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MAPKETWHIOBI TPEHAN PUHKY ENEKTPOHHOI TOPTIBII
KOMM'IOTEPHAMW IFPAMW B NOCTNAHAEMIYHW NEPIOA

MARKETING TRENDS OF THE E-COMMERCE MARKET
FOR COMPUTER GAMES IN THE POST-PANDEMIC PERIOD

Y cTaTTi po3rnAHYTO PeHOMEH 3POCTaHHA iHAYCTPIi BiAEOIrop AK HOBITHIO TEHAEHLIIO PO3BUTKY PUHKY
eNeKTPOHHOI TopriBni uMpPOBNMIN NPOAYKTaMKN B NocTnaHAeMidyHMA nepioa. OkpecneHo oco6nmMBOCTI
3MiHM 06cAriB OXOAiB 3a Pi3HMMWU HanpAaMaMu iHAYCTpPii po3Bar 3aanA po3yMiHHA AONi Biaeoirop B
3aranbHOMy 06cA3i ii 3pocTaHHA. BcTtaHOBNEHO, WO MiABULLEHHA iHTepecy A0 BiAEOIirop 3yMOBIEHO
CTPYKTYPHMM 3pYLUEHHAM B iHAYCTpii po3Bar, Ake 6yno cnpuinHeHe naHaemieto COVID-19 ta Bumy-
LeHO camoizonAuieto 6inbWOoCTi Noaen no BCcboMy cBiTy. [poaHanidoBaHo rnobanbHi 06¢cArn BuTpaT
Ha BiZeoirpu 3a Buaamm nNpucTpoiB, WO AO3BONUIO ChopMyBaTH PO3YMiIHHA NPO NiABULLEHWN iHTEPEC
KOpuCTyBayiB [0 irop, npeactaBneHnx y dopmaTi, LOCTYNHOMY ANA BUKOPUCTaHHA Ha cMapTdoHax.
HaBeneHo BiamiHHI 03Hakn aemorpadii renmepis y CLUA, Aki MO>XXHa NPUINHATL 3a OCHOBY ANA NPOBe-
[EHHA MapKEeTUHIOBOrO AOCNIAKEHHA eNEKTPOHHOI TOPTiBMi KOMM'IOTEPHUMM irpaMu B iHLLIMX KpaiHax
cBiTy. JocnipkeHo ocobnrBocCTi NpoBeAeHHA MapKeTUHIoBOiI kamnaHii komnaHieto «CD Project RED» —
3aranbHOBM3HAHWM TiraHTOM Ha PUHKY po3pobKu Ta peanisauii KOMMN' IOTEPHUX irop.

KniouoBi cnoBa: MapKeTMHI, PO3BUTOK, ENEKTPOHHA TOPriBMA, irpoBa iHAYyCTPiA, KOMN'IOTEPHI irpy,
iHHOBAaLIi, nocTNnaHaeMiYHMI Nepioa, TpaHcdopmauia, rmobanisauia.

The article considers the phenomenon of the video game industry growth as the latest trend in the
development of the e-commerce market for digital products in the post-pandemic period. The latest
technologies and the active promotion of the Internet usage have contributed to the emergence of
a new type of games — video games. Video games are gradually replacing regular games and have a
direct impact on how Internet users fill their free time, as they offer an expanded range of products and
services, both gaming and non-gaming. Features of incomes volumes change in various directions of
the entertainment industry for understanding of a share of video games in the general volume of its
growth are outlined. The increase in interest in video games has been found to be due to a structural
shift in the entertainment industry caused by the COVID-19 pandemic and the forced self-isolation of
most people around the world. The global costs of video games by types of devices were analyzed,
which allowed to form an understanding of the increased interest of users in games presented in a for-
mat available for use on smartphones. In 2019, consumers spent $149 billion (excluding equipment) on
video games, compared to $35 billion in 2004. The distinctive features of the demographics of gamers
in the United States are listed, which can be taken as a basis for marketing research of e-commerce
of computer games in other countries. The peculiarities of the marketing campaign of the company
"CD Project RED" — a well-known giant on the market of development and implementation of computer
games are researched. The key problem of "CD Project RED" management has been extremely high
ambitions and the scale of statements that cannot be fulfilled on practice. As a result of marketing
activities, gamers' expectations were so high that it was impossible to create a game that would satisfy
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the excitement that the company's marketers have been creating for eight years. Understanding the
mistakes in marketing activities has already allowed the management of "CD Project RED" to smooth
out the financial consequences of the previous failure. Unlike most sectors of the economy that suffered
from the effects of forced downtime during the COVID-19 pandemic, the gaming sector "went against
the flow" and found opportunities where other sectors suffered losses.

