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PE®EPAT
«DopMHpOBaHHE MAPKETUHTOBOW CTPATETUH MPOIBMYKEHUST KOMITBIOTEPHBIX
urp (Ha mpuMepe MaccoBor MHOTonoJb30oBareabckor urpsl «\World of Tanks»)»
Junnomuas pabota: 64 c., 5 puc., 3 Tabi., 51 UCTOYHUK.

KatoueBbie cioBa: UTPOBOE ITPMJIOKEHUE, UTPOBOE OHJIANMH
[MTPMJIOXKEHUE, CEPBUC MU®POBOU JUCTPUBYILINN,
BUJEOXOCTHUHI'OBAA TUIOIIAAKA, CTPUMEPCKAA IUIOIHAZKA,
AMBACCAJIOP, FBJIOT, IIM®POBOM MAPKETHUHI, MAPKETUHI
UT'POBBIX ITPUJIOKEHWI, CPABHUTEJIBHA S OLIEHKA

Henr uccaemoBanmsi:  pa3zpaboTaTh  NPWIOKEHUHM K  CO3/aHHUIO
MapKETUHIOBOM  CTpaTerMd W  NPOJBHKEHUS  KOMIIBIOTEPHBIX  MIPOBBIX
MIPUIIOKECHUM.

O0beKT Hcc/IeI0BAHUA: UTPOBBIE ITPUIIOKECHMUS.

MeToabl HMCCAeJOBAHUSI: METOJAbl aHAJIW3a M CHHTE3a, PEUTUHTOBBIC
METO/Ibl, METOJIbI CTATUCTHYECKOTO aHAJIN3A.

IlonydyenHble pe3yJbTaTbl W HMX HOBHU3HA: TIPEIJIOKEHBI CHOCOOBI
WHTETPAallUd  Pa3HbIX METOJOB TMPOABMKEHUS Uil TOBBIIIEHUS  OLICHKU
ITOTEHIUAJIBHOTO YPOBHS MOKA3aTENEH.

O0s1acThb BO3MOKHOTO NPAKTHYECKOr0 NPHMEHEHHMsl: BO3MOXHOCTb
UCITIOJIb30BaHUsI MOJYYEHHBIX PE3yJIbTaTOB paldOThl MpU pa3paboTKe cTpaTeruu
JUTSL IPOABUKEHUSI UTPOBBIX MPHUIIOKEHUH.

ABTOp pPabOThl TOITBEPXKAAET, YTO MPUBEACHHBII B HEW pacyeTHO-
aHAIMTHUYECKUI Marepuan NpaBWIbHO M OOBEKTHUBHO OTPAXAET COCTOSIHHUE
HCCIIEAYEMOTO TPOLECCa, a BCE 3aMMCTBOBAHHBIE M3 JIMTEPATypHBIX U JIPYTHUX
MCTOYHUKOB TEOPETHUECKUE, METOJOJIOTUYECKUE U METOAUYECKHUE TMOJOKEHUSA U
KOHIIETIIMU COITPOBOXKIAKOTCSA CCHIJIKAMU HA aBTOPOB.




PO®EPAT
« @apmMipaBaHHE MapKeTBHIHTaBal CTPATArii MPacoOyBaHHSA KaMITFOT3PHBIX
T'YJIbHSY (Ha MPBIKIIAa3e MacaBail MMaTKapbeicTaiabHIIKal rynbHi « World of
Tanks»)»
Jpimomuast pama: 64 c., 5 man., 3 tabma., 51 KpbIHiI.

KarouaBeisa ciaoBbl: ['YJIBHABDBIA TIPBIKIIAJIAHHI, T'VJIBHABBI
OHJIAIH TIPBIKJIAJAHHI, COPBIC JIIYBABAU JIBICTPLIBYIIBII,
BIZIDAXOCTBIHTABAS TIIALIOVKA, CTPBIMEPCKAS TIIAIIOYKA,
AMBACAJIOP, BJIOI, JIIYBABBI = MAPKETBIHI, n MAPKETBIHI'
I'VIIBHSIBBIX TTPBIKJIAJIAHHSY, TAPAVHAJIBHA ST AJIBHAKA

Mbsra paciegaBaHHsi: pacnpalaBalb Ipylny KaHUIRITYaJIbHBIX MaabIXOJay
Jla CTBapIHHSA MapKEeThIHTaBail CTpaTaIrl 1 MPacOyBaHHS KaMI'FOT3PHBIX TYJIbHIBBIX
IIPBIKIAJAHHSAY .

AO'eKT 1acjielaBaHHA: T'yJIbHIBBIS NPbIKIAJaHHI.

MeTtaabl nacjiegaBaHHs: METAIbl aHAI3Y 1 CIHT33Y, PIUTHIHTaBbIS METAIbI,
MeTaJbl CTaThICThIYHATA AHAITI3Y.

ATpbIMaHbIsl BBIHIKI 1 iX HaBi3Ha:mpamaHaBaHbl CIOCA0BI 1HTArpalbll
PO3HBIX MeTajay MpacOyYBaHHS JUIsl MaBBIIIAHHS al[PHKI NaTIHIbIHATA Y3pOYHIO
MaKa34bIKay.

BobaacubmMaruysiMara npakTbhlYHara NpPbIMSHEHHSI.  MarybiMacilb
BBIKAPBICTAHHS aTPbIMAHBIX BBIHIKAY Mpalbl Opbl Paclpaloylbl CTPATITId s
IIPACOYBaHHS I'YJIbHABBIX IIPBIKIAJAHHAY .

A¥Tap npaupl naussipJpKae, IITO IPbIBEA3EHBl ¥ €l pa3iikoBa-aHaNIThIYHbI
MaTaIpBISJI MpaBUIbHA 1 a0'eKThIYHA aJIFOCTPOYBae CTaH JOCieaHara mparpcy, a
yce 3amasblyaHbisi 3 JITAPATypHBIX 1 IHIIBIX  KPBIHIL  TIap3ThIYHBIA,
MeTaJaJlariyHblsl 1 METAJbIYHBIS CTAHOBIIYA 1 KAHIPMIBI CyIpaBaKarola
criachbUIKami Ha iX ayTapay.




ANNOTATION
«Formation of the marketing strategy for the promotion of computer games
(on the example of a mass multiplayer game «World of Tanks»)»
Thesis: 64 p., 5 Fig., 3 Tab., 51 Sources.

Keywords: GAME APP, GAME ONLINE APP, DIGITAL
DISTRIBUTION SERVICE, VIDEOHOSTING SITE, STREAMER SQUARE,
AMBASSADOR, BLOG, DIGITAL MARKETING, GAME APPLICATION
MARKETING, COMPARATIVE EVALUATION

Objective of the research: to develop a group of conceptual approaches to
creating a marketing strategy and promoting computer gaming applications.

Object of research: game app.

Methods: methods of analysis and synthesis, rating methods, the methods of
statistical analysis.

The results obtained and their novelty: suggested ways to integrate
different methods to improve the assessment of the potential level of indicators.

Realm of the possible practical applications: the possibility of using the
results of the work in developing strategies for promoting gaming applications.

Copyright work confirms that resulted in it cash-analytical material correctly
and objectively reflects the state of the process under investigation, and all
borrowed from the literature and other sources of theoretical and methodological
terms and concepts are accompanied by references to their authors.




