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TOIN pentunr, 2015

Nepepaua KaHan Pentuur Oona
1MNycTb roBopAT MepBbin 9.3% 24.9%
2[lonoc. Aetu MepBbin 9.1% 27.4%
3[lonoc. MepBbin 8.4% 30.6%
4HoBble pycckue ceHcaumn HTB 8.2% 21.7%
5[To4yb-B-TOUb MepBbin 6.9% 18.3%
6/EBpoBunaeHme 2015 [MepBbin 6.8% 31.6%
7|bnTBa DKCTPACceHCOB THT 6.6% 17.6%
8|CeroaHa Beyepom MepBbli 6.5% 18.%
9KBH MepBbin 6.4% 19.9%

10MT10?lne?Korga? MepBbin 6.0% 18.9%

3 n3 5 TOIlN nepepauy - urpbl
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Urpa — BuAg OCMbICIIEHHOW HENPOAYKTUBHOW
OEATENIbHOCTU, IAe MOTUB NEXUT He B pesynbraTe ee, a B
camMoM rpoLecce.
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[Tloyemy mMmbl nrpaem?

BHyTpeHHUe amouuu
YITU OT CKYKU, KOUNUCTUTbY F0JI0BY, YYBCTBOBATb AUHAMMUKY \ ABUKEHUE

Morpy»KeHue \ otoxkaecreneHue \ no3HaHue
OTKpbITUE «HOBbIX MUPOB», MPUKAOYEHUA, NPUHATME 0O6PA30B NEPCOHaXKeM

Counanusauma
ObuieHne ¢ Apy3bAMU, HOBble 3HAKOMCTBA

UHTenneKryanbHble Bbi30BbI
Pa3paboTKa ycnewHom cTpaTterMm, MHOropyHKUMOHAbHOCTb, AOCTUKEHMNE
nobeabl, CObCTBEHHAA OLEHKa B CBOMX /1a3aX U B I/1a3aX OKPYKatoLWmx

http://twvideo01.ubm-us.net/o1/vault/gdc04/slides/why_we_play games.pdf q u e St @ m a n I a
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KTOo urpaet?

63%

of U.S. households are home to at least one person who plays
video games regularly (3 hours or more per week)

There are an average of

gamers

in each game-playing U.S. household

65%

of U.S. households own a device used to play video games

“Games as a form of media will undoubtedly have taken on a range
of new meanings in ten years, but play will always be the engine
that drives their engagement. | think we'll see playful systems

underlying new designs in human centered activities like healthcare,
communications, and of course, learning.”

—Katie Salen, Chief Design and Research Officer, Institute of Play

48%

of U.S. households own a dedicated game console

The average game player age is 35 years old

AGE GENDER

of Game Players of Game Players
27% under 18 years 59% male
29% 18-35 years 41% female
18% 36-49 years
26% 50+ years

o
n The most frequent FEMALE GAME PLAYER is on average 44 years old
and the average MALE GAME PLAYER is 35 years old W

Women age 18 or older represent a significantly greater portion of th
game-playing population (31%) than boys age 18 or younger (17%)

(g4

THERE IS AN EQUAL DISTRIBUTION OF
FEMALE VIDEO GAMERS IN AGE:

50% 50%
35 and Under Older Than 35

The average number of years gamers have been playing video games: 13

http://essentialfacts.theesa.com/Essential-Facts-2016.pdf



http://essentialfacts.theesa.com/Essential-Facts-2016.pdf

feMmundunKauma

anMeHeHllle UrpoBbiIX MEXaHUK B HEUTPOBDLIX NpoLueccax C uesibko

noBblWEHNA BOBNEYHEHHOCTU KIMEHTOB UJTU COTPYAHUKOB
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OpraHusauunmn, ABUXKeHUA

m Applied Research Research Services Study Events Community  GameStore  MNews/Videos uu
Find game by name, category, etc [ £ [v]=]
i . . Register | Login | Contact
An International Centre for Excellence in Serious Games AME!
, , ABOUT | PRESSROOM | BLOG | RESOURCES | DONATE NOW
Applied Research, Business Engagement and Study

Serious Games Institute

GAMES | PROGRAMS | SERVICES | FESTIVAL | CONNECT | INDUSTRY CIRCLE

Serious Games Institute

203 e
1 : CHANGE

Projects 5GI Team

V¥ FESTIVAL

global thought lead
spaces.

