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CTATUCTUYHUI AHANI3 BIIUBY
KOHTEHTY, CTBOPEHOI'O CITOXXUBAYAMMU,
HA NOMAUT HA BIAEOITPU

STATISTICAL ANALYSIS OF THE INFUENCE
OF USER-GENERATED CONTENT
ON VIDEO GAME DEMAND

AHoTauis. Bctyn. Bigeoizpy € 4actiHoto 6a2aToMinbIpgHOi eKOHOMIKM 3 BE/IMKOI Mepesxeto po3pobHYKiB i2op, bi3Hec-iHBecTopiB,
BUQABLIB, AKI MPALIOIOTb HAY KOHLENTyani3auieto, CTBOPEHHAM i Pogaxkem i20p CNiIbHOTI, WO CKAAGAETLCH 3 MiJIbAOHIB IHOGeN.
Cepeg H1X TUCSIYI KYPHAJICTIB, aMaTopis i NpogecioHanis, siki gogaroTb g/1si KOXHOI 2Py OMMUCOBI TEKCTOBI MO3HAYKM, LLO gOnoma-
200Tb ONUCATU 2Py IHWMM | GO3BONIAIOTb CNIIbHOTI OPIEHTYBATUCA 30 JOMOMOR0I0 TePMIHIB, TeM i KAHPIB, AKi. XopOoLLMi Npogax
CTAE MUTAHHAM OTPUMAHHS IpnbyTKy abo noBepHeHHs iHBecTULil i 3a6e3neyerHs besnepepBHoi poboTy bi3Hecy, a MOXIMBICTb
MPO2HO3YBAHHS JOCA2HEHHS! MeBHO20 Mopo2y 6e330MTKOBOCTI MPOgaX, GONOMOXe MPUIHATH OiNbL 06 pyHTOBAHE Bi3HEC-pilleHHS.

Meta. MeToio gocnigxxeHHs € NPOBegeHHs CTATUCTUYHOR0 AHAAIZY BIINBY CYKYNHOCTI MO3HAYOK NMPOGYKTY HA JOCA2HeHHS
nopoay BoogiHHS Bigeozpoto moHag 500 000 KopuCTyBauYiB HA MAATHOPMI PO3MOBCIOGKEHHS i2op Steam.

Martepiaau i MeTogn. MaTepianamu gocnigxeHHs goctigxeHHs €: 1) Habip gamux «All Steam Spiele und deren Metadaten»,
L0 BK/IIOYAE MOBHY KOIeKLilo gaHux npo noHag 80 000 i2op, gocTynHux Ha naatgopmi Steam, pasom i3 ixHiMu MeTagaHumu;
2) npayi BiTYn3HAHMX Ta 3apyOiKHMX ABTOPIB, LU0 NPOBOGATb HAYKOBO-MPAKTUYHI GOC/IGKeHHS! pUHKY Bigeoi2op, 30kpema Logo
1020 BI/INBY HA €KOHOMIKY.

B npoueci 3givicHeHHs! gocaigxeHHs 6y10 BUKOPUCTAHO HACTYMHI HaYKOBi METOGU: HAOKONWYYBAHHS AKTIB, L0 MAOTh
BigHOLLIEHHS1 O 00'EKTA gOC/TIgKeHHS (Mige0TOBKA gaHMX g/1sl MOGAbLLIO20 AHAAI3Y); AHANI3y GaKTiB, BAACTMBOCTeH, pakTopiB
i IBULL 30 Pi3HUMM NOKA3HUKAMM | KpUTEPISMK (OLiHKG PO3M0giny Bigeoi2op 3 KiNbKICTIO BAACHHMKIB, MOPIBHSHHS, Kaacugikavis
Ta cMCTemMaTu3ayist Bigeoi2op 3a SKICHUMM XapakTepucTukamu); popmanisavii, aHanizy Ta cuHTesy (gas nobygosu 02iCTMYHOI
pe2pecii 3a1exHOCTi goCsi2HeHHS Mopory Bo0giHHA Bigeoepoto noHag 500 000 KopuCTyBadiB Big AKICHUX XAPAKTePUCTUK Bige-
02py; J102I4HO20 y3a=2a/IbHEHHS Pe3y/IbTaTiB (POPMYMIOBAHHS BUCHOBKIB).

Pe3ynbtatin. CTatTa NpuUcBAYeHa AHANI3y BIMBY CYKYNHOCTI TEKCTOBUX MO3HAYOK (Te2iB) NPOgyKTy HA JOCS2HEHHs Mopoy
BOJIOGiHHSI Bigeo2py Ha naatgopmi Steam, BUSIBNEHHIO B3AEMO3B'I3KY MiX XAPAKTePUCTMKAMM i20p i iXHiM KoMepuiiiHUM ycri-
XOM. ABTOPOM BMCYHYTA 2in0Te3a Logo BIIMBY OMMUCOBUX MO3HAYOK MPOGYKTY (Te2iB) Ha MonuT Td, BIGMOBIGHO, HA KOMEPLIiiHMIA
ycnix Bigeoizop Ha naatgopmi Steam. MobygoBaHo Mogeni 102icTnyHoi peapecii, 106 gocniguTu Lio 3aaexHicTb. lpoBegeHo ROC
aHania gas ouiHku GiHapHoi knacugikawii, oLiHKM YyTAMBOCTI Ta creumPidHOCTi Mogeni. BusiBieHo, Lo po3ni3HaBabHi 3giOHOCTI
Mogesi 3 ypaxyBaHHSM YyTAMBOCTI Ta creun@idHOCTi € BUCOKMMM, IPOTe MOGe/b Kpale KAacugdikye HeeaTmBHI BUNAGKM.
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[epcnekTnsn. B noganbLumx HayKoBMUX qOCIgXKeHHAX MPONOHYETbCA 30CepeguTi yBay Ha gogaTKOBMUX ACMEKTU KOHTEKCTY,
TaKi SIK MAPKeTUH20BI KAMMAHIl, 4ac BUXOgy 2py, KOHKYPeHUisi Ha PUHKY Ta iHLi paKTOPK, TAKOX MOXYTb BIIMBATY HA YCTILLHICTb
2py. BK/toueHHs Lnx pakTopiB y MOgesb Moxe NOKPALLMTH ii IPO2HOCTUYHI MOXJ/IMBOCTI.

