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Hayionanvnuii ynisepcumem «Ocmpo3vka axaoemisny

TEUMI®IKAIIA, SIK CIIOCIB 3AJTYYEHHS KJIIEHTIB

IIpeomemom docniddncennss y cmammi € eumigpikayis, K IHCMpyMeHm 3a7yuenHs Kiienmie. B cyuacnomy ceéimi neped
[HmMepHem-Ma2azunamu NOCMAe 6axcIU6a 3a0aua — ympumaHHs KiieHma. Yeaza cnoxcuseaya cmae HAuyiHHIWUM pecypcom,
AKUT BUBHAYAE 3anYHeHicb 00 npoO0yKmy. 1 0OHUM 3 OCHOGHUX CNOCODI8 HUHI € CBOPEHMS Mlkpocepedoeuma 6 AKOMY
KIIEHM ompumMye weuoKutl 00pamin, 6i04yeae cumyayilo yenixy, ye niodusioemopcs 6i0Hymmsam HaiexrCcHocmi 00 «6uyor
CRiTbHOMUY | CIMUMYIIOE IMnYAbcudHi nokynku. I eimigixayis 6 e-commerce ne 00MednCyemMvbCs 6OHycamu 4y 6aramu 3a no-
xkynxu. Lle cmpamezis, wjo oxonaoe Momueayito, NOGEOiHKO8Y eKOHOMIKY ma Yyugpposy ncuxonozito, CnpsamMosany Ha gopmy-
6AHHL IOANLHOCMI, NIOBUWEHHS KOHBEPCII Ma CMEOPEHHS eMOYIlIHO20 36 SI3KY MIdC OpeHOOM i chodcusaiem. Y Konmexkcmi
VKPAIHCbKO20 PUHKY, 0COOIUBO 8 YMOBAX B0EHHOI MA eKOHOMIUHOI mypOyleHMHOCMI, 2eiUMIiKOBaHI piuleHHs HAOY8amb
000amko6oi yinnocmi Ak 3aci6 adanmayii OizHecy 00 HOBUX MOOerel NOBEOTHKU CRONCUBAYIS.

Knrwuosi cnoea: enexmponna Komepyis, MOMuUBAyis CHONMCUBAYIS, [HMEPHEM-MA2A3uH, 2euMiikayis, MapKemuHeosi
cmpamecii.
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GAMIFICATION AS A MEANS OF ATTRACTING
AND RETAINING CUSTOMERS

The subject of research in this paper is gamification as an effective tool for enhancing customer engagement in the rapidly
evolving digital economy. In today's digital environment, online stores face a major challenge—not merely attracting new
customers, but retaining existing ones under conditions of intense competition and information overload. Consumer attention
has become one of the most valuable resources, directly determining the depth of interaction with a product, brand, or digital
platform. Modern e-commerce increasingly relies on psychological and behavioral mechanisms to influence consumer
decisions. One of the key contemporary approaches involves creating a micro-environment in which customers experience
instant dopamine rewards, a sense of achievement, and belonging to a “higher community.” These elements stimulate emotional
involvement and can significantly increase impulsive buying behavior, purchase frequency, and long-term loyalty. Gamification
in e-commerce goes far beyond the traditional use of discounts, bonuses, or reward points. It represents a strategic management
approach that integrates motivation theory, behavioral economics, and digital psychology. Through the use of game mechanics—
such as levels, badges, challenges, progress tracking, and social comparison—businesses are able to influence user behavior in
a subtle yet highly effective manner. As a result, gamification contributes to higher conversion rates, increased customer lifetime
value, and the formation of a strong emotional bond between the brand and the consumer. In the context of the Ukrainian
market, particularly under conditions of war, economic instability, and declining purchasing power, gamified solutions acquire
additional strategic importance. They serve not only as a marketing instrument but also as a mechanism of business resilience
and adaptation to new consumer behavior models shaped by uncertainty, stress, and digitalization. Studying gamification
under these conditions allows for a deeper understanding of its role in sustaining engagement and competitiveness in crisis
environments.

Keywords: e-commerce, consumer motivation, online store, gamification, marketing strategies.

IMocranoBka mpodsiemMu. Y CydyacHOMY CBITI BHKO-  IOCTa€ 3aBIAHHS — BUAIIMTHCA i3 3arajbHOI MacH Ta CIo-
PHUCTaHHS IHTEPHET-MarasuHIB IOMIMPEHE y CyCHUIbCTBI, HYKaTH IOKYIIiB KOPHCTYBaTUCA caMe iX IPOLYKTOM,
1 el MOKAa3HWK Mae€ TEHACHIII0 A0 3pocTaHHA. JlIomW  3a0X04yBaTd JIOSJIBHICTH Ta TIOXKBABIIOBATH KYIiBEIbHY
MaroTh 3MOTY KyITyBaTu OHJIaitH 24 ronunu Ha 100y. Kinb-  akrtuBHicTE. OfHUM 3 IHCTPYMEHTIB cTae redmidikaris
KICTh OHJIAHH-TIPOJABLIB 30UIBLIYEThCS, 1 Nepen HUMU  e-commerce riargopM. [eiiMidikais — e BAKOPUCTaHHS
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irpoBux MexaHik (0ajiB, piBHIB, MOHET, HAaropoj, 3HH-
KOK, KYIOHIB, cepTH(]IKaTIB) y HE iIrPOBUX CEPEIOBHIIAX,
TaKUX SIK €JIEKTPOHHA KOMEp1isl, 0CBiTa, podoTa, criopt. Lle
JortoMarae 301TbITyBaTd MOTHBAIIIO, YTPUMYBATH YBary,
TyYMaHi3ye MIpoLec, PO3MHUPIOE 3aTydeHICTh Ta IiIBUIILYE
e()EKTHBHICTb.

