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CTATbA TMABHOIO PEOAKTOPA.
TPETU HOMEP XYPHAJIA BYOET MOCBSLLEH TM/IATGOPMEHHOMW 3KOHOMMKE U
UrPOBbIM TEXHOJ1IOMMAM B BUSHECE U OBPASOBAHUU

YBaXkaeMble yntatenu, uccnenosaTtenu, aBTopbl ctaten!

TpeTun HOMep XypHana B 3TOM roay pewwnu chenatb TeMaTUUYeCKUM.
Tema HoMepa: «[11aTQopMEHHasA IKOHOMUKE: UMPOBbIE MEXaHUKU, U u HoBble
6U3HEC-MOLAENN.

Mbl HaX0AMMCS B TOUKe BudypKauum, rae knaccmyeckas umdposmsaums ycry-
naeT MecToO 3KOHOMMKeE 3KoCcUcTeM U nnatdpopm. Uudposblie nnathpopMbl nepe-
CTanu 6bITb NPOCTO TEXHONOIMYECKOM HAaCcTporkon. OHU cTann pyHOAAMEHTOM, Ha
KOTOPOM CTPOUTCS COBpPEMEHHAS SKOHOMMYECKas, coumanbHasa n obpasoBaTenb-
Hasa 0esTeNnbHOCTb.

Heob6xoaAMMOCTb OBCYXAEHMA Hay4YHbIM COOOLWECTBOM 3asBNEHHOW TeMbl
obycnoBneHa cnegyLwmnmMm:

e MPOUCXOAMUT CMEHAa NapaAuUrMbl KOHKYPEHLUMUN (KOHKYPEHLUS TOBAPOB M YCNYTr CMEHAETCS KOHKYpeH-
umen nnathopmMm, ycnex KoOMnaHuUmn onpenensaeTcsd Tenepb He TONIbKO Ka4yeCTBOM NpoAyKTa, HO U Cno-
COBHOCTbIO BbICTPOUTb BOKPYF HEFO 3KOCUCTEMY, YAEPXKMBAIOLLYHO NOMb30BaTeNS);

e BONbLWY 3HAYMMOCTb NpUobpeTalnT renMnpuKkaLnsg n noBeaeHYeckass 3KoOHoMumKa (B YCI1OBUAX UH-
dOpMaLMOHHOM Neperpys3kn COBpeMeHHble MeToAbl MOTUBALMK U 0ByYeHUs TepatoT 3O PEeKTUBHOCTD,
UrpOBble MEXAHUKU CTAaHOBATCH KIOYEBbIM MHCTPYMEHTOM AN obecrneyeHus BOBIEYEHHOCTU CO-
TPYAHUKOB, NOBbIWEHUNS NOSANBHOCTU KIMEHTOB U reMMndukaumnm obpasosaTtenbHOro npouecca);

e MPOUCXOAUT UHTeNNeKkTyanmsauus nnatdopM (MCKYCCTBEHHbI UHTENNEKT CTaAaHOBUTCA SA4POM nnaT-
GOpPMEHHbIX peweHui, OT rmnepnepcoHanu3aumm NnpesnoXxXeHmin 0o NpeamKTMBHON aHaIUTUKN).

Moatomy Ang GOpPpMUPOBAHUA TPETLETO HOMEPA XypHana XAeM CTaTbW, NOCBSLWEHHbIE CleayloLWwmMm BOo-
npocam:

1. ®yHaaMeHT NNaTGOpMEHHONW IKOHOMUKU. DBoNuUnSa busHec-moaenen. Cetesble 3¢hdeKTbl nnaT-
dOpM U 3KOCUCTEM.

2.  ApxuTekTypa undposbix nnatdopMm. NMpoekTupoBaHue nNAaTPOPMEHHbIX SKOCUCTEM.

3. DKOHOMMWKa U ynpasneHue nnatdopmMamu.

4. Wrposble TexHonoruu n MN kak gpaneepbl pocta. lfenmmnpukaumna n UN: ot BoBneveHus K ceepxad-
dekTnBHOCTU. Kak nrpoBble MexaHUKN MeHaT HR 1 MapKeTuHr.

5. Tenmudukauyma B 6msHece. NpMMeHEHME UTPOBbIX MEXAHUK A1 YBENNYEHUS NPOAAXK, MOTUBALUMK
COTPYAHUKOB Y BHEAPEHUS KOPNOPaTUBHOM KYNbTypbl.

6. MWrposble TexHONOrnMmM B o6pasoBaHun. NpoekTnupoBaHne obpasoBaTesibHbIX NPOrpaMM Ha OCHOBE
CUMYNAaUMM 1 aenoBbixX Urp. OueHka 3 HEeKTUBHOCTU UTPOBOTro 06yYeHUs.

7. WU B PpyHKUMOHUPOBaHUM nnaTdopM. MNpeankKTnBHaga aHanuUTUKa A0S yoepXXaHug KnmeHtos. NN -
aCCUCTEHTbI B KIIMEHTCKOM CepBuUce.

8. byayuwee nnatdopMeHHON 3KOHOMUKU. OBCYKAEHME AONTOCPOYHbIX TPEHO0B.

