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The paper examines the specifics of marketing and community
management for indie game projects. The key digital promotion tools are
analyzed: social media, content marketing, crowdfunding platforms, and
communities. The stages of community building before and after a product
launch are described. It i1s shown that an engaged community significantly
reduces the marketing budget and increases the likelihood of a successful
release. Practical recommendations for small development teams are provided.

PuHOK 1HJI-ITOp 32 OCTaHHI1 POKU 3MIHUBCSA HAaCTUIBKH, IO Ha3UBaTU HOTro
"Himerw" Bxke sfKoch He3pydHo. [Iporpama Steam Direct 3poOusnia my0sikaiiito
I'pU AOCTYIHOO JiJisi OYyIb-KOTO, MPHU CIUIaTI OpraHi3alliiHOTO BHECKY TBid Mpo-
eKT B)KE€ Ha MOJIMIN MOopsJ 13 TUcsyaMu iHmuX [1]. 3gaBanocs 6, n1eMokpaTu3a-
i 1HIyCTpli. Ajie B IbOMY 1 € MacTKa — 00 pa3oM 13 KUIBKICTIO Pei3iB 3pocia
He ayauTopid, a myM. Lllopoky Ha Steam BUXOASTH TUCSAYI Irop, 1 IEpeBa)xKHa
OUIBIIICTD 13 HUX 3HUKA€E THXO: 0e3 pereHsiii, 6e3 00roBopeHb, 0€3 €TUHOTO Bi-
neo Ha YouTube. He ToMy 110 morasi — mpocTo iX HIXTO HE YEeKaB.

CaMme TyT 1 TOYMHAETHCSA MUTAHHS, SIKE 111 pOOOTa HaMaraeTbes po3iOpary.
Y MOXHA 3MIHUTH IO CHUTYaIlit0 0€3 BETUKOro OIOKETY 1 MapKETUHTOBOTO
Bigainy? JlocBig OaraTbox HE3aJIEKHUX KOMaH] MOKA3ye: Tak, ajue JHIIE SKIIO
MOYMHATH HE 3a MicCsIb J0 pem3y, a Habararo padime. CHiIbHOTa HABKOJIO
MIPOCKTY — II€ HE Te, MO 3'SABIAETHCS MICIs YCIiXy; Ie Te, 10 10 HhOro Bene. |
PI3HUI MK TPOIO, Ky MOMITHIIH, 1 TPOIO, AKa 3aryousacs y cTpidlili, Haldac-
TIIE TIOSICHIOETHCS CaME ITHM.

[{ixaBo, 110 CXO’Ka JIOT1Ka OIMUCaHa 3/1e0LIBIIOT0 Y KOHTEKCTI free-to-play
(rpa sika mOCTyIMHA JiJIsl TpaBIliB Oe3KoImTOBHO). Y nochiimxenHi Alha, Koskinen
Ta 1H. 3a(iKCOBaHO, 1m0 «Irpu, Mo € 6€3KOIMTOBHUMH JIsl TPaBIIiB, 3MYIIICHI 3a-
poOJIATH TpoIIl BXKE MICNS TOTO, SIK IpaBellb NPUUHSIB PIIICHHS MPO 3aBaHTa-
JKeHHsL.» [2, ¢. 4]. | xoua naTHa iHAI-Tpa — 1HIIME QopMmar, Jiorika Ta cama: Of1-
HOpa30Ba IMOKYMKa HE 3HIMAaE 3 PO3pOOHMKA BIAMOBIJAIBLHOCTI 32 CTOCYHKH 3
aynurtopiero. HaBmaku — rpaBelib, SKUi 3amiatuB, o4ikye Oinbimoro. Came Tomy
devlog-Bineo, BiIKpUTI O€Ta-TECTH, MPUCYTHICTh y COLIAJbHUX MeEpexax 1
yugacth y BuctaBkax Ha kmrtanT IGF (Independent Games Festival,) um
Ukrainian Gaming Week — e He PR-akTuBHICTB, a croci® miaATpUMyBaTH >KH-
BUI KOHTAKT 0€3 peKIIAMHOTO OIOJIKETY.
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To yoMy OUIBIIICTE 1H/1-PO3POOHUKIB BCE OJHO ITHOPYE KOM'IOHITI 10 pe-
ni3y? Halyacrimie BiANOBIIb MpOCTa: HEMAE 4yacy, HEMae JIojiel, HeMae BIICB-
HEHOCTI, 110 11€ B3araji AacTh pe3ynbTaT. Sotamaa me y 2010 pori 3adikcyBaB
NPUHIIMIIOBY 3MIHY B 1HAYCTpii: «riio0anbHa irpoBa iHAYCTpis aKTUBHO pyXa-
€ThCS BiJI HAJAHHS PA30BUX MPOJYKTIB 10 MOOYJOBU TPUBAIMX CTOCYHKIB 13
rpaBigsiMmny [3, c. 4]. CnitbHOTA — 11e HE OOHYC micis ycmimHoro penisy. Lle Te,
1110 200 € 10 BUXOY I'pH, a00 MOTIM JOBOAUTHCS OyIyBaTH 3 HYJIS, BUTpadyalOuu
BJ[B14l O1JIbIIIE PECYPCIB.