AHaJi3 ocTaHHIX AociIkeHb Ta myOJikamii: Sk
MIOKa3yl0Th OCTaHHI AOCHIIKeHHS, HUHI ToHan 60%
KOPUCTYBa4iB BHKOPHUCTOBYIOTh MOOLIBHI MPHCTPOI IS
MIOITYKY B IHTEPHETI — BiJ] MEPErTISILy COLIaTbHAX MEpPEexK
0 3IIHCHEHHS OHJIAMH-TIOKYNOK 1 BHUKOpPHCTaHHS OaH-
KiBChbKHX cepBiciB [8]. Tomy kommaHii BUMyIIeHI mepe-
JIAIITOBYBATHCS] HA OHJIAH CerMeHT mpojaxis. KinbkicTh
IIPOJABLIB 3pOCTa€ 1 1€ BUMarae BiJ| PO3IPiOHMX Maii-
JMAHYUKIB BCcE OLIBIIOI KPEaTHBHOCTI, MO0 yTPUMYBaTH
iHTepec g0 ix mpomykra. {06 KymiBns crajma HE MPOCTO
MpoIiecoM MpuUAOaHHSI HEOOXiIHOTO TOBapy, a i MpHEM-
HUM JOCBIZIOM B3aeMomii s (pOpPMyBaHHS JIOSUIBHOCTI.
Taki migxonu BuBuanu Benrep €. [8], Henimosa T. [9],
Anuyk T. [15]. ABropu Ady-1llyk M. i Cyneiiman M. [10],
Hetepniar C. [1] I'pox @. [2], mpuxoaars A0 TyMKH, IO
JUIA TIABHUINCHHS BITI3HABAHOCTI OpEHIy 1 JIOSUTBHOCTI
yepe3 reimidikamiro, opranizamii TOBUHHI aKIEHTYBAaTH
yBary Ha CTBOPEHHI BUCOKOT'O DiBHS KJIIEHTCBKOI 3aiyue-
HOCTI: ITPOBI €JICMEHTH, TOBEIIHKOBI CTUMYJIH, B3aEMO/Iis,
Haropoau Ta moTmBanis [10, 13, 15].

@opMyTIOBaHHSA Lijeil cTaTTi. MeTor0 HOoCTiKeHHS
€ BHUBYHTH pOJNH TeiMigikarlii iHTepHeT-MarasmHiB, 5K
IHCTpYMEHTy, [0 JOomoMarae 30UTBIIUTH TPOAaXi Ta
OlIbIIIe 3aIy9aTH KIIIEHTIB 10 B3aeMoil. JlocaianTu icHy-
FOUMI JIOCBIJ Ta PO3POOUTH PEKOMEHAIIIT, 32 SIKHX MOX-
JIUBO 3aCTOCYBaTH METOJ reviMi(hiKarlii JuTs BIPOBAKCHHS
B YKpalHCHKHUX 1HTEpHET-MarasnHax.

3aBmaHHsA MOCHKEHHSA IIOJIATaE€ y CHCTEMaTh3allii
3HaHb 3 MPHUBOMY TeiMidikarlii, OKpeciIeHHs 1HO3EMHOTO
JIOCBily Ta pO3yMiHHS Ha SIKOMY DiBHI Iisl TpoOiieMaTHka
PO3IISIIAEThCS 1 BIPOBAKYETHCS B YKpaiHi Ta sKi Mae
TICPCIIEKTHBH.

Bukiagennsi ocHoBHOro martepiaiy. [lepmii KoH-
menmii reiimidikamii, 6e3 TPAMOTO BH3HAYEHHS ITHOTO
MOHATTS, Oyn0 po3pobieno y 1984 porii 6i3HEC-KOHCYIB-
tantoM Yapnb3om KyHpaxarom, y ioro kuusi “The Game
of Work”. BnpoBajiykeHHsI eleMeHTIB Ipu B Liil myOiika-
1ii cTocyBajlack poOOYOro Iporecy Ha MiANPUEMCTBAX.
ABTOp 3a3HayaE, 10 y poOOTI JIFOAN OXOUillIe TOKJIAIAI0Th
3yCHIIb, SIKIIO MAIOTh YiTKi IpaBHJIa, 3BOPOTHIN 3B’S30K
Ta OLIHKY Pe3yJIbTaTiB, BU3HAYCHHS IIEPEeMOTH Ta 100po-
BUIbHY y4acTh.

Y 2002 poui nporpamict Hix Ilemminr dopmysroe
MOHATTS «reiMidikaris». [eiimidikamis — e BUKOpHUC-
TaHHS EJIEMEHTIB IrpOBOTO AM3aiiHy B HEIrPOBUX KOH-
TekcTax [1]. BoHa BUKOpHCTOBYe TIPHpPOIHE TparHEHHS
JIOOVHU JI0 CYNEpPHUITBA, BHHArOPOAM Ta COLIaJIbHOL
B3a€MOJII, 10 POOHTH AISUTLHICTH OLTBII I[IKABIIIOK Ta
pe3yabraTuBHINION. BiH 10mae irpoBi MexaHiku 10 iHTEp-
¢eiicy nporpamMHOro IpoOLyKTy, 00 Oyilo IHTYITUBHO
3pO3yMillo SK BiH (DYHKIIOHY€E, Ta SK 3 HUM IIPAIFOBATH.
e Oyma B3aemonis 3 bankomaramu Ta POS-TepMminamamu.
BnpoBamxyBaBes sicKpaBUil AM3aiiH, 3pO3yMisli KHOIKH,
3BYKOBHH CYNPOBIJ| Ta IHCTPYKIIi, IKi HE BUKJIMKAIH TPY/-
HOII[IB Ta MUTTEBA BIAMOBIAb HAa B3aeMomit0. | TpeH T mif-
XOIUTIOEThCS OararbMa koMmaHismu [11].