Key words: marketing, development, e-commerce, gaming industry, computer games, innovations,

post-pandemic period, transformation, globalization.

MocTtaHoBKa npo6Gnemun. HOBITHI TexHonoril
Ta aKTUBHa MONynApM3aLis BUKOPUCTaAHHSA Mepexi
IHTEepHEeT cnpusiAn NosiBi HOBOrO BMAY irop — Bige-
oirop. Bigeoirpyu MOCTYNnoOBO 3aMiHIOKTb 3BUYaliHI
irpy Ta 6e3nocepeaHbLO BN/IMBAKOTL Ha Te, K iHTep-
HET-KOPWCTyBa4i 3anOBHIOKTbL CBIill BiIbHWIA Yac,
OCKi/IbKM BOHW MPOMOHYIOTb PO3LUMPEHUI CNEKTP
NpoAyKTiB Ta MOCAyr, SK IirpoBMX, TaK i Heirpo-
BMX. |HOYCTpIS Bigeoirop 3pocsa B reoMeTpuyHIi
Mporpecii 3a OCTaHHi POKU 4yepe3 [AOCATHEHHA B
o6nacti BAOCKOHaJIEHHA PO6OTU NEepPCOHasIbHUX
komn'totepis (MK) i WMPOKy [OCTYNHICTb NMOTYXHUX
irpoBux nnardopM, Takmx sk Microsoft XBox i Sony
PlayStation (PS). BoHa cTania ogHWUM i3 NPOBigHNX
CErMeHTIiB MegiaiHaycTpii 3arasiom — y 2020 poui
BMpYYKa KOMMaHIi, siki onepywTb B AaHil iHAyCTpii
cknana $159,3 mnpa, a KisibkicTb KOpUCTyBadis
Bifgeoirop gocsarna 2,69 mnpg rpasuis. Pag gocnia-
HVKIB Hamaramcs NosiCHUTU (DEHOMEH 3POCTaHHSA
iHAYCTpil Bigeoirop, MOB'A3yUM NONYNSApPHI Npo-
[OYKTW IrpoBOT iHAYCTPIi i3 0COBUCTOCTAMU reimepis
i MOTUBaMK, SIKi 3a/1yvatoTb IX 40 Bigeoirop. Takum
4YMHOM, MOXHa cKasaTu, Lo irpoBa iHAYCTpisa JOCUTb
Mo/s104a, ane Yepes AMHaMIYHICTb CBOTO 3pOCTaHHSA
BOHA Ha pPOKM BUNepemKae KiHOIHAYCTPIilo 3a MeTo-
JaMy MPOCYBaHHA Ta iHTEPAaKTUBHICTIO MPOAYKLT,
IO akTyaslisye OOCMiMKEHHS 0COO/MBOCTEN enek-
TPOHHOI TOPriBAi KOMM'HOTEPHUMY irpamMu B MOCTNaH-
AeMiyHunii nepiog,

