3yeThCcsl Ha KOp-
CTKOMY KOHTPOJIi CIIBBIJHOIICHHS JOBIYHOT IIHHOCTI
kmieata (LTV) Ta Baprocti Horo 3amyuenns (CAC).
B yMmoBax HacW4yeHOro puHKY freemium-npoayKTiB 3a-
OesrmeueHHs mo3uTUBHOTO ROI BIMarae BUKOpUCTaHHS
CKJIQJIHUX TPOTHO3HMX Mopelied. [HHOBaIiiHICTh mijI-
XOJy TIONIATa€ Y BHKOPHCTAHHI MAIllMHHOTO HABYAHHS
i igeHTudikanii BUCOKOIIHHUX KopucTyBauiB (high-
value users) mie Ha paHHIX eTamax iXHbOI B3a€MOIii
3 rpoto. Lle 103BosIsie MApKETHHIOBUM BijJlijIaM JHHA-
MIYHO TEpepo3NOAIIATH OOIXKeTH, (POKyCyrouuch Ha
THX KaHaJax, SKi IPUHOCSTH IIATOCIIPOMOXKHY ayIUTO-
pifo, 110 € KPUTUYIHUM IJIsl BH)KHBAHHSI B YMOBAax He-
KOHTpakTHHX freemium-cepenosui [4, 5, 6].

OxpiM (piHAHCOBHX METPHK, CydacHE YIpPaBIIiHHS
MapKeTHHTOM y TeWMJEeBl Bce OUIBIIE CITUPAETHCS Ha
KOHIIEMIito criBTBOpeHHs IiHHOCTI (Value Co-creation)
Yyepe3 po30ylIoBy aKTHBHUX CHUIBLHOT. Ha BigMmiHy Bix
TPaIUIIHHOTO TPOCYBaHHS, IHHOBAIIIMHI CTpaTerii Ime-
pendadaroTh 3aJdydeHHs TPaBIB IO MPOLECY CTBOPEH-
HSl KOHTEHTY (HAIPUKIJIAA, MOTU(IKaLii ab0 «MOiBY),
o (GopMye eMOIiiHy MpPUB’SI3aHICTh Ta JIOSIBHICTS.
AKTHBHICTh CHIIFHOTH y CTBOPEHHI JOIATKOBOTO KOH-
TEHTY Ma€ MPsIMUAN TIO3UTHBHUI BILTHB Ha OOCSTH TIPO-
Jla>kiB OCHOBHOI I'pH, OAOBXKYIOUH i1 )KUTTEBUIN ITUKII TA
3HIUKYIOUH 9yTAUBICTh MONUTY 110 IiHu [7, 8].

BaxnuBuM BEKTOpOM 1HHOBAIIIMHOTO PO3BUTKY
MapKeTHHTOBOTO MEHEIXMEHTY B IrpoBiil iHmycTpil
€ ¢pyHIaMeHTaIbHa TpaHC(hOPMAITisl KaHATIB KOMYyHiKa-
1ii, Jie KJIIOYOBY POJIb MOYMHAIOTH BiAirpaBaTH Jijepu
IYyMOK Ta cTpiMiHroBi tuiatdopmu (Twitch, YouTube
Gaming). Ha BigmiHy Bij npsMoi pekyiaMmu, siKka 4acTo
ITHOPYEThCS KOPUCTYyBa4aMHU depe3 sBHUIlle «OaHepHOT
CJIITOTH», TH(IIOCHC-MAapPKETUHT 0a3yeThCs Ha TICHXO-
JIOTIYHOMY (PeHOMEHI MapacoIiaJbHUX CTOCYHKIB, KOJIH
PEKOMEHIAITISI CTpiMepa CHPUIMAETHCS ayJUTOPIEI0 K