Knrouosi croBa: Bigeoizpu, Steam, koMepLiviHnii ycnix, TeKCTOBI MO3HAYKM NPOGYKTY (Teau), i2poBa iHGyCTpis, 102iT-MOgesb,
ROC-kpuBa.

Summary. Introduction. Video games are part of a multi-billion dollar economy with a large network of game developers,
business investors, publishers working to conceptualize, create and sell games to a community of millions of people. These include
thousands of journalists, amateurs, and professionals who add descriptive text tags to each game to help describe the game to
others and allow the community to navigate through terms, topics, and genres. A good sale becomes a matter of making a profit
or return on investment and ensuring the continuous operation of the business, and the possibility of predicting the achievement
of a certain threshold of break-even sales will help to make a more informed business decision.

Purpose. The purpose of the study is to conduct a statistical analysis of the effect of a set of product marks on the attainment
of a video game ownership threshold of more than 500,000 users on the Steam game distribution platform.

Materials and methods. The research materials of the study are: 1) the dataset “All Steam Spiele und deren Metadaten”, which
includes a complete data collection of more than 80,000 games available on the Steam platform together with their metadata;
2) the works of domestic and foreign authors conducting scientific and practical research on the video game market, in particular
regarding its impact on the economy.

In the process of carrying out the research, the following scientific methods were used: accumulation of facts related to the
object of research (preparation of data for further analysis); analysis of facts, properties, factors and phenomena according to
various indicators and criteria (estimation of the distribution of video games by the number of owners, comparison, classification
and systematization of video games according to qualitative characteristics); formalization, analysis and synthesis (to build
a logistic regression of the dependence of reaching the threshold of ownership of a video game by more than 500,000 users on
the quality characteristics of a video game; logical generalization of the results (formulation of conclusions).

Results. The article is devoted to the analysis of the influence of a set of text marks (tags) of the product on reaching the
threshold of ownership of a video game on the Steam platform, to the identification of the relationship between the characteristics
of games and their commercial success. The author puts forward a hypothesis regarding the influence of descriptive product marks
(tags) on the demand and, accordingly, on the commercial success of video games on the Steam platform. Logistic regression
models were constructed to investigate this relationship. ROC analysis was performed to evaluate the binary classification, to
evaluate the sensitivity and specificity of the model. It was found that the recognition abilities of the model, taking into account

sensitivity and specificity, are high, but the model better classifies negative cases.
Prospects. Further research suggests focusing on additional aspects of the context, such as marketing campaigns, game
release time, market competition, and other factors that may also influence game success. Including these factors in the model

can improve its predictive capabilities.

Key words: video games, Steam, commercial success, product tags, gaming industry, logit-model, ROC curve.

oCTaHOBKA mpoobgemu. Bimeoirpu € wacTuHOIO

0araToMibAPAHOI EKOHOMIKY 3 BEJIMKOIO Mepe-
JKero po3poOHUKIB irop, 6i3Hec-iHBecTOpiB, BUAABIIIB,
AKi TpaIionTb HaJ KOHIIENITyai3aielo, CTBOPEHHAM
i mpozaskem irop CIiJIbHOTI, ITII0 CKJIAAETHCA 3 MiJIbHO-
HiB gozmeii. Cepen HUX THUCAYI JKYPHAJIICTiB, aMaTOpiB
i mpodecionasis, AKi JOmAIOTH O/ KOMKHOI I'PU OIIU-
COBi TEKCTOBi ITO3BHAYKM, IO AOIOMAralOTh ONHCATH
Ipy iHIMUM i TO3BOJAIOTH CIIIJIBHOTI Opi€eHTYyBaTHCA
3a JOIIOMOTOIO TepMiHiB, TeM i sKaHpPiB, AKi.