AHani3 oCTaHHiIX AOC/NiMKEHb i Ny6Gnikawiii.
MUTaHHAM [OC/IIXEHHSA PUHKY €NEeKTPOHHOT Top-
riBNi KOMM'IOTEPHUMW irpaMy MPUCBSAYEHI HayKOBI
npai nepeBaxHO 3apybikHMX aBTOpPIB, fAKi 30Ce-
PEeMKYOTLCA SK Ha TEXHIYHMX, TaK | HA eKOHOMIu-
HMX 0COBAMBOCTAX PYHKLIOHYBaHHSA [AHOIO PUHKY.
Cepepn hyHOaMeHTalbHUX POBIT 3apyObiKHMX aBTo-
piB 3a AaHMM HanpsiMOM [AOCNiMKEHHS, Ha Hally
OyMKY, BapTo BUAINUTM poboTtu IM. 3akapiaccoHa,
T.J1. BincoH [13], T. 3ixepmaHa, K. KaHHiHrema [15],
A. MapwaHga, T. XeHHir-Tiopo [11]. Okpemo BapTo
Big3HaumMTn poboty [. Beceni Ta I bapyaka [12],
NPUCBAYEHY IHHOBALLIAM Ta MapKeTUHIOBUM IHCTPY-
MeHTaM, $Ki 3aCTOCOBYKTbCA KOMMaHisgMU, L0
Be/lyTb CBOO AisiNIbHOCTI B iIrpoBili iHAYCTpIi. BiTuns-
HSAHI HAayKOBL,i TaKOX BUSIB/IAIOTL iHTEpecC A0 AaHOro
HanpAMKY [OCNIMKEHHA, LWO 3YMOB/IEHO MiABU-
LLEHHSIM NpUOYTKOBOCTI KOMMNaHIi i3 BMPOGHMLTBA
Ta peasnisauii irop Ta nocTnaHAeMiYHUMWU TPEH-
Jamn A0 umudpposisauii BCix BMAiB Oi3HeC-akTuB-
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HocTeil. Cepepf, YKpaiHCbKMX AOCAIOHUKIB BapTo
BMOKpeMuUTn pobotn A.B. peuko, H.B. 3axaposa,
M.O. danbko [1], I.O. lasHesoi, .1. LlapaHeHko [2],
M.O. MpockypiHoto [4] Ta iH. Mpy LbOMY MapKeTUH-
roBi TEXHIKM, SIKi 3aCTOCOBYHOTLCA KOMMAaHISIMK irpo-
BOI IHAYCTPIT AOC/IMKEHI He Tak LWMPOKO, AeskKi 1X
efleMeHTn npeacTasnieHi B pobotax IA. PagyeHko,
0.0. KazaHcbKoi, B.B. Xopowwux [5; 6], O.B. NMonoyc
[3], wo akTyanizye npoBefeHHs nogasnbLlumnx AoC/Ii-
[KeHb 3a [JaHUM HanpAamMoM 3a41s Morsimb/eHHs
PO3YMIHHA BaX/IMBOCTI MapKETUHIOBOT NiATPUMKM
Cy4acCHUX KOMMaHii, siKi 3aliMaloTbCs PO3POOKOI0 Ta
peanisauieto KOMM'KTEPHMX Irop.

MeToto cTaTTi € NpOBEAEHHS AOCIAKEHHSA PO3-
BUTKY €MEeKTPOHHOT TOPriB/1i KOMM'IOTEPHUMMU irpamm
B MOCTMaHAEMIYHMI nepiog 3aans hopMyBaHHS
06r'pyHTOBaHMX NiAXO4IB LLOAO MapKETUHIOBOI Nif-
TPUMKM LiS/TbHOCTI KOMNAHIN irpoBOi iHAYCTPI.

Buknag, OCHOBHOIoO mMaTtepiany AOCNimKEeHHS.
AK BXe 3a3Hayasiocsi BULLLE, Bieoirpu Ha CbOrofHi
3Haxo4ATbCA Ha Miky CBOEI MOMY/ISAPHOCTI, OTPUMY-
UM BUrOAM Bif, AOCTYNHOCTI Ta MacOBOCTI BUWKO-
puUcTaHHA Mepexi IHTEpHEeT Ta CyyYacCHWUX ra[pkeTis,
3aMiHIOYM NPU LbOMY BiNbLUICTb IHWKMX TpaguLiii-
HUX NPOAYKTIB iHAYCTpPIl po3Bar, Takux, Hanpukia,
AIK MPOC/IYXOBYBaHHSA MY3UUYHUX KOMNO3uLil. MNpoTe
MeHemKepy KoMNaHii iHgycTpii KOMN'toTEPHUX Bige-
Oirop BMMYLUEHI MOCTIHO MEepeoujiHoBaTK CcTpa-
TeriyHe MOMIOKEHHS CBOIX KOMMNAHIA y NaHLUIOXKY
CTBOPEHHSA [40AAHOT BapTOCTi, OCKIJIbKM TpaauLiiHi
6i3Hec-Mofeni AEMOHCTPYIOTh TEHAEHL0 40 BTpaTK
CBOEI e(heKTUBHOCTI HaBITb A1 3BUYHUX BUAIB 6i3-
Hecy, a Y BUCOKOKOHKYPEHTHOMY CepefoBULLi irpo-
BOI iHAYCTpIi AaHi TeHAeHLii 3aroCTproThbCA Lie
6isblle. TakuM YMHOM, MEHEKMEHT irPOBUX KOM-
naHin nepebyBae y NepmMaHeHTHOMY MOLLUYKY HOBMX
Crnoco6iB 3a6e3neyeHHsi eKOHOMIYHOTO 3POCTaHHS
Ta HasABHOCTI 3aMOBJ/IEHb Ha HOBI NpoaykTy [10].

