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	Justification of the topic choice. Accuracy in defining the aim and objectives of the thesis. Justification of the topic choice; accuracy in defining the aim and tasks of the thesis; originality of the topic and the extent to which it was covered; alignment of the thesis’ topic, aim and objectives.
	5
	4
	3
	2

	Structure and logic of the text flow. Logic of research; full scope of the thesis; alignment of thesis’ structural parts, i.e. theoretical and empirical parts.
	5
	4
	3
	2

	Quality of analytical approach and quality of offered solution to the research objectives. Adequacy of objectives coverage; ability to formulate and convey the research problem; ability to offer options for its solution; application of the latest trends in relevant research are for the set objectives.
	4
	
	3
	2

	Quality of data gathering and description. Quality of selecting research tools and methods; data validity adequacy; adequacy of used data for chosen research tools and methods; completeness and relevance of the list of references.
	5
	4
	3
	2

	Scientific aspect of the thesis. Independent scientific thinking in solving the set problem/objectives; the extent to which the student contributed to selecting and justifying the research model (conceptual  and/or quantitative), developing methodology/approach to set objectives.
	4
	
	3
	2

	Practical/applied nature of research. Extent to which the theoretical background is related to the international or Russian managerial practice; development of applied recommendations; justification and interpretation of the empirical/applied results. 
	4
	4
	3
	2

	Quality of thesis layout. Layout fulfils the requirements of the Regulations for master thesis preparation and defense, correct layout of tables, figures, references.
	5
	4
	3
	2


Each item above is evaluated on the following scale, as applicable: 5 = the thesis meets all the requirements, 4 = the thesis meets almost all the requirements, 3 = a lot of the requirements are not met in the thesis, 2 = the thesis does not meet the requirements.

Additional comments: 
         The topic chosen for research is actual. For a long time almost the only tool of customer loyalty for retail players was the usual discount card, that is, the basic version of loyalty programs. With increasing competition, retailers and FMCG companies have to come up with increasingly sophisticated methods of involving their customers. This marketing tool is gaming.
          The master thesis are well structured. There is a balance between theoretical and practical research in the paper.

     Topic actuality and research goal both are clearly defined and justified, the objectives are also consistent and coherent with the goal. 


In general the work gives an impression of a complete and logical study. The thesis consists  of  three chapters that are closely interconnected as they follow the objectives stated in the introductions. 
However, there are several weak points worth mentioning:

1) There is too much emphasis on the two frameworks Werbach and Chou, neither of which is actually scientific. Hence they are easily criticized and are hard to compare as one - is a book, and another is a practitionair's website. The author has more relevant sources analyzed (according to the references, but this is not emphasized).

2) The author does not spend enough time on discussing what a game is and in particular the psycological aspects of gamification. This leads to the lackluster explanation of the results of the experiment in the end of the work - he does not use them to explain consumer behavior with regard to retailer loyalty program properly.

3) The author also claims that one of the main contributions of this work is showing the existence of differences between non-gamified and gamified scenarious in the context of retail. It seems that it is not  a such a novel and important result.

4) The analysis of the usage of gamification by retailers in Russia is done very poorly. For example, it is said that Ashan does not  not have a gamified loyalty program. However, a short google search showed that this is not true (https://proactions.ru/actions/shop/ashan/kubok-pokupok-ashan.html). The criteria of the analysis in this table are also not very clear in general.

5) It should be noted that retailers can be systematized according to formats (hypermarkets, supermarkets, discount stores, convenience stores.) It is necessary to get a more detailed answer in the diploma project about the possibility  and specificity of using gamification in the loyalty programs depending on the format of the store.  
  Master thesis has neat appearance and makes a positive overall impression. 
Master thesis of  Alexander Sumenkov «Analysis of the Gamification Influence on Consumer Perception of Loyalty Programs in Retail Industry» meets the requirements of MIM program, and according to the reviewer’s opinion deserves an “ good (B)” grade, thus the author can be given the desired degree.
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