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GAMIFICATION TYPES

Abstract: The article reviews the classification of gamification types as well as some of their positive and
negative characteristics. There is no agreed classification among the experts in the field and there is no right
or wrong type. The interested parties must be familiar with the potential of the different types in order to
select the most appropriate one.

Author information:

Valeriya lvanova Keywords:
PhD student gamification, gamification types, game
at Konstantin Preslavsky — Universiry of Shumen elements, game design techniques,
>4 v_ivanova@shu.bg education, marketing
(® Bulgaria

eliMu(UKaIyiITa € YeCTO CpElIaHo SBICHHE BBHB BCHYKHM OOJACTH HA JKMBOTA HH.
HOTCHHI/IEIJTI)T U BBb3MOXHOCTUTC 3a MOTHUBALIMA KOUTO IIpEajiara FCI\/'IMI/I(i)I/IKaHI/ISITa Cce
mpujarar B dYacTHHS ceKtop W OmsHec cpemute (Alcivar, Abad, 2016), B
3apaseonasBanero (Jonson et al 2016) B xbpikaBaust cextop (https://kasovbon.bg/), o6pasosanuero
(Dicheva et al 2015), B nenpasurenctBenus cextop (https://www.theguardian.com/voluntary-sector-
network/2014/apr/17/gamification-charity-gaming).
Haii-o0mio reifiMudukaimsra ce pasriiexa KaTo W3IMOJI3BaHe HA CJICMEHTH XapaKTepHU 3a
ou3aiiHa Ha wurpu KbM HeurpoBu KoHTekcTH (Deterding, Dixon, Khaled, & Nacke 2011).

Pa3HoOOpa3uero Ha e€JEMEHTHTE XapakTepHH 3a [Ju3ailHa Ha WIPU, NPWIOKEHHETO Ha
reiMuUKalMATa U Pa3UYHUTE BHJOBE IeMU(UKAIMS € roisMo. B HacTosAIIOTO MpoydBaHEe €
HalpaBeH Iperies Ha pa3JIuyHUTE BUIOBE reiMUQUKanus.

B onur na ce xapakrepuzupar Bujoete ,reiimudukanus K. Kapp nedunupa nsa ocHOBHU
BUJIa FreAMU(pUKAIUS:

CrpykTypHa reiimupuxanus (structural gamification) e npuIOKEeHUETO HA UTPOBHU EIIEMEHTH
32 TIOATHKBAaHE Ha JIEHCTBHE OT CTpaHa Ha YYallus 4pe3 ChAbPKAHHETO 0e3 TO Ja ce HM3MEeH.
ChpabpKaHHETO HE ce U3MEHS 3a Jia M3IVIeKJa KaTo Mrpa, a c€ MPOMEHs CTPYKTypaTa OKOJIO KOSTO €
opranusupano. Ilpu To3m BHJ TeWMUUKAMs OCHOBHHS (DOKYC € BBPXY MOTHBHPAHETO Ha
YYacTHHUINTE J]a IPEMUHAT Mpe3 [AJI0TO ChAbPKaHNUE U Jja ObAaT aHTaKUPaHU 3a y9acThe B Ipoleca
Ha oOy4yeHHe upe3 pa3iuyHd cTuMynd. Haii-duecTo M3MON3BaHMTE €JIEMEHTH MpPHU CTPYKTypHATa
refiMuQuKanys ca: TOUYKH, 3HAYKH, MOCTKEHHsT M HUBa. Cpemar ce u Tabio ¢ Kiacaluu, KakTo U
npociensBaHe Ha y4eOHHMs Mporpec 4pe3 JIeHTa Ha Hampeabk. Moxe aa ce 100aBH M COLMAIHO
U3MEpEHNE Ype3 Bb3MOKHOCTTA TE€3M NMOCTHKEHHS J1a CE CIOAENAT. Bblpeku, ue € Bb3MOXKHO J1a ce
JO0ABST TePOU, UCTOPHS U JIP. EIEMEHTH, ChIIbP)KAHUETO HE Ce W3MEHS, 3a Jia M3TJIekKAa KaTo Urpa.
(Kapp, K., 23.03.2013). I[Ipumep 3a cTpyKTypHa TredMH(UKanUs B PaMKUTE Ha EJICKTPOHHOTO
oOydeHue e MpH M3MBIHEHHE Ha MPEABAPUTEITHO 33/aJieHH YCIOBHUS, IIPHU YCIEIIHO 3aBbpIIBaHE Ha
yuebeH MOAYJ YHalIuAT /1a TOIy4Hr 3HaYKa, a y4acTBa B KIacalus U JIp.