Latest Additions

GA4C Student Challenge Open For
Submissions

Courses & Workshops Community

February 9. 2017 | by Sara Comish
Tweets vy @seicoventry How Schell Games Empowers Their g - e
Teams Working On Transformational '» . n
P— Projects
S P, N January 17, 2017 | by Games for Change | : + :
@SGlcoventn i Disaster Detector Ciclania 10.0

http://www.seriousgamesinstitute.co.uk/ http://www.gamesforchange.org/
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KHUMu

REALITY

\\ ‘;
N

B JKEN

WHY GAMES MAKE US BETTER AND
HOW THEY CAN CHANGE THE W

JANE McGONIGA

REVISED AND UPDATED EDITION

A trmnalormasive work. Gee s the Johany Appleseed of the

verions games movemont, planting seeds that are springing

new grommth everywehere we bk ©
~HENRY JENKINS, suthar of Cumnsme Collure
Whore NP ad N Mloia Collide

PAUL GEE

<,
s /g0,
%04.

» THE Y
GAMIFICATIO |\
REVOLUTION

o

HOW LEADERS LEVERAGE
GAME MECHANICS
TO CRUSH THE
COMPETITION

GABE ZICHERMANN
C£0 OF GAMIFICATION CO AND DOPAMINE

JOSELIN LINDER
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D/1IeMeHTbl Urpbl
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PenTnHrm Mpwn3bl PenTnHrm CraTycol lpagaumu

quest(®)mania



BupTyanbHble TOBapbLI

== 10,000 Coins Total: £0.99 GBP
@ Use Coin 1 be the best detectve! - Terms apply PbIHOK BUPTYyanbHbiX TOBapos bonee
15 mnpa. ponnapos

® Visa (" 2001)

Mobile phore

New crediticebit card
PayPal

New mobile phone

http://venturebeat.com/2016/12/25/5-lessons-from-the-15- .
billion-virtual-goods-economy/ q ueSt@T]a nla



Urposon An3anH

Game & Game-Like Experiences Split by Design Intent

Game Game Virtual Game Non
Thinking Elements World Play Purposeful

Game Inspired
Design

Gamification

Simulation

Serious Game

Game




[MepBble Npumepbl reMmndurKaumnm

1912 rop. Npuns B
ynakosKe Cracker Jack.

HakonutenbHble KapTO4YKMU B MOKOLWKNX CpeacTBax

quest@mania



dBontouma renMmmnpuKaumm

®®O
©O0©

1800 1930 1980 2000
Kynun 10 nonyuun BupTyanbHaa BannbHble cuctembl BupTyanbHble
ogHy becnnatHo Ba/lOTa JIOANIbHOCTH nofapKu

quest



N3mepaemocTb remmmndmKaumnm

MoTtmnBaumAa

BoBne4yeHHOCTb

AKTYaNbHOCTb
YacTtoTa
[1poaoNKNTENbHOCTb
BupanbHOCTb
PentnHr
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YTo genaeTt Hac c4aCT/IMBbIMU?

Pacxogbl Ha noanbHoctbu \ SAP

SAP

Status, Access, Power

quest(®)mania



YTo genaeTt Hac c4aCT/IMBbIMU?

0 T[N E22:42

Status

Super Mayor

A special shoutout for holding
down 10 mayorships at once!

@ Unlocked by Damien S. on Fri Apr 9,
B 2010 at 12:44 AM @ Borough
Market in London.

©00
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YTo fenaeTt Hac c4aCT/IMBbIMMU?

GILT FEATURED WOMEN MEN KIDS HOME CITY TRAVEL CLEARANCE Search Access

Up to 70% off the best brands.

Apparel &

Accessories
R(T’L. L{"L’ a
pie Badgley Mis JB
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YTo fenaeTt Hac c4aCT/IMBbIMMU?

Power

Forum moderator

quest(®)mania



Y10 AenaeT Hac cHACTANBBLIMUN?

“...Y ntogen HeT BO3MOXKHOCTM oueHUTb SAP. OHn moryTt

”

quest(®)mania



Mopgenb Pudapaa baptne

Killers

Defined by:

A focus on winning, rank, and
direct peer-to-peer
competition.

Engaged by:
Leaderboards, Ranks

- .
Socialites
Defined by:

A focus on socializing and a

drive to develop a network of
friends and contacts.

Engaged by:
Newsfeeds, Friends Lists, Chat

[loBegeHYeCcKne TUNaXn NrpoKos!

Achievers

Defined by:

A focus on attaining status
and achieving preset goals
quickly and/or completely.

Engaged by:
Achievements

Explorers

Defined by:

A focus on exploring and a
drive to discover the
unknown.

Engaged by:
Obfuscated Achievements















[eMMUdUKaLmMAa NCKYCCTBA?