mopaja JAOBipeHOI ocoOu. YMpaBiiHHA IHUM KaHAJIOM
BAMAarae BiJi MEHEIKMEHTY BiJIMOBH BiJl KOpPCTKOTO
CIICHAPHOTO KOHTPOJIIO Ha KOPUCTh HAaTUBHOI iHTErpa-
1ii, 110 J03BOJIIE 30€perTH aBTEHTHYHICTh KOHTEHTY.
ExoHoMiuHa e(EeKTHBHICTh TaKOTO MiIXOMy IMiaTBEp-
JUKYETbCS BUIIAM PiBHEM KOHBEPCil Ta 3aJydeHOCTI,
OCKIJIBKH MTOTEHIIHMIA TpaBellb Mae 3MOTY CIiocTepira-
TH 32 IrpOBHUM IIpOIiecoM (gameplay) y pearbHOMY daci,
OIIHIOKYHM TPOIYKT 0e3 HeoOXiAHOCTI HOro momepe-
IHBOT TOKYIKH. Lle 3MiHIO€ CTPYKTYPY MapKETHHIOBHX
OFOIKETIB, JIe BUTPATH Ha CIIOHCOPCTBO TPAHCIISILIN Ta
KoJlaboparlii 3 KOHTEHT-MEWKepaMu MOYUHAIOTh JOMi-
HyBaTH HaJ| TPAIUIIHHUMU Mezia-0aiHTOBUMHU CTpare-
TisIMH, IIPO IO CBYaTh aHANITUYHI 3BiTU IIONO CTaHY
inpyctpii [9].

HacTynHHM €BOMIOIIHUM KpPOKOM B YIpaBIiHHI
MapKeTHHTOM € iHTerparis TeXHOJOTil IITy4HOIO iH-
TEJEeKTy Ta MAallMHHOTO HAaBYaHHS JJIS TilepIiepcoHa-
mizarii B3aeMoJIii 3 KOpUcTyBaueM. SIKIIO TpaguIiiHui
MapKETHHT OTIepyBaB IMUPOKUMH JIeMOTpadiuHUMHU Cer-
MEHTaMH, TO iHHOBaIiifHi Al-aJropuTMHU I03BOJSIOTH
(opMyBaTH 1HAWBITYyaJ bHI MPOIO3HUINT I KOXKHOTO
rpaBls HA OCHOBI aHaNi3y HOro MOBEIIHKU BCEPEIH-
Hi Tpu. Lle crocyeTbes K TMHAMIYHOTO IIHOYTBOPEH-
H#, TaK 1 aJjanTtamnii CKIaJHOCTI PiBHIB JJI YTPUMaHHS
KOPHCTYBa4a B CTaHi «IOTOKY». [IOpiBHSUIbHY Xapak-
TEPUCTHUKY 3MIHH MapajurMH YIPaBIiHHSI MapKETHH-
TOBOIO JiSUIBHICTIO MiJl BIUTMBOM HM(posizamii ta Al-
TEXHOJIOT1i HaBeJeHO B Tabmumi 1.

Sk BuAHO 3 TaONMUIl, IHHOBALIWHUH MiAX1]] TOKOPiH-
HO 3MIHIO€ JIOTIKy MPUHHSTTS YIPaBIiHCHKUX PIllICHb.
BukopuCTaHHS TEHEPATUBHOTO IITYYHOTO IHTEIEKTY
JI03BOJISIE aBTOMATH3yBAaTH CTBOPEHHS TUCSY Bapiamii
peKJIaMHUX KpeaTHBIiB Ta TECTYBaTH iX €(EeKTUBHICTh
y pearbHOMY Yaci, 3aJIMIIaroYl HalOUIBII peleBaHTHI
JUISE KOHKPETHUX MIKPOCETMEHTIB ayauTopii. binbime
TOTO, aBTOMATH3allisl MAapKETHHTY 3a0e3rneuye Oesre-
PEpBHUH CYIIPOBIJ TPaBIsl HA BCIX eTarax Horo KUTTE-
BOTO IIMKITY: BiJl MEPIIOTO 3aMyCKy J0 PeaKTHBAIlii Iic-
JISl TPUBAJIOT BIJICYTHOCTI.

Cucremu CRM HOBOTO TIOKOJIIHHS, IHTErpOBaHI
3 ITPOBUMH CEpBEpaMH, 3IaTHI aBTOMATHYHO HaICHIIa-
TH MYLI-TIOBiAOMIIEHHS a00 MpONOHyBaTH OOHYCH caMe
B TOIl MOMEHT, KOJIM aJIFOPUTM (piKcye BUCOKY HMOBIp-
HICTH BiATOKY KopuctyBaua (Churn Prediction). Lle no-
3BOJISIE TPAHC(OPMYBATU MAPKETHHIOBY IiSUIBHICTB 13
PCaKTUBHOI B MPOAKTUBHY, CYTTEBO IMiJBHUIYIOUYN PEH-
TaOEeNbHICTh 1HBECTHUINIH y PO3pOOKy Ta IIPOCYBaHHS
irpoBux npoekTiB [10].