3a OocCTaHHI ABagusATb POKIB irpoBa iHOYCTPIS
TpaHcopmyBasiacs i3 BMK/HOYHO — apKajHoro
CTU/IIO Ha rpadivyHo «barati» Mo6iNbHI 3D-po3Baru
3 NOTOKOBWM Bife0 B peasibHOMY 4aci Ta nigTpum-
KOK XMapHOT iHhpacTpyKTypu. HuHI y CBITI Hanivy-
€TbCs 3,6 MinbsApAiB rpaBuiB, WO NPUGAN3HO BABIYI
Gisiblle 3a TX KiNbKiCTb M'ATb POKiB TOMY. [0 Ujei
KifIbKOCTi BAapTO A04aTV TaKoX napy COTEHb Mifibino-
HiB /1l04€el, SKi NpornsgarTs irpoBi k1inv abo 3ma-
raHHs, i Buiige, Wwo npnbansHo KoxHa TPeTs NioamHa
y BCbOMY CBITi rpa€e abo CTeXMWTb 3a Bigeoirpamu.
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I3 obcsirom pivHOro goxogy y 149 minbspgais
fonapiB ctaHoMm Ha 2020 pik irpoBa iHAYCTpis 6yna
6isibLL NPUBYTKOBOID, HDK My3MYHA Ta KIHOIHAYCTPIs
Yy CyKynHocTi (puc. 1), i 3pocTae Habarato LWBWA-
LMW TEMMAMU, HDX BULLE 3raflaHi KOHKYPEHTN.

3a ouiHKaMu1 NpPOoBIAHNX PEATUHIOBUX areHTCTB,
y 2020 poui y Bigeoirpy rpano 6inblwe nwaen,
HX 6yno 3asy4eHo [0 OyAb-AKOro iHWOoro Bugy
CrnopTy, okpim oyT601y (puc. 2) [7; 14]. OTxe, nig-
BULLIEHHST iHTepecy A0 BiAEeOirop MOXHa po3rnis-
[aTu K CTPYKTYPHe 3pYLUEHHS B iHAYCTPii po3sar,
sike Oyno cnpuunHeHe naHgemiero COVID-19 Ta
BMMYLLUEHOK Camoi30/1sLie0 BiNbLIOCTI Ntogei no
BCbOMY CBITY.
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Y 2019 pouj cnoxuneadi BATPATUIN Ha Bifeoirpu
149 wminbapaiB gonapis (6e3 ypaxyBaHHs obnap-
HaHHSA) nopiBHAHO i3 35 MinbaApgamu gonapis y
2004 pouji, BHaC/MiAOK 4YOro JaHa kateropis sutpart
iHAYCTpIT po3Bar yTpuyi nepesuLLIa CBITOBI KACOBI
360pKn 3a KiHOoTeaTpamy Ta BYETBEPO nepesuLLmnna
06csArnM NpubyTKOBOCTI MY3UYHOT IHAYCTPIT (puc. 3).
KomnaHii, wo 3aliMarTbCA BUPOOHULTBOM Bige-
0irop, 3Ha4yHO pPO3LIMPUAN CBOK MPUCYTHICTb Ha
PUHKY po3Bar Ta BAOCKOHA/INAN TEXHOMOTIYHY iH(-
pacTpyKTypy, BNPOBaAMBLUM MOXIMBOCTI MiAK/IHO-
YEeHHA A0 |HTepHETY Ha TpaaMLUiiHUX KOHCOMAX Ta
npeacTaBMBLLM irpyu Ha Binbll CyyacHUX HOCIsX,
TakMX K CMapTdOHM.

149
90 I

DiTBMH Bea irposa ingycTpis

Puc. 1. O6¢carn goxogais 3a pisHUMN HanpamMamu iHAycTpii po3ear, 2020 pik, Mnpa. Aon.
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Puc. 2. HaninonynapHiwi Buan cnopty/xo6i ctraHom Ha 2021 pik, mnpa. ocib

BUITYCK Ne 2(88), 2022



[TIPOBAEMH CUCTEMHOI'O TIAXOAY B EKOHOMILII

300
250

200

150 E

100

50

55

2020

2019

161

56 56

2021 2022

m ModGineHi irpy ®mKoncom ®=IIK

Puc. 3. Tno6anbHi 06¢cArv BUTpaT Ha Bigeoirpu 3a BuaamMmm npucTpoiB,
2019-2022 pp., mnpa. pon.