BAH IOl >KWMBbIE MNOJIOTHA




[eMmndumnKauma coumnasnbHbIX MPOEKTOB?

N

https://www.youtube.com/watch?v=iynzHWwJXaA

https://www.youtube.com/watch?v=vWG6IWgX0Q$8 https://www.youtube.com/watch?v=zCt MzsnlUk

quest@mania



https://www.youtube.com/watch?v=iynzHWwJXaA
https://www.youtube.com/watch?v=qRgWttqFKu8
https://www.youtube.com/watch?v=vWG6IWgX0Q8
https://www.youtube.com/watch?v=zCt_MzsnIUk

Case Study: GoGo’s

AKUMM B cynepmapkeTe:

- WUrpywka (3anevyataHHadA) B nogapok npu
MOKYMKe OT CyMMbI X

- Y urpyuwek pa3Haa «LLeHHOCTb»

Ba*kHo:

- Cymma X gonrKHa 6bITb Bbille , YEM
cpeaHun yek

- [JonkHa bbiTb YyTb HONee WnpokKas
NCTOPUA, YEM NUCTOPUA
KON/IEKLMOHNPOBAHUA

https://www.youtube.com/watch?v=1Vkl6CbI9qQ

quest@mania



Case Study: GoGo’s

Schouderkarbonade
Varkensviees

* C1000 (Jumbo) CeTb cynepmapkeTtos B lonnaHanm c obopotom 14
MApA. eBPO

* Llenn npoeegeHnA akunn: yBean4nTb TOBapOO60pOT 3a CYeT

yBennyeHmne 0onun n0KynaTeneﬁ - cememn ¢ aetbmu. lona Takmnx cemen GOGO's KoM

Janat voigend® ™"

cpean nokynatenen C1000 coctasnana 44,3%.

* CrpaTernsa NPomo akuum 6bina «4aTb CaMKn AETAM OOHAPYKUTb
GoGOo’s» 1 npusecTn poautenei B cynepmapketbl C1000 m TakKe
BbI3BaTb MHTEPEC MNOKyNaTesen B TOYKax Npogax

* CyTb akummu: Nnpu NoKynke ntobbix ToBapos Ha 10 eBpo — GoGo’s B
nogapok. Ha calite ceTm MOXHO HAapMCOBaTb CBOM XapaKTepbl,
npMAyMbIBaTb Urpbl. bblsio TakKe BbinyweHo 450 3010Tbix GOGO’s ¢
YHMKANbHbIM KOAOM, K KOTOPOMY NpMAaraancb: noesaka Ha 1MmysunHe

B LUKOAY, PIOK3aKW , LWAMNKK U gpyrue akceccyapbl no GoGo's




Case Study: GoGo’s

* O6wWwui1 pocT Npogak No ceTu coctaBun 6% U3 HUX:

* 3,6% 3a cyeT yBe/IMYEHUA TpaH3aKuui (2,4% - HoBble
nocetutenu, 1,2% - ygennyeHune 4actoTbl NOKYMOK
CYLLECTBYHOLMX KNNEHTOB)

* 2,4% 3a cyeT cpeaHero yBesimyeHnA Yeka

* HeTTo Map}XMHaNbHbIN A0X0A NO aKLUK cocTaBua 2,4 MUAINOHA
eBpo.

* Bblno BbiaaHo 17 munnnoHos GoGos ( HaceneHne HugepnaHgos
coctaBnfeT 12 MMANNOHA YenoBek)

* 3a nepuopa akuum camt cetu nocetnnm 400 TbiC. YHUKAIbHbIX
nonb3osarteneii ( B Bo3pacre 6-10 net), 6b110 co3gaHo 103 Tbic.
HOBbIX XapaKTepoB., 6b110 NnpuaymaHo 6onee 11 TbiC. HOBbIX UrP C
GoGo’s

* [laHHaA aKuMA NONYyYUIa MHOTOUYMUCIEHHbIE MeXXAYHapoAaHble

npu3bl
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Case Study: GoGo’s
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[Aonsa B ueKax (Poccumnckunit guckayHrep)

30,6%

iRy
I\)
(o]
o

22,6%
18,8%
2,70" 2.9% 520,
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£0 100 po 200 pgo 300 po400 pmo500 po 600 po 700 mo 800 mo 900 go 1000 1001+

CpeaHuni yek: 224 pybns.
24% uekoB 6onbwe 400 pybnen
400 pybnen —noporoBoe 3HaYeHMe Bbiga4ym nogapkKa

quest(®)mania



Cnacubo!
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