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PE®EPAT JJMIINIOMHOM PABOThI

JlutiiomHast pabota coiepKuT: 65 ctpanull, 35 UCTOYHUKOB, 1 npunoxeHue.

ITepeuens kmoueBbix ciioB: KOMMYHUKATUBHBIE CTPATET'UA IT-
OPI'AHMBAIIUU, LIEJIEBASI AYIUTOPUSI KOMITAHUM IT-COEPBI.

OOBEKT uccle0BaHNs — KOMMYHUKATHUBHBIE cTpaTeruu | T-KkoMmaHui.

[Ipeamer uccrnenoBanus — peajibHO CYHIECTBYIONME (POPMBI KOMMYHUKAIIMH
opranuzanuii IT-chepsl C 1eNeBbIMU ayJUTOPUSMH Ha MpPUMEPE KOMIIAHUU
«Wargamingy.

lens pabGotei — Ha mnpumepe Kommanuu «Wargaming» HU3Y4YUThH
KOMMYHUKAaTUBHBIE CTPATErUu U Ipoliecc ux peanusanuu B IT-chepe, npemayioxun
s¢dexTuBHbIE CMOCOOBI ONTHUMH3ALMKM KOMMYHHMKAIIMM KOMITAHWM C IIeJIEBBIMU
ayJIUTOPUSIMHU.

MeTtonbl HcciieoBaHus: TEOPETUYECKU aHanu3 (Kiaccudukaus, aHaJius,
CHUHTE3, 0000IIIEHUE); ONPOC U AaHKETUPOBAHHUE.

[lony4yeHHsie  pe3ynbTaTbl W HMX  HOBU3HA:  PAacCMOTPEHBI
NIPOAHATIM3UPOBAHBl OCOOCHHOCTH KOMMYHMKAIIMU C IEIEBBIMH ayAUTOPUSIMU B
chepe IT B nenom, u komnanuu «\Wargaming» B 4aCTHOCTH; MPOBE/ICH JCTATbHBIH
aHanmn3 3G GeKTUBHOCTH (DYHKIIMOHUPOBAHUS KOMMYHHMKATUBHBIX CTPAaTeTUH U
TaKTHK B 3aBUCHMOCTH OT KaHAJOB, IEIEBBIX AyJUTOPUA U JPYrux (PaxTopoB;
PAacCCMOTPEHbI M TPOAHATU3UPOBAHBI OCOOCHHOCTH (YHKIIMOHUPOBAHUS BCEX
BUJIOB KOMMYHHUKAIIUH, UCIOJIBb3YeMbIX KoMmmaHnuei «\Wargamingy»; paspaboTan u
NPEIJIOKEH s/l PEKOMEHIAINM K TPEO0JICHHI0 KOMMYHUKATHBHBIX 0apbepoB U
yIYYIICHUIO GYHKITMOHUPOBAHKS KOMMYHHUKAIIUU C 1IEJIEBBIMH Ay TUTOPUSIMH.

HoBuzna paboThl 3aKiirovaercs B KOMIUIEKCHOM aHAJIN3€ COCTOSHUS BCEX
BUJOB KOMMYHUKanuu komranuu «\Wargaming», a Takke NPUMEHIEMBIX B
KOMIIAaHUM KOMMYHUKATUBHBIX TEXHOJOTUH. B pa3paboTke KOMIUIEKCHBIX
pEKOMEHJAIMK 10 ONTUMH3AIMA KOMMYHHKAIIMUW OpPTaHU3AIMN C IEJIEBBIMH
ayJIUTOPHUSIMHU.

O6yacTh BO3MOKHOTO TMPAKTUYECKOTO MPUMEHEHHS: Pe3yIbTaThl JAHHOTO
UCCJICIOBAHUA W pa3pabOTaHHBIE PEKOMEHIAIIMU MOTYT OBITh MPUMEHEHBI IS
opranm3anuu  3G(GEeKTHBHOW KOMMYHUKamud kommanwm — «Wargaming» ¢
IIEICBBIMH aYUTOPHUSIMH.

ABTOp pabOTHI MOATBEPKIAAET JOCTOBEPHOCTh MAaTEPUATIOB M PE3YIHTATOB
JTUTUTOMHOM PabOThI, a TAKIKE CAMOCTOSTEITLHOCTh €€ BBITIOTHEHUS.

B.B. 3aBropoanuii




PO®EPAT JIbIIIJIOMHAM IPAILIbI

JlsrmomMHas mpara 3msmrdae: 65 craponak, 35 kpbiHin, 1 magaTak.

Mepanik xmouaBblx crnoy: KAMYHIKATBIVHBISI CTPATOIT IT-
APTAHI3ALIBIN, MOTABAS AV JIBITOPBISI KAMITAHIN IT-COEPLI.

AO'exT nacnenaBaHHs — KaMyHIKalbIMHBISA cTpataril | T-kammnaHii.

[Ipagmer pnacnepaBaHHs — plajdbHa ICHYIOUBIA (OPMBI  KaMyHIKalbll
apranizainpiii IT-cepbl 3 M3ITaBbIMI ayABITOPBIAMI HAa MPBIKJIAA3€ KammaHil
«Wargaming.