Sx1ro 3ocepenutuca Ha pedIeKCUBHOMY acleK-
Ti, TOAi mocTae 3amIMTAHHA: YU MOJKE TEKCT ITUX
MO3HAYOK BimoOpaskaTu Te, HacKiJIbKu mobpe rpa
OpPOJAaETHCA BUMIiPIOBAHUM UYMHOM, 3aMiCTh TOTO,
mpo 1o BoHa? Pospobka Ta mybaikaria Bimeoirpu
€ HaJ3BUYANHO MOPOTUM IIPOIECOM i KOIITYE MiJb-
MOHM moJylapiB A1 BUCOKOKJIACHOI cTyxaii. Xoporuit
MpoJak CTa€ MUTAHHAM OTPUMAHHA MPUOYTKY abo
IIOBePHEHHA iHBecTuUIlil i 3abesneueHHa Oe3mepeps-
HOI poboTu 6i3Hecy, a MOKJIMUBICTH MPOTHO3YBAHHSA
IOCATHEHHSA TEeBHOTO IMOPOTy 6e330MTKOBOCTI IIPO-

IasK, DTOTOMOKEe TMPUUHATH OiJbIT OOTPYyHTOBaHE
OisHec-pimeHHA.

Amnajis ocTaHHIX mocaimgskeHsp i myomikariit. J[ocai-
IKeHHIO irpoBol ingycTpii B YkpaiHi Ta cBiTi npucBsda-
yero mparti M.B. IIy6eas [5; 6], O.C. ITogckpebko,
H.O. Iranuenxko [11], I.0O. Jlasuena, [.I. Ilapanen-
kKo [9], M. O. Ilpockypiua [12], aki mocaimxyBanu
BILIUB Ki0epcmopTy Ha CTPYKTYPY CBiTOBOTO PUHKY,
a TaKOJK irpoBi iHAycTpii AK yacTUHY HaIiOHAJIBHOIL
eKoHOMiKHU. B ix poboTax meTasbHO PO3TJISAAAIOTHCS
OCHOBHI acmeKTu Ta 00’eMu PUHKY, HOT0 PO3IOIia 3a
reorpadiuaumu perionamu. A. Mapimau (A. Marchand)
i T.Tennir-Typay (T. Hennig-Thurau) [13] magaroTs
IeTaJbHUN OIJIAL raysi Ta 3MiH, 3 AKMMHU BOHA 3iTK-
HyJIacs, BKJIIOUAIOUN IIepexif mo 1mu@poBoi AucTpuody-
ii. IIpote menIte yBaru 0yJi0 IPUIiIEHO TOMY, IO ITA
3MiHa O3HAYa€ A NOTEHIINHUX yYaCHUKIB PUHKY,
a omike, i sarambHOI cTPyKTypu puHKYy. K. [I:k. Bopo-
senpkuii (K. J. Borowiecki) i II;x. IIpieTo-Poapirec (J.
Prieto-Rodriguez) [2] mpunyckators, 110 Bimeoirpu,
barari Ha BisdyajbHe MUICTEIITBO, OIOBiJAHHS i My3UKY,
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HaJIe}KaTh M0 cepu KyJAbTYPHUX OJar i ix ciaim Bu-
BUaTH AK TakKi. BoHW n10BOgATH, 110 IMOBIpHICTH I'pU
Yy Bifieoirpu 3pocTae 3i CIIOKMBAHHAM iHINTUX KYJIbTYP-
HUX TOBapiB i BumiB gianbHocTi. [HIII mociimxenHA,
AKi 6es3mocepelHbO CTOCYIOThCSA iHAYyCTPii Bimeoirop,
BUBYAJU BILJINB BEPTUKAJBHOI iHTerparii Ha IpoayK-
TUBHICTh aapaTHOTO Ta MPOTPaMHOr0 3a0e3meueHHa
[7] i BasxkIMBiCcTL AK IPAMUX, TAK i HEIPAMUX Mepe-
sKeBux edekTiB [8]. MeperkeBuii e)eKT OB’ A3aHUMI
3 TUM, II10 6araTo irop OHJAIH I'PalOTHCA MPOTH IHIINX
TPaBIIiB, i BBAEMOIisI yacTo oOMeKeHa TPaBIAMU, AKi
BUKOPUCTOBYIOTH Ty camy maatgopmy. [1lomo KOHTeH-
Ty, CTBOPEHOTO KOPUCTyBauaMu, a He eKCIepTaMu,
Coysa [14] BuBuae pereusii kopuctyBauiB Ha QiabmMu
3a TOTIOMOTOI0 MAIIIMHHOTO HaBUYAHHS, 11100 BUMipATH
HacTpOl Ta eMOIlil pereHs3eHTiB, AKi, AK IMOKasaHo,
BIJINBAIOTH Ha TPUBAJICTL CeaHCiB y KiHOoTeaTpax.
Xoua mornepenHi IOCTiIKeHHA BUABUIN PiSHUHA BILJINB
Ha IOIUT BiAT'YKiB KOpHCTYBauiB i eKcHepTiB Ha pis-
HUX puHKaxX [14], Merxa MiK KopmcTyBaueMm i eKc-
IepTOM Ha PUHKY BifIeoirop Aermro po3Mmura, OCKiJIbKHT
BCe UacTiIie rpaBIli-II00UTe i CTal0OTh eKCcIIepTaMu,
CTBOPIOIOYM PEIyTallifo 3a JOIIOMOTOI OHJIaWH-Bizmeo
oraaxiB. Pasom 3 TMM 3aJIMMIAIOTHLCA HE BUPIIEHUMU
mpobJsieMHi TUTaHHA B YaCTUHI JOCTIIKEeHHA OKPEMUX
Bimeoirop Ta BIJIUBY IX XapaKTePUCTUK Ha IIOIUT
3 OOKY CIOYKMBAUiB.

