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PEKNAMA B ULW®POBUX AOOATKAX TA MOBINIbHUX ITPAX SK
MOHETWU3AUIMHUN ENEMEHT

B poboTi po3kput ocobnuBoCTi TepmiHy “MOHeTM3auin” Ans Bigeoirop i po3rnsHyTi aHanoriyHi cucremm
MoHeTu3aLii Ans HeirpoBux nnaTtdopm. Po3rnsHyTa AuHamika po3BMTKY Bi4eOoirpOBOro PUHKY B LINIOMY Ta PUHKY
came MOOGINbHUX irop Ta NpoaHani3oBaHUi Cy4acCHWU CTaH PUHKY MOBINbHUX irop. Y XpPOHOMOriYHOMY MOPSIAKY
npeacTaBneHi eTanm oOpMyBaHHA PUHKY Ta eBOSoLiA LMPOBMX TOBapiB Ha MpUKNaAi Bigeoirop Ta esoniouis
peknamHux iHTerpadin 3 90-x pokie XX cTopiyysi 40 cborogeHHs. HaBeaeHi npuknagn BUKOPUCTaHHSA peknaMu 4o
rno6anbHOro pPO3MNOBCIOMKEHHST MOBINbHMX NPUCTPOIB Ta 3B’A3Ky: MpodakT-nneicmeHT Ta DLC. BM3HadeHi
XapakTepHi 0cobnMBOCTi pi3HMX cucTem npoaaxy: Free-to-play, Freemium, Pay to play. Okpecneni ix nepesaru
Ta XapaKkTepHi MOHEeTM3aLiliHi pUcK, BU3HAYeHi NpUYMHU OOMiHyBaHHS Free-to-play Ta Freemium Ha cy4yacHomy
PVHKY MOGinbHKX irop. B poboTi 3anpornoHoBaHa AeTanbHa XxapakTepucTuka OCHOBHMX BUAIB Bideopeknamu y
MOBINbHUX irpax: HaTWBHa pekrnama, peknama 3 BMKOPVUCTaHHAM BiAeO, peknama 3 nepernsgom Haropog,
[emoBepcCii Ta KOHTEKCTHa peknama. PO3KpUTM NPUYMHW MOLUMPEHHS KOXHOTO 3 BUAIB peknamu, BU3HaYeHi
OCHOBHI NnepeBarv Ta BUKINVKW N5 BUKOPVCTaHHS Bideopeknamu 3aranom sk Ans peknamogasuiB Ta nabniwepis.
CucteMaTn3oBaHo NpUKNagmn 3 cydacHuMX MoOINbHMX irop Ta AoAaTKiB B 3anexHOCTi Big peknamogaBus, Moaeni
PO3MNOBCIOMKEHHS PU  Ta CKnagHocTi peanisauii. PosrnaHyTi  cneuiani3oBaHi MOHeTU3aUilHi  enemMeHTwH,
XapaKkTepHi nvwe Ans KOHKPETHWUX TUMiB Bideopeknamu. Pe3dynbraTtv OCHiAKEHHS MOXHa BUKOPUCTOBYBaTY ANA
nobynoBM MOHETU3aUiHOI  cTpaTerii mpu  po3pobui dpimiym Ta pi-Ty-nnen npoekTiB irpoBoro abo
po3BaxanbHOro npodinto, Npu OUiHUi AOPEYHOCTI BUKOPUCTAHHA BIOEOIrop fK MangaHyvka Ansi pO3MilleHHsA
BMacHoi peknamu abo Ans nepenbayeHHs MOBEAIHKM KOpPUCTyBaya 3 TOYKM 30pY EKOHOMIKM BpPaXeHb Ta
B3aeMOfji 3 UMPOBMMM TOBapamu.

KniouoBi cnosa: MobGinbHi irpu, peknama, moHetusauif, uncdpoBa ekoHOMika, undpoBuin ToBap,
€KOHOMiKa BpaXeHb.

JEL Classification: L86, L82, M14, M37.

MoctaHoBka npobnemu. TepmiH “MOHeTU3aUia” onncye Npouec NepeTBOpPeHHsA 4orocb 6e3
UiHM Ha rpowoBui pesynbTat. (Ganti, 2024). Lle gyxe LUMpoKe MOHATTA, ane no BiAHOLWEHHI OO0
undpoBuX AoAaTKIB (Kyaw BiHOCATBLCS i Bigeoirpu) nepegbayaetbes, WO aBTop OTPUMYE rpoLli 3a
YHiKanbHW KOHTEHT. Cama CyTHICTb MOHeTu3aLii y Tomy, Wwo G6araTo kaTeropin uudposux goaarkis
HEMOXITMBO OLHUTK MO napamMeTpy UuiHW. PaKkTUYHO Ans TakMxX 3aCTOCYHKIB LiHa OOPIBHIOE YCiM
3aTpartam, Lo 3pobrB KOPUCTYBaY Nif 4Yac BUKOPUCTaHHA. Ane ue MOXyTb OyTu BUTpaTK He Tinbku
rpowen, ane i yacy. Llenm yac moxe BUTpayaTMCA Ha Nepernsg peknamu, SKy KOpucTyBay Moxe
nobaynTn y 3aCTOCYHKY HE3anexHo Bif BMacHMX nobaxaHb.

