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PEDEPAT

[TosicHroBanbHa 3amucka: 66 c., 26 puc., 12 tabim., 5 nomartkis, 16 mxepern.

BpaxoByroun Te, 110 irpoBUii pUHOK TOCUTH BEJIMKUH B HAIIl 9ac, KOMIIAHIi, sIKi
3aliMarOThCA PO3POOKOIO 1rop IS MOOUIBHUX TUIATGOPM, 3MYIIEHI KOHKYpPYBaTH
MDK co0oro0. Tomy BHHHKae 1MoTpeba OyTH HAIICHUMH Ha KOPHUCTYBadiB, 1100
301IBIITYBaTH MPUOYTOK Ta 3MIIIHIOBATH MO3MIII1 KOMIIaHiI Ha PUHKY.

06 ’exm O0ocniodcenHss MAPKETUHTOBA NISUTHHICTD (PipMHU 3 BUPOOHMIITBA 1rOp
«Murkay.

llpeomem OocniodcenHs.: anrOpUTM KiacTepu3allii, MPOrHO3yBaHHS Ta aHa13
HAKOIMUYYBAJIBHOTO JIOXOAY IMICIsl MPOBEICHHS PEKJIAMHO1 KaMITaHii.

Mema Oocniddcenns: yTpUMaHHs ICHYIOUMX TPABIIIB 1 3AJIy4YE€HHSI HOBHX, Ha
OCHOBI LUIbOBUX MApPKETHHIOBUX PEKOMEHJAUld Mg Tpyl, L0 OTpUMaHl B
pe3yabpTaTl IpoUeaypy KiIacTepu3allii MHOKMHHM BUXIIHHX JaHUX 3 1H(OpMai€eo
npo KopuctyBauiB free-to-play rpu.

Memoou oocnidxcennss ma anapamypa: CTaTUCTUYHUN aHaAN3 0a3W JaHUX
IPaBIiB, PErPECIiHUI aHaMi3, SI3UK MaTeMaTUYHOro MojentoBaHHsa MatLab.

Exonomiuna egpexmuenicms. OUIKYETHCS TO3UTHBHOIO 3aBISKA HalaHUM
pPEKOMEHALISAM, SIK1 JJO3BOJIHIIN O 301TIBIIUTH 00’ €M MOKYTIOK JIOAATKOBUX PECYPCIB
JUTS TIPOXOJIPKEHHS PIBHIB Y TPl Ta 3MEHIIIUTH BUTPATH HA 3TyYCHHS] HOBUX I'PABIIIB.
B ingopmayitino-ananimuunomy po3oini Oyna posrisiHyTa JeTaidbHa CTPYKTypa
koMmmaHii «Murkay, HaBeJIleH1 METOIU BUPIILICHHS TOCTABJICHUX 3aa4: perpeciiHui
METOJ] TTPOTHO3YBaHHS, PO3PaXyHOK KOE(IIEHTY OKYIMHOCTI 1HBECTHIIIM, OCHOBHI
MOHSATTS Kiacu@ikarli Ta Kkiactepusaiiii, anroputm clope.

Y cneyianvnomy po3oini Oynao po3poOJICHO aarOpuTM KiacTepu3allii 3a
XapaKTepUCTHKaMH KOPHUCTYBayiB Ta OXapaKTEPH30BAHO KOKHUU 3 KJIACTEPIiB.
Hanani pexomenatiii 1mo/10 BTpUMaHHsI ICHYIOUHX TPaBIiB.

llpakmuuna yinwicme poOOTH TMOJATa€ y po3poOili  IPOrpaMHOIO

3a0e3nedeHHs 1J1s1 PO3MOIICHHS TPAaBI[iB HA KJIACTEPH Ta MOAAIBIIOTO X aHAII3Y.



Kniouosi cnoea : TPABELD , KJIIACTEPU3ALIA , KOE®ILIICEHT
OKVITHOCTI IHBECTULIIN , [TIPOTHO3YBAHHS , PEKOMEHJIALILS.
ABSTRACT

Explanatory note: 66 p., 26 pic., 12 tab., 5 appendices, 16 sources.

Given the fact that the gaming market is quite large, mobile gaming companies
are compelled to compete with each other.

Therefore, there is a need to be targeted to users to increase profits and
strengthen the company's position on the market.

Object of research: marketing activity of the company producing games.

Subject of research: clustering algorithm, forecasting and analysis of
accumulative income after an advertising campaign.

The purpose of the study is to retain existing players and to attract new ones.
That is based on targeted marketing recommendations for groups and on the obtained
results from the clustering procedure of the source data set with the information
about users of the free-to-play game.

Research methods and equipment: statistical analysis of players database,
regression analysis, mathematical modeling language MatLab.

Economic efficiency: expected to be positive due to the recommendations
provided, which would increase the volume of purchases of additional resources for
passing levels in the game and reduce the cost of attracting new players.

In the informational and analytical section, the detailed structure of the
company "Murka" was considered, the methods of solving the set tasks were given:
regression forecasting method, calculation of return on investment, main concepts
of classification and clusterization, clope algorithm.

In a special section, a clustering algorithm was developed based on user
characteristics and each cluster was described. Provided recommendations for
retaining existing players.

The practical value of the work is to develop software for distributing players

to clusters and further analyzing them.