MeTo0 TOCTiAKeHHS € TPOBEIeHHS CTATUCTUYHO-
TO aHaJIidy BILJIMBY CYKYIHOCTI ITO3HAUOK MPOAYKTY
Ha IOCATHEHHA IIOPOTY BOJIONIHHSA BileOTPOI0 IMOHAT,
500000 ropucTyBauiB Ha miIaT(GOPMi PO3IOBCIOIKEH-
Hs irop Steam.

Marepiamu i meTomu. MatepianmamMu qocJimKeHHS
mocaimkenHda €: 1) mabip manux «All Steam Spiele
und deren Metadaten», 1110 BKJIIOUa€ IIOBHY KOJIEKI[iIO
naumx npo mouan 80000 irop, mocTymHMX Ha MJIaT-
dopmi Steam, pasom i3 ixHimMu MeTagammmu; 2) mpari
BiTYMBHAHUX Ta 3apyO0i’KHUX aBTOPiB, IO IIPOBOAATH
HaAYKOBO-IIPAKTUYHI MOCJiIKEeHHA PUHKY Bigeoirop,
30KpeMa IIOo0 MOoro BILIMBY HAa €KOHOMIKY.

B mporieci sxpificuenua mociimkeHHa O0YJI0 BUKO-
PUCTAHO HACTYITHI HAYKOBI METOAU: HAKOIIMYYBaHHA
dakTiB, 110 MalOTL BiAHOINIEHHS A0 00’€KTa JOCJTi-
mKeHHA (MiAroToBKa HaHUX AJIA MOAAJIBIIIOTO aHaJIi-
3y); aHawisy GakTiB, BIacTuBOCTEM, (haKTOPIB i ABUII]
3a PiBHUMU ITOKa3HUKAMU i Kpurepiamu (OIiHKa PO3-
OoAily Bieoirop 3a KiJIbKiCTIO BJIACHUKIB, MOPiB-
HAHHA, Kjgacudikarmia Ta cucremaTmsaliia Bigeoirop
3a AKiCHMMEN XapaKTepucTUKaMmu); popmasrizarii,
aHaJidy Ta cuHTe3y (IJd MoOyIOBU JIOTiCTUYHOI pe-
rpecii 3aJIe’XHOCTI JOCATHEHHSA TOPOTY BOJOAIHHA
Bimeorpoio mouaa 500000 KopucTyBauiB Bif AKicHUX
XapaKTEepUCTUK Bileorpu; JIOTIYHOTO y3araJbHEHHSA
pesyabTaTiB ((hOPMYyIIOBAaHHSA BUCHOBKIB).

Bukjgam oCHOBHOTO MaTepiajy aOCHimsKeHHA.
SxicTe OGaraTbox TOBapiB Ta MOCIYT CIOMKWBAUYL He
MOMKYTh IepeBipuTH 3aBUYACHO NOKU He 3PO0JIATH
OOKYIKY. ¥ TAaKWMX BUIAAKaX PIiIeHHA IPO KYMIiB-
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JII0 IpuiiMaeThca Ha OCHOBIL iH(opmalii npo mocsif
(Bizrykm) immwux cnoskmBauiB. CydacHa JOCTYIHICTH
OHJIAaMH-OTJIAAIB MJs OiJbIIIOCTI TPOAYKTIB Oo3HaUaE,
0 CIIPOINYETHCA IMOMIYK iH(opmalii cupaBXHBOI
AKOocTi. SKImo momykK iHdopmarliii mae MOSUTUBHUNA
pesyJbTaT i moBipa A0 #10Tr0 BMiCTYy BHCOKAa, TO MOMKHA
BBasKaTHU IO IIpobjeMa TapHOTO AOCBiAy mpuHAWMHIL
YaCcTKOBO IofoJiaHa. Yum crpaBi CTBOPEHUII KOpPHUC-
TyBauaMM KOHTEHT BIIJIMBA€E HA MIOIUT, WMOBipHO,
3aJIeXKUTD BiJl TOr0, HACKLIBKY AKICTH € iHAMBiTyaIb-
HO cy0’eKTHBHOIO Ta AKi iHmri mixepesna indopwmarii
IOOCTYIIHI CIIO}KMBadaM.

OcKinbKu mMudpoBe PO3MOBCIOMAKEHHA CTAJIO0 HOP-
MOIO JJI Bifieoirop, Hesasle:KHUM PO3POOHUKAM CTAJIO
BiTHOCHO JIETKO CTBOPIOBATU Ta MONIIUPIOBATU iTr'pH.
3pocTaHHA pPi3HOMAaHITHOCTI IpomosuIii migBUIye
SAKiCTH Bifleoirop Ta MOCUIIIOE CKJIAAHICTH BUOOPY IJIA
CIIOKMBavua, 0COOJIMBO B YMOBaxX HEBU3HAUEHOCTI KY-
OiBJII KOJIM CIOKMBAaUi He BifCcyTHA iH(popMaIia mpo
AKiCTH Ta HAlOBHeHHA ToBapy. lle cBifuuTh 1Ipo Te,
10 peKoMeHaIii iHIMuX KOPUCTYyBauiB MOKYTH Bi-
girpaBaTu gejaJii BasKJIUBIITY poab y (PopMyBaHHI
OomuUTy Ha Bimeoirpu. BucywyTa B mporeci mocui-
I)KEeHHd TimoTesa IMOJATAE€ B TOMY, IO CYKYIIHICTH
OMMCOBUX TO3HAUOK MPOAYKTY MOJKe BIIJIMBATHU Ha
OOIUT Ta, BiATOBIAHO, KOMEPIiINHUN ycHix Bimeoirop
Ha miaatdopmi Steam.