PeknamHa mMoHeTM3aLis — Le iHCTPYMEHT, SiIKMI [03BOSISIE aBTOPY KOHTEHTY OTPUMYBaTH AOXI4
3a Te, WO KOPWUCTyBadi MOAMBUIUCS peKknamy CTOPOHHIX 3amoBHuKiB (Singular, 2024). AsTop
KOHTEHTY B Jl@HOMY BMNaAKy — LUMPOKa KaTeropis: ue moxe 0yt i po3pobHuk goaatka, i komnaHis-
BMAaCHUK KOHTEHTY (CTOCYeETbCS CTpiMiHroBuMx nnatdgopm) abo asTop Bigeo. Bigoma peknamHa
MOHeTM3aLlid, Hacamnepea, Yyepe3 nonituky Youtube Ta ii napTHepcbky nporpamy (Korf, 2020). Kpim
TOro, iCHYIOTb MediaTopy — creujianbHi koMnawii abo nporpamu, WO HagawTb NOCMAYrY 3 NOLYKY Ta
PO3MILLEHHS] peKnamu y pi3HUX 3acTOCyHKax. [ns mMobinbHWX AofaTkiB OAHUM 3 KITHOYOBMX rpaBLiB
puHky € AdMob Big Google, sikuii po3noginse GinbLicTb peknamHmx oronowleHs y Google Play.

3 iHworo 60Ky, ocTaHHi 15 pokiB Ha MOOBINbHWMX TenedoHax AyXe LIBUOKO PO3BMBAETLCS
MOBINbHUIA FENMIHT i 3pOCTaE KiNbKiCTb BiEOIrop 3 MOXIMBICTIO MOKa3y Ta nepernagy peknamu. Y
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2020 poui MobGinbHi irpu 3apobunu 159 MinbapaiB gonapiB, a KinNbkicTb rpaBuiB y CBITi cknana
2,7 MinbsipaiB  yHikanbHUX KopucTyBadiB. barato irpoBux komMnaHii pobnsitb akueHT came Ha
MobGinbHU puHok (Lynkova, 2024). | oo uporo Baxxnueo foaatu, Wwo, 3a gaHumu Statista, peknamHi
iHTerpauii - ue HanbinbL NONyNspHUIN | BUKOPUCTOBYBAHUI MOHETU3ALIHUIA eneMeHT NS Bigeoirop
(puc. 1). Tak, y 2021 poui 4 3 5 MoBinbHUX irOp BMKOPWCTOBYBanu Bigeopeknamy abo peknamHi
OaHepw.

Bigeopeknama

BaHepu

Mponosuuii

Offerwals

MnatHe
3aBaHTaXeHHA

0% 25% 50% 75% 100%

Puc. 1. HannowwupeHiwi eneMmeHTU MoHeTM3aLii MOGINbHUX irop
Fig. 1. The most common monetization elements in mobile games

[xepeno: (Statista, 2023)

BpaxoBytoun Te, WO PUMHOK MOBIMBbHMX irop 3pocTae i peknama 3aiMae Ha HbOMY [JyXe
BaXNuBe Micle, MOCTae MUTaHHA: B YOMY MPUYMHM TaKOro CTPIMKOrO MOLUMPEHHS peknamu vy
pogartkax ik MOHeTu3aLifnHOro iHCTpyMeHTa? PUHOK peknamu Mo BCbOMY CBiTY CTPIMKO 3pocTae. Y
2022 poui cymapHuin 3apobiTok 3 peknamu cknas 6nusbko 800 minbApais gonapis, a y 2026 poui ue
3HayeHHs ginge go 1 tpunbioHa (Navarro, 2024). YacTka puHKY, SKy 3alMmae came peknama Ha
MOOGINBbHUX MPUCTPOSAX MOCTYNOBO 3pOCTaE Pa3oM i3 3pOCTAHHAM MOTYXXHOCTEN MOBINbHUX ramkeTiB
Ta Cy4acHOro iHTepHeT-NoKpUTTA. KnioyoBMM acnekToMm PO3BUTKY peknamMHOi MOHeTu3auii Takox € 1i
yHiBepcanbHicTb. PeknamyBaTucs Moxe AyXe LUMPOKUIM CMeKTp TOBapiB HaBiTb He MOB’A3aHUMN 3
TEeXHOMorisiMK, i MpU LbOMY BpPaxoBYETbCA 0e3niy perioHanbHWX, E€KOHOMIYHMX Ta couianbHUX
dakTopiB.

MeTta Ta 3aBaaHHA. MeTolo CTaTTi € aHani3 xapakTepucTuk NonynspHUX BUAIB peknamu, Lo
BMKOPUCTOBYIOTLCS Y Bideoirpax Ta BUABMEHHS iXHiIX OCHOBHWMX MepeBar Ta HedonikiB. Y cTarTi
pO3rNSAHYTi HacTynHi nutaHHs: (1) OpMyBaHHS yMOB ANS peknamHoi MoHeTusauii, (2) aHanis
OCHOBHVX TWNIB peKnamMHoi MOHeTu3auiji Ta (3) xapakTepmcTvka OCHOBHUX MepeBar Ta BUKIWKIB Ans
peknamu.

