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Jinzosckasi BepoHuka BnaguMmpoBHa

JOLEHT Kadeapbl SKOHOMUYECKON TEOPUU
CaHkT-TNeTepbyprckuin rocy1apCTBEHHbIN YHUBEPCUTET
MPOMBILLJIEHHBIX TEXHONOMMI U An3aiiHa

JlIoLEeHT kadeapbl MapKeTUHra

CaHkT-lNeTepbyprckuin rocy1apCTBEHHbIN SKOHOMUYECKUT
YHUBEPCUTET

CaHkT-lNeTepbypr, Poccus

FrEAMUOUKALIMN: BO3MOXXHOCTU MPUMEHEHUSI B MAPKETUHIE
1 YNPABJIEHUU NMEPCOHAJIOM

AHHOTaUunA

AHanuaupyroTcs poccuinckue u 3apybexxkHble nybnmkaumum no teme reMudmkaumm ans AeMOHCTpaumm
BO3MOXXHOCTEW reMMucuKkaumm B pasHbix cdhepax. ABTOp paccMaTpuBaeT KaTeropuv remMudukaumnm,
YTO MO3BOJISIET CAENaTb BbIBOA O HAMpPaBNEHUSX NMPUMEHEHUSIX reiMuduKaummn B paboTe C KIMeHTaMm
KOMNaHun u coTpyaHukamu. Wccnegyetca mogenb Octalysis, Kak COBpPEMEHHbI  MHCTPYMEHT
MOBEAEHYECKOr0 AM3aiiHa, KOTOpbI MO3BOMSIET BbISIBUTb W WUCMOJSIb30BaTb MOTMBLI UESIOBEYECKOIO
MOBEAEHMS, UYTO TakKe [AEMOHCTPUPYET pas3/inyHble BO3MOXHOCTM MPUMEHEHWSI reMMUdbUKauum B
yNpaB/ieHNM NEPCOHANOM U MApKETUHrE.

KnroueBble cnoBa: reiMmudukaums, ynpasneHne nepcoHanoM, MapKeTUHr

Kak B pOCCMIMCKMX MUCCNefoBaHUSIX, Tak U 3a pybexoM, KpaHe MHOro BHUMaHMWS B

nocneaHne roabl yaensaeTca teMe FGVIMVI(DMKaUMM.

CornacHo AaHHbIM PoccuicKoM Hay4dHasi 3nekTpoHHoM 6ubnuotekn (elibrary) 3a

nocnegHue 5 net (B nepuog 2021-2025 rr. ) Hanbonbluee BHUMaHME B UCCNeaoBaHUAX B

Poccumn ypensietcs reMmmncukaumm B chepe obpasoBaHus (59%). Bonbluoe KOnM4yecTso

I'IY6J'IVIKaLI,VIl7I TaKXe TMOoCBAWEHO TMPUMEHEHUIO WUIPOBbIX MEXAHUK B MapKETUHIE WU

ynpasneHun (25%) u pabote ¢ nepcoHanom (11%) (puc. 1).

PacmpeneneHne Hay4YHBIX Ty OMHKAITHI 110 3ampocy «[efiMudukamma» 2021-
2025 rr. E-library

OGy1enne/00pa3oBaHHe:
59%

Tpyroe

5%
Ilepconan
‘ (oOy4eHHe/yTIpaBIecHHE)

}E,R' 9%
2% TTotpeGHTETS

SKOHOMHEA: 3%

4% MapKeTHHI:
BH2Hec: VipasieHHe 304
794 (mpormeccom):

8%

PucyHok 1 — PacnpeaeneHune HayyHbIx nybnvkaumi no 3anpocy «enMmmncmkaums» B

E-library B nepvoa 2021-2025 rr.