Il mepeBipKM BUCYHYTOI rimoTesu, AOCJiIMKeH-
Ha OyJIOo TIepeBeZleH0 B ILIONIMHY KJaacudikariii 1mob
BUBHAUUTU YU MOKYTH IEBHi CYKYITHOCTI ITO3HAYOK
MPOAYKTY 30iJbIITyBaTH AMOBipHiCTh HOCATHEHHS II0-
pory BosominHsa Bimeorpoio momanm 500000 xopucty-
BauiB (Taki irpm HasuBaioThca Oectcenepamu [1]) mHa
miaaTopMi posmoBcomKeHHa irop Steam. Komepiriii-
HUU yCIiX Py BUMIpIOETHCA caMe udepes el Iopir,
OCKLJIBKYW BBaKa€ThCA, IO HOCATHEHHS IIiel KiabKoO-
CTi KOpPUCTYBaUiB CBiAUYNUTH IIPO 3HAYHUI TONUT HA
TMPOAYKT i BILIUB Ha IMTHMPOKE BiZleoirpoBe KoM IOHITi.
Bubip Takoro mimxomy mo3BoJisge 3’sCcyBaTH, UU MO-
JKYTH IIeBHI II03HAYKU BKAa3aTU Ha IONYJAPHICTH I'pu
cepeq MIMPOKOTO0 3arajy rpasiiiB. Hemosgikom Taxoro
OigXoy € BTpaTa MOJKJMBOCTI IPOTHO3YBaHHA ITPO-
IaKiB B MeKax KOHKPeTHOTo obcary. B Toi :Ke uac,
TaKWU TigXig J03BOJIAE OIMIHUTH TOUHICTHL MOZIEJi
3 ypaxyBaHHAM YyTJMBOCTI Ta cuemm@iyHOCTi, IO

Tudopmarriiinoo 6a3010 MOCTiMKEHHS COYTye Ha-
0ip manux «All Steam Spiele und deren Metadaten»
[8] — 11e mOBHA KOJIEKI[is MJaHUX, IO OXOILIIOE IIO-
"Hag 80000 irop, mocrymHux Ha maaTdopmi Steam,
pasom i3 ixuimu BigmoBimmmMum Meramanumu. Habip
JaHuX MicTUTH iH(opMallifo IPO KOKHY I'DYy: Ha3BY,
IaTy BUITYCKY, PO3POOHUKA, BUAABIA, KaHpP, BIATYKHU
KOPUCTYBadiB, OIMiHKM Ta CUCTEMHi BUMOTHU, TOIIO.
Bin oxomniioe IMUPOKUil CIEKTP irpoBUX *KaHPIB Ta
MO3HAYOK, BKJIIOUAIOUN €KIITH, IPUTOAU, CTpaTeriio,
POJILOBI irpu, CUMYJIATOPU, CIIOPT Ta 3abe3meuye pis-
HOMAaHiTHe Ta IITUPOKe IMpeJcTaBJeHHsa 0i0aioTexu
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irop Steam. ¥V pamkax miaroToBku iHdopMmariiiroi
6as3u maHi OyJIM OUYUITIEH] Bif MPOIIYIeHNX 3HAYEHb Ta
00pobJieHi aTpuOyTHUBHI 3MiHHi, AKi mMoTpebyBaiu IIe-
PeKOoyBaHHSA IJId BUKOPUCTAHHS B perpeciliHux Mo-
nenax. Takox, AJid MOKpaIleHHAa AKOCTi iHGopmarril
3 6asu JaHux OyJy BUIyueHi Oe3KOIIITOBHI IIPOAYKTH
Ta Ti, B AKUX BifCyTHi maHi mIpo cepenHiil yac rpu.
B pesyabrati O6ysma orpuMmaHa obpobjeHa MaTPUII,
saxa BKJIouasa 12718 cmocrepeskeHb i 484 o3maku.
Taxa BesuKa KiJIbKiCTh 03HAK IIOSCHIOETHLCSI OLHOMO-
MEHTHHM KOOYBaHHAIM KaTeI‘OpiaJII:HI/IX 3MiHHI/IX, AKe
CTBOPIOE KiJIbKA ABIMKOBUX CTOBOUUKIB JJIA KOMKHOIL
KaTeropii.

Jia omiHKM mOomyJIAPHOCTI Bimeoirop cepenm Ko-
PHCTYBAUiB 3a OUMINEHUMU AaHUMU O0yJIO ITO0YZOBAHO
ricrorpamMy po3IOAily OYiKyBaHOI KiJIBKOCTL Bjac-
HUKiB rpu (puc. 1), AKa Hajae yABJIEHHS IPO Te, AK
posmonijeHi gaHi Ta AKa yacTKa Bifeoirop mae moHap
500000 BracHUKIB.

I'padik morasas, mro jwumre 11% irop Hazexarnb
o rpynu 6ectcenepiB. Came 1g rpymna mpencTaBiide
HaMOiIBIIUE iHTEepec, OCKiILKY Ma€e IMOTEeHIIAHO IpU-
OyTKOBi irpu.