OcHOBHI pe3ynbTatu pocnigkxeHHs. PopmyBaHHA YMOB ANS peKflaMHOI MOHeTu3auii.
3ycTpiTn peknamy y Bigeoirpax Ta iHwux nporpamax Ha MK abo koHconi go novatky 2010-x pokis
Oyno maixe HEMOXNMBO. Y Ti Yacu KOHTEHT PO3MOBCIOOXKYBaBCH 3a AOMNOMOrO KOMMNaKT-AMCKIB Ta
nepLUMx OHMamnH-cepBiciB, iHTEpPHET OyB HecTabinbHUM, | TOMY KOPWUCTYBadi, AKLWO i 3ycTpiyanucs 3
peknamMHoOl MOHeTM3alilo, TO ue Mir 6yTy yMOBHMI MpoAakT-nnencMeHT. Hanpwknag, y cepii irp
FIFA 3 nepwux 4acTuH MOCTIHO 3'ABMANWCS pearnbHi cnoHcopw, Taki sk Adidas Ta Panasonic
(puc. 2). Takum YMHOM irpoBa KOMMaHiA OTpMMyBana oApasy ABa NO3NTUBHUX eeKTU: No-nepLue ue
HaAXOMKEHHSA TpoLleri 3a PO3MILLEHHSA pekrnamMu, a no-gpyre — CTBOPEHHs mubuHu onga rpasus,
NEeBHOI NPUB’A3KN 40 peanbHOCTI.

Mogenk, Konu y rpy 3alnTuii peknaMHuii KOHTEHT iCHYeE i 3apa3 — 34e6iMnbLUIOoro y COPTUBHUX i
aBTOCUMYNSTOpax, A€ rpaBLi roTOBi 3annaTtuTy 3a 3HAMOMUIA AN HUX KOHTEHT. Ane 3 NoLMpEHHSAM
TexHomnorin mogens “kynu, wobu sirpatn” nodana nporpaBaTy Ginbll NporpecvBHUM nigxoaaM, Ae
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rpaBeLb MaB AOAATKOBI MOXMMBOCTI Npuabatu NEBHWIA KOHTEHT i YPi3HOMAHITHUTK CBIil irpoBuiA
npouec. Llen po3suToK nNpoxoams MOCTYNoBO, cnoyaTtky 3'sensanuce DLC — gopatkvm po irop 3a
[oJaTKoBy Nnary, WO BMXOAWMM Micns opiriHany, noTiMm 3i ctabinbHUM iHTepHeToM y cepeauHi 00-x
pOKiB 3'IBMNMCSA irpu 3a nignuckolo, Ae rpaBelb MaB crnnavyBaTtu ii KOXKHOrO MiCsiLd, SIKWO Xo4ve
npopoBxyBaTu rpatu. [leck y ToM Yac noyanu 3'ABnATMCA NpeMiym nignvcku, Lo HagaBanum rpaBLsm
irpoBi NepeBarv Ha cepBepi i BHOCUIN NeBHUI AucbanaHc y rpy.

Puc. 2. Mpuknap npogakT-nnencMmeHTy y rpi FIFA 94
Fig. 2. Product placement in FIFA™94

Ihxeperno: (Tian, 2021)

Ane p[iicHO poO3KBITaTM Ta [AOMiHyBaTM MOHETM3auis 3a AOMOMOrow peknamu noyana 3
PO3BUTKOM MOBIMBHOrO reiiMiHry. HaykoBui BunainsioTh poswmpeHHs ayantopii (Roessel & Svelch,
2021) Free-to-play Ta Freemium mogenew posnoBclogXeHHs Ans mobinbHux irop (Roessel, 2022).
BaxnueicTe Ta B3aemMO3B’A30K UMX akTopiB AiNCHO cyTTeBa, 60, Ha Mil MOrNsad, 3pOCTaHHs
ayouTopii Npn3BoauTb 0 36iNbLUEHHS YacTKM HEeMnnaTtocnpoMOXHUX TPaBLiB, ANs SKMX peknama €
HanKpaLiMM enieMeHTOM MoHeTm3auil. [Jo Takmx KaTeropii MOXXemMo BigHOCUTW, Hanpuknag, AiTen, sKi
3apas Bxe 0 6-7 pokiB MawTb TernedoH i AocTyn Ao irop. IHwa kaTteropia — rpasui 3 KpaiH, Lo
po3BMBalTbCA. Ons HUX KOpNopaTuBHI LiHW Ha OOOATKOBWUIA KOHTEHT y Jornapax € 3axMapHumu, i
HaBiTb NOMiTMKa PerioHanbHUX LjiH HE AOMNOMOXe.

