Enextponne naykose paxose BuianHd ' EdexkTHBHA eKoHoMiKa'' BKIIOYEHO J10 MEPENIKY
HayKOBHX (axoBHX BH/IaHb YKpaiHH 3 THTaHb CKOHOMIKH

(Kateropis «b», Hakaz MiHicTepcTBa OCBITH 1 Hayku YKpainu Bix 11.07.2019 Ne 975)
www.economy.nayka.com.ua | Ne 12, 2021 | 30.12.2021 p.

DOI: 10.32702/2307-2105-2021.12.3

YIK: 339.13.024

A. C. 3asepbnuii,
0. e. H., npoghecop, npoghecop Kageopu 3068HIUHbOEKOHOMIUHOT MA MUMHOI OISLIbHOCTI,
Hayionanenuu ynieepcumem «Jlvgiscoka nonimexuixa», m. Jlvgis, Yxpaina

ORCID ID: 0000-0001-7307-536X

. M. Cnopmusk,
cmyoenm OKP «Maecicmp» cneyianvnocmi « Menedscmenm 308HIUHbOEKOHOMIYHOT OiIbHOCMI »,
Kagheopa 308HiUHbOEKOHOMIUHOI ma MumHoi disnerocmi, Hayionaneruil ynieepcumem «JIvgiecoka
nonimexuixa», M. JIv6is, Ykpaina
ORCID ID: 0000-0002-4202-2115

JOCJIJIP)KEHHSI CTAHY CBITOBOI'O PUHKY [ITU®POBOI'O
JTO3BLLJISL B IEPIOJI I'VIOBAJIBHOI MAHJEMII HA
MNPUKJAJI KOPOOPAIIII UBISOFT ENTERTAINMENT SA

A. Zaverbnyj
Doctor of Economic Sciences, Professor, Professor of the Department of Foreign Trade and
Customs, Lviv Polytechnic National University, Lviv, Ukraine
D. Sporniak
Master's student of specialty « Management of foreign economic activity», Department of Foreign
Trade and Customs, Lviv Polytechnic National University, Lviv, Ukraine

STUDY OF THE STATE OF THE WORLD DIGITAL LEISURE MARKET DURING THE
GLOBAL PANDEMIC ON THE EXAMPLE OF UBISOFT ENTERTAINMENT SA

YV 0aniti cmammi eudineno menoenyii po36UmKy nOnumy Ha C8imo8oMy PUHKY yugpoeoco 0036is
8 yMo8ax naroemii KOpoHasipycHoi ingexyii na npukiadi kopnopayii Ubisoft Entertainment SA. B
MeHCax Ybo2o NPOAHANI308AHO 2e0cpaiuHull Po3N00il CNONCUBAYIE Mda pPO3NOOJLL nonumy 3d
ieposumu naamgpopmamu. Jocniodxceno Oitichuil ¢inancosuil cmarn yiei kopnopayii ma OUHAMIKY
SMIHU pAOY pe3yIbMmamueHux HNOoKa3Hukie enpoooesic 2015-2020 poxis. Takooxc uUOKpemaeHO
Gaxmopu, wo uuHAMb HAUOIILUWL 3HAYHUL 6NIUE HA OULILHICMbL 00CHI0NCYBAHOI KOopnopayii &
Oiticnux ymosax. OKpim yvoeo, 30iticneno ananiz ochosuux cmpameeinu Ubisoft Entertainment SA
Wo0o NOOANLULO20 DO3BUMKY HA 6KA3AHOMY DUHKY. Bpewimi, 6usnaueno puzuxu, wjo 4uHamb
sHauHuti Hecamuenuil énaug Ha Ubisoft Entertainment SA i € 8i0no8ioHo éazomumu OJisi 8PAXYBAHHS
npu OisibHOCmi Ha PUHKY yugpoesozo doszsinia y 2020-2021 poxax.

Introduction. The various IT-related industries have grown significantly in recent years. This
applies in particular to the digital leisure industry, which includes video games, streaming video
services and other intangible products and services. The introduction of a number of quarantine
restrictions imposed in connection with the coronavirus pandemic has had a significant impact on
all areas of economic activity, including the abovementioned. This case is especially interesting
given the nature of the industry's products, which are intangible and sometimes of critical value in
a times of a global pandemic.