Sk 3asHauasioca paHilie, oHJIaH-cepBic IU(MPOBO-
TO PO3IOBCIOAKEHHS KOMII IOTEPHUX irop i mporpam
Steam m103BoJIA€ CHiNTBHOTI 3aCTOCOBYBATH OMUCOBi
MO3HAYKU 0 OKpeMUux irop. Byab-axuii BigBigyBau,
AKUN yBiMIIOB y cBi#l 001ik0oBUH 3ammc Steam, Moke
BifBimaTM CTOPiHKY MarasmHy I'pPu Ta 3aCTOCYBaTU
Terw, AKi, HA Oro AYMKY, MigxoaAaTsb nisa rpu. [lorim
Steam Bigobpaskae HAUTOTYIAPHIII Terw A KOMKHOI
TPU Ta [IO3BOJIAE KOPHUCTyBauaM IIYKATH Ta COPTY-

BaTM irpu 3a AOTOMOTOI0 ImX TeriB. Jlesaki Term €

00’€KTUBHUM OIIMCOM I'PH (HAIPUKJIA], OLMHOYHA I'Da,

TOHKM), TOMAi AK iHII mepenaoTh cy0 €KTUBHI OI[IHKY

AKocTi rpu. AHamis irop BusaBuB 484 yHiKaJIbHO IIPU-

3HaueHUx TeriB [3; 6]. Hocrimkenusa sgiticHioBasoCca

3a IOIIOMOroI0 Io0ymoBu logit-momeni, me sHaueHHS
3aJIe;KHOI 3MiHHOI PiBHAHHA perpecii MOXXyTh OyTu
abo 0 (mo 500000 nmpomanmx Komiit), abo 1 (momag

500000 mpomaHmx KOTiit).

s omiHioBaHHA pes3yabTaTiB OiHapHOI KJacu-
dikarmii 6ymo Burkopucrano ROC-ananis (Receiver
Operator Characteristic), axuit gocaim:ye BimmHO-
IIIeHHA MiX IPaBUJIBHO KJacH(iKOBaHMMU IIO3UTUB-
HUMU OPUKJaTaMU Ta HENPAaBUJIBHO KJjacudikosa-
HUMW HETaTUBHUMHU IPUKJIAZaMU. ¥ IIBOMY aHaJIisi
IpaBuJbHO KJacu(pikoBaHI IOBUTUBHI IpUKJIALU
BBAYKAIOTHCSA iCTMHHO MO3UTWMBHUMU, a HEIIPABUJIBHO
KJacudikoBaHi HeraTWBHI IpUKJIaguM — XUOHO He-
raTUBHOI0O MHOKMHOK. Ilapamerp Kjacudikaropa,
AKUN 3MiHIOETHCSA, HABUBAETHCA IIOPOTOM a00 TOUKOIO
Bincikamuaa [5]. ¥V sorictuuHoi perpecii mopir Bigci-
KaHHA 3MiHI0eThCca Bim 0 mo 1 — 11e i € po3paxyHKOBe
3HAUeHHA PIBHAHHA perpecii.

Ons xaacugpirami logit-momeni mocsArHeHHs mo-
PoOTy BOJIOMiHHSA Bifjeorporo OyJ0 BUKOPUCTAHO TaKi
ckJaamoBi (puc. 2):

— TP (True Positives) — xinbkicTs BipHO KIacudiko-
BaHUX ITO3UTHBHUX IPUKJIALIB (TaK 3BaHI icTUHHO
TMO3UTHUBHI BUIIAKN);

— TN (True Negatives) — kinbKicTs BipHO Kiacudi-
KOBAHNX HETATWMBHUX IPUKJIALIB (iCTUHHO HEraTUBH
BUIMIAAKN);
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Puc. 1. Posnoain ouikyBaHOI KiJIbKOCTi BJIACHUKIB rpu

Ilocepeso: ysaraJibHeHO aBTOpaMu Ha OCHOBI [15]
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— FN (False Negatives) — KiJbKicTb IIO3BUTUBHHUX
OPUKJIALiB, KIacupikoBaHUX SK HeTaTUBHIi (mo-
muaka I poxy). Ile Tak 3BaHU «TOMUJIKOBUI IIPO-
TYyCK», KOJIX TIOJif, KA HAC I[iKaBUTh, IIOMUJIKOBO
He BUABJIAETHCA (XUOHO HETATWBHI BUIIANKN);

— FP (False Positives) — neratusHi 3pasku, KJjacu-
dikoBaHi ak nmosuTtuBHi. Ile momuaka 2-ro poxy
(xu0HO TTOBUTUBHI BUTAIKM).

IITo € mO3MTMBHOIO MOAi€I0, a III0 — HETaTHUBHOIO
3aJIe’KUTHh Bil KOHKPETHOTO 3aBHaHHs. [Ipu aHamisi
YacTimie omepyroTh He aOCOJIOTHMMU NMOKAa3HUKAMU,
a BiIHOCHUMH.