¥ 2001 poui eBay 3ampoBagus nporpamy Power Seller
Program mns cBoix mpoxaBmiB. KoxeH 3 HAX Mir migHiMa-

THUCS 110 PIBHIX BUKOHYIOYH MICIT (JlocsraTi oOCsTiB mpo-
JTaKiB, PEUTUHTIB, IBUIKOCTI BIAMOBIAL Tomo). Bymu Taki
PiBHI, B 32JICXKHOCTI BiJ] TPOaXiB 3a Micsb — bpoH30BHUi,
Cpibuuit, 3omoruit, I[ImarmHoBumii, TuraHoBwii. PiBeHB
Oerimka BimoOpaXkaBcs MOpyY 3 HIKHEHMOM MPONaBIs, K
NEeBHE «JIOCATHEHHsA y Tpi». Take HOBOBBEIEHHS MOTH-
BYBQJIO TPOJIABIIIB MOKPAIyBaTH CBOE OOCIYrOBYBaHHS.
Takox, e OyJI0o sIK BU3HAHHS Cepe/i MUTBHOHIB 1 MiATPU-
MyBaJIo irpoBuii ayx. OKpiM IIbOTO, YUM BHIIHMH CTaTyc
MIPONABILI, TUM SKiCHIIIE 0OCTYTOBYBaHHS BiH OTPUMYBaB
Bil camoi iaTrGopMu — 3HIKKH Ha KOMICii, TipiopHTeT
y NiATPUMIT.

PesynsraroMm cranio 301IbIIEHHS [TPOJABIIB 3 PEUTHH-
roM 98%+ yaBidi, cepeqHiil 00CAT MPOAAXKIB y aKTHBHUX
y4JacHUKiB 3pic Ha 35—40%, 1 BOHM NOCTIHO Manu yTpH-
MyBaTH TaKWi piBeHb, ke BTpaTa OeimKka O3HaJaia
BTpaTy peryTamii i 3HWKEHHS HpofaxiB. TakuM YumHOM
yKe cami IpOAaBI MaJId BUT'ayBaTH, SIK IM IOKpaIlyBaTh
CBiif aCOPTUMEHT Ta CTUMYJIIOBATH KYIIBEIbHY CIIPOMOXK-
HICTb CHIOXKHBaya [7].

IrpoBe mumcienHs (gamification mindset) — 1e KOH-
HeNmist, mo mepeadadae iHTErpaIilo irpoBHX MEXaHiK
Yy HEIrpoBi KOHTEKCTH 3 METOIO IiJBUINEHHS MOTHBAIIi,
3aydeHocTi Ta eexkruBHOCTI. KiIFo4oBUMH elleMeHTaMu
€ TIOCTaHOBKA YITKMX I1JIeH, HaJaHHS 3BOPOTHOTO 3B’SI3KY,
CTBOPEHHSI BIJUYTTS IPOTPECY, a TAaKOX BIIPOBADKCHHS
BHOOpPY Ta eneMeHTiB KoHKypeHii. [{i kommoHneHTH (op-
MYIOTh CEpEOBHILE, B SIKOMY iHAMBII HE JIUIIE BUKOHYE
3aBIaHHS, a U IEPEeKUBAE IOCBIJ, HABYAETHCS METOIOM
«mpo0 1 MOMUJIOK», TIOAIOHMM 10 TPH — 3 EMOLIIHHOO 3aITy-
YEHICTIO Ta BHYTPIIIHBOIO MOTHBALIEIO [6].

Panime, Oynp-sika i Mana Ha MeETi pe3yibTar, TO
3apa3 (poKyc 3CyBaEeThCS Ha IIKABICTh BiJI CAMOTO TIPOIIECY,
SIK MEXaHIKM BHMKJIHMKIB 1 iX mopgomaHHs. L{g TeHmeHIis
thopmye HOBHH (PiTOCOMCHKUI MAXiA 10 €THKH B3aEMO-
Iii — 11e A0OpPOBUIBHICTh, EMOIIHHICTh Ta KPEATHBHICTh.
[Tpu4nHOIO TOMY CTa€ Cy4yacHHH MacHB aKTHBHOIO ITIpa-
LIE3/1aTHOTO HACEeJIEeHHs — IIe JIIOIH, SIKi 3pOCTalld Tparo-
YHCh B KOMIT'IOTEpHI irpH, irpoBi aBromaru. Came uepes
irpOBY B3a€EMOIII0 BOHM BIEpIIEC HABYAIMCS CTpaTeTrid-
HOMY MHUCIICHHIO, KOMaHIHII poO0OTi, MBHAKOMY IIpH-
HHATTIO PIIICHb 1 BMIHHIO J0ocsrary 1iieil. ToMy it Hux
NPUPOJHUM CIOCOOOM CHPHUAHATTS HOBOi iH(opmarii
€ Tpa — IHTepaKTUBHA, Bi3yallbHa, 3 €JIEMEHTAMH BUKIIUKY,
Haropoau W 3BopoTHOro 3B’s3Ky. CepenHiil Bik reiimepin
B CIIA cranosus 33 poxu y 20062007 pokax. Lle nocmi-
JUKEHHS TIATPUMY€E Te3y, M0 MOKOJIHHA, SKE BHUPOCIO
Ha BiJeoirpax, HpOAOBKY€E OyTH aKTUBHUMH TIPaBISIMU
Y JIOpOCJIOMY BIIli — TOX ITPOBUI TOCBIT HE 0OMEKYETHCS
JUTHHCTBOM YH ITiUTITKOBUM BikoM [16].

