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THE OBSERVATION OF ADDITIONAL FUNCTIONS OF STEAM

DIGITAL DISTRIBUTION SERVICE

The article is devoted to research on the development of digital distribution and its
impact on e-commerce. The actual and potential impact of the introduction of digital
technologies on employees and consumers is revealed.

The popularity of digital distribution in general, and computer games in particular, is
growing every year. Despite the economic crisis, the revenues of these services have a
positive dynamics. The distribution service of computer games enables the user to purchase a
computer game or an in-game item on the Internet. The aim of the work is to study the Steam
complex as an independent marketing complex with well-developed economic and social
composite activities and additional features such as an in-game item exchange. The main
additional functions of the digital distribution service and the direction of improving the
activity of the Internet store Steam are considered.

Keywords: social network, in-game items, Steam, electronic commerce, digital
distribution.
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PO3IJISI A JOOJATKOBHUX Q)YHK"IIII/I CEPBICY IM®POBOI
AUCTPUBYUII STEAM

CraTTs NpHUCBSYEHA AOCHIKEHHIO PO3BUTKY LUGPOBOi aucTpuOywii Ta i BIIMBY Ha
CIIEKTPOHHY KoMepIito. Po3kpuro (akTuuHUil Ta MOTEHIIHHMN BIUTMB BIPOBAKEHHS IUPPOBHX
TEXHOJIOTIM Ha MpAIfO0YnX Ta CroxkuBadiB. [IoMyIspHICT, UPPOBOI TUCTPUOYIIIT 3arajioM, Ta
KOMIT IOTEPHHUX 1rop 30KpeMa, 3poCcTae 3 KOXKHUM pokoM. He3Bakaroun Ha eKOHOMIUHY KpH3Y,
NpUOYTKU IIMX CEpPBICIB MarOTh MO3UTHBHY AMHaMIKy. CepBic AUCTPUOYLII KOMIT IOTEPHUX
irop Jae MOXJIMBICTb KOpUCTYBauy npuadaTté cobi KOMI'IOTepHY TIpy abo
BHYTPILIHBOITPOBUN TpeaMeT y Mepexi I[ntepner. JlochimkeHo komiuieke Steam, SK
CaMOCTIMHIH KOMIUIEKC MapKeTHHIY 3 J100pe PO3BHHYTHMMH €KOHOMIYHOIO Ta COLIaJIbHOI
YaCTUHAMHU JISJIBHOCTI Ta JOJATKOBUMH OCOOJIMBOCTSMM SIK, HANPHKIAA, BHYTPIIIHBOIrpOBa
Oipxa npenmeriB. Po3risiHyTO OCHOBHI nonaTkoBi (YHKINT cepBicy mudpoBoi AUCTpUOYIii Ta
HaNPSMKH YIOCKOHAJIEHHS AisUTFHOCTI pOOOTH iHTepHET-Mara3uny Steam.

KarouoBi cjioBa: coiiayibHa Mepeska, BHYTPIIIHBOITPOBI MpeaMeTH, Steam, eJIeKTpOHA
TOPTiBiIsl, TUPPOBA TUCTPUOYLIISL.

Puc. 7, mx. 8

HMyoeas M.B., Anuyk T.B. .
PACCMOTPEHHUE JONMOJHUTEJ/IBHBIX ®YHKIINU CEPBUCA
MUP®POBOU JIUCTPUBYIIUNU STEAM

Cratbs MOCBSIIEHA UCCIEOBAHUIO Pa3BUTHs LHU(POBON JUCTPUOYIIMU U €€ BIUSHUS
Ha OJJIGKTPOHHYIO KOMMeEpIHIO. PackpbITo (akThuyeckoe M TOTEHIMAIbHOE BIUSHHE
BHEIpEeHUS LHU(POBBIX TEXHOJOrHH Ha paboTaromux u norpedbureneit. [lomynspHOCTh
UGPOBON AUCTPUOYILIMH IEJIOM, M KOMIBIOTEPHBIX WUIP B YaCTHOCTH, PacTeT € KaXKIbIM
rogoM. HecmoTps Ha SKOHOMHYECKMH KpPHU3UC, JOXOABl JTUX CEPBUCOB HMEIOT
MOJIOKUTETbHYIO AUHAMUKY. CepBUC TUCTPUOYIIMH KOMIBIOTEPHBIX UI'P JTAeT BO3MOXKHOCTh
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MOJIL30BATENIO MPUOOPECTU ceOe KOMITBIOTEPHYIO UTPY WUJIM BHYTPUUTPOBOU MPEIMET B CETH
Wuteprer. MccienoBan KoMILIeke Steam, Kak CaMOCTOSTEILHON KOMIUIEKC MapKETHHIA C
XOpOH_IO pa3BI/ITBIMI/I BKOHOMI/I‘ICCKOﬁ nu COI.IPIEUIBHOIZ qacTiaMu JCATCIIBHOCTHU nu
JIOTIOTHUTEIbHBIMA OCOOCHHOCTSIMH KaK, HallpuMep, BHYTPHHUTPOBOI Oupikeild. PaccMoTpeHbI
OCHOBHBIC U JIOTIOJIHUTENbHBIC (PYHKIMHM cepBUca HU(PPOBOM AUCTPUOYIIMH M HAIPABICHUS
COBEPIIICHCTBOBAHHUS JCATCIILHOCTH paOOThI MHTEPHET-Marasuua Steam.