Ticrorpama mpormo3oBaHUX i (PaKTUUHUX KJIaciB
KJacudikaropa JoricTuuHOI perpecii nasa KOKHOI
mokasye (puc. 3), 110 3i 30iJIbIIIEHHAM ITOPOTY Bif-
CciKaHHA, KiJTbKiCcTh MOMUIKOBUX KJacudixariii mae
TEeHEHI[II0 JO 3MeHIIeHHsa. TaK, 4acTKa HeraTuBHUX
HaCJiKiB (He HOCATHEHHA MOPOTY), Kaacu(ikoBaHUX
SK TIOSUTUBHI (IOCATHEHHSA MOPOTY) SHUYKYETHCA, TOAL
fAK K1JBbKIiCTh MOBUTUBHUX IIPUKJIALIB, KiIacudikoBa-
HUX SAK HeTaTwBHi 3pocrae. KinmbKicTs BipHO Kiacu-
(ikoBaHUX ITOBUTUBHUX IPUKJALIB 3POCTAE.

Yactra icturHO nmosmTuBHuX npukiaaxnis (True
Positives Rate):

_ TP
TP+ FN

Yacrra xubuHO mosutuBHuUX npuriganis (False
Positives Rate):

TPR -100% (1.1)

Ins amaimisy pesyabrariB Kaacudikallii Heo0xigHo
TaKOYX PO3PI3HATU HNOHATTA UYyTJUBICTH i crmemudiu-
HicTs mogmeni. Humu BusHauaeThcss 00’€KTHUBHA ITiH-
HicTh Oyab-IKOTO GiHAapHOTO KJacudixkaTopa.

Yyrausicts (Sensitivity) — e i € wactka icrurzO
IIO3BUTUBHUX BI/IIIa,IIRiB:

S, =TPR (1.3)

Croemudiunicts (Specificity) — uacTtka ictTurHO
HeTaTUBHUX BUIAIKIB, AKi OyJau MpaBUILHO iTeHTH-
dikoBaHI MOeIIO:

TN
S =——"
P " TN + FP

Mogens 3 BUCOKOIO UYTJAMBICTIO YACTO Ja€ iCTHH-
HUI pe3yJsbTaT IPU HAABHOCTI IO3UTHBHOI'O pe3yJjbTa-
Ty (BUABJIAE TO3UTUBHI MpukJIaau). HaBmaku, Moaesrs
3 BUCOKOIO crernu@iuHicTioO yacTimnie gae icTUHHUN
pe3yabTaT IPU HAasIBHOCTL HEraTUBHOT'O Pe3yJbTaTy
(BusBJsiE HETATUBHI mpuKJIanu) [5].

3MiHIOIOUY TOPir BifcikaHHA, OTPUMAEMO KJIacH-
dikariro (Taba. 1).

Ha migcraBi orpumanux pesyiabrariB (Tadm. 1)
MOXKHA CTBEPAKYBATH, IO PO3MidHAaBaIbHI 3Mi6HOCTL
MOZieJIi 3 ypaxyBaHHA YYTJMUBOCTI Ta crernudiyHO-
CTi € BUCOKMMU, IIPOTEe MOMEJh Kpalrne Kaacudikye
HeraTUBHI BuUOagku (Hacaigkm). 3ajaekKHO Binm Oaka-
HOTO Pe3yJIbTATy, aHAJIITUK MOXKe 00paTu 3HAYEeHHA
TOPOTy BifciKaHHA, IO 3aJ0BOJLHUTH HOTO BUMOTH
Io piBHA uyTraumBocTi Ta cuenudiunocti. B mimomy
MOJeJIb JIOTiCTUYHOI perpecii mpaBuJIbHO KJjacudi-
Kye Bimeoirpu Ha ycmimHi (Ipu JOCATHEHHI mOpory

-100% (1.4)

FP
FPR=——-100% (1.2)
TN + FP
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Puc. 2. Knacudikamisa logit-momesni gocAaruenns mopory BoJsomiaHsA Bigeorporo mouan 500000 KopucTyBauis

Ha mwiraTdopmi Steam 3asexkHO Bif mopory BigcikamHsa

Ilocepeno: BracHa po3pobka [3; 15]
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Taonuuys 1

Pesyasratn ROC-anami3y JioricTugHol perpecii J1oCATHEHHSA IMOPOTY BOJIOTIHHA Bieorporo
moHan 500000 kopuctyBauiB Ha miaatdopmi Steam

IToxkasuuk 3HaueHHA MOKA3HUKA
ITopir Bixcikauusa 0,1 0,2 0,3 0,4 0,5 0,6
Yyraueicts (Sensitivity) 0,863 0,790 0,711 0,624 0,545 0,462
Crnenudiunicts (Specificity) 0,844 0,920 0,952 0,969 0,980 0,988
IIpaBuasuo kiaacudirkosauni (ROCI), % 84,61 90,54 92,54 93,06 93,19 92,96
BigHomenusa maHciB 33,94 43,16 48,88 51,68 59,09 70,46

Hocepeno: BracHa pospobka [3; 15]

BostomiaHsA Bimeorpoiro mouanm 500000 xopucTyBauiB
Ha maatdopmi Steam) rta meycmimiai y moran 90%
BUIIAIKiB.