OuikyeTbca, Wo Ao 2025 poky cnoxunsdi BUTpaTu
Ha KOMM'IOTEPHI irpy 3pocTyTb A0 288 MiNbApAiB
[onapie, a BMTpaTM Ha MOOGIifbHI irpn 3pocTartu-
MyTb NPUG/IM3HO Ha 5% LLOPIYHO | CTAHOBUTUMYTb
Maiixke 50% BCiX BUTpaT irpoBOi IHAYCTPIi CTaHOM
Ha 2023 pik.

Xoya monogb, Sk i paHiwe, CTaHOBUTb BiNbLUICTb
CbOFOZHILLHIX reiimepiB, € 03HaKu TOrO, Lo cTapLle
MOKOAIHHA Ta «0NAN» (reiMepu MUHYINX MOKOAIHb)
3HOBY 3ax0nuancs Bigeoirpamu nif vac naHAemii i,
MMOBIpHO, NPOAOBXaTh rpaTu i y nocTnaHaeMiuHniA
nepiog. Sk yxe 3a3Havyasiocs BuLle, 04Ha TPETUHA
HaceneHHs CBITY BXe rpae abo AMBUTHCA KOHTEHT
npo Bifeoirpun, Wo [03BONSAE MPUNYCTUTU, WO B
CepeaHbOCTPOKOBIN MepCneKkTuBi Lie Yncio 3aui-
KaBJ/IeHUX OCi6 3pocTaTtMMe HapiBHi i3 rno6asibHUM
CMOXMBaAHHAM (IIbMIB Ta MY3MUYHOIO KOHTEHTY.
Lle € cyTTEBOK CTPYKTYPHOK 3MIHOK Ha PUHKY
€NeKTPOHHOT TOPriBAi KOMMN'IOTEPHUMU iIrpamMu, Aka
npussene A0 30iNbLUEHHS LiHHOCTI KOXHOro KJii-
€EHTA A8 KOMMaHii, a TakoX NiACUAUTL CTUMYNN
[ONs CTBOPEHHS  [OBrOCTPOKOBUX  /106a/1bHUX
hpaHLLmn3, Lo NPOoAAOTLCA Ha PO3BUHEHUX erlek-
TPOHHUX PUHKAX.

Kpim TOro, nowwmpeHHs MOGisIbHUX Onujili Aono-
Marae 3aly4ymTu BinbLue XIHOK A0 irop, OYiKyeTbCs,
L0 AaHa TeHAeHLUis byae cynpoBO4KyBaTu PO3BU-
TOK PUHKY KOMM'IOTEPHUX irop i Hagani. 3a gaHumu
Acoujauii po3BaXasibHOro NPorpamHoro 3abesne-
yeHHs1 (ESA) Ta €Bponeiicbkoi dpegepaduii iHTep-
aKTMBHOrO nporpamHoro 3abesneveHHs (ISFE), 3a
OCTaHHi ABa AECATUNITTA KiSIbKICTb XIHOK-reimepis
HeyxunbHo 3pocTtana [8]. Mpu uboMy Yy reHaep-
HOMY pPO3pi3i CNOCTEpPIraeTbCsl HEBENUKUIA NMepekic
Ha KOPWCTb YOJIOBIKIB-TE/IMEpIB: CMiBBi4HOLLIEHHS
59% po 41% y CLUA. CepegHiii Bik relimepiB cTaHo-
BUTb 34 POKM 018 YONOBIKIB Ta 36 POKIB A/151 XIHOK.
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Mpn UbOMY cepes NiTHIX ameprKaHCbKNX reimepis
GisibLLe XIHOK (puc. 4).

CTOCOBHO IrpOBMX XaHpiB, BapTO 3a3HaunUTW,
Lo 71% amepuKaHCbKMX reliMepiB BigaatoTb nepe-
Bary kasyasibHuM irpam, 53% nono6nsatoTb eKLWH-
irpu i 48% BigaawTb nepesary wyrtepam. Monogi
refimepun-40n0BikK, SIK NPaBW/IO0, rpadTb Ha KOHCO-
N§X, y TOW 4ac K MONoALWi reiMepu-XiHk1 BOSi-
I0Tb Patn Ha CBOIX cMapTgoHax. FK 4YOsoBiky,
Tak i XIHKM BIKOM 64 poKu | MoAoLle Nonto6nsA0Tb
rpatv i3 gpy3samu, a ocobu BiKkom 65 pokiB i cTapLue
BigAalTb nepesary rpi Ha camorTi. l'elimepu y Bili
25-54 pokiB CTBEPOXYIOTb, L0 irpyu gornomararTb
M poscnabutucs, nogn y Bili 55-64 pokie BBaxa-
H0Tb, LLIO irpyM CTUMY/IIOOTb PO3YMOBY AiS/IbHICTD |
NigTPYMYIOTb  KOTHITUBHI NpoLecu, gonomMaralTb
YHUKHYTU BIKOBUX XBOPOO i T.A4.