B 3apybexHblx MCCneaoBaHWSX aBTOpbl OMUCLIBAOT M aHaNU3MPYIOT MpUMEpSI
NMPUMEHEHNS reMMUbUKaLnM He TONbKO B paboTe C NOTPeEdUTENSIMM UK NMEPCOHANIOM, HO
Takke B NCUXOMOMMW, KynbType, MOKa3blBalOT CBSA3b BOMPOCOB reMMudukaumm ¢

6peHanroM 1 NosibHOCTLIO NoKynatenen (puc. 2).

PacnpeenieHne HayYHBIX ITy OTHKAITHIA ITO KJIFOUEBEIM CIIOBAM IIO TEMeE
«Gamification» 2021-2025 rr. ScienceDirect

System Value
Motivation Culture 3% 3% Mobile

4% 3% 15%
Marketing
4%
Psychology
6%
Loyalty
Behaviour
10%

6%
Experience Shopping
7% 7%

Consumer
10%

Brand
6%

Commerce
7%

PucyHok 2 — Pacnpeaenenune HayuHblx Ny6nvkaumi4, No KYeEBbIM CI0BaM, MO TEME
«Gamification» 2021-2025 rr. B ScienceDirect!

OnHuM 13 Haubonee NOMHbIX OnpeaeneHnn MOXHO cymTaTth noaxoan K. Bepbaxa u
[l. XaHTepa, KoTopble B KHWUre «BoBnekan v BnacTByi. rpoBoe MblWwneHne Ha cnyxbe y
6usHeca»  onpegenunnM  reMMudUKauMio,  Kak  Npouecc  yCOBepLUEHCTBOBaHMS
MoSIb30BaTE/IbCKOMO OMbITa NOCPEACTBOM A06aBNeHMs UrpoBoi coctasnsiowen [1]. Takum
06pa3oM, B AaHHOM OnpefeneHny o4eHb YETKO NPOCTIEXMBAETCSA CBA3b pacCMaTpVBaeMOW
MEXaHWKN C MapKeTUHroM M BM3HEeCOM, XapakTepusys 3hdeKT, KOTOpbI rerMMudukaumns

OKa3bIBAET Ha I'IOTpe6MTeJ'IbCKMl71 OnbIT.

1 [Ona otbopa nybnukaumii wucnonb3oBanacb Hay4yHass 6asa ScienceDirect. Bblbupanuch
ny6nmKauum, KOTopble BKOYAM KOIMYECTBEHHbIE UCCNEA0BAHNS NPU N3yYeHUN renMudbmKaumm m
€e B/MSAHUS Ha noBeaeHue notpebutens B nepuoa 2021-2025 rr. B pe3ynbTaTte, 66110 0TO6paHO
25 nccnenoBaHui, Ha OCHOBE KOTOPbIX 6blil MPOBEAEH aHaNN3 KSIHOYEBbIX CIOB.
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ABTOpbl JaHHOrO MoAXoAa BbIAENSAOT TPU [NABHbLIX KaTeropuu reMmMudukaumnm:
BHYTPEHHSIA reMMuduKaumsl, BHELWHSAS reMMudukaumMs W MeHsilolwas noBeaeHne
revmncmkaums (puc. 3).

Beiroga aias OpraHu3sallHH

ry

BuytpenHia Brenrusa
Corpynnukn /
« » YacTHBIE JJHIA
coo0mecTBAa
Memnsromas roseneHne Memngronas noBeeHIe
(TIporpaMMEI IpeNpUATHII) ("acTHEIE THIIA)