IInoma mixg kpuBoo ROC € po3yMHUM mmimzcyMKOM
3araJIbHOI JiarHOCTHUYHOI TOYHOCTI TeCTy MOCATHEHHSI
mopory BoJiofiaHA Bimeorpoio momaza 500000 kopucTy-
BauiB Ha miaardopmi Steam. MoskHa mokasaru, o IId
o06J1acTh, 00UMCIeHA 3a TPATeIlieToAiOHM ITPAaBUJIOM,
BiAmoOBimae MMOBIpHOCTI TOTO, IO AJIA BUIIAJKOBO
BUOpPAHOI Tapu YCIiNIHOI Ta HEYCIilIHOI Tpu MOIeb
MPaBUJIHLHO BUBHAUUTD YCHIIIHY TPy 3a JaHUMU IIPO
ii mosHauku. B Hammomy BumagKky modymoBaHa KpuBa
BKasye, M0 UMOBipHICTH TOTO, IO AJIA BUIAJTKOBO
BUOpPAHOI ITapu YCIiNIHOI Ta HEYCIilIHOI Tpu MOIeb
MPaBUJIBLHO BUBHAUUTD YCHIIIHY TPy 3a HJaHUMU IIPO
ii mosnauku cranoButh 96,13% [3; 15].

BucHOBKY i mepCcmeKTHBY MOJANBIINX TOCIiTKEeHb.
Byno mociigskeHO BIJIMB CYKYIHOCTI MMO3HAUOK ITPO-
IYKTY Ha AOCATHEHHA mopory BoJsoginua utie 500000
KOpHuCTyBauiB Ha mnyaTdopMi po3mOBCIOIKEHHS irop
Steam. BukopucroBytouu joritT-mogenb Ta ROC-ana-

J1i3, OYyJIO BCTAHOBJIEHO, ITI0 MOZEIb IEMOHCTPYE BUCOKY
posmisHaBaJbHY 3[aTHICTH, 3 uyTauBicTio 10 0,863 Ta
cuenudiumicTio 10 0,988, B 3aysexHOCTI Bix BuOpaHOTO
nopory Bifcikanusa. Takox 0yJI0 BUABJIEHO, I1I0 MOIEIb
Kpailre KJacu()ikye HeraTuBHI BUNAAKM, IIPOTE B I[iJI0-
My IPaBUJILHO KJacudiKye cIiocTepeKeHHS Y MOHAT,
90% sBunazakis. Ilmoma oixg kpusoo ROC caysxuiaa
KOMILJIEKCHOIO MiarHOCTUYHOI0 METPUKOIO, I1T0 BKa3ye
Ha 3JaTHICTh MOJeJi PO3PIBHATH YCIIIIHI Ta HeBAai
irpu Ha ocHOBi ixHix Teris. Ilmoma mig kpuBoo ROC,
dAKa Bigmosizae s3arajbHill AiarHOCTUUYHIN TOUYHOCTI
Tecty, craamae 96.13%, 110 CBigUUTH IPO BHUCOKY
BipOTrigHIiCTh IPABUIBHOI'O BU3HAUEHHSA YCHIIITHUX irop
3a IXHiMHU TeKCTOBUMHU MO3HAUKaMu (Teramu). Xoda
MOJIeJIb ITPOJIEMOHCTPYBAaJa BUCOKI AUCKpUMiHAIiHL
31i0HOCTi, BOHA MIPOJAEeMOHCTPYBaJia yIepemKeHHA
om0 KJjaacudikarii meratuBHUX BumankiB. OTike,
PesyJbTaT! AOCTIIKEHHA MiATBEPIKYIOTh MOKJIUBICTD
BUKOPUCTAHHA MO3HAUYOK MPOAYKTY IJs MPOTHO3Y-
BaHHSA JOCATHEHHS BUCOKUX 00CATIB mpomakiB Ha
ninardopmi Steam, 110 Mae Ba)KJIMBe 3HAUEHHA IJIA
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Puc. 3. KpuBa ROC gis jorictuunoi perpecii gocsarHeHHs TOPOTY BOJOIIHHSA Bigeorpoio

nouag 500000 xkopuctryBauiB Ha maaTdopmi Steam

Hoxcepeno: BracHa pospobka [3; 15]
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OisHec-pilreHs PO3POOHUKIB Ta BUIAABIIIB Bifeoirop.
AHamiTUKY MOMKYTb HaJAIITyBaTU ITOPOTOBE 3HAUEHHS
BificiKaHHSA Ha OCHOBi 0asKaHUWX PiBHIB UyTJIMBOCTI
Ta cuenu@ivyHocTi. 3arajoM MoJeJsb HOCATJIA TOY-
HocTi Kiaacupikarii monan 90% , 1o cBigumTs mpo il
e(PeKTMBHICTb Y IPOTHO3YBaHHI YCIIiXy I'PU HA OCHOBi
TeriB MeTagaHUX.

B momanpmux HayKOBUX TOCJHiIMKEHHAX MIPOIIO-
HY€EThCA 30CEPeSUTH yBary Ha JONATKOBUX aCIeKTU
KOHTEKCTY, TaKi SK MapKeTWHIOBI KaMmaHil, yac BU-
XO4y I'PU, KOHKYPEHI[iA Ha PUHKY Ta iHmIi ¢axkTopu,
TaKOX MOXKYTh BILIMBATU HA YCHIITHICTH rpu. BKJrro-
YeHHA IUX (haKTOPiB y MOJESb MOXKe IOKPpAIUuTU il
TIIPOTHOCTUYHI MOXKJIMBOCTI.
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