[puHIIMIIOBA OCOOIUBICT TPH TOJIATAE B ii TOOPOBLIB-
HOCTI Ta 3IaTHOCTI 3axornoBat. Komu qronuna cripuiimae
CBOIO TiSUTBHICTB AK TPy, 3MIHIOETBCS 11 TMOBEIiHKA: 3pOC-
Ta€ piBeHb 1HILIATUBHOCTI, KPEATHBHOCTI Ta CTIHKOCTI 1O
TpyaHouiiB. lle BiaKpuBae HOBI MOXJIMBOCTI JUIsS yIpaB-
JIHHSI MOTHBAIIIEI0 B OPTaHIi3allisfgX, 30KpeMa B KOHTEKCTI
IUPPOBUX CEPBiCiB, HABYAHHS, MPOJAXKIB Ta BHYTPIMIHIX
KoMyHiKarti# [13].

Mexaniku reiimigikaiii B e-commerce A0IIbHO aHaTi-
3yBaru yepe3 mozeis Octalysis FO-kast Yoy, e KITFO40BUMEU
pywisiMu BucTynaoTh Development & Accomplishment,
Ownership & Possession, Unpredictability & Curiosity Ta
Social Influence, mo ¢popmMyI0oTh HOBENIHKOBY 3aTy4eHICTh
KOPHCTYBadiB Ta IMIYJIbCHI MOKyNKH. BiH 3amponoHyBaB
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TabuIo (Marpuilko) (Tabi. 1) BiMOBIMHOCTI MEXaHIK reii-
Midikarii ocHoBHUM pymrisim MoTuBaii (Core Drives) [3].

Buxoasum 3 HaBEeJEHOro MOXKHA 3POOHUTH BHCHOBOK,
IO JIFOISIM Ba)KJIMBO MaTH iHTEpecC 103a CaMHM TOBApOM,
SK Pe3y/IbTaTOM IOKYIIKH, aJie IIe i OTPUMaTH MOpajbHe
3a10BOJICHHsI Bia mporiecy. Ilokymenp Mae OyTH 3aIikas-
JIeHUH, 1 HOTO 3alliKaBIeHICTh MAa€ CTUMYITIOBATH ITOBEPTa-
THUCSI 1 KYILyBaTH 3HOBY.

3a nannmu International Trade Administration (ITA) —
migpo3nin Minicrepcrsa Toprisimi CIHA (U.S. Department
of Commerce). [Tounnaroun 3 2020 poky, KOJIU CBIT OIH-
HHUBCSl B yMOBax JIoOKaayHy 4epe3 mangemiro COVID-19,
EJIEKTPOHHA KOMEpIIis 3a3Hajla CTPIMKOTO 3pPOCTaHHS —

Oararo koMmaHiil OynM 3MyILIeHI IEPEUTH B OHJIAHH, 1100
3a0e3neunTr cBoe (pyHKIioHyBaHHs. OHAK MiCIs ITOCTY-
MIOBOTO 3HATTS KapaHTHHHHX oOMexeHb y 2021 pomi
TEMITH OHJIAIH-TIPOJAXKiB MOYAM 3HW)KYBATHCS, OCKUIBKH
CIOXKUBAYl MOBEPHYIUCS JI0 TPAIULIHHUX (HOPM MOKYIIOK
1 aKTHBHINIOrO O(IaiH-XUTTs. | MICIsA JIErKOro magiHHs
y 2022 potri, B HACTYITHI POKH CTaJIO 3pO3yMLIO, 10 uQ-
poBa MOBeIiHKA 3aKpinmmiIach 1 cuTyauist cTadinizyBasiach
(puc. 1) [12].

Slkmo mpoaHanizyBaTH HasBHI JJaHi, TO B TMOPIBHAHHI
32019 poKkoM 10XO/M Biji €EeKTPOHHOT KOMEPIIii 301IbIIIH-
JIUCSI BIBIYI 1 32 MPOrHO3aMH OyayTh 3pOCTAaTH 1 HaAAI.
Crae 3po3yMmiJIo, 1110 KOHKYpEeHIlisi BUpocia B pa3u. Koxna

Tabmuus 1

Tabauus (MaTpuus) BirnoBigHocTi MexaHik reiimigikaunii ocHoBHUM pyurisM MoTHBamii

Core Drive

(MoTHBaNiHMIA py1iii)

YkpaiHcbKuii
nepeKJIaj

CyTb pyuisi MOTHBaLIT

Hpumanu BUKOPUCTAHHA B
e-commerce

1 | Epic Meaning & Calling

Emiunnii cenc i

JlronuHa BimuayBae, mo poOUTH MOCHh
3HAYYIIE, CTAE YACTHHOIO «BEIHKOI

Brnaropiitai abo eKoIOTivHI MOKYITIKH
(nanpukian, Ant Forest Big Alipay,

Creativity & Feedback

3BOPOTHUH 3B’ SI30K

HACIIIKK CBOIX I

HOKJIMKaHHS S
Micii» cko-kammanii Amazon)
. . PiBHi mokymmis (Bronze, Silver,

Development & Po3Burok 1 IIparnenns nporpecy, 3000yTKiB, VR ’
2 : o : Gold), 6eiimxi “Top Buyer” na eBay

Accomplishment JIOCSITHEHHS MalCTEepHOCTI

abo Amazon
N Kopuctysau xoue ekciepumenTtyBary, | CTBOpEeHHS BIACHHX J0OIpOK TOBapiB

Empowerment of TBopuicTsb i pHCTY. . ep Ty ’ P JIODIPOK TOBAPIB,

3 OTPUMYBATH BiIryKH i OaunTH nu3aiiHepchKuX KoMOiHatii (Nike By

You, Etsy)

4 | Ownership & Possession

Bononinns i
NIPUB’3aHICTh

TlouyTTst BIacHOCTI 3a paxyHOK
HaKOITMYCHHSI, KOJIEKI[IOHYBaHHS Y1
nepcoHaizarii

banu, MoHeTH, BipTyasibHi OOHYCH
(AliExpress Coins, Rozetka Bonuses)

