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Abstract. The paper explores gamification as a tool to enhance customer loyalty in e-
commerce applications. It analyzes the synergy between behavioral and affective loyalty and
identifies key engagement mechanics. The study aims to design a gamified interface and evaluate its
impact on user retention through comparative prototype testing.
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CyuacHuii etamn po3BUTKY HU(POBOI KOMEPIIli XapaKTepU3yeETHCS 3ar0OCTPEHHIM
KOHKYPEHTHOI OOpOThOM, M0 3MYUIy€ BIIACHHKIB MOOUIBHUX 3aCTOCYHKIB
MeperysigaTu crparterii B3aeMoaii 3 ayauTopiero. lIpiopuTeTHMM HampsMoM cTae
nepexiJi Bijl 3aTy4eHHs] HOBUX KOPUCTYBAU1B A0 YTPUMaHHS HasiBHOI KJIIEHTCHKOI 0a3u.
ExoHomiyHa  JOIUIBHICT  TaKOro  MIAXOAY  HIATBEPIKYEThCS  Tally3€BUMH
MOKa3HWKAMM: BUTPATH Ha 3aJly4€HHsI HOBOTO CIIOXKMBaya B cepeiHboMY B 5-10 pazis
MIEPEBUINYIOTh PECYPCH, HEOOX1AHI JJIsI MOro YTpUMaHHS, a MiHIMAJIbHE 3HMKCHHS
BIJITOKY KJII€HTIB (Ha piBHI 5%) 3/1aTHE 3a0€3MEUUTH 3pOCTaHHs MPUOYTKY 10 85% y
JIOBIOCTPOKOBI1H MEPCTIEKTHBI.

KitouoBuMm (hakTopom peanizaiiii Takoi cTparerii yTpuMaHHs KOPUCTYBaviB Ta
KUTTEZNATHOCTI LIU(PPOBOro MPOAYKTY CcTa€e (POPMYBaHHS CIIOKUBALBKOT JIOSIIBHOCTI.
Came 1eil (heHOMEH y HAyKOBOMY JIHCKYPCl TPAKTYEThCS AK CTIMKAa HEUYTIMBICTh
CHOXKMBaya 70 MAapKETUHTOBHX CTHUMYJIB KOHKYPEHTIB, IO CYHPOBOIKYETHCS
BUPKEHOI0 EMOIIIHOI MPUXUIBHICTIO 10 MPOAYKTY. CTPYKTYpHO JOsUIbHICTH [1]
0a3yeThbCsi HA CUHEPTii JBOX JTOMIHAHT:

— OBEAIHKOBOI, sIKa B1100pakae CTaOUIbHICTh MOBTOPHUX TPaH3aKIIii Ta BUOIp
KOHKPETHOT'O 3aCTOCYHKY HaBITh 32 HASIBHOCTI JEIIECBIINX aHAJIOTIB.

— aeKTUBHOI, 10 0a3y€eThCs HA MO3UTUBHOMY KOPHCTYBAIlbKOMY JOCBIII Ta
TICUXOJIOTIYHIM MPUB’SI3aHOCTI 10 OpEeHTY.

s hopMyBaHHS KOMIUIEKCHOT JIOSUTBHOCTI B CepeloBHILI e-commerce [2, 3]
JOJIaTKIB KPUTUYHO BAXXJMBO 3HAWTU I1HCTPYMEHTH, IO BIUIMBAIOTH Ha OOWIIBI
JOMIHAHTU ofHo4yacHO. OIHUM 13 HaMOLIbII BAANMX PILIEHb Yy LIbOMY KOHTEKCTI €
BIIPOBaDKEHHsS reiimidikarii [4]. BukopucTanHs IirpoBHX MeXaHIK J03BOJISIE
TpaHc(hOpPMYBaTH KOTHITUBHO-EMOIIIHE CIPUHAHATTS iHTEepdeiicy [5], nepeTBoprotoun
PYTHHHUH MpOIIeC MOKYNKH Ha IHTEPAKTUBHUHN TOCBI, 110 OE3M0CEPETHBO CTUMYITIOE
3a]Ty4eHICTh Ta (POPMYE CTINKY eMOLINHY JOSIbHICTb.

