MINISTRY OF EDUCATION OF THE REPUBLIC OF BELARUS
STATE EDUCATIONAL ESTABLISHMENT
«SCHOOL OF BUSINESS OF BELARUSIAN STATE UNIVERSITY»

CHAIR OF MARKETING

Diploma work
GAMIFICATION AS A MODERN TREND IN ADVERTISING DEVELOPMENT
ELISEEVA Alina Alyaksandravna
Scientific supervisor

Domakur Olga Vladimirovna
candidate of economic sciences, associate professor

Minsk, 2025



Junnomuas pabora: 84 c., 21 puc., 32 tabin., 88 UCTOYHUKOB., 2 IPUIIOK.

TEMMU®UKALIMSA, PEKJIAMA, COBPEMEHHBLIE  TPEH]IBI,
DIGITAL-MAPKETUHI

Ilenp wuccnenoBaHus: pazpaboTka M OOOCHOBaHME MEPONPUATHH IO
COBEPIICHCTBOBAHUIO TeHMU(PUKAIIMOHHBIX PEKIAMHBIX YCHIIUH.

B pamkax gocTukKeHHs] MOCTABIEHHOW IEMH aBTOPOM OBLIM MOCTaBJICHBI
CIIeAYIOLINE 3ajIauu:

1.  uU3yuuTh TEOpPETHYECKHE OCHOBBI TeHMU(UKALMK B pEKIaMe H
IPOaHAIU3UPOBATH OCHOBHBIE MHCTPYMEHTHI TeMMU(PHUKAIIH;

2. U3YYUTb METPUKH U MOKa3aTenn 3P PEKTUBHOCTH TeMMU(PHUKAITTOHHBIX
IPOEKTOB,;

3. O3HAKOMHTHCS C HOPMAaTHUBHO-TIPABOBBIMU JOKYMEHTaMH,

PETYIUPYIOMMMHA TIPOBEICHUE PEKJIAMHBIX KaMIaHUH ¥ PEKJIaMHBIX HUIp B
PecnyOnuke benapychs;

4, MPOAHAIM3UPOBATH ONBIT IPUMEHEHHSI MHCTPYMEHTOB reiiMupuKanum
B pexsiamHoil aestenbHocTu kamnanuu 3A0 «bank BT (benapycs)»;
S. OLICHUTH 3¢ (HEKTUBHOCTH HCIIOJIb30BaHUsA MHCTPYMEHTOB

reiMu(uKanuu B KauecTBE MAapKETUHIOBOIO MHCTPYMEHTa il Kommnanuu 3A0
«bank BTb (benapych)»;

6. NPEMIOKUTh  MPAKTUYECKUE  PEKOMEHJALMH IO  MOBBIIICHUIO
sapdextuBHOCTH revimudukannn pexiaMmol B 3A0O «bank BTH (benapycs)».

OOBEKT uccienoBaHus: rTeMMU(PUKALINS B pEKIaMe.

[Ipeamer uccnenoBanusi: 3GPEeKTUBHOCTD reiiMUpUKAIIMN B PEKIamMe B

3A0 «bank BTb (benapych)».

Meroabl uccneqoBaHUs: 3KOHOMUYECKHM aHalW3 U CHHTE3, 0000IIeHHeE,
KJaccudukanys, HabI0ICHUE.

O6nacTh BO3MOXHOTO MPUMEHEHUsSI: pekyiamMHas aesTeabHocTh 3A0O «baHk
BTb (benapycs)».

ABTOp pabOThl MOITBEPXKAAET, UYTO MPUBEICHHBII B HEW pacueTHO-
aHAIMTHUYECKUI Marepuan NpaBWIbHO M OOBEKTHUBHO OTPAXAET COCTOSIHUE
UCCJIEyEMOr0 Mpoliecca, a BCE 3aMMCTBOBAHHBIE M3 JHUTEPATYPHBIX M JAPYTHX
MCTOYHHUKOB COMPOBOK/IAIOTCS CChIJIKAMU Ha UX aBTOPOB.
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MbTa nacnenaBaHHS: pacmparioyka 1 aOrpyHTaBaHHE MepanpblieMCTBay Ima
YynackaHaneHH1 reimigikarbpliiHail pIKIaMbl.