v

JIn4dHast BBIroaa

PucyHok 3 — B3aMMocCBsi3b MeXAy pasHbIMK KaTeropusiMmn remmmndukaumm

BHyTpeHHsI9 reMMudumkaums — 3TO BuA  revMudukaummn, KoTopyro 6usHec
ncnonb3yetT Ans  CTUMY/IMPOBAHWS  MHHOBALMOHHOW  AEeATENbHOCTM WM MOBbILWEHUS
MOTMBALUMWM COTPYAHUKOB. TO €CTb OHa OKa3blBaeT MOTMBMpYHOLlee BO3AENCTBME Ha
BHYTpPeHHWe ayautopun, opmupys obpas nobeautens win npefoctaBnssi BO3MOXHOCTb
npnobpecTn HoBble NpodeccnoHanbHble HaBblkK. eiMnduKaums, MeHslowas noseaeHve
MOXET ObITb OPMEHTMPOBAHA KaK HA BHYTPEHHIOK, TaK M Ha BHELIHIOW ayaUTOPUIO C
Lensto GopMMpPOBaHUSA HOBBIX MPUBbLIYEK (HanpuMep, U3y4yeHUs MHOCTPAHHOMO S3blKa WK
perynspHbIX MOKYMOK Y KOHKPETHOMO MOCTaBLUMKa).

BHewHsa reAmmudpukauma — 3T0 BUA reMMuduKauMn, MNpUMeEHsieMbld  Npu
B3aMMOOTHOLLEHMAX BU3HEeCa CO CBOUMMM KIIMEHTaMM UM NOTpebuUTensaMM 1 HanpasnieH Ha
NnpuBreYeHe, yaepxxaHve 1 MoBbILEeHNEe BOBIEYEHHOCTU U NOASILHOCTU noTpebutens. B
NCCNeaoBaHusIX, MOCBSALWEHHbIX reMMuduKaLmMm 0TMeYaeTCs, YTO OAHOM U3 0COBEHHOCTEWN
renMmdmKaLmm Kak MapKeTMHIOBOM TEXHUKWU SIBASIETCA TO, YTO €e MOryT MCMosb30BaTb
KoMnaHuu nboro pasMepa U OTpacIM BHE 3aBMCMMOCTM OT KOMMYECTBA K/IMEHTOB,
Pe3ynbTaTtoM ee 3(P@PEKTUBHOro WUCrosb30BaHNSI MOXET CTaTb MOBbILWEHNE NOANIbHOCTH
noKynaTenen u yBenuyeHve npuboinv [4]. Kpome Toro, ahdekT OT BHEAPEHUS UIrPOBbIX
MexaHuk B paboTe C KAMeHTaMM MOXeT ObITb OLUEeHeH Ha OCHOBE poCTa MpoueHTa

MOBTOPHbIX MOKYMOK U YBEMYEHUM A0/ NOCTOSHHBIX KTMEHTOB KOMMaHum [3].
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B 2012 roay lOkam Yoy onybnukoBan CBOE WCCNeAOBaHME MOA Ha3BaHUEM
«Octalysis: Complete Gamification Framework». Ero Mmogenb Octalysis 6bina nepeseaeHa
Ha 7 43bIKOB W CTana Kaccmyeckum oby4yarowmMm MaTtepuanoMm Mo BOMpocam
reMMmduKkaumm M NoBeAeHYEeCcKoro AusanHa Ha Tepputopum CLUA, EBponbl un HOxHOM

Amepukn (puc. 4) [2].

QOukn
Beiaxu OTkpbiTOE Cepaue 3nnTapHoCTb Pasbnoknpoeka Bex
DUKCMPOBaHHbIE Harpab! Kpeauwnonuct Fepoit yenoseyecTBa BeuHo3eneHan MexaHuka
PeifTUHrI Outa cynpbbl Bbicwee npegHasHaveHue MrHoeeHHasa obpaTHan cBA3b
VhaukaTop nporpecca CoTBOpey napTHep HoBuukam Beser KoHTponb B peanbHOM BpeMeHn
MoBecTBOBaTENbHbIN becnnaTHbI naHy Llenouku (komBuHaLum)

CrUCKM C 3afaHnsMU
Monka c Tpodesmmn
Oasuc

BycTtepsl
3anonxeHue npobenos
[HobpoeonbHan asToHOMUA

Mpusbl
[an natb Bocnpusatune BbiGopa
KopoHauus CBopLuK pacTeHni
3BYK NPV NOBBILLEHUN YPOBHS C6oplimk anos