Ha ocHOBI JOCTIDKyBaHUX IHCTPYMEHTIB IIPOTIOHY-
€THCSI ABTOPCHKUM MAXIA O yNPaBIiHHSA MapKEeTHHIOM
y cdepi refimaeB. CTpykTypa miaxomy 300pakeHO Ha
puCyHKYy 1.

Bci 3a3naveHi eneMeHTH (QYHKIIIOHYIOTH y CHHEp-
reTugHOMy pexumi: GaaS-apxiTekTypa NpOAYKTYy —
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Ta6muis 1

IopiBHsiIbHUI aHATI3 TPaAULiHOTO Ta iHHOBaLiITHOTO MiAX0aiB
J10 YNIPaBJIiHHA MAPKETHUHIOM Yy reimaeB-inaycTpii

Kputepiii nopiBHsIHHS

TpaauuiliHnii MapKeTHHIOBHI MixXin

InnoBaniitnmii (Al-driven) mimxix

OO0’ €eKT ynpaBIiHHs

IMpoxykr (rpa) siK 3aBeplLIeHUH TOBap

Kopucrysanpskuil 1ocBig Ta cepic (GaaS)

Crparerisi iHOYTBOPEHHS

®ikcosana 1ina (Premium model)

JluHamiuHa MOHETH3allisl, MIKpOTpaH3aKIii,
M IMHCKa

KirouoBi metpuku (KPI)

O6csr nponaxiB Komiii, Bupydka (Revenue)

LTV, Retention Rate, ARPU, Churn Rate

CermMeHrallis aynuropii

CouianbHo-geMorpadiuHi XapaKTepUCTUKU

IToBeniHKOBI NAaTepPHU, ICUXOTHUIIU IPaBLIiB

ITpuiiHaTTA pileHb

IHTYITHBHE, HA OCHOBI MUHYJIOTO JJOCBITY

Data-driven, Ha OCHOBI IPEMKTHBHOI aHAIITHKH

KomyHikariis OnHoctoponns (3MI, 6anepu)

InTepakTuBHa (CHOUIBHOTH, iH(IIOEHCEPH)

Joicepeno: pospobneno agmopom

Soft Launch six Bepupikaniiiauii eran — data-driven
FOHIT-CKOHOMIKa — COIiaIbHO-KOMYHIKaIlIHHAN OJIOK
(xom’toHITI + iHpIIOeHCepu) — IIII-sap0 aBTOMAaTH3A-
ii Ta mepcoHaizarii.

Taka cTpykTypa I03BOJISIE HIBEIIOBAaTH PU3UKU BU-
cokoi BaprocTi 3aiydeHHs Tpadiky, 3abe3neuutu ¢i-
HAHCOBY CTIMKICTh NPOEKTIB 1 AOCSITTH KOHKYPEHTHOI
MepeBary B yMoBax U(PPOBOr0 HACHYCHHS PUHKY.

BucHoBKuM. Y3araasHeHHS pe3yinbTaTiB IPOBEIEHO-
T'O TOCIIKEHHSI JO3BOJISIE€ CTBEPKYBATH, 1[0 CydacHa
mapagurMa yhpaBlliHHS MapKETHHTOBOIO [isUTbHIC-
TIO B 1HAYCTPil PO3pOOKH irop 3a3Hana HE3BOPOTHHUX
TpaHchopMaliid, 3yMOBICHUX MEPEXOIOM TII00aTLHO-
TO PUHKY JIO CepBiCHOI Oi3HEC-MOJIeIN Ta TOCHIEHHIM

KOHKYPEHTHOTO THCKY B YMOBaxX IH(POBOTO HACHICH-
Hs. MapkeTHHT y cdepi refimzeB nepecrae GpyHKIIio-
HYBAaTH SK BiIOKpEeMJICHA HaI0yA0Ba HaJl BAPOOHMYUM
MPOLIECOM, €BOJIOIOHYIOUH B iHTETPANbHY CKIIaJI0BY
apXiTeKTypu caMoro npoaykry. CTpaTeriyHuM imie-
paTuBOM AJIsl MEHEIKMEHTY CTa€ KOHBEPIEHIisl eTa-
HiB pO3pOoOKH Ta MPOCYBaHHS, A€ MAPKETHHIOBI Liii
3aKJIalaloThCA B ITPOBI MEXaHIKM Ta CUCTEMH MOHE-
TH3amii e Ha cTafii nmporotunyBaHHs. Lle mo3Bonse
HIBETIOBATH PHU3MKH PHUHKOBOTO BIATOPTHEHHS Ta 3a-
0e3MmevnTy BiAMOBITHICTH IIHHICHOT MPOTO3HIIil TIpo-
OYKTy pealbHUM O4YiKyBaHHSM IUTBOBOI ayAuTOpii, IO
€ KPUTHYHO BAYJINBUM B YMOBaX BHCOKOI BapTOCTi 3a-
TydeHHs Tpadiky.
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Puc. 1. ABTOpchbKHMi MiAXiA 10 yNpaBJIiHHS YOPaBJiHHI MapKeTHUHIOM Y c(epi reiimaen