Ha npaktuii koM'toHITI Oyayerbest moetanso. Llle Ha cTamii po3poOku Bap-
TO 3aJ]y4aTH NepLINX MPUXUIBHUKIB Yepe3 TU3EPU Ta KOHLENT-apT — HaBITh SIK-
10 Tpa ICHYE JIUIIE Y BUTTISAL TPOTOTUITY. Y TIpOIeci po3pOoO0KH PEryJIsipHI OHO-
BJICHHS 1 3aKpUTI 0€Ta-TECTU O3BOJISIOTH TPABISIM BIAYYTH NMPUYETHICTh. A Ti-
CJIsl peni3y poOoTa JHIle MOYMHAETHCA: BIATYKH, aT4l, TIATPUMKA — YCE 1I€ BU-
3HAYa€, Y CTAHE TMPOCKT KUBUMY» MPOJYKTOM UM 3aJUIIUTHCS OJHOPA30BUM
penizoMm (puc. 1).

. Intent to purchase Do not intend to purchase
Tekken 8

Game News Sources

57% 57% 47% 37% 47% 31% 45% 39% 40% 22%

Social Online Online Creators,/ Subscription
media promos/ads stores influencers suggestions

Social Media Platforms

.
89% 84% 68% 57% 68% 55% 65% 45% 46% 29%

YouTube Facebook Instagram TikTok Snapchat

Statistically significant difference,
compared to non-intenders.

Pucynox 1 — Po3nosin kaHaiiB mpocyBaHHs irop 3a epekTuBHicTiO [4, c. 10].

Konu MapkeTHHT 1 KOM'IOHITI MPAIlOI0Th pa3oM, 3MIHIOETHCS 1 €KOHOMIKA
npoekTy. Bapricte 3amyuennst ognoro rpasus (CAC) namae, 60 yacTuHa ayau-
TOpI1i NPUXOJUTH OpraHiuHo — yepe3 pekomenaauii, UGC (kopucTyBalbKuii KO-
HTEHT), capadaHHe pajiio. YTpUMaHHs TPaBIliB 3pocTae, 00 BOHM BiTUYBaIOTh
3B'SI30K 13 KOMAH/I010, a HE MPOCTO KYMUJIM IPOAYKT y Mara3uHi.
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Hepenukum komaHaaM He MOTPIOEH BEIMKUM OFOJKET — MOTpiOHA MOCITI-
JIOBHICTh. PaHHS CIiIbHOTA, BIIKPUTA KOMYHIKAIIS Ta PETyIsIpHUNA KOHTEHT PO-
OJISITH OlIbIIIe, HIDK pa30Ba peKjIaMHa KaMIlaHis 3a TWKJICHb 10 pem3y. I e — He
Teopisi, a JOrika, Ky MIATBEPIXKYE JIOCBIJI COTEHb HE3AJIEKHHUX MPOEKTIB, IO
3HAMIIIIM CBOTO I'PaBLs caMe TakK.
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