KiroueBble ciaoBa: comnmanbHash CeTh, BHYTPHUUTPOBBIC MpeaAMEThI, Steam,
3JICKTPOHHAsS TOProBIIsl, IU(GPOBAsT TUCTPUOYITHS.

Puc.7, JIut.8

The problem’s statement. Nowadays the services are not only performing the
function of the internet shops. The social networks, stock exchanges and other ways of
cooperation between users began to develop inside of them. It led to the appearance of
communities of different mobility degrees. Speaking about the Steam service, there is a fact
worth mentioning that the stock exchange of the stuff inside the game has appeared. That is
why this topic is current and can be researched by modern scientists including marketing
specialists and financiers.

Highlighting the understudied parts of the general problem. The topic of the
digital distribution services’ development as the marketing complexes is not highlighted
enough in modern scientific researches, so the main purpose of this article is to provide the
spreading of the information about these objects among the scientific communities. Besides,
in the researches concerning Steam the additional services of the digital distribution are not
explored.

The analysis of the latest achievements and publications on the explored topic.
Many scientists, local and foreign, devote their works to the research of the electronic
commerce market development. Worth mentioning are the works of N. Vasylieva, S. Lazarev,
M. Makarova, N. Medzhibovska, V. Novak, V. Pleskach, L. Ponomarenko and others. The
high relevance level of the electronic commerce market development determines the necessity
of the digital distribution research as one of the modern methods of the legal electronic
content extension performed by Internet channels without usage of any material medium.
Such scientists as Pavel Urlapov and Gabe Newell were involved in this question. The
analyses of the publications’ data gives grounds for the conclusion that the questions about
Steam digital distribution were almost not explored. Among the latest publications the article
of Ukrainian journalist Sergiy Galenkin [1, P. 48-51] can be mentioned.

The task’s statement. The aim of the research is the analyses of the Steam complex to
prove that it is an independent marketing complex with well-developed economic and social
activity parts and additional specialties such as the stuff stock exchange inside the game.

The main material display. It is difficult to rate Steam as an independent social
network. The service has components that are responsible for the social functions. The Steam
Community appeared in 2007. It went through many stages of formation before becoming
what it is now. The community updates constantly, as well as the shop. The social component
of the Steam is the main reason of this program’s constant development.

The Steam community has all the features inherent in the social networks. The players
can change the design of their web page and communicate with other players with the help of
chat.
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Fig. 1. Interface of the Steam service player [2]

On the picture 1 you can see the nowadays look of the Steam network gamer’s page.
Each gamer can change his page a little by adding the additional information about himself or
his achievements in different aspects of the Steam service, such as the amount of games
purchased, progress in the gaming process or even such specific art manifestations as crafts in
the Steam workshop. Every player has his rank. This rank can be improved in several ways.
First is collecting the stuff belonging to some certain categories inside the game. Second is
being the active player of the Steam service. Sometimes players spend money on
improvement of their ranks. There are some tasks inside the Steam system that do not belong
to any certain game and can be performed by service player of any rank.
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Fig. 2. Main tasks from the Steam service [3]
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On the picture 2 you can see general tasks that can be performed in the Steam society.
Those tasks are connected with the players’ social activity inside the Steam service in general.

The possibility of participants’ competition in different categories of achievements is a
very important part of any social sphere. The developers of Valve Company decided not to
miss the chance of providing their service with such opportunity. Most of the games have a
system of achievements that allows players to compete with each other. Now these
achievements are even added into the older games to make them more attractive and to
increase the interest in playing them.
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Fig. 3 The system of achievements in the computer game Counter-Strike:Global
Offensive [4]

As you can see on the picture 3, some games have a global achievements system. It
shows the percent of players that managed to achieve some certain result. Among the
achievements there are some that were performed only by few players. Players that
successfully went through difficult obstacles are respected in the Steam Community.

Among the achievements and communication, the Steam Community has a lot of other
items thanks to which players continue using it. For example, players can create closed groups
devoted to some certain game. In such groups they can communicate in the general chat, join
for spending time together including playing online games.