JlocnTb NokasoBMM, Ha Hally AyMKY, € OOCBIf
NPOBEeAEHHS MAapPKETUHIOBOI KamnaHii KOMMaHie
i3 BMPOBHMLTBA KOMM'HOTEpHUX irop «CD Project
RED». «CD Project RED» gocutb Monioga koMnaHisi,
ynii NepLUnii NPOEKT ByB BUNyLLeHnn y 2007 poui, a
Tpw 1 HalnonynapHiwi npoektn — «Witcher», «The
Witcher 2: Assassins of Kings» Ta «Witcher 3: Wild
Hunt», — go3BovAu i Npoiiwnia Wisx Big HoBavka
B irpoBiii iHAYCTpIi 40 3ara/ibHO BM3HAHOrO riraHTa
[9]. B Tabn. 1 HaBegeHuin SWOT-aHania koMnaHii
«CD Project RED» ctaHOM Ha 2022 pik.

Monbcbka koMnaHist «CD Project RED» aHOHCY-
Bauia rpy «Cyberpunk 2077» we B 2012 pouj, yepe3
pik ony6ikyBasia nepLumii Tusep i3 BidyasibHOK KOH-
uenuieto, gka npunana go cmaky rpasusam. Penis
npusHaumny Ha 2015 pik, ane nicnsa BCiX 3yCuUib,
AKi 6ynn cnpsmoBaHi Ha po3pobky «The Witcher 3:
Wild Hunt» 3aiimaTtucs po3po6koto rpu «Cyberpunk
2077» NpoAoBXuia HeBenmka KomaHga cnispobiT-
HukiB [9].
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Puc. 4. Jemorpadia renmepie y CLIA, 2020 pik

Tabnmya 1

SWOT-aHani3 komnaHii «CD Project RED», 2022 pik

CunbHi CTOPOHM

Cnab6ki cTopoHu

[ocBin y cTBOPEHHI irop Ta po3noBCIOAXEHHI
Bioeoirop

GOG GALAXY 2.0, nponpieTapHe nporpamHe
3abe3neyeHHsA, ponomarae oTpMMyBaTy AOCTYN
[0 irop He3anexHo Big nnatdopmm

YcniwHa icTopiAa KOMNaHii, NPONOHYy€e HanKpalLi
iHHOBALLINHI iIrpy Ha PUHKY

HeratneHa peHtabenbHictb GOG

UunkniyHe oTpmaHHA noxony

[oBri unknn po3pobkun

Bucoki BUTpatv Ha MapKeTUHTI Y MOPIiBHAHHI
i3 po3mipom KomMmMaHii

BuropaHHa nepcoHany

Mo>knueocrTi

3arposu

3pocTaHHA iHTepecy CrnoXunBadiB 40 irPOBOro
KOHTEHTY

HaABHicTb kBanicikoBaHoOi pobouoi cunu y ranyai
po3pob6ku nporpamMHoro 3abe3nevyeHHs

Ta oM3aiHy irop CTUMyInoe NoABY cTapTaniB

y irposBin iHaycTpii

MinenweHnn intepec oo npoekTtie Netflix

RED 2.0, HoBa noniTnka KkoMnaHii

BuTik naHnx

Hwnabka npoayktueHicTb Cyberpunk 2077
[opatkoBe BiACTPOYEHHA AAT BUMYCKY
HeobrpyHTOBaHi O4iKyBaHHA KiNbKOCTI NpoAaHnX
Konin

HenpaBavBnin MapkeTUHI

BHacnigok gaHoi cTparerii, o6paHoi MeHeax-
MeHTOM KomnaHii «CD Project RED», rpa «The
Witcher 3: Wild Hunt» oTpumasia BWCOKi OLiHKK
KpUTKKIB (Hanpuknag, Ha canti GameSpot — ctana
aes'aToto rpoto i3 10-ma G6anamm 3 10-Tu). Ycnix
npoekty «The Witcher 3: Wild Hunt» B irposiii
cthepi niguToBxHyB Netflix 40 ekpaHizaLii cepil KHUT
Ta irop (y Burnsagi cepiany).