Kpim TOro, 1 6u BuainMe akTop CNpoLleHHs BMPOBHMYOro npouecy irop Ta 36inbLUeHHS
XKaHpOBOro pisHOMaHITTA. OCKinbkM TexXHOMorii CTalTb AOCTYMHiwe, TO i BUPOOHMLTBO irop ctae
WBMALWMM, MEerwmnM i KinbkicTe npodecioHaniB y Ui cdepi 3poctae. OTKe, TOMY i NosiBa HOBUX
XaHpiB € 3aKOHOMipHOK — Tenep ANng ixHboi peanidauii TenedoHn MaloTb AOCTATHIO NOTYXHICTb. 3
LbOro MOXXeMO 3p0oBUTK MNOTiYHUIA BUCHOBOK MPO Te, Lo MoBiNbHi irpu novanu gybnioBaty nepesaru
KOMM'IOTEpUX i NpY LIbOMY MaTW BriacHi YHiKanbHi BMacTUBOCTI, Taki AK NOPTaTUBHICTb.

Hacnigkn “mo6inbHOi peBontouii” 3rogom noyanu npyMBoAMTM 4O TOro, WO AOMiHyBaTu cepen
MoZenen pOo3NOBCIOMKEHHA Bigeoirop Ha MobinbHi npuctpoi ctanu Free-to-play Tta Freemium
(Syahrivar, Chairy, Juwono&Gyulavari, 2021). | xo4a ui mogeni cxoxi 3a 6a3oBuMMM nigxogamu —
obmexeHu pyHKUiOHan AOCTYMHWA rpaBulo Oe3KOLWTOBHO, ane Moxe OyTu nokpalieHui 3a
[0OaTKOBY OMnaTy — € NeBHAa Pi3HULUA y MexaHili nnaTtexis Ang rpasud. Y mogeni Freemium npautoe
OyXe npocTa cxema — 3annaTu, i po3Kpuew Bci MOXNMBOCTI rpu. 3aebinblioro npemiym-Bepcis
[0JaTKy MOXe BKIHYaTh BiOKMOYEHHS peknamu, BigKpUTTS YCiX PiBHIB, 3HATTS 0OMEXEHHs No yacy.
Free-to-Play irpy KOHLEHTpPylOTbCS Ha TOMy, LIO rpaBeub 3aBXAM MOXe npuabdbatu JogaTKoBi
pecypcn abo MOXNMBOCTI, i Ue BiH MOXe pobuTM CKiNMbku Xxo4ye pasiB. Taka cucTema, 3BiCHO,
[o3Bonsie 3apobnaTty Ginblue rpolwen 3 OAHOro KOpUCTyBada 4epes3 BiACYTHICTb OOMEXeHHs 3a
MaKkCuUmanbHUM 4YekoM. Pi3HMUS y LUMX MOZensix € AyXXe 3HAYyLIOo Ans BUKOPUCTAHHSA peknammn sk
MOHETM3ALHOIO MEXaHi3my.

AHaniz oCHOBHMX TUMIB peKSlaMHOI MOHeTu3auii. [lns peknamHOI MOHeTu3auji icHye aBa
dyHOaMeHTanbHMX Migxoau, siki MalTb Ha3By OCHOBHWUI (primary) Ta gogartkoBui (supplemental)
noxia. Y neplomy Bunagky nabniwep oTpumye onnaTty 3a noka3 peknamu, y ApYyromy — OTPUMYE
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4oxoaM 3a Nignucku, MOXIUBOCTI BiAkMoYeHHs1 GaHepiB, nepexogu abo iHWi AogaTkoBi ymMoBWM
(Patrick, 2024). MNepwa mopenb npocTilla Ta He 3anexuTb BiA pesynbTaTy peknamHoro nokasy
(Hanpuknag, koHBepcii kopucTyBadiB). [py LbOMY OPYrvMIA Niaxia AO3BONSE BUKOPUCTOBYBATK BinbLue
MOHEeTU3aLinHuX iHCTpyMeHTiB (Appel, Libai, Muller & Shachar, 2020). Huk4ye HaBeaeHi OCHOBHI TUNu
peknamu B irpax 3 npuknagamu.

BaHepu, a6o HaTMBHa peknama. HawnpocTiwni TMn peknamu, 60 € CTaTU4YHMM i NPOCTUM.
MMosigomnsie nesBHy iHOpMAaLjio rpaBuio i € KnikabenbHUM - SKLO rpaBelb Ha HbOro HaTUCHe, TO
nepernge Ha pecypc peknamogaBud. byBae ctatyHuM Ta guHamiyHMM. Moxe sk po3amillyBaTucs
AeCb B OfHIN YaCTWHI eKpaHy, TaK i MOBHICTIO 3aKpuBaTW, 3MYLLYIOYM paBUA 3aKpUTU peknamy
(puc. 3).

