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Cmapuiii BUKIAOAY Kagheopu MeHeOCMeHmY, MaApKemuHey md niONpUuEMHUymaed,
Hayionanvnuii ynicepcumem « Kucso-Mozwisancora akaoemisy

TEAMI®IKAIIS MTPOIECIB MOHETH3AIIII ¥ BIIEOITPAX:
MOPIBHSLILHUI AHAJII3 CUCTEM «BATTLE PASS» TA
«CROWNFALL»

CyuyacHa irpoBa 1HIYCTPisl 3MIHIOETBCSI CTPIMKO 1 IOCUTh paaukaibHO. [lepexin
BiJl 3BUYHOTO MPOAAKY KOPOOKOBHMX BEPCIH A0 MOJENI «TpH sIK cepBicy» (Games as a
Service, GaaS) nmoctaBuB po3pOOHUKIB MEPE] 3aBJaHHAM, SIKE HA MEPIIANA MOTIIST
BUIIISIAE CYNIEPEUWIMBUM: SIK CTaOLILHO 3apOOJISITH HA MPOJYKTI, HE PO3APATOBYOUYH
Opy I[bOMY BJIACHY ayauTopito. Came TOMY MOPIBHSUIbHUIA aHali3 KOHKPETHUX
MOHETH3ALIHKUX pilleHb — 30KpeMa, cucteM Battle Pass Ta Crownfall y rpi Dota 2 — €
NPOAYKTHBHUM CIIOCOOOM MPOCTEXKUTH, SIK TTy3b IIYKA€E BIAMOBIAb HA 1€ TUTAHHSI.

Battle Pass 3'sBuBcs B Dota 2 y 2013 poui — 1 TpeOa BU3HATH, IO HA TOH MOMEHT
e Oyso crpaBal HecTaHaapTHE pimieHHs. Komnanis Valve 3anponoHyBajia rpaBisim
HE MPOCTO KYNMHUTH KOCMETUKY, a JOJYUYUTHCS A0 (piHAHCYBaHHS KIOCPCHOPTHUBHOTO
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TypHipy The International, OCKiJIbKM YaCTHHA BUPYYKHM B NPOAAKY MEPEMYCTOK
(dbopmyBana npuzoBuii Gou [1]- MexaHika BUKOHAHHS 3aBJIaHb 1 OTPUMAHHSI HAaropoJa
3a MPOrpec TpuMajia ayJuTopio 3a1y4CHOIO 1 3a0e3neduyBajia nepeadadyyBaHuil 10Xi1
[2]. Cuctema npairoBaia — npuHaiMH1 NeBHUA Yac. OIHAK 13 4aCcOM I cama JI1€BICTh
cTajia JUKepesnoM cucteMHux mpodnem. 100 yrtpumyBaTh (iHaHCOBI MOKA3HWUKH HA
3pOCTAOUOMy PIBHI, KOMMaHIs Jedaidl aKTHBHINIE BaaBajacd A0 MEXaHIK
NICUXOJIOTTYHOTO TUCKY. [ 0OJIOBHUM 1HCTPYMEHTOM CTUMYJIFOBAHHSI MMOKYTOK 3pOOHBCS
WTYYHUA AePIUnT: HaOaKaHIl KOCMETUYHI MPEAMETHA OyJIM JOCTYIHI BHUKITFOUHO
BIIPOJIOBK CyBOPO OOMEKEHOI0 YaCOBOIO MPOMIXKKY, 110 TOPODKYBAIO B ay AUTOPIi
rOoCTpuil CTpax YMYCTUTH IIOCh I[IHHE — SIBUINE, SIKE B aKaJeMIUHIM jiTeparypi
no3HavaeThes abpepiaryporo FOMO (fear of missing out) [1]. [TapanenbHo B cuctemy
OPOHUKAIM €JIEMEHTH, $KI Ba)XKO KBATI(IKyBaTH IHAKIIEC HIK 3aMaCKOBAHUMH
a3apTHUMH IrpaMu: JIyTOOKCH 3 HEMPO30PUMHU HMOBIPHOCTSIMU OTPUMAaHHS O0a’kaHOTO
MPEAMETA, PAaHAOMI30BaH1 PYJIETKH HAaropo/ 13 MI3€pHUMH [IaHCaMHU Ha ycmix [3].