3 iHLWOro 60Ky, iHTepec A0 iHLWOro NPOeKTy AaHol
KomnaHii — rpy «Cyberpunk 2077» nigirpisas Benn-
yesHuin bromkeT y 314 MnH pgonapiB (6inblue, HixX
y Grand Theft Auto V) Ta y4acTb 3HaMEHUTOCTEIA:
Ha E3 2019 aktop KiaHy PiB3 npeacTtasuB rpy Ta
CBOro OLMIPOBAHOI0 NEPCOHAXA, SKWiA y Tpi BUCTY-
nae KOMMaHbOHOM TO/I0BHOMO reposi. Hosi Tpeit-
nepwu, i HaBiTb OKpPeMi Kaapu MalibyTHbOro penisy
rpu «Cyberpunk 2077» akTUBHO 06roBoptoBasINCA Y
Mepexi. MeHemKMeHT komnaHii «CD Project RED»
He 60sBCS1 BOaBaTuCs [0 BUKOPUCTAHHSA MpPOBOKa-
TUBHUX 3ax0p4iB Nif, Yac CBOEI MapKeTUHIOBOI KaM-
naxii. Megia HasBanm rpy «Cyberpunk 2077» Haii-
O4iKyBaHILLIMM pesni3oM PoKy Ta rnovasin BUMyckaTu

[06ipKkM Mpo Te, Yy WO LWe MOXHa norpatu nepeg,
O4iKyBaHOI Npem'epolo.

Monpu HagnoTYXHY MapKeTUHroBy KammnaHito,
rpa «Cyberpunk 2077» BusiBUNaca BeSINYE3HUM
po3yapyBaHHAM A8 thaHatiB koMnaHii «CD Project
RED», amke iMigX €OWHOI MyAbTUMINbSIPAHO
KOMMAHIE, SIKa NoBaXae KMIEHTIB OyB 3pyiiHOBa-
HWIA MapKEeTVHIOBOI KammMaHiel Ta npec-penisHum
3aMOBYYBaHHAM JeTasieil Ta ocobnmeocTeli npo-
AyKTY (PS4 06iusAHMX 0COBNMBOCTEN, 3asiB/IEHNX Ha
npes3eHTaLisix Ta BUCTaBKax Tak i He By/fio peasniszo-
BaHO B Mexax rpm).

Takum YMHOM, K/IHOYOBOK NPOG/IEMOI0 MEHEeX-
MeHTY KomnaHii «CD Project RED» ctanu Hazsu-
COKi ambiLii, Ta MacLTabHICTb 3a5B, AKi Ha NPakKTUL
BMKOHaTW He MOXJ/IMBO. BHacnifok npoBefeHHs
MapKETMHIOBKX 3ax0AiB CnogiBaHHA reliimepis Gynu
HaCTINbKN 3aBULLIEHI, LLIO HE MOX/IMBO OY/10 CTBOPUTK
rpy, sika 6 3a40BiNIbHNMA TOW aXioTax, K1 MapKeTo-
J10TV KOMMNaHii CTBOPOBasIM NMPOTATOM BOCbMY POKIB.

MpoaHanisyBasLLUM CBOT NMOMWUIIKN, MEHEIKMEHT
KomnaHii «CD Project RED» 3MiHUB BEKTOpP Mapke-
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TUHIOBOI AiANbHOCTI, BU3HAYMBLUM Or0 SIK cTpare-
riyHmin nigxig «RED 2.0.», sikuii mae 6asyBaTucs Ha
HaCTYMHUX BaXKNNBUX LisX:

— MOKpallleHHsA Tpy#oBoi atmocdepy, CTBO-
PEHHST KOMIOPTHMX YMOB A1 MaKCUMasibHO edoek-
TMBHOT PO60TK CMIBPOBITHWKIB KOMMNAHIT;

— CKOPOYEHHSI MPOMO-KamnaHiin irop, a Takox
X NepeHeceHHs Ha Yac, kUil nepegysaTvMe pesisy
(Biaxig, BiO, «3aTaryBaHHsA» MapKeTUHrOBOT KaMmmnaHii);

— Harosioc y peknaMHuUX KamnaHisx poouTtu-
MEeTbCA Ha «BiAMNONIPOBAHOMY» KOHTEHTi, a He
KOHLIEMUIAX Ta nfaHax pPOo3pobHUKIB. Kpim TOro,
reimnnien 6yae AEMOHCTPyBATWCA Ha BCiX nnar-
hopmax, Ha AKX Mae BifdyTnca penis rpu;

— @HOHCYBaHHS1 MAaHIiB Ha pik, a He Ha 6ifbLy
JoBroTpusasty nepcnektusy [9].