Karl Kapp nedunupa CIIETHUTE KaTeropuu CTPYKTYpHa reiMuuKanms
(https://www.linkedin.com/pulse/types-structural-gamification-karl-kapp/: 22.08.2016):
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¢ basupana Ha urpu (game-based) — mpu To3u BuA reiMH(PHUKALINS YIAIIUAT HMa B3MOKHOCTTA
Jla UTpae 3a KpaTKo JIeKa, pa3BJeKaTelHa Urpa, KOATO He € CBbp3aHa ¢ 00yueHHeTo, a e/l TOBa J1a My
ObIe 3a7a1eH BpIpoc 1o yuebuns marepuan. Cien ToBa OTHOBO Jla UTpae Urpara Ciie, KOsSTO OTHOBO
cnenBa BbIpoc. Maedra e ywyammar aa ,,M30MCTpH IlaBaTa™ CHM M Jla UMa Harjacarta Ja pernu/na
OTTOBOPH Ha BBIIPOCA, CJIEI KOETO Ja MOWrpae OTHOBO 3a KpaTko. OOMKHOBEHO B OOyUEHHETO Ce
BKITFOYBAT KOMEPCHAITHU UTPH KaTo ,,Angry Birds®, “Bejeweled” u np. CpabpikaHneTo Ha urpara He €
CBBP3aHO ChC CBHABPKAHMETO Ha 00ydeHHeTo. Mrparta TpsOBa Aa HaChpyd y4allus Oa HPOIBIDKU
00ydYeHHUEeTo U J1a Urpae urpata.

e basupaHa Ha ChCTE3aHME - WIPAYbT TPsIOBa JAa OTTOBOPH HA 3aJa/ieH BBIPOC MPEAr APYTHUs
urpad, B paMKHTE Ha TpeIBapUTENHO ompeneneHo Bpeme. OChIIECTBSBA c€ C IMOMOIITa Ha
WHTEPAKTUBHO MPHUJIOKEHHE (C BUICO U BBIIPOCH) M OCHUTYPSIBA BE3MOKHOCT 32 KOMYHHKAITHS MEXTY
UrpavuTe, KaTto Ieyeau TO3M, KOUTO nMa Hail-MHOTO ToukH. CTpyKTypHara reiimupukanus 6azupana
Ha ChCTE3aHUE MMa U TabJIO C KJIacallly 32 ChbPEBHOBAHHUS C IPYTUTE yUaIllH.

e bazupana Ha Tporpec — OOYYEHHETO € OpPraHM3MpaHO KAaTo MPH pellaBaHe Ha BBIIPOCH,
y4aluys ce CTpEMU Ja IOCTUTHE LeITa Ha UrpaTa: “Ia ce U3Kadu 0 BbpXa Ha IUlaHuHata Beopocute
ca CBBP3aHU JUPEKTHO C Y4eOHOTO ChIbp)KaHUE M YUAIIUAT TIeYesd OIUT, 3HAaYKH U IPEMUHaBa HUBA
0 mocturaHe Ha Bbpxa. ChOTBETHO NPH TPEUIeH OTrOBOpP C€ HaMasgBaT TOYKH. [a3W KaTeropus
CTpyKTypHa reiimudukanus e OazupaHa Ha MeXaHHKa ,,CbcTe3aHHe N0 (huHama“, KOSTO MOTHBHpA
yualuTe Ja Mpeau3BUKBaTr cede CH.

e bazupaHa Ha 3HAYKW — NPU TO3M BHJ eMU(UKAIMS HA y4Yallusl C€ MPUCHKAAT 3HAYKH 32
yCBOsIBaHE Ha ompezaeneHo ymenue. Cuctemara e 0asupaHa Ha MHKpPOKpeauTHB (micro-credentials).
Ha wunrepner ctpanunata Ha EBpomeiickaTa KOMHCHS TEPMUHBT ,,MUKPOKPEIUTUB € NeQHuHUpaH
KaTo: JIOKA3aTEeJICTBO 32 PE3yNITATUTE OT OOYYSHNUETO, KOUTO YUallus € IPUI0OHII Clle]] KpaTKo y4eOHO
npexuBsiBaHe. Te ce MPUCHKIAT Ciie]] 3aBbPIIBaHEe Ha KPATKH CAaMOCTOSITEITHH KypcoBe (MIIM MOYJIN)
MPOBEKIaHN Ha MSCTO, OHNaiiH win B cMeceH (opmart. (https://ec.europa.eu/education/education-in-
the-eu/european-education-area/a-european-approach-to-micro-credentials_en).