Social Influence &
Relatedness

CorianbHAN BIUIUB
1 HAJIEXKHICTh

[parHeHHs 10 B3aeMoii, CHIJIBHOCTI,
COIiaJIBHOTO CTATYCY

3anporeHHs apy3iB, FPyHoBi
nokynku (Pinduoduo), Biaryk i
pelTuHru

6 | Scarcity & Impatience

Hediur i

HETePIiHHS

MoruBariist 4uepe3 0OMeKEHHs Jacy
a00 KIIBKOCTI

“Flash Sale”, “Jlo kinms akmii 5
xBwinH!”, “Only 3 left in stock”

Unpredictability &
Curiosity

Hecnognisauka i
iKaBiCTh

IaTepec, ouikyBaHHS HOBU3HH, «e(heKT
CIOPIIPHU3Y»

Koneco opryHm, ckpeTy-KapTKH,
BUNaaKoBi Kynonu (Wish, AliExpress)

8 | Loss & Avoidance

Crpax BTpatu

Baxanns yaukHyTH BTpatn abo
HETaTHBHOTO PEe3yIbTaTy

“3HIKKa 3ropuTh Uepe3 24 rox.”, “He
BTpaTh Kemoek”

Lcepeno: [3]

2017

2018 2019

2020 2021

B Ocxin (mnpa S CLUA)

2022 2023 2024 2025

== TaMn 3pOCTaHHA %

Puc. 1. I'mo6asibHi 10xX0au Bij ejieKTpOHHOI kKoMepuii (y Miabsapaax goaapis CIIA) Ta Temnu 3pocTaHHs

Lorcepeno: [12]
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riardopma Tenep MOBHHHA PENpPE3eHTYBaTH cede 1 CBOIO
YHIKaJIBHICTb, OyTH NMPHUBAOINBOIO JUIS HOKYIIS i CTUMY-
JIIOBATH HOTO ITOBEPHEHHS JUII HACTYIIHHX MOKYIIOK, CTBO-
pIOBaTH YMOBH IUIS IMITYJIbCHBHUX ITOKYIIOK Ta 301TBITY-
BaTH CyMy 4eKa.

Y paHI0Mi30BaHOMY MOJBOBOMY CKCIIEPUMEHTI B TOP-
TrOBOMY cepeoBuiii, nposeacHomy Xo 10.-/lx., Jlro C.,
Ban JI. B oqHOMy 3 HaiOLIBIINX TOPrOBO-pO3BaKAIBHUX
eHTpiB A3il, JOCTITHUKN BUBYAIH, SK Pi3HI MEXaHIKH
refiMi(ikarlii BINTHBAIOTH HA MOBEIIHKY MOKYIIIIB i 00CATH
npongaxiB. Jljis 1bOro BOHM BHUKOPUCTAJIM MOOUIBHHI
nonatok TPLI, y sikomy Oyiau BOpPOBa/PKEHI Di3HI CTH-
MYJIY, MOKJIMKAHI IJBUIIUTH 3aJy4eHICTh Bi/BiTyBadiB.
Y4acHUKIB BUNAJKOBUM YMHOM PO3NOAUIMIM HA YOTHUPH
TPYIHU: KOHTPOJIbHY, KA HE OTPUMYBAJIA KOIHUX JOOATKO-
BUX 320XO0YCHB, Ta TPU EKCIIepUMeHTalbHI. [lepma rpyna
30upania BIpTyalbHi OCHMKI 32 MOKYNKH, Opyra Oavmia
peiTuHT OKyMIiB y (opmari Jigepoopaa, a TPETs OTPHU-
MyBaJla CTaHAAPTHI KYNOHH 31 3HIKKaMu. ToOTO TepMiH
«BTPYYaHHS» B KOHTEKCTI JOCHI/PKCHHS 03Ha4aB KOHKPET-
HU{ THI CTUMYITY, SIKHH KOPHCTYBad 0auuB y 3aCTOCYHKY:
OeliKi, peUTHHT, 3HIKKY a00 HIYOTO B pa3i KOHTPOIBHOL
rpynu. Ilicns 3aBepmieHHS MPOMOLIHHOTO HEepiody B IBa
MICSAI TOCIIIHUKH MOPIBHSUIM 3MIiHHM B MOKAa3HUKAX IPO-
JaXIiB MK TpylamHu, II0 JIaJI0 3MOTY OLIHUTH peallbHUN
BIUIVB PI3HUX MeXaHi3MiB reimidikarii (puc. 2) [19].

Huni HaifOinbimi Mepexi MarasuHiB BIPOBAJDKYIOTh
BHIIE OTIMCaHY CUCTEMY JUIsI CBOIX MOKYTIIiB [5]. Sk moka-
3aJIM JOCIIUKEHHS, Mepell THM, SK MOKIACTH TOBap Ul
CBOTO Bi30YKa, MOKyIElb (PIKCYE HA HHOMY MOV MPH-
6:113HO 22 ceKyHAH, 3a3BUYail Y MPOJYKTOBOMY CynepMap-
KeTi JIFOAM KyIyIOTh BiZloMi IM TOBapH 1 HE YacTo IMOpiB-
HIOIOTH iXHIH CKJIAJ 31 CKJIQIOM iHIIMX MPOXYKTiB, TOMY
Habararo MpocTilie BIUIMHYTH Ha IMOKYIIIS Yepe3 TOIaTOK,
00 TaM JIerTIe BiICTeKyBaTH HOTo MOBEHiHKY [14].