Taki NMpakTWKW OTpUManM Ha3By «remOmidikaiii» 1rpoBoro AmM3aiiHy, a cami
OPUIHOMU TICUXOJIOTTYHOTO THCKY KITACU(DIKYIOThCS SIK « TEMHI AaTEPHU» — 1 Al KpaiH
y)K€ BIOpearyBaii HAa HUX NOPSIMHUMH PErYJSTOPHUMH OOMEXEHHsAMH  [4].
3aKOHOMIPHUM HACTIAKOM CTaJIO TE, IO AOCHIIKEHHS MOBEAIHKHA ayauTopii Dota 2
3a(IKCyBaJId  MOCTYMOBE  BUTICHEHHS  MNEPBICHOTO  3aXOIUICHHS  CHCTEMOIO
HAPOCTAKOYOK BTOMOIO BiJl IPH Ta 3pOCTAHHSAM KOH(IIIKTHOCTI BCEPEIMHI CIIIBHOTH.
['paBiii, siki He MOrIM a00 HE XOTIIM BATpPA4YaTH 3HAYHI KOMITH 4v O€3J114 TOJUH Ha
BHUCHAKITMUBHI TPIHA, 00'€KTUBHO OMUHSIIMCS B MO3ULLIT IPYTrOro COPTY — IO HEMHUHYYE
NO3HAYAJ0CSd HA 3arajlLHOMy KJIIMaTli B CIUIBHOTI W MIAPUBAIO JOBrOCTPOKOBY
JOSTIBHICTB A0 TPOAYKTY.

VY 2024 poui Valve 3ailicHuNa paIuKaaIbHUN CTPATErTYHANA PO3BOPOT, 3aMIHHABIIA
Battle Pass Ha cucteMy crokeTHOi MeTa-nporpecii nijg HazBoto Crownfall. 3 mormsiny
MApKETUHIY Ta YIpPaBIIHHS CIOKMBYMM JIOCBIIOM HOBA MOJEIb BHUPI3HSAETHCS
HacamImepe MOCIiJOBHOK BIIMOBOKO BiJl MPUMYCOBUX MEXAHIK 3ayuycHHs. ba3zoBa
y4acTh Y MOJIi CTaja MOBHICTIO OE3KOIITOBHOK) JUIs BCIX T'PABIIB — IO BXKE CAMO
CcOOOK yCYBAJIO TOJIOBHWM TMCUXOJOTTYHUNA Oap'ep MK ayJAUTOPIE0 1 KOHTEHTOM.
3MiHMIacs 1 JIOTIKa MPOrpecii: 3amicTh OOOB'SIBKOBMX CHENU(PIYHUX 3aBAaHb, IO
HEPIIKO NCYBAJM ITPOBUIl Mpolec /Ui TPABLIB, PO3POOHUKH 3aNPOBAIWINA THYUKY
TOKEHHY CUCTEMY, SKa JO3BOJISIE HAKOMWYYBATH MPOrpec MPOCTO rparouu Ha Oyib-
aKOoMy oOpaHoMy repoi. MoHeTr3aliss Tpy bOMY peali30BaHa 3HAYHO OPTaHIYHILIE:
4yepe3 MpoJak HEOOOB'I3KOBUX CIOKETHUX PO3LIMPEHD Ta HAJaHHS HAKOMNYY BaJIbHUX
3HIPKOK Ha TPEMIaJIbH1 KOCMETHYHI TPEAMETH IPABLISIM, IO AKTUBHO TpatoTh (Tadi. 1).
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Tabnmua 1
MNopiBHANbHA XapaKTePUCTUKA MapPKETUHIOBUX Mogenen B Dota 2
O3Haka Cuctema Battle Pass Cuctema Crownfall

BapTicTb 6a3oBoro [MnatHuid BXig (Big 9,99 gon. CLUA) be3kowToBHA 6a3a A4/1a BCiX rpasLiB
aoctyny