Hoicepeno: cknadeno agmopom
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HaykoBo-nipakTryHe 3Ha4YeHHS Ma€ OOIPYHTOBaHA
HEOOXIJIHICTh TEepPexXoay BiJl IHTYITHBHOTO MPUHHSTTS
pitiens 1o data-driven mimxomy, mo 6a3yeThcs Ha Ha-
CKpI3HIN aHANITHIN Ta yNPaBIiHHI IOHIT-€KOHOMIKOIO.
BripoBamkeHHs cTparerii «M’SKOTO 3aIycKy» Ta BH-
KOPHCTaHHS TPEAUKTHBHAX MOIENECH Ui PO3paxyH-
Ky JKHTTEBOI I[IHHOCTI KJII€EHTa JIO3BOJISIE KOMITAHIsAM
EMITIpHYHO BEepU(]PIKYBaTH EKOHOMIYHY €(EKTHBHICTDH
MPOEKTIB 10 MOMEHTY MacImTaOHMX iHBecTuiiid. Ta-
KU MiIXin TpaHcQopMmye YIpaBIiHHSI MapKETHHIOM
3 BUTPATHOI CTATTi OIOMXKETY B IHCTPYMEHT CHCTEMHOTO
XeIKYBaHHS PHU3HKIB, 3a0e3Medytoun (iHaHCOBY CTiii-
KiCTh MIiANPHEMCTBA B JOBIOCTPOKOBIif NEPCHEKTHUBI.
BonHouac aBToMaTH3alisi MApKEeTHHTOBHX MPOLIECIB ve-
pe3 IHCTpYMEHTapii MTYYHOTO 1HTENEKTy cTae 0e3ab-
TEPHATHBHHUM MUISXOM JJI1 0OPOOKHM BETMKUX MAaCHBIB
JaHUX Ta 3a0e3MeYeHHs HeoOX1THOI IMBUAKOCTI peakIil
Ha 3MiHM MTOBEIIHKOBUX MATEPHIB KOPUCTYBaUiB.

OxkpeMoro Harosocy norpedye BUCHOBOK PO 3MiHY
XapakTepy KOMYHIKAIlil MK PO3pOOHUKOM Ta IPaBIEM.
[HHOBAIIIHI MIIX0MU A0 yNpaBIiHHS MAapKETHHTOM IIe-
pendavyaroTh BiIMOBY BiJl OJHOCTOPOHHBOTO BILTUBY
Ha KOPUCTHh MOOYIOBH €KOCHUCTEM CHIIBHOT TBOPYOCTI
ta maprHepcTBa. ComianbHUI KamiTan, cpopMOBaHHN
Yyepe3 TPaMOTHHI KOM FOHITI-MEHE/DKMEHT Ta CITiBITpa-
IO 3 JIiJIepaMu TyMOK, KOHBEPTYEThCS B CKOHOMIYHUI
aKTUB KOMIIaHi{, 3HIKYIOUM 3JICXKHICTh BiJl TUIATHHX
KaHATIB 3aJy4eHHs. 3arajoM, YCIINIHICTh Cy4acHOTO
TeMAEB-TIPOEKTY BH3HAYAETHCS 3IATHICTIO MEHEIDK-
MEHTy MOOyOyBaTd aNaNnTHUBHY CHCTEMY YIIPaBIIiH-
Hs, SIKA TAPMOHIWHO TOEIHYE TEXHOJOTIUHI THHOBAIT
LITYYHOTO 1HTENIEKTY, CYBOpY (iHAHCOBY IUCLHUILTIHY
IOHIT-€KOHOMIKHM Ta NIMOOKE PO3yMiHHS IICUXOJIOT] KO-
pHUCTyBadiB, 110 B CYKYIHOCTI 3a0e31neuye CHHepreTuy-
HUll e(eKT Ta KOHKYPEHTHY IepeBary Ha IJ00aJbHOMY
PHHKY.
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