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Hcnonb3oBanue BUI€O 0JI0repOB B MAPKETUHIOBBIH CTPATErnM KOMIIAHUSIMUA HA PbIHKE BUAEOUTP

AnHomayus: cmamos NOCBAUWEHA KOMNIEKCHOMY AHATUZY U CUCEMAMU3AYUL NPAKMUK UCTIONb308AHUS 8U0e-
00102ep06 U OHAAUH-MPAHCIAYUN 8 MAPKEMUH20B8bIX CPAMe2UsAX KOMNAaHull Ha puitke eudeouzp. Ha ocnose meo-
PEeMmUKO-aHaIUMu4eckKo20 CUHmMe3a OaHHbLIX BbiA6IeHbL U KIACCUDPUYUPOBAHBI KTIOUeble MUNbl USPOBbIX KOMNAHULU
NO UHMEHCUBHOCTU U YelAM UCNONb30BAHUS CIMPUMEP-MapKemureda, popmamel compyoHuyecmea (Kopnopamue-
Hble UBEHMbl, CHOHCUPYEMAs UHMeSPayUs, OpeaHuiecKkoe YNOMUHAaHue), YyposHu npoghecCuoHanu3ma ux opeanu3a-
Yuu, a maxice 600YUs. PeKIAMHBIX UHCMPYMEeHmMO8. JJoKka3ano, 4mo compyoHuiecmso co cmpumepamy mpanc-
GPOopMUPOBANIOCH U3 MAKMUYECKO20 UHCIPYMEHMA 68 HeOMmbeMAeMblli KOMNOHEHM MApPKemuHe08020 MUKcd, 3¢-
pekmusHoCcmb KOmMopo2o 0emepMuHUpPO8ana Cmpamecuieckol Co2naco8aHHOCMbIO MeNCOY 8blOPaAHHLIMU POpMa-
mamu, NPOU3BOOCMEEHHLIMU CMAHOApMamu U Koukpemuvimu mapkemuneosuimu KPI. Ha npumepe Kelicos
«Assassin's Creed Shadowsy, «Cyberpunk 2077» u «Diablo IV» packpsimbl 0cobenHOCMU COBPEMEHHBIX 8bICOKO-
01002ICeMMbIX KAMNAHUL, OCHOBAHHBIX HA CIPAMESUHEeCKOM 8blO0Ope UHPII0EHCePO8, 00JI20CPOUYHOM NAPMHePCmee
U cO30aHUU MHO2OKOMNOHEHMHO20 KOHMEHMA.
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The use of video bloggers in the marketing strategy of companies in the video game market

Abstract: the article is devoted to a comprehensive analysis and systematization of the practices of using video
bloggers and online broadcasts in the marketing strategies of companies in the video game market. Based on a theo-
retical-analytical synthesis of data, the key types of gaming companies are identified and classified according to the
intensity and goals of using streamer marketing, cooperation formats (corporate events, sponsored integration, or-
ganic mention), levels of professionalism in their organization, and the evolution of advertising tools. It is proven that
collaboration with streamers has transformed from a tactical tool into an integral component of the marketing mix,
the effectiveness of which is determined by the strategic alignment between the chosen formats, production standards,
and specific marketing KPIs. Using the cases of "Assassin's Creed Shadows," "Cyberpunk 2077," and "Diablo IV,"
the features of modern high-budget campaigns based on the strategic selection of influencers, long-term partnership,
and the creation of multi-component content are revealed.
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Beenenue

AKTyaJbHOCTb WCCIICIOBaHUS ONPEAENAETCS AWHAMUYHBIM Pa3BUTHEM PBIHKAa HUIPOBOTO CTPUMHHIA, TPAHC-
(hopmarmeit Mozesneit MmenuanoTpeOIeHUS U HEAOCTATOYHON HAyJYHOUW MPOPadOTAaHHOCTHIO CTPATETHH WHTETPAIHH
BU1€00JI0repoB B MAPKETUHIOBBIE KOMMYHHKAIIUK HTPOBBIX KOMIIAHHH.