< CONTEXTO ges
came: #613 cuesses: 0

type a word ‘

X

) Hankpawa uiva Ha VR y MonTasi

W
Puc. 3. Mpuknag peknamHoro 6aHepy y rpi Contexto
Fig 3. Advertising banner in Contexto

[xepeno: (Contexto, 2024)

Peknama y dopmarti Bigeo. CyTHICTb Takoro MOHETU3aUiNHOIO eNeMeHTy — NMPUMYCOBUIA Nokas
rpaBUsSM BIiQEOPOMUKIB 3 peknamol 4YOrocb Moceped irpoBOro npouecy (Hanpuknag, nicns
3aBepLUeHHs piBHSA). | AKWO peknamHi 6aHepwn 3ariMaloTb NULLE YacTUHY eKpaHy, TO BiAeO — MOXYTb
BiAKPUBATUCA KOXHI 2-3 XBMIMUHMW | HE AaBaTv MOXNMBOCTI cebGe nponycTutn. FAK BUpILIEHHS Ans
rpaBuUiB NPOMOHYETLCA MOKynka nignucku “6e3 peknamu” no mopgeni freemium (King & Delfabbro,
2018). B Takomy BuMnagKky rpaBeub Ha MNEeBHWA CTpoK abo HaslaBxau Oyae BigKMYEHUN Bif
peknaMHuX iHTerpadin, skwo cam Toro He 3abaxae. Hanpuknag, Tak ue peanisoBaHo y rpi Plants
versus Zombies (puc. 4).

REMOVE AbpS

Ads Free

No Third Party Ads. Purchase of Coins,
Packs and other ingame items not
included.

You've purchased Ad Free pack!

Puc. 4. Mpuknap npoaaxy BiAKNOYEHHs peknamu y rpi PvZ
Fig .4. An example of selling Ads Free in PvZ

Lxepeno: (PvZ, 2024)
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Mepernap peknamu 3 HaropoAoro. |HWWA, NpOTUNEXHUA nigxia, xapakTepHui ans F2P
mMogeni. B TakoMy BMNazgky y rpi rpaBeLb MoXe B3ararni He nobaunty peknamy, sKLWo He xode. Ane
npy UbOMY 3a nepernsg CTOPOHHIX NPOMO3uLIN BiH MOXe OTpuMaTW JoAAaTKOBI NOAAPYHKWU - irpoBi
pecypcu, neBHi 6oHycu, Towo. Llern M'skvin nigxig no3sonsie po3pobHukaM 3apobnatu 3 ayauTopii,
WO HecrnpomoXHa nnatutM - Hanpuknag, piten (Kiraly, Zhang, Demetrovics&Browne, 2021).
HanvacrTiwe goctyn o Takoi peknamym Moxe OyTu HenoMiTHWMM, SiK, Hanpwknag, y rpi DLS24, ne y
niBoMy BepxXHbLOMY KyTKYy € Haanuc Free coins Ta 3Ha4ok Bigeokamepu (puc. 5).

-
8 rreccoms

"y . NEXT FIXTURE

AL O

;&; GLO ENGE CLP
GLASGOW C
L8 & &

GROUP MATCH

Puc. 5. NMpuknap peknamu 3 Haropoaamu y rpi DLS 24
Fig. 5. Rewarded video ads in DLS 24
[xepeno: (DLS24, 2024)

OdbepBonu. Lie HanbinbLL KOMNNEKCHWUIA Nigxia, sSkuii Hagae KopucTyBady Hanbinblie ceoboam
i Npu upomy noTpebye Ginblwe 4vacy. B Takomy BuMNagky y rpaBus 3'ABNAETbCA nepenik 3aBAaHb,
NnoB’A3aHMX 3i CTOPOHHIMM AogdaTtkamu. Lle moxe Oyt Ak nNpocTo nepernsHyTM Bigeo, Tak i
BCTAHOBWTU i BUKOHATW MEBHY UMb, i TiNbKW MICNS BUKOHAHHA TaKoi WiNni rpaBelb OTPUMYE BKasaHy
Haropopy. (Appsflyer, 2024). Y xapakTepHOMy npuknagi odepBony MoxHa nobauntu wo Tpeba
3pobutk, Ae i Aka Haropoaa Yekae rpasus 3a ue (puc. 6):

Earn Credits

Click to earn more Credits! 191
; ‘ Credits

free

Vikings: War of

Clans - New... 364
- App Credits

‘% Today's Best!

Puc. 6. Mpuknap odepBony
Fig. 6. Offerwall example

Ixepeno: (My.Games, 2024)

HemoBepcis rpu. Llen iHCTpyMEHT BMKOPUCTOBYETLCA ANS AOAaBaHHS iHTEPaKTUBHOCTI Ans
KopucTyBaya. Y TakoMy BWMagK rpaBelb He TiflbKM MOXe Cnornagatv WOCb Ha eKpaHi, ane i
NpMUMaTn pilleHHst i pobuTn npocTi irposi Aii, oTpumyroun nesBHWi irposun gocsid. (Kovalenko,
2019). Oemoirpu y cBOil peanisauii gyxe npocTi, i MoXyTb OyTn pebycom, Tpu B psig abo HaBiTb
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Napoykor MUTaHb Y dhopmari KBi3y - Bce Ansl Toro, Wwob 3auikaBuTU rpaBus iHTYITUBHO 3pO3yMinnmM
remmmnneem i npyu ToMy 3pobuTh akUeHT Ha ToBapi/rpi, Lo peknamyeTbes (puc. 7).