Purpose. The aim of the study is to analyze the global digital leisure market in the context of
quarantine restrictions imposed in connection with the coronavirus pandemic through the prism of



analyzing the activities of Ubisoft Entertainment SA to assess the status and prospects of this
promising sector.

Results. This article highlights the trends in demand in the global digital leisure market in the
context of a coronavirus pandemic on the example of Ubisoft Entertainment SA. Within this, the
geographical distribution of consumers and the distribution of demand by gaming platforms are
analyzed. The actual financial condition of this corporation and the dynamics of changes in a
number of performance indicators during 2015-2020 are studied. The factors that have the most
significant impact on the activities of the studied corporation in real conditions are also identified.
In addition, the main strategies of Ubisoft Entertainment SA for further development in this market
are analyzed. Finally, the risks that have a significant negative impact on Ubisoft Entertainment SA
and are accordingly significant to take into account when operating in the digital leisure market in
2020-2021 are identified.

Conclusions. The geographical distribution of demand for video games and the distribution by
gaming platforms were analyzed. The key performance indicators of Ubisoft Entertainment SA in
the period from 2015 to 2020 were studied. The key factors influencing the company's activities in
2019-2020 were identified. The strategic plans and directions of development of Ubisoft
Entertainment SA were analyzed. Finally, the factors that may exacerbate the financial risks of
Ubisoft Entertainment SA were identified.

Knrwwuosi cnoea: punox yugpposoco ooszsinna; nawdemisn; Ubisoft Entertainment SA; sideoiepu,
¢hinarncosuii pixk.

Keywords: digital entertainment market; pandemic; Ubisoft Entertainment SA; video games;
financial year.

IMocranoBka nmpo6JemMu. Pi3HOMaHITHI ramy3i, MoB’s3aHi i3 iHPOPMAIIHHUMHU TEXHOJIOTISIMH JEMOHCTPYIOTh
3HaYHE 3pOCTaHHS B OCTaHHI poku. Lle crocyerscs, 30kpema, i iHAYCTpil unppoBOro K03BILIA, IO BKIIOYAE B cede
BiZICOIrpH, MOTOKOBI BiZIEOCEPBICH Ta IHIIOrO POAY HeMaTepiajbHI NPOAYKTH i mociyru. BupoamkeHHs psmy
KapaHTHMHHHUX 0OMEKEHb, BYXHTHUX Y 3B’S3KY 13 MaH/IEMI€I0 KOPOHaBipycHOT iH(eKLii Mano 3HaYHMH BILIMB Ha yci cdhepu
€KOHOMIYHOI JIsUIbHOCTI, 30KpeMa 1 Ha BKasaHy BuIe. OcoONMBO LiKaBUM LIl BUNAIOK € 3 OISy Ha crienudivny
NPUPOYy NPOIYKLIl JaHOI rajysi, sika € HeMaTepiaJlbHOIO 1 MOAEKYIH KPUTHYHO BaXKJIMBOIO B YMOBax IriioOaibHOT
nangaeMii. OgHMM 13 HaWOUIbII eQEeKTUBHHMX CIOCOOIB aHaNi3yBaHHS CHUTyallli Ha JaHOMY pHUHKY € BHBYCHHS
ocobnmuBOCTEN (DYHKIIOHYBaHHS OJHIET i3 KOpropamii-iigepiB Bkazanoi ramysi - Ubisoft Entertainment SA, o
BXOJIUTH JI0 IECATKU HAHOUIBIINX KOMIIaHId PUHKY Bifeoirop 3a piBHeM kamitamizarii [1]. BuBuenns ii gificHoro crany
Ta BXXHUTHUX HEIO CTPATETill € MepCHeKTHBHUM HANpSMKOM 3M00YTTS IOCBIAY AJS TOAAJBIIOTO WOTO BHKOPHCTAHHS
YKpaiHCbKMMH KOMTIaHIsIMHU BiJIOBIIHOT chepH, 1110 TEeMOHCTPYIOTh 3HAYHI YCIIXH BIIPOJIOBXK OCTAaHHIX POKIB.