Lenp wnccrnemoBaHuss — aHalM3 M CHUCTEMaTH3alWs NPAaKTUK HWCIOJIB30BaHMS BUAECOOJIOrepoB W OHJIAWH-
TPAHCJIALUN B MAPKETHHIOBBIX CTPATETrUsAX KOMIIAHUNA Ha PHIHKE BUJCOUTD. 3aauy UCCIEAOBAHMA:

1. BBIABUTB THUIIBI HTPOBBIX KOMIIaHUH, HAaMOOJIee aKTHBHO UCTIONB3YIOMINX CTPUMEP-MapKETHHT.

2. KnaccudunupoBatb (opMaThl OPraHHU3yEeMbIX U CTIOHCUPYEMBIX TPAHCIISIINH.

3. OueHnuTh ypoBeHb MpodeccnoHaIn3Ma OpraHu3alui CTPIMEPCKUX KaMITaHUH.

4. OnpenenuTs CIEKTP PEKIAMHBIX HHCTPYMEHTOB, IPUMEHIEMBIX B COTPYAHUYECTBE CO CTPUMEPAMH.

5. IpoananuszupoBaTh 3(H(HEKTUBHOCTD PA3IMYHBIX CTPATErHil Ha TPUMEpPE KOHKPETHBIX KeilcoB (Assassin's
Creed Shadows, Cyberpunk 2077, Diablo V).

6. PazpaboraTh mpakTHUYeCKHE PEKOMEHIALMHU IO MHTErpalyy CTPUMEP-MapKETHHra B KOMMYHUKALIHOHHBIE
CTpaTEeTHH UTPOBBIX KOMITAHUH.

BuneourpoBasi uHIycTpUsi MpEACTaBIsIeT cO00H OBICTPOPACTYIIMH TIOOATBHBIA PHIHOK C MPOTHO3UPYEMBIM
yBeNnn4YeHneM Kanutanusanuu ¢ 42,16 mupa gomnapos B 2024 roxy mo 80,80 mupa k 2035 roxy [7]. Poct compo-
BOKAAETCSI SKCHAHCUEH CTPUMMHIOBBIX IIaT(OPM, TpaHC(HOPMUPYIOIINX TOTPEOICHNE UIPOBOTO KOHTEHTA.

KnroueBbiMu (hakTOpamMu pa3BUTHS BHICTYNAIOT AMBEPCU(UKAIMS ayAUTOPHU H PaclpoCTpaHeHUE MOOUIBHOTO
reliMuHra, a 00JayHble TEXHOJIIOTUH YCTPAHSIOT HEOOXOJMMOCTh B MOIIIHOM aNnapaTHOM obecrieueHud. B ycinoBu-
AX BBICOKOM KOHKYPEHLHMH KOMIIAHMM MEPEXOIIT OT TPAAULMOHHON pexyiaMbl K HH(QIIOCHC-MapKeTHHIY, TIe
CTPUMEPBI CTAHOBSITCS aBTOPUTETHBIMU UCTOYHUKAMHU JJIS ayiuTopuu [2-4].

HccnenoBanre 0OCHOBaHO Ha TMIOTE3€ O MPUHLIUITHAIBHOM Pa3Induu cTpaTteruii AAA-u3narenei, co3qarommx
MEIUacoObITHS, U Pa3padOTUNKOB MOOWIIBHBIX MPOEKTOB, OPUEHTUPOBAHHBIX Ha M3MEpUMYI0 KoHBepcuio. IIpo-
BEpKa I'MIIOTE3bI MO3BOJIUT ONPEACTUTh PaKTOPhl 3PPEKTUBHOCTH MAPKETHHTOBBIX CTPATETHA.

MartepuaJbl 1 MeTOABI HCCJIeA0BAHMIT

MeToponorusi ucciaeJoBaHUsI OCHOBaHA Ha TEOPETHKO-aHAIMTHYECKOM CHHTE3€, IPEAIOarallieM CUCTeMaTh-
3aLuI0 1 00001IeHNe TaHHBIX OTKPBITHIX UCTOUHUKOB ISl HOCTPOEHUS LIEJIOCTHOW MOJENH U3y4aeMoro (peHOMEHa.
BcmoMoraTenbHpIME HHCTPYMEHTaMH BBICTYIHIIM aHAIN3 BTOPUYHBIX JAHHBIX M Kec-CTaau MyOJIMYHBIX MapKe-
THUHI'OBBIX KaMITaHUH.

ba3a ncTOYHMKOB BKIIIOUMIIA OTPACIIEBbIE MaTepHallbl, IPECC-PENIN3bl U KOPIOPATUBHBIE OJIOTH, ONUCHIBAIOIINE
kamnanuu 1o 3amycky urp «Cyberpunk 2077» u «Diablo IV». JlomomHUTENbHO aHAIM3UPOBAINCH PEKIIAMHEIE
BO3MOXXHOCTH CTpUMHUHTOBBIX TaTdopm Twitch u YouTube.