Also players have possibility to vote and choose games for awarding in different
categories during the sale. There is an option of writing comments on the games from the
shop. The social sphere development helped the independent game developers to produce
their goods because players by estimating the games’ first versions can leave positive
comments about them and it will male this stuff interesting for the investors.

Observing the social function of Steam as an attempt of creating its own social
network it is obvious that the Community cannot be a full substitute to a social network. But
disregarding some disadvantages, Steam succeeded in its main task — convergence of players.
That is why the amount of its active players grows each year.
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The Steam Community managed to conjoin players from different countries. These
connections catalyzed the service development. The stuff inside Steam games, available for
the exchange and sale, has appeared. It created the ground for the Market appearance where
the centralized trade of different stuff categories was performed.

Highly developed Steam social network demanded the application of the process of
the stuff exchange between the players in order to improve the relationship inside the service
community. Because of this Valve first produced some inside stuff that dropped while playing
games from corporation — the service developer. Players loved the stuff and the exchange
between the people from different parts of the world has started. Growth of this stuff’s
popularity led Valve to opening of the new game section where players could design the
stuff’s look themselves. With time the analogues of such stuff began to appear in the other
developers’ games. Thus, the motivation basis for some of nowadays players appeared.

The stuff exchange led to the appearance of new class of players — traders. They did
not care about the game itself. They only exchanged stuff inside the game.

Stuff exchange can be on money or barter. Service developers understood that freshly
made stuff also needs to be sold. That is why the Market was invented — it was a kind of stock
exchange inside the game which allowed any player to join, whether he had stuff or not.

On the picture 4 you can see how the Stem Market looked in December, 2016. On the
right you can see a list of games that have stuff available for the exchange and sale.
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Fig. 4 The look of the Steam’s Market [5]
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Fig. 5. The inventory of the game Counter-Strike : Global Offensive [6]

On the picture 5 there is a list of Counter-Strike: Global Offensive game stuff. Mostly
there are boxes with various content inside, which drops randomly. Others are the weapon of
different types and qualities. Also there are keys that help to open boxes and safes. Each item
has its price that changes constantly. Prices on weapons in CS:GO vary in the interval from 3
cents to 426 USD. Weapon differs mainly by its look. Players with the help of stickers can
make up brighter custom models based on standard ones, and they are called the real
examples of modern art in the inner circles. Also the weapon types differ from each other by
their quality, that means some of them are called a trash, and some of them are considered to
be exquisite. Besides, there are collections of different stuff that include examples of a very
limited edition.
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Fig. 6. The Market’s peculiarities seen on the example of a certain stuff item [7]

On the picture 6 you can see the dynamics of prices on a certain item in CS:GO game
in Market during the last month. The price changed from 3 cents on the 4th of December up to
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57 cents on the 4th of December. Also you can see the difference between the sums received
by salesman and customer. The difference between them is the commission taken from the
sales procedure and it is the income of Steam. The service developer receives commission
from any purchase performed in the Market.

While analyzing the main periods of increase and decrease of the prices on stuff inside
the game, it is impossible not to note the influence of sellouts in the Steam shop. During this
period the amount of stuff in the Market increases, and this means that the unit price
decreases.

The negative factor for this part of the Steam service is the existence of sites, where
their inside stuff can be purchased beyond the Market. For example, Steam-trader [8]. Such
sites create their own inner stuff stock exchanges that can influence the official game Market,
for example, by creating the additional number of the stuff on the service market that
decreases the price of each unit on the market.

But the real threaten for the Steam Market came not even from such sites, but from the
criminals that try to assign another people’s stuff. For better understanding of the mechanism
of fooling the player, the process of the stuff exchange inside the game should be observed in
more details.
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Fig. 7. The stuff exchange in Steam

As you can see on the picture 7, for performing exchange in Steam service an item
must be replaced from the player’s inventory to the propositions’ compartment. After this
both players must agree with the conditions of the stuff exchange in the service. Then, after
the interval that lasts a couple of seconds, the exchange is performed. The criminals, using the
shortcomings in the system, took their stuff away from the propositions and received other
people’s stuff. Of course, deceived people wrote complaints to the Steam administration. The
criminals were blocked and forced to give the stuff back. But each of those people had several
accounts, and they moved the stuff between the inventories. Then they sold it on the stock
market.
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The Valve management constantly improves its service and makes the process of
exchange between the players more transparent. The number of robberies in the service
significantly decreased.

As a conclusion, we can make a statement that the Steam’s digital distribution service
of computer games is an integral complex, in which the development of one direction leads to
the improvement of the other one’s work. That is why the new ways of increasing the amount
of clients and refining the conditions of use for the already existing and reliable Steam clients
are constantly appearing in the service.
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