CrpykTypHaTa TedMUQUKaNWs € CpaBHHUTENHO JIeCHa 3a MpuiaraHe, ThHA Karo UMa TOTOBU
pemreHus/muiatGopMu, TS € U Hail-4ecTo pasnpocTpaneHarta B ooydenueto. (Kapp, 2014) Be3moxHO €
Jla ce HampaBu U 0e3 criernuaneH codpryep, HO KOHTPOJIBT U OpTaHU3aIMATA IIIe OTHEMAT MHOTO BpeMe
OT CTpaHa Ha IpernojaBarens. Thbii KaTO CTPYKTypHaTa reiiMdukamnus e OazupaHa Ha pellaBaHe Ha
pa3iIvyHU MallKH TECTOBE W M3MBIHEHHETO Ha 3a/adyd, TS MOXE Ja € MOIIEH HHCTPYMEHT IpH
npoclieisiBaHe Mpoleca Ha o0y4deHue, WAeHTH(GHUIIMpaHe Ha CHIIHUTE U clabu cTpaHW Ha ydalius, 3a
KOPEKIVsI U aIallTHPaHe Ha Ipolieca Ha 00ydeHue U U3IThIHEHUE Ha 3a][a/ICHUTE YIeOHU TIeITH.

leiimupuxanua Ha cwpabp:kanmero (content gamification) —  [elimudpukanusta Ha
CHIP)KAaHUETO € CBhp3aHa C NPUIOKEHHETO Ha €JIEMEHTH Ha WIpaTa M WUTPOBOTO MHCJICHE KbM
CHIBbP)KaHUETO, 32 J]a O M3MEHHU Taka, 4e J1a U3rJexkaa KaTo urpa. TakuBa eneMeHTH ca Jo0aBsiHE Ha
UCTOpHSI, 3all0YBAHE HA YpOKa He C IMpeJCTaBsHEe Ha IeNTe Ha ypoKa W HoBara MH(pOpMaius, a ¢
npenusBukarenctBo. (Kapp.K, 2013). OcHoBHaTa nien Ha TpPEAW3BUKATEICTBOTO € Jla IPEIU3BHKA
JF00O0NMTCTBOTO M OTKPUBATEIICKHS IyX OT CTpaHa Ha yJamure. [{a akTuBU3Mpa MUCIOBHUTE MPOLIECH
W J1a TY HalpaBH OT NTACUBHU y4allld KOHCYMAaTOPH B Ch3JIaTeNI U OPraHU3aTOPU Ha CBOETO 00yUYeHHE.
[Ipunaranero Ha Te3U €JIEMEHTH HE NMPEBPBIIAT ChABPKAHUETO B UTPA, a MPEIOCTABIT KOHTEKCT WU
JIEHOCTH, KOUTO CE M3MOJI3BAT B UTPHUTE U MPOCTO ' JOOABST BEPXY ChIbpikanuero. [Ipu To3n BUj
reiMuuKanys ypokbT/ yueOHUsI MOAYJ 3all0YBa C MCTOPHS, MPEIU3BUKATEICTBO, KOETO /1a yBIeue
yyaiusi B mporeca Ha oOydeHHe, MOJITHKBA IO KbM JEHCTBHE, 3a pa3jiuka OT oOpaTHUs, JTUHEEH
MOJIXOJT 32 OpraHu3alys Ha y4eOHOTO ChAbpXKaHE KAaTo cepHs OT BHJea 3a MPE/CTaBsSHE HA HOBUTE
KOHLEMIMH. Y4YacTHULIUTE B OOYYEHHETO ca IOCTaBEHM Mpel NPEeInu3BUKATENICTBO, HANpUMEp
MUCTEpHS KOSATO J]a pa3pemaT 1 1a OTKPUAT CKPUTUTE B JICKIUATA JOKA3aTEJICTBA, ITOJACKA3K! U IPYTH.
B TpamuimonHOTO OOyYeHHE YYMTEIAT 3alovBa ypoka ¢ ,,“JlHec me u3ydaBame ....“, Ipe3eHTHpa
uHpOpMaIuiITa, KOSATO Ipeacron. Hsima ro enemMeHTa Ha HW3HEHaJa U JKEJAHMETO 3a JEHCTBHE.
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OCHOBEH MHMHYC Ha Ch3AaBaHETO Ha MOAOOHU TeWMHU(PHUUMPAaHU ACHHOCTH, € 4Ye Ce Ch3JaBaT ChC
cTporo cnenu(puyHa e, I3UCKBAT CE CIIEIUAIHA YMEHHUS U ca CKbIH. JIpyT TeXeH MUHYC €, Y€ 9eCTO
HE MOTaT Jia ce MYJITHILTUIUPAT U MPHI0kKaT OTHOBO. OT TJiefHa TOYKa Ha MPEICTaBIHETO Ha 3HAHUS,
KOHTEHTHUTE PEICHUs 3a TeMU(HKaNUs ca MOAXOIIIIN MIPH MPEACTaBIHE HA HOBU 3HAHUS, KAKTO U
3a IMpoBepKa Ha Bede npenoaanenn koumenmu (K.Kapp, 2014).