Pe3yabTathl u 00cy:KI1eHuUs1

[IpoBeneHHBIN TEOPETUKO-AaHATUTUYECKUI aHaU3 BBISBIII KIIOYEBBIE 3aKOHOMEPHOCTH HCIIONB30BAHUS BUJIE-
00JI0TepOB U OHJIAWH-TPAHCISAINI B MAPKETHHTOBBIX CTPATETHsIX KOMIAHUNA Ha PBIHKE BHJICOUTD.

Ha ocHoBe BTOpHUYHBIX JaHHBIX pa3paboTaHa TUIOJIOTUS UIPOBBIX KOMIIAHWN 110 MHTCHCUBHOCTH U LIEJISIM HC-
NOJIb30BaHus cTpuMep-mMapketunra. Kpynusie nznarenn AAA-urp (Electronic Arts, Activision Blizzard, Ubisoft)
MPUMEHSIOT CTPUMUHT JUIS CO3JaHHUS MAacCOBOTO MHTEpEca W yNPaBICHUS peryTalnueil CBOMX MpoekToB. Mx rio-
OanbHBIE KAMIIAHWW MPHUBSI3aHbI K KIIOUEBBIM 3TalaM >KM3HEHHOTO LUKJIA IPOAYKTa U HampaBlieHbl Ha (OPMHUPO-
BaHME BOCIIPHUATHS UTPBI KaK 00s13aTEIbHOM K MPUOOPETEHHUIO.

B otnume ot HUX, n3narenn MoOmIbHBIX free-t0-play npoektoB (MiHoYo, Playrix) cocpenoroueHs! Ha psiMOi
KOHBepcuu U yBenuueHnu LTV kimeHrta. MIX cTpareruss OCHoBaHa Ha MacCOBBIX TOUEYHBIX KaMIIAHUSAX CO CTPOTO
periIaMeHTHPOBAaHHBIMM MHCTpyMeHTaMHu st orciexuBanusi ROL. OtaenbHyl0 KaTeropuio COCTaBJISIOT WHIAW-
pa3paboT4rKH, AJISl KOTOPBIX COTPYIHHYECTBO CO CTPUMEPAMHU MPEACTABIAET AOCTYIHYIO albTepPHATUBY TPaJUILIH-
OHHOM peKJame.

[IpumeuatensHo, uto momynspHele nHAU-Urpsl (Fall Guys — 253 mutH, Phasmophobia — 128 mnn, Palworld —
121 MJIH) aKTUBHO HCIIONIB3YIOTCS CTPUMEPAaMU AJISl PACIIMPEHUs ayAUTOpUH, cocTaBisist 1% oT obuiero yucna uH-
mu-TipoekToB [8] (puc. 1).
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INDIE GAMES ACCOUNT FOR %5
OF THE TOP GAMES ON LIVE STREAMING

. AAA Games Indie Games

Q119 Q120 Q121 Q122 Q123 Q124 Q1'25
*Indie game classification is based on the IGDB r STREAM

and only includes titles released since 2017 “TOPRO0 games by hours watched per respective quarter

Puc. 1. CootHomenne AAA u WHAU-UTP HAC CTPUMUHTAX 3a IEpUOJ TepBoro kBaprana ¢ 2019 mo 2025 ro.
Fig. 1. Ratio of AAA and indie games on streaming for the first quarter of 2019 to 2025.

Ha ocHoBe aHann3a MapKETHHIOBBIX NMPAKTHK B UTPOBOM MHIYCTPUH MOXKHO BBIICIHTH ClEIyIONHe (hOopMaTh
COTPYJHHUYECTBA CO CTPUMEPAMH, KOTOPbIE CHCTEMATH3UPOBAHBI 110 KPUTEPHIO YPOBHS KOHTPOJISI KOMITAHMH Hal
peKIaMHBIM cooOeHneM (Tabnuua 1).