Cepen yKpaiHCBKHX Mara3uHIiB HaHpO3MOBCIOMKEHI-
MM BHJIOM reiiMiikanii € KynoHu, KemOeKn Ta CIielli-
aJbHI npono3uii. 3apa3 Mara3suHU BUKOPHCTOBYIOTH TaKy
MOJIEIb:
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BeApxi

Se3 saoxoqeHb

e Jlokyneup BCTaHOBIIOE JIOAATOK,
1 OTpUMY€E «HOMEP KapTKHU ITOKYIILIS»;

* [lpwu 3niiicHeHHI MOKYTIOK, 000B’13K0BO Tpeba 3a3Ha-
YaTH «HOMEP KapTKH»;

* IlpomaBenp aHaizy€e «CIOKHUBALIBKY MOBEIIHKY» (32
®. Kotnepom) [4]: 110 KymyeThesi yacTiiie, cyma cepei-
HBOT'O Y€Ka, 4ac Bi/BiAyBaHHS Mara3uHa;

* ABTOMaTHYHO MiJOMPAIOTHCS KYNOHH, 3HW)KKH IS
CTHMYJIIOBaHHS KYIIiBIII came B Il Mepexi, 60 ToBapu
HAYaCTIIOTO BKUTKY MOXKYTh OyTH TPOXH JEIIEBIITi, HiXK
y KOHKYPEHTIB, MOXKYTh HNPOIOHYBATHUCS KYIIBII KiJIBKOX
OJMHHMIIb 332 MCHIIYy BapTICTh, a00 KemOeK, OC3KOIMTOBHY
JIOCTaBKY;

» Komnu 3’sBi€THCS HOBUII TOBAap y NEBHIN Kareropii,
TO TPOaHATI3yBaBLIN JlaHi, MO)KHA POPEKJIaMyBaTH HOTO
THM, XTO CKOpIIlle 3a BCE KyIHUTb.

¢ HaBkono koxxHOTO Kii€HTa (OPMYETHCS CBOSI OCO-
Oucra Oyip0Oalka i MPOJABIIM CTA€ MPOCTIIIE HATAIITO-
BYBaTH MPOJAXKI.

B nmonmarkax MO)XXKHa OTPUMATH KYIOHHM, JONATKOBI
3HW)KKU Ha TOBAapH, OE3KOIITOBHY OCTaBKy abo iHpopma-
Iif0 TIPO HOBHHKH — IIi i 320XOYYIOTh MOKYIIS BiIBif-
yBaTu came Ieil MarasuH Ui 31idCHeHHs MOKymok. Ille
MarasuHHU 3aCTOCOBYIOTh OOHYCHI paxyHKH, IMOBEPTAarOTh
YaCTHHY BUTPAYeHUX KOWLITIB Ha Heil paxyHOK (kemOek).
Taki i Tak caMO CTUMYJIIOIOTH ITOBEPTATUCS 1 KyITyBaTH
3HOBY.

3 HemomaBHKOTO NTOCBiAY B YKpaiHi MPOXOIMIa CBST-
koBa rpa «[lomoBanHs Ha TMMOHUY» Bix Monobank, npuy-
poueHa 10 gocsrHeHHst 10 MUTBHOHIB KITIEHTIB. Y YaCHUKU
HIYKalOTh BIpPTyaJIbHI JIMMOHM B MOOUIBHOMY JONATKY,
mo6 Burparu npusu. Monobank posmictus 51 BipTyais-
HHUH JIMMOH y PI3HHMX PO3XiIaX MOOUIBHOTO 3aCTOCYHKY.
3aBmaHHsA KOpHCTyBaya — 3HaiTH 50 abo 51 mumoH mpo-
TSATOM YOTHPHOX JHIB, HATUCKAIOYH HA HUX Y JIOZATKY.

JIMMOHH — 11€ KOBTI IKOHKH, SIKI MOYKHA 3HAWTH, Hepe-
IJISIIAF0YH MEHIO 1 CTOPIHKH, HaNaIITYBaHHS, BUKOPUCTO-
ByBaru (QyHKLI Tomo. Takum 4MHOM, «30MpaHHS JIMMO-
HiB» O3Ha4ao (akTU4HE O3HANHOMIICHHS KOPHCTYBadiB

PEECTPYETHCS

NinepGopa KynoHu

Bug ctumyna

Puc. 2. 30inb1eHHs npoaaxiB 3a paxXyHOK JoAaBaHHs reiimMigikanii 1o 3acTocyHky

Lorcepeno: [19]
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3 yciMa MOXKJIIMBOCTSIMH JIOJIaTKa i 3 MOIYINIsipHU3alieto Horo
Bukopucranss. Ti, xTo 3i106paB yci JIUMOHH, OTPUMYIOTH
maHc Ha Burpam mpusiB. Cepen nmpusis OyIno:

» 3ioparu 10 muMoHIB — y4acTs y posirpami ~50 mT.
TenedOoHiB + OTPIMAaHHS CKiHY.

* 3iOpatu 50 JMMOHIB — mpaBO MO3Mararucs 3a
21 000 000.

* 3naiitn 51-i (MiQiyHMH) JTMMOH — TOJOBHUH NPH3:
ABTOMOO1LITB.

OxpeMo: Al BIACHUKIB IUTSYUX KAPTOK — CIICIi-
aNbHI Ipu3u (Harmpukiamg, moisaka go Disneyland) 3a 51-i
JUMOH. Akuist TpuBana 4 i (3 16 mo 20 xxoBtHs 2025 p.).

3a nepmi 10 xBuimH micis 3amycky 10 000 kopucTyBa-
4iB 3i6pasu 1o 10 1uMOHIB, Mo cnpuuuHWIO 30ii. Yepes
NONHT OJIOrepH 3HIMAIM Billeo Mpo Te, A MOXKHA 3HAUTH
JUMOHH 1 e KOHTaKT HaOmpaB THcA4i nepermsamis. Lei
JIOCBIJT TO3BOJIMB KOPUCTYBa4daM y (popMi IpH Ta 3MaraHHs
BUBYMTH MOXIIBOCTI JOJATKY.