B 3aBHCHMMOCT OT IUTaHUpaHUTE PE3yNTaTH M 3HAHUATA KOMTO TpsOBa Aa ce MpernojanaTr ce
mpuiara W pasnudeH Bup reiMudukanua. CTpykTypHaTa TedMuUKanus € MO-TIOAXOASIA IMPH
u3yyaBaHe Ha MaTephal CBbp3aH C KOHHOeNUuH M (aktuuecka uHpopmanus. [lpunaranero Ha
MEXaHUKHUTE XapaKTePHHU 3a CTPYKTypHaTa reiiMuukanus MOATUKBA y4yalluTe Ja MPEMHHAT Tpe3
MaTepuana, 0COOEHO TaM KbJETO HE ca IOCTaThuHO MOTHBUpPaHU. OT Apyra cTpaHa reiMudpuKaumsaTa
Ha CBHIBPKAHUETO € TO-MOIXOASIIA 332 pa3BUBaHE Ha MEKH YMEHHUS KaTo KOMYHHKALUS, JTHIEPCKU
yMmeHus. M300pbT Ha MOAXOMALINS MOIXOJ 3aBHCH OT IIPEKHUBIBAHETO KOETO OOydJaBamIus WMCKa 11a
ocurypu Ha yvarus. (Boller, Sh., Kapp, K., 2017).

Cnopen Ole Goethe BumoBeTe reliMuduKalys MpUIaraHd B €IHA OpraHu3allys 3a MPOMsHa Ha
MHCJIEHETO: CTPYKTypHa reiimudukaims u ceprosuute urpu (Goethe, Ole, 2019). Onpexnesnenuero 3a
CTpYKTypHa TeiimuduKkanus ce mpUIokpruBa ¢ ToBa Ha Kapp, a IMEHHO ,,eIEeMEHTH Ha UrpaTa Karo
3HAYKH, TOYKH, WH(OPMAIMOHHO TabI0 W HWUBa C€ MpHIararT KbM IIPOIECHTE H IEHHOCTHTE™.
Cepuo3nara wrpa ce pasriexia Karo IMpuiaraHe Ha paspaboTeHa Wrpa WIH CHUMYyJalus 3a IIeITH
pa3nvHU OT 3a0aBieHNe, KaTo HallpUMep CUMyJanus Ha o0y4yeHue.