AHaJi3 ocTaHHIX AocailkeHb i myOuaikauniil. [IutaHHAMH TOCHIIHKEHHS TEHICHIH Ha PHHKY mH(pPOBOTO
JIO3BIJLISL B yMOBax IIo0ainbHOT nmaHaeMil 3aiimanucs taxi 3apyOixHi Bueni: JI. Bpui, 0. Maescka, 111. Tpyckonacbkuii
[2]; C. Bapgoiio, n 1. Carpio, B. C. Hapmanita, A. Bi6oso [3]; M. A. Pikapac, M. Pomanini, I. ge Iperopi [4].
[TuraHHAMU ocoONMBOCTEH MisIBHOCTI KOMIaHill y ramysi mudpoBoro mo3Buuis B ymoBax mnangemii Covid-19
3aiiManucst Taki Bitum3HsiHI BueHi: [.B. ITonomapenko, O.I'. I{umban [5]; A.I'. llesnrora, O.B. 303ynasoB [6]; LI
IBanoB, O.I'. TiMiHchKkuii [7].

Tema 1ocCiiPKEHHS € aKTYaJILHOIO 3 OTJISly Ha HasBHICTh BArOMHX CTPYKTYPHHX 3MiH y MOMHTI Ha MPOXYKIiIO
BKa3aHOi Tayly3i, mo OYyJIM CHpPUYHHEHI KapaHTUHHUMH OOMEKEHHSMH, NPUHHATHMH y 3B 3Ky i3 TaHAEMI€l0
KOPOHAaBIpyCHOI iH(EKIi, a TaKoXK (PaKTOM CTPIMKOTO PO3BHUTKY JaHOTO CEKTOPY CBITOBOTO PHUHKY B MEXax SIKOTO
3HaYHE MiCIle 3aiiMaroTh, 30KpeMa, i YKpaiHChKi KOMITaHii.

@opmyTIOBaHHA Uijeil gocaiukeHHs. MeToro IOCHIDKCHHS € 3IIACHEHHS aHali3y CBITOBOTO PHHKY
r(GPOBOTO TO3BULISA B YMOBaX KapaHTHHHUX OOMEXEHb, BXHUTHX Y 3B’S3KY i3 MaHAEMI€I0 KOpPOHaBIpYCHOT iH(pEKIIil
4yepe3 TpU3MY aHaNi3yBaHHA IisibHOCTI koproparii Ubisoft Entertainment SA 3 MeTOI0 OIIiHIOBaHHS CTaHy 1
MIEpPCIIEKTHB PO3BUTKY JaHOI AMHAMIYHOI raiy3i €eKOHOMIKH. 3 OISy Ha BHIIEBKa3aHy METY, BUOKPEMJICHO HACTYIHI
3aBIaHHs CTATTi:

- aHaJi3yBaHHS TEHIEHIH, IO CIOCTEPIraroThCs Y CTPYKTYpi IMOMUTY Ha MPOXYKLIIO KOpHoparii
Ubisoft Entertainment y reorpadiyHomy Ta iHIINX CYHNYTHIX po3pi3ax;

- BUBYCHHS JIMCHOTO CTaHy Ta JMHAMIKH PO3BUTKY Tairy3i Iu(poBOro J03BULIS Ha OCHOBI (piHAaHCOBHX
nokasuukis Ubisoft Entertainment SA;

- JOCIiHKeHHsT (PaKTOpiB BIUIMBY 30BHINTHHOTO Ta BHYTPIITHBOTO cepeloBHINa Ha AisutbHICTH Ubisoft
Entertainment SA B ymMoBax riao0aibHOT TaHAEMI;

- aHamizyBaHHs cTpateriii Ubisoft Entertainment SA 3 MeTOI0 BUBYCHHS MEPCIEKTUB PO3BUTKY JAHOI
rairysi;

- JOCIiHKEeHHS (PaKTOPiB PU3HKIB PHHKY ITU(GPOBOTO AO3BIILIA 32 JUHAMIYHUX YMOB.



Bukiax ocHOBHOT0 MaTepiajy A0CTiTKEeHHS.

