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Junnomuas pabora: 62 c., 5 puc., 15 Tabn., 65 ucrounukos, 14 mnpwur.
TEMMU®UKALIMSA, DJIEMEHTHl TEUMUOUKAIIAN, TTPOJABMXEHUE
I[MPOJAYKTA, ITPOABMXEHUE, MHTEPHET - MAPKETHUHI.

[lenpro TUIUIOMHOM PabOThI: HA OCHOBE MCCJICIOBAHMS TCOPETHUYCCKUX OCHOB
UCIIOJIb30BaHUs TredMu(pUKAMU W aHalu3a HUchosib3oBaHus TexHosorun OO0
«Grizzly digital company» pa3pabotaTh TPEIIOKEHHS IO BO3MOMXHOCTIM
UCIIOJIb30BaHUS TeMHU(DUKAIIMA TIPU TPOJBIKEHUW TPOAYKTa OpTraHHU3aIldd Ha
BHEITHUE PHIHKH.

B pamMkax MOCTM)KCHHSI TIOCTABJICHHOW IIETM aBTOPOM OBUIM ITOCTABJICHBI
CJIEYIOIIUE 3aa4u:

— HM3YYUTh CYIIHOCTh M 3KOHOMHYECKOE COJICpKAHUE TIOHATHUS TEXHOJIOTHH
reimMudukanmy;

— MpOoaHAIM3UPOBATH OCOOCHHOCTH IPUMEHEHUS TEXHOJOTHH TeUMH(PUKAIINH B
MEXTYHAPOTHOM MapKETUHTE;

— HM3y4YCHHUE OpPraHu3allMOHHO-3KOHOMUYeckoi xapakTtepuctuku OO0 «Grizzly
digital company»;

— cOop uHpopmanuu 00 MCHOIB30BaHUM TexHojoruu reimupuxamuu OO0
«Grizzly digital company» Kak TEXHOJIOTHU MPOABHKEHHS IMPOJYKTa HA BHEIIHUI
PBIHOK;

— pa3paboTka TPEIJIOKEHUN MO BO3MOXKHOCTH HCIIOIB30BAHUSA TEXHOJIOTHH
reimudukanmmn OO0 «Grizzly digital company» Kak TEXHOJIOTHH TMPOABUKESHUS
NPOJYKTa Ha BHEIIHUM PHIHOK.

OOBEKTOM UCCIEeNOBaHUS AUIUIOMHON paboOThl  SABISIETCS TEXHOJIOTUU
reimudukanuu. [Ipeamerom ucciaeqoBaHUS — TEXHOJIOTHH TeWMHGUKAIUA TIPU
npoasuxeHuu npoaykroB OO0 «Grizzly digital company» Ha BHEITHUE PHIHKH.

Meronbl WcCCIeAOBaHMS: aHAIM3, ACAYKIMS, WHIYKIHS, CPAaBHUTEIBHBIMH,
CTPYKTYPHO-()YHKITMOHATTbHBIH.

HccnenoBanus u pa3pabOTKH: HA OCHOBE U3yUYEHUS TEOPETUUECKUX BOTIPOCOB
UCCIIeIOBaHUs TeMUUKAIK, OmnpeaeraeHbl 0coOeHHOCTH U 3(PPEeKTUBHOCTH €€
UCTIOJIb30BaHMS HA MPEANPUITUH TP MPOJABIKCHUH MPOIYKTA HA BHEITHUI PHIHOK.
BBIABUHYTBI MpEIIOKEHUSI 110 UCIOIH30BAHUIO TEXHOJIOTUU TeHMUDUKAITIN IS
000 «Grizzly digital company»: «IIpuMeHeHHE TEXHOIOTHU TeUMU(HUKAIINH Yepe3
CRMy, «Ilpumenenne reimudukanuu B Instagrams.

O6macTb  BO3MOXHOTO  TPAKTUYECKOTO TPUMEHEHHs: TPaKTUYECKas
mapketuHTroBas nesreiabHocTh OO0 «Grizzly digital company».

ABTOp pabOThl TOATBEPKAAET, UYTO NPUBEJICHHBIA B HEM pacueTHO-
AHATUTUYECKUN MaTeprual OOBEKTHBHO OTPAKaeT COCTOSHHE HCCIEAyeMOTo
mporecca, a BCE 3aMMCTBOBAHHBIE W3 JIMTEPATYPHBIX M JPYTHX HCTOYHUKOB
TEOPETUYECKUE, METOJO0JOTHUYECKAEC W METOAMYECKHE TOJIOKCHHSI M KOHIICTIITUN
COTPOBOKIAFOTCS CCHITKAMH HAa X aBTOPOB.



Thesis: 62 p., 5 figures, 15 tables, 65 sources, 14 appendixes.
GAMIFICATION, ELEMENTS OF GAMIFICATION, PRODUCT PROMOTION,
PROMOTION, INTERNET - MARKETING.

The aim of the thesis: on the basis of the study of theoretical foundations of
gamification and analysis of the use of technology LLC «Grizzly digital company»
to develop proposals on the possibilities of using gamification technology in the
promotion of the organization's product on foreign markets.

In order to achieve the goal, the author set the following tasks:

Study the essence and economic content of the concept of gamification
technology;

to analyze the peculiarities of gamification technology application in
international marketing;

to study the organizational and economic characteristics of "Grizzly digital
company" Ltd;

to collect information about the use of gamification technology by "Grizzly
digital company" LLC as a product promotion technology in the foreign market;

to develop proposals on the possibility of using the gamification technology of
"Grizzly digital company" LLC as a technology to promote the product in the foreign
market.

The object of the thesis is gamification technologies. The subject of the
research is gamification technologies in the promotion of products of LLC «Grizzly
digital company» in foreign markets.

Research methods: analysis, deduction, induction, comparative, structural and
functional.

Research and development: on the basis of the study of theoretical issues of
gamification research, the features and effectiveness of its use in the enterprise when
promoting the product on the foreign market. Proposals on the use of gamification
technology for LLC «Grizzly digital company»: «Application of gamification
technology through CRM», «Application of gamification in Instagram».

Scope of possible practical application: practical marketing activities of
"Grizzly digital company" LLC.

The author of the work confirms that the calculation and analytical material
presented in it objectively reflects the state of the process under study, and all the
theoretical, methodological and methodological provisions and concepts borrowed
from the literature and other sources are accompanied by references to their authors.