PO3yMiHHS MOMWAOK Yy BeAeHHI MapKETUHroBol
OISNIHOCTI BXe [03BOMNAI0 MEeHeMKMEHTY KoMna-
Hil «CD Project RED» pgello 3rnagutu (piHaHCOBI
Hacnigky Bif nonepenHbLOro nposany. Tak, BUpyYKa
Bif, peanisauii irop KomnaHii y nepliomy ksaptai
2022 poky ckniania 65m3bko 50 MinbIAOHIB gona-
piB — Le Ha 9% OGinbLue Y NOPIBHAHHI 3 aHa10TYHUM
nepiogom 2021 poky. 3arasibHuiA onepauiiHniz npu-
6yTOK 3pic yaBiYi (40 16 MisbIiOHIB [oM1apiB), a OCHO-
BHY YaCTUHY BMPYYKM MPUHEC/IM came Mpofaxi rpu
«Cyberpunk 2077», npy UbOMY ICTOTHO 36i1bLINTY
NPUOYTOK [OMOMOINO TakKoX CKOPOYEHHS afMiHi-
CTpaTMBHWX BUTPAT Ta BUTPAT Ha PO6OTY Haf, rpoto.

BUCHOBKM i3 nNpoBeAeHOro [AOC/iMKEeHHS.
COVID-19 Bpa3uB CBIiTOBY E€KOHOMIYHY CUCTEMY
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6e3npeueneHTHUMM 36UTKamMK, SKi Bifobpasnnncs
Ha OisNIbHOCTI BCiX CEKTOPIB eKOHOMIKW. Kpim coui-
a/lbHUX HACNIAKIB Y BUTNALI CTPECY, 3aHENOKOEHHS,
Heob6XigHOCTI NepebyBaHHA Ha camoi30/ALiT, naH-
OEMIst KMHYNa i EKOHOMIYHI BUKTMKM — HEOOXIAHICTb
MOLUYKY HOBMX MiAXOAIB Ta MOX/IMBOCTEN reHepy-
BaHHS AoxofAiB. Ha BigMiHy Bif 6inbLLOCTI CEKTopIB
€KOHOMIKM, L0 NOCTpaxaasu Big, HAcCNiAKiB BUMY-
LWeHoro npoctot nig 4vac naHgemii COVID-19,
irpoBUIA CEKTOp «MillOB MPOTM Tedii» Ta 3Haii-
OB MOXJ/IMBOCTI TaMm, Ae iHLWi CEeKTopu 3a3Hasiun
30UTKiB. He3Baxatum Ha 6e3nepeyHe 3pOCTaHHS
NoKa3HWKIB e(PeKTUBHOCTI [isASIbHOCTI irpoBOT iHAY-
CTpil, BCe Le iCHYIOTb MpUXOBaHi npobnemn Ta
BVKJ/IMKW, Ha SIKi KOMMaHisiM BapTo 3BepTaTu ysary
npy hopmyBaHHi CTpaTeriyHNX OPIEHTUPIB AiANb-
HOCTI B JaHOMY CEKTOpi e/IeKTPOHHOI Toprieni. He
AVBASYNCH Ha Ue, pAf KOMMaHili irposoi iHaycTpil
3aB/siKM CBOEMY A0CBiAy Ta npodiecinHomy cTpa-
TeriYyHoOMy nepegbayvyeHHI0 Ta naaHyBaHHK, CNpo-
MOTINCA CTBOPUTU MOZAEe/b YCMiWHOT aganTauii 4o
MIHNMBUX NOTPEO K/IEHTIB B TpaHcopmaLinHnX
nepiog, L0 NPU3BENOo 40 NOKpaLeHHIO NOKa3HUKIB
BE[EHHS Gi3HeCy Ta OTPMMaHHSA psay KOHKYPEHT-
HUX nepe.ar. MNogibHoMy ycnixy, Ha Hawy AYMKY,
CMpUANo yMminie BUKOPUCTAHHA MapKeTUHIOBUX
IHCTPYMEHTIB Ta TEeXHIK, ski 36araTunu ynpas/iiH-
CbKy MPakTWKy KOMNaHiii irpoBoi iHAYyCTpii Heo6-
XiAHUMMN KOMYHIKaLiAHAMKN KaHannamu, Lo NoeaHy-
BaJIN PO3POBHUKIB i3 KIHLEBUMM KOPUCTYBavYaMm X
NPOEKTIB.
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