Tabnuna 1
CucremaTu3anysi OpMaTOB COTPYIHHUYECTBA IO CTETICHH KOHTPOJISI KOMMYHUKAIHH.
Table 1
Systematization of cooperation formats according to the degree of communication control.

VYposeHb dopmart TpaHCI- CyILIHOCTh U MEXaHHU3M PEAIN3aALIH KnroueBasi KOMMYHUKaTHBHAsS

KOHTPOJIS 12078 3aa4a

Bricokuii KopmnoparuHsie ITonHOCTBIO yIIpaBiIsieMble KOMIIAHUEH ObecnieueHne NPSMOTO B3aHMO-
MBEHTHI (Harmp., MEANACOOBITHS C TLIATENBHO BBIBEPEH- | AEHCTBHUS C KOMBIOHUTH, aHOHC
Nintendo Direct, HBIM CLIEHapUeM U KOHTEHTOM MPOAYKTOB U (HOPMHUPOBaHUE
PlayStation State of HH(POPMAITHOHHOM MOBECTKH 03
Play) PHCKA UCKaKCHHUS KITFOUEBBIX

COOOILIEHUT

Cpennuit Cnoncupyemas Komnanus yctaHaBmuBaeT paMKu O¢ddexTuBHOE CoueTanme TOBE-
UHTErpalys U paH- | (OFOIKET, KIIIOYEeBBIE COOOIICHUS, CPO- | pHS ayAUTOPUH K HHQIIIOEHCEPY
HUH JOCTYyI KH), HO JICTIETUPYET CTPUMEPY [IPaBoO HA | C JOHECCHUEM 3aIlIaHUPOBAH-

AyTEeHTHYHYIO NI0Jjauy MaTepHuaja HOT'O PEKJIAMHOI0 IOChLIA

Huskuit Opranudeckoe becruiatHoe npenocTaBieHne KOUNA Coznanne eCTeCTBEHHOTO aXKHO-
YIOMUHaHHUE UTPBI OOJILIIOMY KOJHMYECTBY CTpUME- Taxa («xaina») v noay4yeHue
(«Keymailingy) poB 0e3 Kakux-TMO0 yCIOBHI, B pacyeTe | HEMpPEAB3ATON 0OpaTHOM CBSI3U

Ha €CTECTBEHHBIM MHTEPEC K MPOJIYKTY | OT IeJIEBOH ayIuTOPUHU

OtoT hopMmar Mo3BOJSLET HATIISAHO CPABHUTH XapPAKTEPUCTHKH KaXKAOTO TOAX0/a U MPOWIIIIIOCTPUPOBAThH 3aBH-
CHUMOCTb MEXY BBIOpAaHHBIM ()OPMATOM U CTENICHBIO YIPABISIEMOCTH KOMMYHHUKAIHEH.