PywiiiHa cuna Crtpax BTpauyeHoi Burogu uyepe3s CloXeTHa 3aLiKaBneHicTb Ta

MOKYMNOK 0OMEeXEeHICTb Y yaci IHKMO3MBHA Mporpecis

Cnoci6 OpfHOMaHiITHa rpa  KOHKpeTHUMW [Hy4yKa cUCTeMa >XeTOHIB 3a rpy

NMPOXOKEHHSA reposiMu OyAb-AKUMUN reposMu

Tun Haropog Bunagkosi BuHaropogm (nytéokem 1a  lNpama Kynisng [L0JAaTKOBUX
pyneTkn) CHOXXETHUX Habopis

Tpusanicte nogii Cysopo obmMexeHa KinbkoMa PoO3TArHyTa Ha Maixe pik (KBITeHb
MicaLaMu 2024 - moTnin 2025)

Posnopgin 25% poxofy hopmye Npu3oBUiA POHA YBeCb [OXif OTPUMYE KOMMaHifi-

npubyTKYy TYPHipy PO3PO6HUK

o6 ouiHnTn macwTab TpaHcdopmauil KiNbKiCHO, BapTo 3BEPHYTUCHA [0
AMHaMiKn npusosoro ¢oHAy The International - nokasHWKa, SikMiA y pokn Battle Pass
6e3nocepeiHbLO BifobpaxkaB KyniBeslbHY aKTUBHICTb rpaBuiB (puc.l).

2015 2016 2017 2018 2019 2021 2022 2023 2024

Puc. 1. AnHamika npusosux qoHais The International 3a 10 pokis (2015-2024)

MagiHHA nokasHuka nicnga 2021 poky MOXKe CnpasBAATU BPaXXeHHSA (PIHAHCOBOIo
Kpaxy - asie ue oMaHnmBa iHTepripeTauisd. CKOpoyeHHA Nprn3oBoro ooHay Bifobpaxkae
Hacamnepeg csigomy BigmoBy Bif FOMO-MexaHiK, a He 3HUXXEHHS IHTepecy A0 rpw.
Micna 3anycky Crownfall Dota 2 BcTaHOBWNA HOBWUiIA PEKOPA OAHOYACHOI0 OHMANHY -
noHag 1,1 M/H rpasyiB, a NoB'sA3aHa KOCMeTUYHA KOJeKLisi npuHecsia 61m3bKo 85 MIH
[0N. NWe 3a Neplnii micaup. BTiM, 3a1MWIAETbCA BIAKPUTUM MUTaHHA: Yn € YCiX
Crownfall BigTBOpPIOBAHUM pPe3ynbTaToM, UM pajlle HacniAKoM YHIKasIbHOro
cTaHoBuLLa Valve siK KomnaHii 3 6aratopiuHOK NOSI/IbHOK ayauTopieto? MeHLwi cTyail
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HABPsA Y4 MOXYTh JO3BOJUTH COO1 MOBHICTIO BIIMOBUTHUCS Bl YaCOBHX OOMEXKECHb
0€3 pU3UKYy JUIsl TOXO/IIB.

Omxe, arpecuBHi FOMO-Mopnenmi 34arHI TE€HEPYBATH KOPOTKOCTPOKOBHH
(p1HAHCOBHIA MIK, OJIHAK iX TPUBAJIE 3aCTOCYBAHHS MiAPUBAE JIOSIBHICTh Ay IUTOPIi Ta
HaKonu4uye peryssaropHi pusuku [1; 4]. Tlepexia 1o mozeni, moOya0BaHOI HABKOJIO
CIOKETY Ta JOCTYMHOI IIUPOKOMY KOJIy TpaBUiB 03 (pIHAHCOBOTO THUCKY,
IPOACMOHCTPYBAB 3/1aTHICTh 3a0€3MeUyBaTH 31CTaBH1, @ MOKIMBO i BuLi noxoau. Lle
CBIIYMTH MPO TE€, WO JOBrOCTPOKOBa MIHHICTh KiieHTa (LTV) edexkTupHie
MAaKCHMI3Y€ThCSl Yepe3 SIKICTh JOCBIAY, a HE Yepe3 IHTCHCU(]IKALII0 MCUXOJIOTTYHOTO
TUCKY — X04a MEPEBIPUTH LIO TNOTE3Y HA MWL BUOIPLI KEHCIB 1€ HAICKUTH.
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