Came ToMy, METOIO JOCJIIIPKEHHS € aHall3 BIUIMBY reliMi(iKOBaHUX €JIEMEHTIB
iHTepdeiicy Ha NMOBEAIHKOBI Ta aEKTUBHI YMHHUKHU JIOSUIBHOCTI KOPHUCTYBauiB, a
TaKOX po3p0o0Ka peKOMEH Al 111010 BOPOBAIKEHHS ITPOBUX MEXAHIK Y €-COMMErce
JOAaTKU O13HECY JJIs MABUIIEHHS IXHHOI KOHKYPEHTOCITPOMOXKHOCTI.

O06’ekTOM JOCTIKEHHS € TIpoIec po3poOKu iHTep(eicy e-commerce J0/1aTKiB,
1[0 BUKOPUCTOBYIOTh MEXaHIKM TedMi(iKkalii Jis B3aEMO/IIT 3 KITIEHTaMHU.
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[IpenMeToM JOCHIDKEHHS € METOJAM Ta MEXaHIKH TredMidikalii, a Takox
KpUTEPIi OLIHKY IXHBOT'O BIUIMBY Ha PIBEHb KJI1E€HTCHKOI JOSUIBHOCTI.

JI71st HOCSATHEHHS TOCTABJICHOI METH HEOOX1/THO BUPIIIUTHA HACTYITHI 3aBIaHHS.

1. IlpoanamnizyBatu pojp reiMidikallii y 3arajibHii CTPYKTYpl MPOEKTYBAHHS
e-commerce JI0AaTKIB Ta BUBYUTH 1CHYIOUl METOAM CTUMYJIIOBaHHS KOPUCTYBAUiB.

2. JlocmiguTy TICHXOJIOTIYHI MOJEN 3alydeHHs (Teopis caMojaeTepMiHaIlii,
moxenb Okraii3 FO-Kait Yoy.

3. KnacudikyBatu irpoBi MexaHIKM Ha BHYTpIilIHI (KBECTH, MpOTpec) Ta
30BHIIIHI (0anu, 3HaYKH, TAOIHIII JIJEPIB).

4. JlocHiAUTA PUHOK Ta LITBOBY ayAMTOPiIO, BUSBHUBIIKA HAWOUIBII MOMIMPEH]
npobiieMd, 3 SKHUMH 3yCTPIYAlOThCS KIIEHTH TP BHUKOPUCTAHHI Cy4YacHHUX
TOPTiBEIBHUX TIATHOPM.

5. Buznauntu cneuudiyni kputepii reimidikaiii, mo MarTh HaWOUIBIIMIA
BIUTMB Ha (POpMYyBaHHS JIOSIIBHOCTI, 13 3aJTy4€HHSIM METO/IY €KCIIEPTHOTO OI[IHIOBAHHS.

6. Ouinutu BIMB reviMidikaiii Ha mMeTpuku yrpumanHs (Retention Rate) ta
cepenniit uek (AOV).

7.3acTocyBaTd METOJ €KCIIEPTHOTO OLIHIOBAHHS [JIs PAH)KYBaHHS ITPOBUX
MEXaHIK 3a X e(EeKTHUBHICTIO JJIsI MOOUIBHUX 1HTEP(EHCIB.

8. CopmymroBaTy NMPUHIMIK TPOEKTYBAHHS TeliMidikoBaHOTO iHTEpdeEcy Ta
po3po0OUTH (HYHKLIOHATBHUN KOHUENT AOJATKY.

9. Po3pobutu nBa BapiaHTH mNpoTOTHMIB iHTepdelicy (6azoBuii Ta 3
IHTErPOBaHUMH €JIEMEHTaMU reimi(ikalii) AJ1g MpOBEAEHHS MOPIBHAIBHOTO aHAII3Y.

10. TIpoBecTr KOpUCTYBAIIbKi TECTH Ta ONMUTYBAHHS JJIs OLIHKU €(EKTUBHOCTI
BIIPOBA/DKEHUX MEXaHIK, MPOaHali3yBaTH OTpHUMaHi J1aHl Ta cpopMyBaTH (hiHAJIbHI
pEeKOMeHIaIlli.

Takum uYmHOM, y poOOTI 3ampoONOHOBAHO PIMICHHS KOMIUIEKCHOI 3ajadi
MIJBUILIEHHS JIOSJILHOCTI CIIOKHBAYiB uepe3 TpaHchopMalliio KOPUCTYBAI[bKOTO
JIOCBiY, 1110 JI03BOJISIE HE JIUIIE YTPUMATH KIIIEHTA, a ¥ 3a0€3MeUnTH 3a JOMOMOTOI0
1IM(HPOBOTO MPOJAYKTY CTATUN €KOHOMIYHHI PO3BUTOK O13HECY.
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