Bricokuii ypoBeHb MpodeccHoHAIN3MA, I MTPOJIAKIIH, XapaKTepeH JIjIsi KOPIIOPATUBHBIX HBEHTOB H JIOCTUTA-
€TCA 3a CUCT NPHUBJICYCHUSA HpO(beCCI/IOHaHLHI)IX MMPOAOCEPCKUX KOMaHA, COCHAPUCTOB, BEAYIIHUX W MOJCPATOPOB.
Ero ocHOBHOW menbplo SIBISETCS CO3AaHUE M MOJJAEpKaHWe Oe3ynpeuHoro ummumxka OpeHaa. [ns wxan-
Ppa3paboTUMKOB 1 HUIIEBBIX MPOEKTOB XapaKTepHa CTpaTernyeckasl yCTaHOBKA Ha ayTEHTHYHOCTH B yIIepO Mpou3-
BO}ICTBGHHOf/i IIOJINPOBKE. B To xe BpEMs, OIIBIT CTPUMEPOB OKA3bIBACT MOJIOKUTCIILHOC BJIMAHUC HA TOBEPUEC 3PU-
TeJIeH, YTO TOBOPHUT O TOM, YTO ONBIT CTPUMEPOB UIPAET PELIAIOILYIO POJIb B (YOPMUPOBAHUH JTOBEPHSI U JOCTOBEP-
HOCTH cpean notpeduteneit [1]. TakcOHOMUS peKJIaMHBIX HHCTPYMEHTOB J€MOHCTPUPYET 3BOJIIOLUIO OT 0a30BBIX
(hopMaToB K KOMIUIEKCHBIM THOPUIHBIM pelieHus M. D(P(PEKTUBHOCTh M3MEPSETCsl Yepe3 CHCTEMY TOKa3aTelei:
y3HaBaeMOCTh, BOBJIEYUEHHOCTb, KOHBEPCHS U yepkaHue [6].
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Ananu3 kammnanun «Assassin's Creed Shadows» moka3zain 11e51eBoii 0TOOP pEeBaHTHBIX CTPUMEPOB JJIs TeHEepa-
[IMM KOHTEHTa npu Oromkere $1.48-2.78 MIIH, 4TO MOATBEPKAACT MPUOPUTET BOBICUEHHOCTH HaJl MAaCCOBBIM OXBa-
toMm [10]. B mpomsmxenru Cyberpunk 2077 mcrnonp3oBaH MHOTOKAaHAJIBHBIN ITOAXOJI, COYETAIONINIA MH(IIOCHC-
MapKeTHHT, Kpocc-OpeHaunar ¢ OnePlus n Mepyangai3uHr 11 co3manus 3ddexra TOTambHOro Morpyxenus [5].
Crparerust Diablo IV ocHOBaHa Ha cTpaTernueckoM cuMONO3€ ¢ CO3/AaTeNsIMH KOHTEHTA, TOJITOCPOYHBIX MapTHep-
CTBaX ¥ pa3HO(OPMAaTHOM KOHTEHTE, YTO 00ECTIEUIIIO ayTeHTUIHOCTh U TTyOOKYIO BOBJI€UYEHHOCTh ayauTopuu [9].
Bo Bcex ciyuasx 3¢ ¢ekTHuBHOCTE omnpenenniach He 00beMOM WHBECTHIINN, & CTPATErHYECKON COTJIACOBAHHOCTHIO
noaxonos. IloaTBepaunace MCXogHasi THIIOTE3a O TOM, YTO KpymHbIe m3aaTen AAA-urp u pa3pabOTUUKH MO-
OomnpHBIX free-t0-play mpoekToB, Oyaydd OAMHAKOBO aKTHBHBIMH ITOJIb30BaTEIMHA JAHHOTO MHCTPYMEHTA, TIpe-
CIIETYIOT pa3TMYHbIE TIeITH.

[IpakTrdeckas 3HaYUMMOCTb HCCIIEIOBAHHS 3aKII0UYaETCA B Pa3paboTKe CTPYKTYPHUPOBAHHOTO MOAXOa K MJIaHU-
pOBaHMIO CTpUMeEp-MapKeTuHra. [lepcrekTHBHbIE HANpaBlIeHUsI UCCIEIOBAHUN BKIIIOYAIOT KOJIMYECTBEHHBIN aHa-
3 3 pexTHBHOCTH (POPMATOB, W3YUECHHE PETHOHAIBHBIX 0COOEHHOCTEH M JOITOCPOYHOTO BIHSIHHUS Ha JIOSITb-
HOCTh K OpeHgaM. OTIeNnbHBIH HHTEpEC MPEACTaBIISIOT 3THIECKUE aclIeKThl B3aMMOJICHCTBIS KOMIIAHUN M CTpUMe-
POB, BKJIIOYAsl IIPO3PAYHOCTh CIIOHCHPYEeMOro KoHTeHTa [12]. Ocolyr aKkTyalhbHOCTh MUMEIOT PErHMOHAIBHBIC HC-
CJEIOBAHUSI, B YACTHOCTU aHaiu3 peiHKa FOro-BoctouHolt A3zuu, re IpOrHO3UPYETCSl POCT MOIb30BATEIBCKOM
6a3bl1 10 152,31 min k 2030 rogy npu yBenuueHnH npoHukHosenus ¢ 17,13% no 21,02% [11].