K. Kapp otbensizBa, ye € BaXKHO J1a Ce HANpPaBH Pa3TpaHUUYCHHE MEXKIy WUTpa, CUMYINAIus U
reiiMudpukanys. CumysanusTa € cpefa ¢ KOHTPOJIMpPaH PHUCK, B KOSITO y4allUTe MpHiaraT MOBEACHUE
U CTpaTeTUHM XapaKTEePHU 3a PEaTHOCTTa, KAKTO M PE3yNTaTHTe OT cBoWTe pemieHus. CHMynanuuTe
MOTaT J]a C€ M3BBPIIAT OHJIANH, ChC CIIEIMAIIHA MMporpaMa (HampuMep 3a o0ydeHHe 3a KapaHe Ha JIeK
aBTOMOOWJI, CaMOJIET U Jp.) , ¥ JIMIE B JIMIIC, KaTO B TMOCJCIHUA CIy4all ce Hapuya ,,poJieBa Urpa“.
Brnpeku, 4e € BE3MOXKHO Jla Ce JJaBaT TOYKW M HArpajay 3a CTUMYJIMpaHe Ha JeicTBhe, (DOKYCHT MPH
CUMYJIAlIMSITa € BBPXY PEATHCTHYHHS OIHT, KOHTO TMpenocTaBs CHMYyJalusaTa, JO0KaTo TpU
reiMuduKanuaTa GOKychT HE € BbPXY BB3MPOU3BEKIAHE HA PEATHOCTTa, a BBPXY M0-aOCTPaKTHU
npexussiBanust (Kapp, K., 2014).

B 3aBuCHMOCT OT TOBa JIOKOJIKO YyYallMsiT € ,,[IOTONCH” B redMUQUKaIMsITa B Mpoleca Ha
oOydenue mMorar Ja ce audepeHnupar Tpu BuIa reiMUuUKaIus B 00pa3oBaHUETO:

® IBJI00KA - KOTAaTO YYCHUKBT € HAITBJIHO TIOTOTIEH B CBETA Ha UTPATa;

e JIeKa - KOTaTo B MpoIieca Ha 00y4YeHHe ce M3IOI3BaT CaMo eIEMEHTH OT UIpaTa;

e MEXXJIMHHA — TpeJACTaBIsiBA KoMOWHamms ot aApyrute 1Ba Bupa (Kappe. M,
https://ino.mgpu.ru/notes/gejmifikatsiya-v-obrazovanii/).

Yu-kai Chou paznens reiimudukarnusta Ha ABa BH/Ia B 3aBUCMOCT OT TOBA JI0 KaKBa CTEINEH TA
e BWAMMa WIW HeBuauMa 3a mnorpedurens. Cropen Hero ,refimupukanusra e ,,eMIUIMIUTHA
reiiMupukanms” (emplicit gamification) n ekcrummiurHa (explicit gamification). ExcrmunmTHaTta
reiMuuKanys BKIIOYBA CTPATETHH W3MOI3BAIIY MPUIOKEHHS, 32 KOUTO € BUAMMO, Y€ NPUINYaT Ha
urpa. [Ipu Hes moTpedUTENUTE ca HAsICHO, Ye UTPAsT Urpa.