LAUNCH APP LAUNCH APP

Flip and Match the Cards FIND THE

|
S &
i

(2 B |

Puc. 7. NMpuknap gemo-rpu sik peknamum
Fig. 7. Demo-version ads

Lxepeno: (My.Games, 2024)

KoHTekcTyanbHa peknama. HacnpaBai mamke BcS peknama, siKy MoxHa nobaumTtu B irpax
BiJHOCMTbCA [0 LbOro TUMY, OCKINbKM TaK Y1 iHaKWe BpaxOBYE MepcoHarnbHi AaHi rpasud. TuM He
MeHW, Tpeba ckasatu npo irpu, Aki 36upatoTe OaraTto iHpopMaLii Npo kopucTyBava i MOXYTb
BMAaBaTW peknamy 3a, Hanpuknag, oCTaHHiMu 3anuTamu rpasus y rpi. (Kovalenko, 2019). Take
MOX€e CTOCYBaTWUCHA, HanNpuKnag, OHMaWH-Irop 3 aKTMBHUM 4YaTOM, e rpaBelb MOXe 3anuiiaTtu
aocutb Garato iHpopmaLii npo cebe.

OcHOBHI nepeBarn BUKOPUCTaHHA Bigeopeknamu. 3a OyMKOH €KCMepTHOro cepenoBuLLa,
OCHOBHI NepeBaru BULLe3a3Ha4YEeHNX ENEMEHTIB MONAraoTb Y HACTYNMHOMY:

PoswwmpeHHst aygutopii. Y MobinbHi irpu rpatoTe gyxe pi3Hi KaTeropii rpaBLiB, i peknaMmoaaseLb
MOXe, B 3anexHOCTi Bif CBOiX 3anwuTiB, TapreTyBaT1CH nuviie Ha NOTPiObHY MOMy KOropTy 3a BiKOM,
perioHom abo nnarocnpomoxHicTio. (Jean & Lefrere, 2021). [Hopgam, wWwo AnA  uUbOro
BUKOPUCTOBYETbLCSA CreLliarnbHa CerMeHTalis Ha OCHOBI AaHuX, LWO rpa Mae npo rpasus. Lie nossonsie
peknamogasLaM OTPUMyBaTK AyxKe LiHHY iHdopMaLito.

BukopucTaHHS pi3HUX TUNIB peknamu Ta B3aemMofisa 3 ayauTopieto. Ak Oyno nokasaHo BuLle, TO
B 3aneXxHOCTi Big noTpebu MoxHa 3pobuTu peknamy iHTEPaKTMBHOK Ta pPi3HOMaHITHOW, LWO
[03BOrsE i He HapoigaTu rpaBusam (Zawislak, 2024);

Kpim umx acnekriB, 8 61 Big3Ha4YMB HACTYMHi:

1) MigBuLLeHHS BRidHaBaHOCTI 6peHaa. HagiTb SKLWIO rpaBLi He 3auikaBnATbCS TOBApPOM, BOHU
ToyHO OyayTb 3HaTVW MPO OKPeMi TOBapwu MeBHy iHOPMAaLilo, WO Mi3HiLe MOXe BNNMBaTh Ha ix
pillEeHHS;

2) BipokpemneHHs Big KOHKypeHTiB. OcCkinbkum peknama y Bigeoirpax [AOCUTb HOBWM
iHCTPYMEHT, TO [aneko He BCi KOMMNaHii noku rotosi npauloBaty 3 po3pobHuMkamu Anst i
BMKOPUCTaHHS, L0 MOXe CTBOPMTW 40OATKOBY iHHOBAL|iHY penyTauito Ans peknamoaasLs;

3) 3apobitok rpowen. O4eBnaHO, WO ANns nabniwepa po3milleHHst peknamu byae npuHocuTU
aoxig, i, NOPIBHIOYM 3 [HWMMW MOHETU3aAUINHUMW eneMeHTaMn, MOXY 3a3HauuTu, Lo roKas3s
peknaMy € HaunpocTilwMM i He noTpebye nobyooBW CKNagHOI irpoBOI MoAeni 3 BUKOPUCTAHHAM
Pi3HMX iIrpOBMX BarnoT.

OCHOBHiI BMKNUKM AN BUKOPUCTAHHA Bigeopeknamu. Tpeba po3ymitu, WO Bigeopeknama
He € yHiBepcanbHVWM pilleHHSM Ans MOHeTu3auinHoi cTtpaTterii Oyab-akoro npoekty. Ha gaHun
MOMEHT € OeKifnbKa BUKIWKIB, NMOB’'A3aHNX 3 BMKOPUCTAHHSIM BiJeopeknamun came Ans po3pobHUKIB,
AKi MOXYTb YCKMNafHOBaT BUKOPUCTaHHS LIbOr0 MOHETU3aLiNHOro iHCTpYMeHTy. Hanpuknag, 6arato
nUTaHb BMHWUKAE LLOAO LIeH3ypHUX obmexeHb (Bank, 2023) Ta penyTauiiHux BUKNWKIB, NOB’A3aHMX 3
peakuieto rpaBuiB (Sun & Zhu, 2013). OkpeMo e MOXeMO 3poBUTK akKLEHT Ha BinbLl KOMepUinHil

72



ISSN 2311-2379 (Print) BicHuk XapkiBCbKOro HauioHanbHoro yHisepcuteTy imeHi B.H. KapasiHa
cepis «EkoHomiyHay, 2024, Bunyck 106

npobnematuui — BTpaTi Aeno3utopiB.Hmwx4e npuBedeHa fgeTanbHa XapakTepUCTMKa Mo KOXHOMY 3
BUKITMKIB Ta iXHi Hacnigku.