BriBoabI

IIpoBeneHHOE WCCieOBaHNE TMO3BOJMIO JOCTHUYD TOCTABICHHOW IENH W CHCTEMATH3MPOBATh COBPEMEHHEIC
MPAKTHKU HCIIONB30BaHUS BHEOOIOTEPOB M OHJIAWH-TPAHCIALNMNA B MapKETHHTOBBIX CTPATETHUSX KOMIIAHUHN Ha
pBIHKE BHIEOUTP. B pesynbrare TeopeTHKO-aHATUTHYECKOTO CHHTEe3a Oblia pa3paboTaHa KOMIUICKCHAsT MOJCIb,
OTMCHIBAIONIAsl TAHHOE SIBIICHHE Yepe3 MPHU3MY KIFOUEBBIX MapaMEeTPOB: THUIOJIOTUU KOMIIAHHM, KilacCH(UKAIH
(hopmaToB, ypoBHEH MpodeccHoHATN3MA U HBOIIONUN PEKIAMHBIX HHCTPYMEHTOB. OCHOBHOHM BBIBOJ paOOTHI 3a-
KITFOYAaeTCsS B TOM, YTO COTPYAHHYECTBO CO CTPHUMEpaMH TPaHC(HOPMHUPOBAIOCH U3 IKCIIEPUMEHTAIFHOTO TaKTHYe-
CKOT'O MHCTPYMEHTa B HEOTHEMJIEMBI U BBICOKOAJANTHBHBIA KOMIOHEHT MapKETHHIOBOTO MHUKCA UIPOBBIX KOM-
nauuit. [IpogemoHcTprpoBaHo, 4T0 3()(PEKTHBHOCTH STOTO KaHala KOMMYHHKAIIMH HOCHT JETEPMHHHPOBAHHBIH
XapaKTep W HaNpSMYIO 3aBHCHT OT CTPATETHYECKOI COTIACOBAaHHOCTH MEXIy BBIOPaHHBIM ()OPMATOM, YPOBHEM
NPOM3BOJICTBEHHBIX CTAHIAPTOB, HAOOPOM PEKJIAMHBIX HHCTPYMEHTOB, C OJJHOM CTOPOHBI, U CHIeNU(UKON 1eJIeBOH
ayJUTOPUH B KOHKPETHBIMU MapKeTHHTOBbIMU KPI — ¢ apyroii. BeisiinenHast tuddepeHnmanysi crpateruii Mexmy
KPYITHBIMH H3/aTeSIMA, MOOWIBHBIMU pPa3pabOTINKaMU W WHAH-CTYJUSMH TIOAYEPKHUBAET OTCYTCTBUE YHUBEp-
CaJIbHBIX PEUICHUH U TIOATBEPKAAET TE3UC O HEOOXOAUMOCTH TTyOOKOTO CErMEHTHPOBAHHUSI TTOIX0/I0B.

[epcrieKTHBBI JATBHEWIIETO Pa3BUTHS TEMBI BHUJSTCS B HECKOJBKMX HampablieHHsX. Hambosee akTyalbHBIM
SIBIISIETCS TIPOBE/ICHUE KOJIMYECTBEHHOTO aHanmn3a 3()()EeKTHBHOCTH Pa3iINYHBIX (JOPMATOB WHTETPAIUN HAa OCHOBE
big data miardopm, YTO MO3BOIUT MEPEUTH OT KAYECTBEHHBIX MOJIENIeH K M3MEPUMBIM KOPPEISAIUIM MEXITy Imapa-
METpamMH KaMTIaHWH W KIFOYEBBIMA METPHKAMH, TAKUMH KaK BOBJIEYCHHOCTh M KOHBEpCHs. 3HAYMTENbHBIN Hayd-
HBIA U PAKTUYECKUN UHTEPEC MPECTABISIECT CPABHUTEIBHBIN KPOCC-KYJIBTYPHBIN aHAIN3 CTPATETHH B Pa3INIHBIX
peruoHax, Bximoyast CeBepHyto Amepuky, Eporty, Asuto u ctpansl CHI', rae KynapTypHbIe 0COOCHHOCTH M MOJEIH
MeIManoTpeOIeHNsT MOTYT MOPOXKIATh CYIIECTBEHHO Pa3InYaloNINecs MPaKTHKH.
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