SpdeKT aypsl Muccus

MowaroBoe pykoBoACTBO
Butea ¢ 6occamu

[docTnxeHue TeBopuecTBO

[obasneHne B Apy3bs
CoumanbHble NOJARKN
IpynnoBble KBeCTbl
MoowpeHve (ogobpeHue)
XBacToOBCTBO

Knnnep ana Boapl
OKoHOMMKa bnarogapHoCcTH
HacTaBHW4ecTBO

KHonka “nogenurbcs”
SIKOpb COOTBETCTBUA
Bornblue waHcoB KOMy-11Mb0 NOMoYb
3aBncTb

BupTyanbHble ToBapbl
Cbopka ¢ HynA
KonnekuunoHHbIA ceT
ABaTap
3apaboTaHHbIit 06eq
Kpveas obydeHus
3awmTa

Mpuem Ha paboTy
ObMeHnBaeMble 04K
9ddekT Anbdpena
Bpewms BepboBymka

BnapeHune Bnunanue

Oednunt

WM3beraHue HeraTusa MUHN-KBECTbI

BuayanbHoe noBecTBOBaHNE
MacxanbHble AnLa
CnyuanHble Harpaapl
030pCTBO, WanocTb
BHesanHan Harpaaa

AdPekT opakyna

Pa3BuTbIn MHTEpec

[uHamMKKa HasHaueHHOro BpeMeHK

HakasaHve oxuaaHvem

Korpa apa3sHAT, nokasbiBas BO3MOXHYIO Harpaay
CTumynupyrowuin npus

O6paTHbIA oTCcYeT

OrpaHununTenm

MocnepHsaa muns

TaMep CHUXEHNA CTOUMOCTH Moreps nporpecca

HexxenaHue nepemeH

Talimep 06paTHOro oTcueTa YnyLyeHHas Bbiropa Cumeon nosopa MoaceeyeHHbIN BLIGOP
MbITKY OXUAaHEM Unnio3opHoe BnaseHve Buayanusauua cMepTu
YyBCTBO BMHbI 3BYKMW nNnava
OrpaHnygHHoe No BPeMeHu NpeanoxeHme MoTeps HakonAeHHi (1 NOTEHUMANbHas BOMOXHOCTE)

PucyHok 4 — Mogenb Octalysis ansi renmMmmudukaumm 1 noBeaeHYECcKoro an3anHa

B ™ogenu OCTALYSIS BblAensitoTcsl BOCEMb OCHOBHbIX CTMMYNIOB, KOTOpbIE
XapaKTepu13yloT MOTMBALIMOHHbIE aCNeKTbl MOBEeAEHMS Noaen.

1. 3HauveHne («3nuyeckoe 3HayeHue W [lpu3BaHWe» B OpuUrnHane) onpegensiet
POCT BOBJIEYEHHOCTU B TOM C/lyyae, €C/N MONb30BaTENN BEPST, UTO UX AENCTBUS UMEIOT
3HAUMMbIA, MOYTN FEPONYECKNIA CMbICHT, BbIXOASILLUMIA 3@ paMKU 0BbIAEHHbIX 331aY.

2. JoctumxeHus (B opurmHane «Pa3suTtue n JoCTuxeHne») 3aHMMatoT LieHTpasibHoe
MECTO B CUCTEME MOTUBALMOHHBLIX MEXAHM3MOB reMncmkaumn. 3To CTUMYN ANs NOAeN,
KOoTOpble NIOBAT npeofoneBaTb BbI30B, W AN KOTOPbIX 3TO BHYTPEHHSIS MOTMBaUMK K
pPa3BUTUIO HAaBbIKOB U NPOABMXXEHWIO.

3. Bo3amMoxkHOCTM ans TBOopyecTBa («Pa3sutue kpeaTtmBHOCTM U ObpaTHas CBA3b» B

opmrMHane) OaloT MNoJIb30BATENO NMOYYBCTBOBATb cebs conpum4yactHbiIM U AaXXe COaBTOPOM
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onpeaeneHHbIX peleHni, KpoMe TOro, MHOMMM JIOASIM BaXXHO BUAETb Pe3ysibTaT CBOEro
TBOPYECTBA M NMoNy4aTb 06paTHYIO CBA3b N0 3TOMY nosoay [5].