UmnnmunutHara reliMudukanus e QopMa Ha Ou3aiiH, KOATO  M3MOJ3Ba HE3a0eNeKuMo
TEXHUKUTE 3a TehimMupukanus u 8 ocHoBHu apaiiBa (8 CDs ) ma Oxrammcuc pamkara (Octalysis
Framework) B moTpeburenckoTo npexuBsiBade. OKTaJIUCHC paMKaTa 3a redMU(UKAIUSI € Ch3aeHa
oT Yu-kai Chou. B ocnoBara u ca 8 ocHoBHH apaiiBa (Core Drives), Ha KOUTO ce 0a3upa 4oBeIIKaTa
motuBarusta. Ocemre npaiiBa ca: CD1 Enuuno 3nauenue u npusBanue (Epic meaning and calling),
CD2 - Passutne u mnoctmwxenue (Development and Accmplishment)), CD3 - Osnacrassne,
KpeaTuBHOCT M oOpatHa Bpb3ka (Empowerment of Creativity and Feedback); CD4 CobctBenoct u
Biaanenue (Ownership and possession); CD 5 - Couuanno BiaussHue u cBbp3aHocT (Social influence
and Reatednes); CD 6 Hemoctur u Herbprienue (Scarcity and Impatience); CD 7 - Henpenckazyemoct
u mobonutcTBo (Unpredictability and Curiosity); CD 8 - 3ary6a u usosrsane (Loss and Avoidance).
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PamkaTa e cp3mazeHa 3a aHalIM3 M M3TPaKIaHE HAa CTPAaTETMH B OCHOBaTa HAa Pa3IMYHHU CHUCTEMH,
KOWTO IPABST MI'PUTE TOJKOBA aHT@XMpaIld. PaMkara e cpeacTBO 3a aHAIM3, HO W WHCTPYMEHT 3a
mu3aiiH. Criopen cb3naTens i “Beska yclelllHa Urpa € HacoueHa KbM OMpeelieH IpaliB B HAC M HU
MOTHUBHUPA KbM Pa3IMYHHU PELICHUS] U ACWHOCTH.... 1 BCHUYKO KOETO M3BBpIIBaMe ce 0azupa Ha enuH
win nosede or §-te CD, Korato HsAMa HHTO €IMH OT TE3HW JpaiBbpuM B OCHOBATa HA JKEIAHOTO
JIeficTBHE, TO MOTHBAIIMATA € HYIa U He ce ciyuBa aeiictue”.(Yu-Kai, Chou, 2015:30-34). TexHukure
Ha MMJIMIUTHATA TeMU(UKAI BKIIOYBAT CEJIEMEHTH, KOUTO ITOHSAKOra ca HEBHIMMH JOPH H 32
notpeburens. Karo npumepu 3a Takaa reiiMudukanys B TuTepaTypaTa 4eCTO CE OMUCBAT - JIEHTaTa
3a Hanpeabk Ha Linked in, KOHKypeHTHaTa cucTema 3a HajJaBaHe W oOpaTHa Bpb3ka Ha Ebay u mp.
[Tpn mmiMTHAaTA reMUQUKAIAS MOTaT J1a e TOJI3BaT U IPYTd MOTUBATOPH KaTO 3HAYKH, KITaCalliH,
HuBa u 1p. [IpeaumMcTBara Ha TO3M BUA TeiMUHUKALNS €, Y€ TSI € TEXHHYESCKH JIeCHA 33 PUIIOKEHHE U
€ MOJXO/SIIa B IMOYTH BCEKH KOHTEKCT, HO OT APYra CTpaHa € IpeIroCcTaBKa 3a “MBbp3eNUB JH3aliH"
(lazy design ), mpu KOHTO KOMOMHANKATA OT TEXHHUKH € HAITBIHO HEyMECTHA U HEe BOJU A0 IMOCTHTaHe
Ha IulaHupanute OusHec wenu. (ttps://yukaichou.com/gamification-study/series-games-gameful-
design/?mc_cid=f1d9fe96db&mc_eid=79823ce266)

Crnopen Werbach, K. u Hunter, D. B 3aBHCHMOCT OT MPHUJIOKEHUETO Ha TeHMHU]UKAIUATA TS Ce

nudepeHnnpa Ha BbTPEIIHA, BhHIIHA U reidiMupuKanus 3a npoMsiHa Ha noenenuero (Werbach, K.,
Hunter, D., 2012).

e Brrpemna reiimudukanms (internal gamification) — Kkorato KOMIAaHWHTE W3MOI3BAT
rediMUQUKanyATa 3a MOBUIIABAHE HA MPOAYKTUBHOCTTA, OJAOOpSBaHE HA MPUITEICKUTE OTHOIICHUS,
3a mooOpsBaHe Ha OM3HEC Pe3yNTaTHTE.

¢ Brumma (External gamification) - mHacoueHa KBM KIMEHTHTE M HOTEHIIHATHUTE KIINEHTH 3a
MOCTUTaHe HA MAPKETUHTOBHU IIETIH.

o ['ciimudukarus 3a npoMsina Ha noBenenueto (behaviour - change gamification ) - Hacouena
KbM (POpPMHUPAHETO HA MOJIE3HU HOBH HAaBULIM CPEJl HACEJICHUETO.

Hpyra wnacudukarnus npemnara Yui-Kai Chou, TS € B 3aBUCHMOCT OT 00JjacTHTE Ha
NPUIOKEHHE:

e “IipoiyKkTOBa redMupuKaIus’”,

o “reliMurkanys Ha pabOTHOTO MSCTO”,

® “MapKeTHHT reiMpuKanms’,

e “remudukaiys Ha cruia Ha xxuBot”. (Yui-Kai Chou, 2015)