LleHsypa. barato peknamogaBLiB 3anyckaioTb PENKOBY pekramy i KOMMaHii-nocepeaHuku, LWo
il pO3MOBCIOOXKYIOTb, HE NEPEBIPAIOTL Takni KOHTEHT. Came TOMy rpaBLi MOXyTb nob6aunTn peknamy
3 JOPOCNMM KOHTEHTOM abo asapTHumu irpamu. e ripwe — rpasuiB MOXyTb MPOCTO BBOAWTU B
OMaHy, Nokasyl4u HenpaeaMBi BNAacTUBOCTI NpoayKTy. Lle Moxe obyputn KOMBIOHITI i, GinbLu Toro,
CTBOPUTM Npobrnemm i3 3akoHOM A8 pO3po6HYKa;

PenyTauis y rpasuis. [laneko He BCiM KOPUCTYBa4aM XO4eTbCA BUTpadaTh CBill Yac Ha 3aKpuTTS
abo nepernsag BiKOH 3 peknamoto, 0cobnMBO SKLLO € NeBHi TEXHIYHI Npobnemu (Hanpvknaga, peknama
Moxe ByTu Ay>Ke ry4HOI MOPIBHAHO 3 rpoto). Lie moxe HanskaTh NeBHy KinbKiCTb rpaBuiB, YacTMHA 3
AKMX NIOBUTL KOMAOPT | Mana MOXNMBICTb CTaTU Aeno3uTopamm — To6TO, MOXIMBO, BUTpaTuna 6u
Ha rpy rpotui;

Btpata pgenosutopiB. OgHUMM 3 Cy4YacHMX BUKIUKIB € nepekynka TpadiKy, KONM B OAHIN rpi
peknamMmyeTbes i KOHKYpeHT. Lle npn3soauTb A0 TOro, WO UiHHI rpaBLi MOXYTb BTEKTU i nepectaTtu
nnatutu. PiweHHsa uiei npobnemn gocutb uikaBe — y BinbliocTi MobinbHMX irop ona Oyab-saKkoro
rpaBus, WO 3pobMB nnaTiK, peknama crtae HegocTynHow. [pu ubomy Haropoau 3a ii nepernsag
3anuLIaTbCs 4OCTYNHUMU.

BucHoBKkW. PUHOK Bigeoirop akTMBHO po3BMBaeTbCA BXe BinbLu Hix 50 pokis, 3 Akux ocTtanHi 10
npunanu Ha cyTTeBUn CTpuBOK came MOGINbHOro renmiHry. lNMpuumMHamu UBOro MOXHa BBaxaTu
PO3LUMPEHHST ayauUTOpIl, TEXHOMOrIYHI HanpaLlBaHHA Ta CBITOBY rnobanisadito. 3BicHO, 36inbLUEHHSI
KiNbKOCTi rpaBLiB Npn3Beno Ao 30inblIeHHs AOX0AiB Y Ui cdepi i 3auikaBneHoCTi iHBECTOPIB, Y TOMY
yncni — peknamogasLiB. OcTaHHi feKinbka pokiB HanmpsiM irpoBOI MOHETU3aLii PO3BMBAETLCA AyXKe
LUIBWAKO.

Bineopeknama Ha p[gaHWA MOMEHT € HaWMOLMPEHILUMM MOHETU3aUiiHUM eNeMEHTOM i
3ycTpivaeTbcsa y GinbwocTi Free-to-Play ta Freemium npoekrtax, fki 3arimMaioTb Ginblly 4YacTuUHY
puHKY. | Xo4ya peknama € KpeaTVBHVMM iHCTPYMEHTOM, MOXHa BUAINUTW ii OCHOBHI Tunu. [lo Hux
BiAHOCATbLCS:

=  BaHepwu - Nokas cTaTUYHOI pekrnamMm Ha OOoHi;

"  peknama 3 BiieoponmKamu - BUAKOPUCTaHHS BiAeo, Lo NepepuBac irpoOBMIN NPoLEC;

*  peknama 3 nepernsaoM Haropoz, Konu rpaBeLb OTPUMYE irpoBY Haropoay 3a nepernsaj;

*  KOHTEKCTyarnbHa pekriama, sika NoB’sizaHa 3 nepcoHanbHNUMK iHTepecamMmu rpasLs;

=  odbepBONM — yHiKanbHi NPONO3uLii, KON rpaBeLb MOXe OTpuMmaTh irpoBy Haropody 3a
BCTAHOBINEHHS iHLIMX JoAaTKiB ab0 BMKOHAHHSA NEBHUX 3ajav;

=  [emo Bepcii — yHikanbHa MOXNMBICTb 3irpaTtu “y rpy BcepeauwHi rpu” i B3aTW iHTEpaKTUBHY
yyacTb y peknami Big nepLuoi ocobu.

