Ha ypOBEHb PEHTA0EIBHOCTH JIECHBIX TOBAPOB U CAENAET MPOAYKIHIO cTpaH — wieHoB EADC
KOHKYPEHTOCIIOCOOHOH Ha MUPOBBIX PHIHKAX.
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HCIIOJIb30BAHUE KOHIENIUUA TEHMUPUKAIIMUA B BUSHECE
USING THE CONCEPT OF GAMIFICATION IN BUSINESS
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Benopycckuii HalMOHANBHBIN TEXHUYECKAN YHUBEpCUTET, T. MuHCK, hebeko445@gmail.com
Shebeka V.A., Belarusian National Technical University, Minsk shebeko445@gmail.com

AHHOTanms. B crathe paccMOTpeHa KOHLENIUS redMU(UKAINN, OCHOBaHHAs Ha HC-
NOJIb30BAaHUU HMTPOBBIX METOJOB B HEMI'POBBIX BHJAX JESTEILHOCTH: 00OpAa30BaHUM, MapKe-
THHTa, OM3HECa, yIpaBlICHHE NEPCOHANIOM U T. Jl. ABTOPOM CTaThH MPEICTaBIECH 0030p MOJI0-
KHUTEIbHBIX CTOPOH MPOBEICHHS TeiiMU(UKAIIMY B KAMITAHUH, TPUBEACHBI IIPUMEPHI U OIIBIT
UCTIONIb30BAaHMSI KOHIICIIIIMY B U3BECTHBIX MUPOBBIX KaMITaHUSIX.

KawueBble cioBa: reiMuduKans, Ou3Hec, MOIb30BaTeNN, BOZHATPAXKICHHS, JIOSUTEHOCTb.

Abstract. The article deals with the concept of gamification, based on the use of game
methods in non-game activities: education, marketing, business, human resource manage-
ment, etc. The author of the article provides an overview of the positive aspects of gamifica-
tion in a campaign, gives examples and experience of using the concept in well-known global
campaigns.

Key words: gamification, business, users, rewards, loyalty.

Introduction. Nowadays, the world is being taken over by new popular concepts, one
of which is "gamification", which applies new ways to attract and retain users.

Gamification is the application of game methods, mechanics and techniques to non-
game processes. It is widely used in different spheres of business, marketing, education. [1]
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Main part. Gamification application in business allows to stimulate employees and at-
tract clients. And as a consequence get more profits. Let's move on to consider a few options
for the positive aspects of gamification in business. [2]

First of all, it is the motivation of employees. In business, there are always everyday
tasks that can be as boring and tedious as possible. In the form of a game, you can motivate
employees, and come up with a good incentive that makes it easier for employees to take on
difficult cases and bring them to completion. [4]

Customer Engagement. There's such a thing as lost profits syndrome. This is a kind of
fear of missing out on something profitable and interesting. The game draws people in and
allows them to focus on your game, thus people will spend more time on the company web-
site and become familiar with its products or scope of services. After all, the more the client
will be familiar with your company, the more chances to make a successful deal.

Loyalty. Loyalty is important from both employees and customers. Loyal employees
perform their tasks better, and to increase profits in the first place. A loyal employee goes to
work as a holiday, because of this the employee will be able to provide good emotions and
high customer service in the campaign. [3]

Audience growth. We can give an example with the well-known "SberCat" from "Sber-
bank" in the social network "Vkontakte". "SberCat" is just a spam bot that offers interesting
games and contests. And as a consequence, for participation offers a lot of interesting bonus-
es. On the type of free stickers, various promo codes for online and offline services. That, in
turn, helps to learn about the product to this day. After all, even customers themselves, come
in to talk about interesting games and thus attract new customers. [5]

What should you do to successfully incorporate the concept of gamification into your
campaign?

In any business, the first thing to do is research. In our case, it is necessary to study the
audience and to understand how much your clients are interested in gambling, what rewards
they are interested in and whether they are ready to compete and win.

It is important to determine the purpose of the game. In the case of employees, the ob-
jectives may be to reduce the percentage of transactions from first contact to purchase to 10,
the increase in employees who receive additional training.

And ultimately, the game strategy is to be determined. Researcher Jason Tocci identifies
five types of lures:

1. Achievement — to compete, to be rewarded, to achieve some result.

2. Socialization — to work in a team.

3. relaxation — to get new emotions, to get distracted from routine.

4. Subversion — to play off-script, to play against teammates.

5. Imagination — to find non-standard approaches to the task. [6]

All of these lures can be used for both employees and customers. Each is useful in a
small way, but all together offer a significant chance of success.

Give people an easy entrance into the game, without all the hassle. Realistic goals that
can be achieved without spending very much time. Create the necessary competition between
participants, maintain interest in the game and constantly remind them of it. Break up the
game in stages — so you can test every change that is made to the mechanics of the game. [7]

Gamification industry statistics. As of 2016, the gamification market was valued at $4.9
billion. Every year there is a significant growth. For example, in 2018 there was an increase
of $1.9 billion compared to 2016 and was — $4.9 billion, and in 2020 — $9.1 billion. Currently,
the global gamification market is estimated at $11.94 billion. These figures are expected to
increase significantly over the next few years. Experts believe that the value of the interna-
tional market will grow by almost $20 billion. [§]
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Fig. 1. Global gamification market value 2016-2021

Conclusion. Thus, the concept of gamification is focused on creating a sustainable
campaign relationship with customers. This concept allows you to make the process of user
interaction with the campaign more interesting, clear and non-standard. Which helps the bank
achieve certain goals and increase user loyalty.
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