IMpeanpumemausT Yui-Kai Chou, koiito ce mpoBb3riacsBa 3a Typy Ha reiMupUKaImsTa
pasrpaHnvaBa ,reiMupuKanuaTa“ OT IJeJHa TOYKa Ha pa3Mepa Ha OpraHu3alusiTra, NpoOjeMuTe U
JKENIAaHWTE pe3ynTatd. Mankure CcTapTUpald KOMIIAHMM Cc€ HacodBaT KbM ,,[IPOJYKTOBA
reiMuuKanma’ c LeN ch3aBaHe Ha aTPAaKTUBEH MEUENMBII IPOAYKT; CPEIHHUTE 10 pa3Mep KOMIIaHUN
ce Haco4BaT KbM ,,MapKETUHI TreiMuuKanusa 3a NMpUBIMYaHE HAa HOBU KJIMEHTH M aKTHUBHOTO UM
aHT2)XHpaHe C TMPOJYKTUTE HA KOMIIAHHSTA; TOJIEMUTE KOMIIAHUH C€ HACOYBAT KbM IreiMUpUKAIHAS Ha
pabOTHOTO MSCTO 3a TPEHUHT Ha CIIy>KUTenu (0O0ydueHue Oe3 MHOrO yCWiIHe) W 3aTBbp)KAaBaHE Ha
YCEeIIaHEeTO 33 CONUIAPHOCT B ekuma. [ elimudurkanusaTa Ha CTHIA Ha XXUBOT ce Oa3upa Ha NpuiIarane
Ha JpaliBbpUTE KbM €XKCJIHECBHU HABUIM W JIEHHOCTM KAaToO YIPaBJICHWE HA CIHUCHIHU, M0-YECTH
TPEHUPOBKH, ChOYKAaHE HA BpeMe, IMEeHE Ha BOJA U JIp.

Ot HampaBeHUs JIUTEpaTypeH Iperjie] MOoXe Ja ce HanpaBd O0OOIEHHETO, Y€ B Hay4yHATa
JIUTEepaTypa HiMa €AMHOMHUCIINE M o0Ia Kiacupukanus Ha BuaoBeTe reiiMuukanus. To3u dakr e
JETEMUHHpPAH OT TOJEMUTE BB3MOXKHOCTH MW 00JacTH 3a pealm3anusi W TNPUIOKEHHE Ha
reiMuUKaINmaTa, KOUTO ca pa3HOOOpa3HW W HACOYEHW KBbM IMOJI00psBaHE HAa BHTPEIIHU M BHHIIHU
OusHec 1eny, 0e3 3HaYeHUE Jalld OpraHMu3alysiITa € B YaCTHHSA, AbPXKABHUS WM HENPAaBUTEICTBEHUS
CEKTOp, KaKTO M 3a MoxoOpsBaHe Ha JMYHUA KUBOT Ha uHAWMBUAA. [Ipu 1ulaHupaHe Ha eznHa
reiiMuuIMpana KaMIaHus TpsOBa Ja ce mo3HaBa MOTEHIKANA Ha BUJOBETEe reMMUpUKaIN, Thid KaTo
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3a YCICHIHOTO IpWJIaraHc¢ Ha ONpCIACICHAa CTpPAaTCrud 3a FCfIMPI(l)HL[HpaHC Ip;[6}3a Ja C€ B3€Mmar

MpenBuy pazHooOpazHu (akTOpW OKa3BalllW BIMSHHE BBHPXYy HM300pa Ha TpaBHIIHATA CTpPATETHA.

TakuBa (akTopH ca: cpeacTBaTa HEOOXOOUMH 3a pa3pabOTBaHETO M MpHJIaraHeTo W, BBTPELIHU U

BBHIIIHU 3a OpraHru3anusdTa IpaBujia (pT:KOBOI[CTBO, OCIn 1 I[p)

B zaxmrouenme Moke ga ce Kake, 4e HsIMa I0-T00bp WM HaW-TOO0Bp BUA TeWUMH(pHKAIIHL.

HpaBI/IHHOTO H3II0JI3BAHC Ha BHJA FCﬁMH(bI/IK&IIHH 3aBUCHU OT MHOTO IMPOMCHJIMBHU, KAaTO LEJICBATa

AyJUTOPHS - HAKOU YUaCTHUIIU obnyar Aa Urpast urpu, Jpyru He; KOHTCKCTa Ha O6y‘{eHI/I€TO; COIMuo-

KYJITYPHUTC HArjlaCu 1 O4aKBaHU HA YIaCTHUIIUTE U JP.
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