Y pamkax JacsSTHEHHS TMacTayieHall MAIThl ayTapaMm ObUTl TacTayJIeHbI
HACTYMHbIA 3a1a4bl:

l. BBIByYBIllb TIApITHIUHBIL ACHOBHI TeiMmidikaubli ¥ pokiame 1
IpaaHasi3aBallb aCHOYHBISI IHCTPYMEHTHI reiiMidiKaiibli;

2. BBIBYYBIIIb METPBIKI 1 Taka3ublKi 3(eKThIYHACHI TredMipiKarbIHHBIX
IIpacKTay;

3. az”aéminua 3 HapMmaTblyHa-TPaBaBbIMi JAKyMEHTaMi, sIKis PATYJIIOKOLb
IpaBsI3eHHE PIKIAMHBIX KaMIIaH1# 1 p3KJIaMHBIX TYJbHAY y Pacmy0uinsl benapycs;

4. mpaanamizaBallb BONBIT NPBIMAHEHHS IHCTpyMEHTAy TelMidikaibll ¥
poksamHail n3einacii kamnanii 3AT «bank BT (benapycs)»;

5. amaHiup 3(QEKThIYHACIL BBIKAPBICTAHHS 1HCTPYMEHTAy reiMidikanbil ¥
AKacll MapKeTbIHraBara incrpymenTa s kamnanii 3AT «bank BTbB (benapycs)»;

6. mpanaHaBallb NMPAKTHIYHBIS pIKAMEHAALbII [1a MaBBIIIAHHI 3()EKTHIYHACI]
reimigikanpi pakiamsl § 3AT «bank BTb (benapycs)».

AO'ext nacnenaBaHHs: reiimMiiKanpls ¥ paKIame.

[IpaameT nacnegaBaHHs: 3(DEKThIYHACHD TeiMi(iKalpll ¥ pIKIame ¥

3AT «bank BTB (benapycs)».

Mertanbl nacienaBaHHs: JKaHAMIYHBI aHali3 1 CIHTI3, abaryjibHEHHE,
KJacipikaupls, Ha3ipaHHE.

Bobnacup marubiMara npsIMsiHEHHS: pakiamHas n3eitnactpb 3AT «bank BTh
(benapycn) ».

A¥Tap mpalbl nanBsip)kae, IITO NPbIBEA3EHBI ¥ €1 pa3iikoBa-aHaTITHIYHbI
MaT3phIsi MpaBiibHA 1 a0'eKThIYHA aJINTIOCTPOYBAE CTaH JA0CeHara mpaipcy, a yce
3ama3bluaHblsl 3 JITAPATyPHBIX 1 IHIIBIX KPBIHIL CYNpPaBaJKaIoLIa ClacbuIKaMl Ha
1X ayTapay.
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The purpose of the study: develop and justify activities to improve
gamification advertising efforts.

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

1. to study the theoretical foundations of gamification in advertising and
analyze the main gamification tools;

2. to study the metrics and performance indicators of gamification projects;

3. to familiarize yourself with the regulatory documents governing the
conduct of advertising campaigns and advertising games in the Republic of Belarus;

4. to analyze the experience of using gamification tools in the advertising
activities of CJSC «VTB Bank (Belarus)»;

5. to evaluate the effectiveness of using gamification tools as a marketing tool
for CJSC «VTB Bank (Belarus)»;

6. to offer practical recommendations for increasing the effectiveness of
gamification of advertising in CJSC «VTB Bank (Belarus)y.

Object of research: gamification in advertising.

Subject of research: the effectiveness of gamification in advertising in

CJSC «Bank VTB (Belarus)».

Research methods: economic analysis and synthesis, generalization,
classification, observation.

Area of possible application: advertising activity of CJSC «Bank VTB
(Belarus)».

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