4. ObnagaHue («ObnagaHue N cO6CTBEHHOCTL» B OPUrMHANILHON BEPCUM) ABNSIKOTCS
He MeHee 3HauMMbiIM MOTMBOM ANl AeNcTBUMA, a <«3ddekT o06naaaHuns» AaBHO
NCNONb3YIOTCA B NpoAdaxax M pabote ¢ nepcoHanoMm. CornacHo emy nwoau npuaatoT
60MbLYI0 LEHHOCTb 06bekTaM, KOTOPbIMU BNAAEl0T, AaXe eCn UX PblIHOYHAs CTOMMOCTb
HeBbICOKa.

5. Cesazu (B opurnHane «CouuanbHoe BAnsiHWE U MpakTUYHOCTL>») 06BbeANHSIIOT Kak
couManbHble 3MIEMEHTLI, KOTOpPble MOTMBMPYIOT JNtOAEN, BK/IKOYAsi HACTAaBHUYECTBO,
coumanbHble peakumm, COPEBHOBATENILHOCTb, XXENNAHWE UMETb TO Xe, YTO eCTb Y APY3eW,
TaK M XXenaHuve accounmpoBaTb cebst C KakuM-1Mbo nNpeaMeToM MM MeCTOM, Urpas Ha
YyBCTBe HOCTanbruu [8].

6. OxwugaHue pesynbTata (B opurnHane <«Hyxzga wn TepneHue») nNOBblWAET
LeHHOCTb pe3ynbTaTa, 3aCTaB/sieT AyMaTb O HEM, CTPEMUTLCS K €ro MoSlyyYeHUIO U, TaknM
obpaszoM, gocTuratb HOBbIX BbICOT [7].

7. HenpeackasyeMoctb (B opurvHane — «J1lobonbiTCTBO M HenpeackasyeMocTb»)
SABNSIETCA BaXXHbIM CTUMYJIOM, KOTOPbIM MOTUBUPYET Y3HaTb, YTO NPOM30MAET Aablue. ITO
3aCTaBNseT NoAen npoao/kaTb B3aWMOAENCTBME C KOMMAHMEW, BO3BpaLLaTbCA B
NPWUIOXKEHUS, Y4acTBOBaTb B /I0Tepesix U po3birpbiwax [9].

8. W3beraHve noTepu nposiBNSETCA B TeX CUTyauusix, Korga BO3MOXHOCTU
MCYE3aloT, a JIloaM YyBCTBYIOT, UTO, €CIM OHM He byayT AeNCTBOBAaTb HEMEANIEHHO, TO
PUCKYIOT MOTEPSTb BO3MOXHOCTb AEWCTBOBaTb HaBceraa [6]. BpeMeHHble orpaHuyeHus,
cucTeMbl WTpadoB M aHANOrM4YHble MHCTPYMEHTbI 3a4acTyld MOTUMBUPYIOT 6osblue, YeM
OXuaaHue BbIUrpbILwa.

Bce nepeuncneHHble nMpueMbl, Yy4duTbiBaloWME OCOBEHHOCTM 4YenoBeYecKoro
nosefieHns, MOryT 6blTb HanpasfieHbl HA Pa3HYt0 ayaUTOPUID — KaK BHYTPEHHIOWD, TaK U
BHELLHIOW ANs KoMnaHuu. Takum obpas3oM, cama uaes reMMmmudukaumun, Kak MrpoBoro
MEXaHM3Ma MOXET OblTb NPUMEHUMa ANS KAMEHTOB UM COTPYAHWKOB, BO3AEWCTBYS Ha

dHaOrn4yHbIE UTN XE pa3Hble MOTUBbI YENOBEYECKOIo NoBeaeHUA.
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