SIK1110 3BEpHYTHCS /10 3aKOPJOHHOTO JIOCBIJTY. TO BUKO-
pUcTaHHs TelMi]iKOBaHMX CTpaTeriii IMOSCHIOE YCITiX
mwiatpopm Aliexpress Ta Temu.

OcHoBHi  enmemeHTH reimigikamii, sxki Temu
3acrocoBye [17]:
* Koneco ymaui — kopucTyBaui MOXYTb KPYTHTH

KOJIECO, 00 OTPUMATH MHUTTEBI 3HIKKU ab0 OonycH. Lle
CTBOPIOE (KT a3apTy, CXOXKHUI Ha Ka3HHO.

* 3BopoTHMi Bimjik 10 akuii — TaliMepu BUKIIU-
KalOTh TEPMIHOBICT, 3MYIIYIOYM KOPUCTYyBada IisITH
LIBHUIKO, I[00 HE BTPATUTH BUTOY.

* Quem-npono3uuii — OJIMCKABUYHI 3HUKKH, SKi 3Mi-
HIOIOTHCS! IOTOAMHH, MIATPUMYIOTh IOCTIHHHUHN iHTEpEeC 110
TIepenIsily TOBapiB.

* Cucrema J0CATHEeHb i BHHATOPOA — 32 TCBHI il
(HampuKIaa, 3ampoIIeHHA ApYy3iB abo dYacTi MOKYIIKH)
KOPHUCTYBa4i OTPHUMYIOTh OOHYCH, III0 CTUMYJIIOE TOBTOPHI
HOKYIIKH.

* InTepdeiic, mo Haraaye rpy — Ko>keH CKpOJIHT — I1e
SIK HOBUH piBeHb, HOBA HArOPO/1a, HOBA MOXJIUBICTb.

V¥ crarti Liu ta Gémez-Cruz (2025) posmismaerbes
¢denomen platform cynicism — cnenmdigaa popma cras-
JICHHSI KOPUCTYBAYiB 10 HU(POBUX rmaTd)opM sIKa TIO€]I-
HYE CKENTHLU3M, yCBl}Z[OMJ'[eHHH MaHINyJSIii Ta OIHO-
YacHY 3aJIKHICTh BiJl UX CEPBICiB. ABTOpHU 3a3HA4YaIOTh,
1O y BHIMAIKy wiargopmu Temu Oarato KOpHUCTyBadiB
;[06pe pOSYMIIOTL 110 B3a€MOJIIs 3 rmaT(bopMom BKJIIOYA€E
CYMHIBHI 200 MaHIIyIsTUBHI IPAKTUKH, SIKI BOHH OILIHIO-
I0Th SIK «HEETHUHI», IPOTE MPOJIOBXKYIOTh KOPUCTYBATHCA
CEepBICOM, MOTUBYIOUHCH 3PYYHICTIO, HMU3bKHMH LIIHAMH
a0o BITUYTTAM a3apry.

e dopmye peruuByr0dy NOBEIIHKY, KOJIHU CIIOXKHBad
MIPOJIOBXKY€ B3a€MOJIIO 3 TUIAT(OPMOIO, HAaBITh BU3HAIOUN
1l «IWKiHBOIO» a00 «MAHIMYISTHBHOIO». Y BHCHOBKAX
JOCITIP)KCHHS HAarOJIOIIY€THCS, 10 MOMITHKA PETyTIOBaHHS
nudpoBux riarGopm Mae BpaxoByBaTH He JIMIIE HOPH-
JUYHI 4¥ OE3MEKOBI acleKTH, a W KyJIbTYpHY JHHAMIKY
KOPHCTYBALbKOTO IIMHI3MY Ta IPaKTUKH 3aimydeHHs [18].

Juis BripoBajpKeHHS TeiiMi(ikarlii BapTo TOTPHMYBa-
THCS YiTKUX TIPaBHIT:

1. IrpoBuii mpoliec TOBHMHEH MaTH YiTKO BHU3HAYEHI
npaBmia, CTPYKTypy Ta 3po3ymiii uiii. [ToTpiOHO BU3HA-
YUTHUCA, 10 caMe Oyzie Tporo y Oi3Hecl.

2. Ilepconamizawis: reiiMidikamis Nparoe CHIbHILIE,
KOJIM BPaxXOBaHO KOHTEKCT KOPHCTyBada, HOTO piBEHb,
ToriepeHi Iii.
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3. Pe3ynbTatoM rpu 00OB’SI3KOBO Ma€ CTaTh BUHATO-
pona, o Mae IIHHICT AU CHOKMBa4ya — L€ MOXKe OyTH
SK MarepiaJIbHUHA CTUMYM (IIPU3H, KYIIOHH, 3HWXKKH), TaK
1 HeMarepiaJbHE 3a0XOYCHHS — BiAUYTTS MEPEMOTH, IIif-
BHUIIICHHS CTaTyCy/piBHS UM HAJIEKHICTH J0 MEBHOI CIIiJIb-
HOTH.

4. Jlii, ki IpOIIOHYE T'pa CIIOKUBAYEBi, MAIOTh BiAIO-
BiJIaTH HOTO MOXITUBOCTSM, MEXaHIKU HE MIOBUHHI Biqdy-
BaTUCh SK MAHIMYJIALIs 9M HaB S3yBaHHS — Kpalle, KOJln
KOPHCTYBad caM 0OWpae TpaTu.

5. Kommaniss moBuWHHa 3a0e3mednTd Oe3nepepBHUI
3BOPOTHIH 3B’SI30K i3 rpaBlieM: pearyBaTW Ha ioro mii
B IrPOBOMY CEpEIOBHII, HaaaBaTH NPOMDKHI abo mpH-
XOBaHI BHHAaropojiM, CTAaTyCH YW 3BaHHS (HAINpUKIal,
«IepPEeMOKEIlh N-TO PIBHSY), IO MiATPUMYBAaTUME iHTEpeC
1 MOTHBAIIiO JI0 TIOAAJBIIO] yUaCTi.