Takum obpas3oM, npeacraBneHmne Ans WUpoKoro obCcyxaeHnsa HaydyHoOMy coobLecTBy cTaTen no nepe-
YMCNEHHbIM BOMNPOCAaM MO3BOAUT MPOBECTU aHaNU3 COBPEMEHHOIO COCTOSAHUSA U MepCnekTUB pas3BUTUS
nnaTopMeEHHON SKOHOMUKMU, BbISBUTb NyULLUNE MPAKTUKU NMPUMEHEHUA reMMUPUKaumnm gna pocra apdex-
TUBHOCTM BM3HEC-NpoLeccoB u ob6pa3oBaTebHOM AeaTeNbHOCTU, 06CYyanUTb 3TUYECKME, MPaBOBbIE U Opra-
HU3aUMNOHHbIE BbI30Bbl, CBAA3aHHblE C BHEAPEHMEM TEXHONOMMIA UCKYCCTBEHHOrO MHTENNEKTa B nnatdop-
MEHHbIE IKOCUCTEMBI, CHOOPMMPOBATL MY/ NPAKTUYECKMX peKOMeHaauni ansg 6usHeca, rocyaapCcTBEHHOMO
ceKkTopa U o6pa3oBaTesibHbIX YYPEXAEHUN, BbISBUTb HOBblE MCCNE[0BaTENbCKUE HAMPaBNEeHUS Ha CTbiKe
3KOHOMWKMN, COLNONOTNU, UHDOPMALMOHHbIX TEXHONOIMMIN, 06CyaANTb NepenoBble Neaarormyeckne NpakTuku
NOAroTOBKM KaapoB ANns LM@pOBON SKOHOMUKMN.

Mpuem cTaTen B TpeTMin HOMEP yXe BedeTcs. XXaem Balum pykonucu B cpok Ao 15.08.2026.

C yBa)KeHneM,

[71aBHBIV PEAAKTOP XKYPHA/IA,

Lupekrop MHCTUTYTa 3KOHOMUKU

HoBropoackoro rocyAapCcTrBEHHOIro YHUBEPCUTETA UMEHM ApocriaBa Myaporo,

KaHQA. 3KOH. HayK, AOLEHT B.A. TpugpoHoB
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EDITOR-IN-CHIEF’'S ARTICLE.
THE THIRD ISSUE OF THE JOURNAL IS DEDICATED TO THE PLATFORM ECONOMY AND
GAMING TECHNOLOGIES IN BUSINESS AND EDUCATION

Dear readers, researchers, authors of articles!

This year's third issue of the journal was themed. The topic is "Platform Economy: Game Mechanics,
Al and New Business Models".

We are at a bifurcation point where classic digitalization is giving way to an economy of ecosystems
and platforms. Digital platforms are no longer just technological enhancements. They have become the
foundation upon which modern economic, social, and educational activity is built.

The need to discuss the stated topic for the scientific community is due to the following:

e a shift in the competitive paradigm is underway (competition between products and services is
being replaced by competition between platforms; company success is now determined not only
by the quality of the product but also by the ability to build an ecosystem around it that retains
users);

e gamification and behavioral economics are becoming increasingly important (in the face of in-
formation overload, modern motivation and training methods are Losing their effectiveness, and
game mechanics are becoming a key tool for ensuring employee engagement, increasing cus-
tomer loyalty, and gamifying the educational process);

e platforms are becoming intellectualized (artificial intelligence is becoming the core of platform
solutions, from hyper-personalization of offers to predictive analytics).

Therefore, we are waiting for articles devoted to the following issues to form the third issue of the

journal:

1. The Foundations of the Platform Economy. The Evolution of Business Models. Network Effects of
Platforms and Ecosystems.

2. Digital Platform Architecture. Designing Platform Ecosystems.

3. Platform Economics and Management.

4. Gaming Technologies and AI as Growth Drivers. Gamification and AIl: From Engagement to
Superefficiency. How Game Mechanics Are Changing HR and Marketing.

5. Gamification in Business. Using Game Mechanics to Increase Sales, Motivate Employees, and
Embrace Corporate Culture.

6. Gaming Technologies in Education. Designing Educational Programs Based on Simulations and
Business Games. Assessing the Effectiveness of Game-Based Learning.

7. Al in Platform Operations. Predictive Analytics for Customer Retention. AI Assistants in Customer
Service.

8. The Future of the Platform Economy. Discussion of Long-Term Trends.

Thus, submitting articles on these issues for broad discussion by the scientific community will allow
us to analyze the current state and development prospects of the platform economy, identify best prac-
tices for using gamification to improve the efficiency of business processes and educational activities,
discuss the ethical, legal, and organizational challenges associated with the implementation of artificial
intelligence technologies in platform ecosystems, develop a pool of practical recommendations for busi-
nesses, the public sector, and educational institutions, identify new research areas at the intersection of
economics, sociology, and information technology, and discuss advanced pedagogical practices for train-
ing personnel for the digital economy.

Articles for the third issue are now being accepted. We look forward to receiving your manuscripts by
August 15, 2026.

Yours faithfully,

Editor-in-Chief,

Director of Institute of Economics

Yaroslav-the-Wise Novgorod State University,

Cand. Sci. (Economics), Docent Viadimir A. Trifonov
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