YCi ui TMAM peknammn BipPI3HAKTLCA 3a HAMOBHEHHAM Ta MEXaHi3MOM BUKOPWCTaHHA, ane
MatoTb AyXKEe CXOXi Lini — npoaaTh NeBHUI NpoAyKT Ta NPOAEMOHCTpyBaTh MOro Ans Benukoi abo
LinboBoi ayauTopii. 3BiCHO, peknama sik MOHeTU3aUiHWIA eneMeHT Mae JAekinbka CyTTEBUX nepesar
Ta BUKIIMKIB, OCHOBHI 3 SIKUX MOXHa BUGINNTW.

MepeBarn. o nepesar BiAHOCATLCS 1) PO3LUMPEHHS MNOTEHUIMHOI ayauTopii 2) nigBULLEHHS
Bri3HaBaHOCTI OpeHay . Mepwa 6e3yMOBHO € € HEOAMIHHMM MNIHOCOM AN peknamogasud. Opyra,
BiJOKPEMUTUCS Bif, KOHKYPEHTIB i Kpalie B3aeMOoiaTM 3 ayauTopield, OTPUMYHOYU  LUBWUAKUA
oGepHeHun 3B’a30K. A Ana nabniwepa ue HannpocTilWMA cnocié oTpMMyBaTh AOXi4 3 rpwu, HaBiTb
SIKLLO Y rpi He nobyioBaHa cknajHa ekoHOMIYHaA cucTema 3 6araToLapoBO MOHETU3ALELD.

Buknukn. 3apa3 peknama € HangoCTYMNHIWMM MOHETU3aUiHUM €eneMeHTOM 4epes3 ayxe
LUMPOKY ayauTopito, TOMY ii LUMPOKE PO3MOBCIOMKEHHS Yepe3 MOBiNbHUX irop He NigAaeTbCa CyMHIBY.
Ane faneko He BCsi pekrnamMa € yHiBepcarnbHO i NpMeMHo abo npunyctumotro 3 chopmarnbsHux abo
MOpParnbHO-€TUYHMUX HOpM. LleH3ypHi oBMexeHHs MOXyTb npuHecTM nabniwepy npobnemu i3
3aKOHOAABCTBOM, a peknama, Lo oOMaHIoE rpaBus — KOHMNIKTM 3 ayauTopieto. Hansaxnmeiwmm
BMKIMKOM, SIKMIA 51 BOa4ato 3apas y TonoBumx irpax — e 6opoTeba 3a 4eno3nTopis, KOTPi MOXYTb MNiTH
3 rpu, nobayvmBLLN pekriamy KOHKYpPeHTa.

Ha min nornsg, y Hanbnumxkyin nepcnekTmBi HaC YeKae MiaABULEHHS SKOCTI peknamu Ta ii GinbL
siKicHMiA nepernsaa. 3a gonomoroto cydacHux LUl TexHonorid ckam Ta iHLWi HM3bKOSIKICHI Npono3uuii
OynyTb BiacitoBaTUcs, LiHa peknamu 6yae Bulle, ane i ii TouHicTb 6yae 3poctaTtu. Bxe 3apas 6araTto
nogen OTpPUMYKTb KOHKPETHY peknamy, MoB’'si3aHy 3 ix iHTepecamu, i usi TeHgeHuia Oyne
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npopoBxysaTucs. |, ckopiwe 3a Bce, BiACYTHICTb peknamu y gogaTky i Hagani Oyae BBaxartucs
NeBHUM “3HaKOM SKOCT”.
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ADVERTISING IN DIGITAL APPLICATIONS AND MOBILE GAMES AS A MONETIZATION
ELEMENT

The paper explores the specifics of the term "monetization" for video games and examines similar
monetization systems for non-gaming platforms. It reviews the dynamics of the video game market as a whole,
particularly the mobile game market, and analyzes the current state of the mobile gaming market. The stages of
market formation and the evolution of digital goods are presented in chronological order, using video games as an
example, along with the evolution of advertising integrations from the 1990s to the present day. Examples of
advertising usage before the widespread adoption of mobile devices and connectivity are provided, such as
product placement and DLC. The characteristic features of different sales systems are defined: Free-to-play,
Freemium, Pay-to-play. Their advantages and distinctive monetization features are outlined, and the reasons for
the dominance of Free-to-play and Freemium in the current mobile gaming market are identified. The work offers
a detailed characterization of the main types of video advertising in mobile games: native advertising, video
advertising, rewarded video ads, demos, and contextual advertising. The reasons for the proliferation of each type
of advertising are revealed, and the main advantages and challenges of using video advertising, in general, are
identified for both advertisers and publishers. Examples from modern mobile games and applications are
systematized depending on the advertiser, the game distribution model, and the complexity of implementation.
Specialized monetization elements specific to certain types of video advertising are examined. The research
results can be used to build a monetization strategy for developing freemium and free-to-play gaming or
entertainment projects, to assess the appropriateness of using video games as a platform for placing one's
advertising, or to predict user behavior from the perspective of the experience economy and interaction with
digital goods.
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