6. EpexruBHicTh reiimidikamii 3pocTtae 3a yMOB Bij-
KPHUTOTO KOHKYPEHTHOTO CepeIOBHUIIA. Y YaCHUKH ITOBUHHI
MaTHi MOXKJIMBICTh 3Mararrcs Mi>k COOOI0 — HaBiTh Y BIipTy-
anbHii ¢opMi. Lle cTUMyITIOE IparHeHHsT JOCATTH BUIIUX
MO3UIIH y pEeUTHHTY, NPOAEMOHCTPYBAaTH PpE3YJIbTaTh
IHIIAM 1 c001, 1110, y CBOIO YEPTy, 320X0UY€E MPOIOBKYBATH
rpy.

7. TlocTiiiHUH MOHITOPUHI CTATUCTUKU — 0OOB’SI3KOBA
CKJTazoBa ycmimmHOi reiMigikanii. s 30epexenns ii
e(EeKTUBHOCTI CIIi/I PEryJspHO BifICTEXKYBaTH aKTHBHICThH
KOPHCTYBadiB 3a JIOTIOMOTOI0 CHCTEM BeO-aHAJITHKH Ta
CHELiaIbHUX MPOTPaMHHUX MOIYJIIB, IO JTO3BOJIUTH CBOE-
YaCHO KOPHUTYBaTH MEXaHIKy I'PH Ta MiATPUMYBATH iHTEpeC
ayAUTOPIi.

8. BipoBa/pkeHHSI CHCTEMH IMIOICHHOI BHHATOPOIH —
OTpPHUMaHHS MOHET, KyIIOHIB 3a Te, 0 MOKyIelb pa3 Ha
JIeHb BXOAWTH B JomaTok. Lle mMoke OyTH HakOIMYEHHS
irpoBHUX OaliB A7 3HMKOK, UM OTPUMAaHHS cepTHdiKaTy
HAa 3HWXKKY.

9. Ilam’sTaiiTe Npo €TUYHICTH: rpa IMOBHUHHA JaBaTH
KOPHCTh KOPUCTYBauy, a He JIMIIIE eKCILUTyaTyBaTH HoTo.

BucnoBkun. Ha ocHOBI npoaHanmi3oBaHHMX Kepes
MOXEMO 3pOOUTH BHCHOBOK, IIIO TeiMi(iKarlis € mpakTHd-
HUM Ta AieBUM MeTofoM. [Ipore dacTo He BpaxoByeThCs
eTHYHICTh, IO JO3BOJSAE MAHIMYJALIl Ta BUKOPHUCTaHHS
«JTIOJICBKUX ClIaOKOCTe» 115 301IbIICHHS TPUOYTKIB.

B VYkpaiHi icHye Tpu ocHOBHI 1aropmu, siKi 3aiima-
I0TbCsl TeMi(IKOBAaHUM MapKETHHIOM: Wmday, Claspo,
Webpromo. Li rmaT(bopMH p03p06J'I$[IOTL 1 JOmaroTh Ha
CaiTM CBOIX KII€HTIB MIHI-ITPH, CHCTEMH BHHAropof,
TYpHIpHi TaOIHIi TOIIO, s OUIBIIOT 3aTy9YEHOCTI KITi€H-
TiB. [I]o HomoMarae 301IBIIMTH MPOAAXKI, 3ATyUEHICTh Ta
AKTHBHICTb CIIOXKHBaUiB.

3aydeHHs iIrpOBHX MEXaHiK — 30KpeMa OelIxKiB, ChC-
TEMHU JTOCATHEHb, JTi1epOOp/iB, EIIEMEHTIB BHITAIKOBOCTI Ta
FOMO-ctumyIniB — cripusie aKTHBi3a1ii HTOBEAIHKH CIIOKHU-
BadiB, (POPMYBaHHIO €MOIIIHOT IIPUB’I3aHOCTI 10 OpeHIy
Ta CTUMYJIFOE 30UIBIICHHS YaCTOTH it 00CSTYy TOKYIIOK.

Takum uynHOM, relMidikanis Mae OOIpyHTOBaHHUI
MOTEHINAN JUIsA iHTerpamii B MapKEeTHHIOBI CTparerii Ta
CHCTEeMH HPOAAXIiB, OCOOINBO 32 YMOB 3pPOCTaHHS KOH-
KypeHIii B oHmaiiH-cepenopumi. [i eexTHBHICT, BU3HA-
YaE€THCS 3IATHICTIO (OPMYBATH TICHXOJOTIYHY IIHHICTH
MPOIIECY IMOKYIKH, a HE JIMIIEe BUIOAY BiJ (DiHAHCOBHX
3HWKOK. BoymHOuac mojanbiin AOCHiKEHHS TOTPEOyIOTh
(hokycyBaHHsS Ha JOBroTpHBaJIMX edekrax reimigikaii,
OIIHIII PU3WKIB HAAMIPHOI 3aJE€KHOCTI BiJ 30BHIMIHIX
CTUMYJIB, PI3HHUII peakmiii MiX IeMorpadivHUMHU Tpy-
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MaMH Ta MOJKJIMBUX €THYHUX OOMEXEHHSIX BUKOPUCTAHHS  HOI 1HTErpaii, Mo)ke CTaTh KIIIOYOBUM (DaKTOpOM ITiJBH-
MaHIITYJIITUBHUX MeXaHiK BIUIMBY. OTpUMaHI pe3ylbTaTd  IIEHHS iHHOBAIIfHOI KOHKYPEHTOCIIPOMOXHOCTI Oi3Hecy
MiATBEPIKYIOTh, MO TeliMi(iKallis, 32 YMOBH CTparerid-  Ta 3MIiIIHEHHs B3a€MUH i3 KIII€HTaMU.
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