Mbta paboThl — Ha npbIKIaa3e Kammanii  «\Wargaming» BBIBYYBIIb
KaMYHIKaTBIYHBISL CTPATATil 1 mpampc 1x planizanbll Y IT-chepsl, npananaBayuisi
3(EeKThIYHBISI CcrocaObl anThIMi3allblli KaMyHIKallbll KaMmmaHId 3 MATaBbIMi
ay IBITOPBISMI.

Mertanpl JacienaBaHHs: TIAPITHIYHBI aHai3 (Kiacidikalpls, aHai3, CiHTI3,
a0aryJbHEHHE); albITAaHHE 1 aHKETaBaHHE.

ATpbpiMaHbI BBIHIKI 1 1X HaBi3HA: pa3riepkaHbl 1 MpaaHaidi3aBaHbl
aca0iiBacill KaMmyHIKalpll 3 M3TaBbIMI ayabITOpbiAMi ¥ cdepsl |IT y 1mpnbiM, 1
kammanii«\Wargaming» y  mpbIBaTHAcCIli; MpPaBEI3€HbI  JITAJIEBBI  aHANI3
a¢eKThIyHAC] PYHKIBISIBAHHS KaMYHIKATBIYHBIX CTPATATIH 1 TAKTHIK y3aJIeKHACIII
aJ KaHaiay, MOITaBbIX ayJbITOPBIA 1 1HIIBIX (akTapay; pasriemxaHbl 1
npaaHaji3aBaHbl acadmiBacUl (QYHKUBISIBAHHSAYCIX BBITJIANAY KaMyHIKalbll, IITO
BBIKapbhICTOYBaeIa KammaHisd «Wargaming»; pacrpamaBaHbl 1 MpanaHaBaHbI
HIparpIkaMeHIalbli 1a IepaajioNeHHs] KaMyHIKaThIYHBIX Oap'epay 1 MassimisHHSA
(GyHKUBISIBAaHHS KAMYHIKalIbll 3 M3TaBbIMIaY ABITOPBISIMI.

Hagi3zHa mpanbl ckianaenia ¥ KOMIJIEKCHBIM aHalli3€ CTaH yCiX BBITJISAAY
KaMyHiKalplli KammaHisid «Wargaming», a Takcama Y>KbIBaJbHBIX Yy KaMIIaHii
KaMYHIKaTBIYHBIX TAXHAJIOTINA. Y pacrparoyibl KOMIUIEKCHBIX pAKaMEHIAIbIN Ta
anThIMI3aIlbll KAMYHIKaIIbll apraHi3allblsai 3 MATaBbIMI Ay ILITOPBISMI.

BobGnacup MaruyeiMara IpakThlYHAara Yo>KbIBaHHsS. BBIHIKI JlaJ3eHara
JaciieflaBaHHs. 1 paclpalaBaHbll poKaMEHJAlbll MOTYIb ObIb YXKbITHl MJIs
apranizaipli 3()eKThIyHal KaMyHiKambll kKammnadisid «\Wargaming» 3 M3TaBbIMi
ay ABITOPBISIMI.

A¥yTtap mpanbsl mauBsp/yKae BeparoJHaclp MaTIpbiIay 1 BbIHIKAY
JBIIIIOMHAM Tpalibl, a TAKCaMa caMacTONHACIb si€ BbIKAHAHHS.

B.B. 3ayraponni




ABSTRACT

Diploma work includes: 56 pages, 35 source applications, 1 application.
List of key words: COMMUNICATIVE STRATEGIES OF IT-
ORGANIZATIONS, TARGET AUDIENCE OF IT COMPANIES.

The object of research — communication strategies of IT companies.

The subject — real-life forms of communication of IT organizations with
target audiences on the example of « Wargaming» company.

The purpose was using the example of Wargaming to analyze
communication strategies and the process of their implementation in the IT sphere,
proposing effective ways to optimize the communication of companies with target
audiences.

Methods: theoretical analysis (classification, analysis, synthesis, synthesis);
survey and questioning.

The results and their novelty: in diploma work have been considered and
analyzed the features of communication with target audiences in the sphere of IT in
general, and the company «Wargaming» in particular; a detailed analysis of the
effectiveness of the functioning of communication strategies and tactics, depending
on the channels, target audiences and other factors; were considered and analyzed
the features of the functioning of all types of communication have been using by
the company «Wargaming»; have been developed and proposed a number of
recommendations to overcome communication barriers and improve the
functioning of communication with target audiences.

The novelty of the work lies in the in the holistic analysis of the state of all
types of communication in «Wargaming» company, as well as the communication
technologies which have been using in the company. Furthermore the novelty lies
in the development of comprehensive recommendations for optimizing the
organization's communication with target audiences.

The area of possible practical application: the results of this study and the
developed recommendations can be applied for organizing effective
communication of «Wargaming» company with their target audiences.

The author of the work confirms the authenticity of the materials and the
results of the thesis, as well as the independence of its implementation.

V. Zavgorodni