Ubisoft Entertainment SA € MDKHapOJHOIO KOpIOpaImiclo 3i mmrad-kBapTHporo B MoHTpei, ®pamniis.
Opranizamist Oyna 3acHoBana 1986 poky m’sTeMa Opatamu ['1#iMO 1 cTaHOM Ha CHOTOIHI Ma€ CBOI NMPEICTABHUIITBA Y
6impmn HiXK 20 kpainax cBiTy. Kopnopamis cnenmiani3yeTsest Ha po3poOJIeHHI Ta BUAABHHUITBI MPOIYKTIB MPOTPaMHOTO
3abe3nedeHHs. OCHOBHOIO TOBapHOIO KAaTETOpi€l0 NPH LBOMY € BifICOIrpH. 3IIHCHIOETBCS TaKOXK pO3POOJICHHS
aHIMaIiHUX (UIBMIB Ta CYIYTHIX TOBAPHUX MPOJYKTIB, 31€0LIBLIOTO0 IrPOBHUX PYILIIiB Ta MiATPUMKA BJIACHOTO CEPBICY
uudposoi gucTpuOyLii.

3a ¢opmoro BiacHocti Ubisoft Entertainment SA € aHoHiMHUM TOBapucTBOM ((p. Société anonyme), 1o €
OIHMM 13 THIIIB KOpHoOpaliid, BiANOBIAHO 10 3akoHonaBcTBa Ppanuii 1 npubIM3HO BiaNOBi#ae mmyOmiYHOMY
aKI[IOHEPHOMY TOBapHUCTBY.

Ho crpykrypu Ubisoft Entertainment SA BXOOWTH BeNHKa KiTbKICTh PETiOHATBHHUX MiAPO3ALTIB Ta MOUIPHIX
KOMITaHiH, sIKi 32 BUIaMHU MTOAUISIOTECS Ha TaKi, IO 3MIHCHIOIOTH pO3pPOOJICHHS Bileoirop (HaiOiIbIa 9acTka), irop st
MOOLTBHHX TPHUCTPOiB, BUPOOHMIITBO aHIMAIIMHUX (iIBEMIB, 3alfMarOTbCA TUCTPHOYIi€0, iTPOBHM XOCTHHIOM Ta
IHITUMY BUIAMH| TistibHOCTI. B Vipaini xie modipas komnanig koproparii T30B «t06icodt FOxpeiin», no ckmamy skoi
BXOJSTH 2 CTY[il, IO Creniami3yloTscs Ha BUpoOHUITBI Bineoirop — Ubisoft Kyiv ta Ubisoft Odesa.

Cranom Ha Bepecenb 2020 poky Ubisoft Entertainment SA € meB’sTOI0 32 po3MipoM IyOJIiYHOIO KOMITaHIi€IO-
BUPOOHMKOM BiJ€Oirop y CBITI 3a 0OCSroM BaJIOBOTO JOXO/AY, a TaKOXX PHUHKOBOIO KamiTamizauiero. Jlo Toro
KOpHOpAaLlisl € OJHUM 13 HaWOIIBIIMX BUAABHULTB y AaHiil cdepi y €spomi. Kamitanizauis kopropauii craHoBUTH 8,85
mipx eBpo cranoM Ha 2019 pik [1]. Banosuit moxix 3a 2019/2020 dinancosuii pik (3a cucremoro CIIIA) nopiBHioe
1594,83 maH eBpo. ['eorpadiuna ctpykrypa npoaaxy tosapis kopropauii 3a ganumu Ubisoft Entertainment SA Annual
Report naBenena Ha puc. 1 [1].

The breakdown of Group net bookings by geographic region is as follows (in € millions):
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Pucynok 1. I'eorpadiuna cTpykTypa npoaaky 3a YHCTHM J0X0A0M

Sk BUIHO i3 HaBeneHOI Aiarpamu, HaOimpnry acTKy moxomy Ubisoft Entertainment SA oTpuMye Ha pHHKax
Bigeoirop IliBuiunoi Amepuku (CIIA, Kanana) ta €Bpomu, mo B CYKymHOCTI 3a0e3medyioTs 83% dYnCTOTO JOXOIY
kommadii y 2020 poui. TpeTim 3a BaJUBICTIO TeorpadigHuM pHHKOM € A3iaTChKO-THXOOKeaHCHKUI PeTioH, Ha SKUN
npunagae 13% 9uctoro J0X0Ay Y IIbOMY XK POILI.

Posnonin uncroro goxomy Ubisoft Entertainment SA 3a OCHOBHUMH irpoBUMH IDIaTGOpMaMy 3a JaHUMH
Ubisoft Entertainment SA Annual Report mHaBegeno Ha puc. 2 [1].
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Pucynok 2. Po3noain uncroro noxoxy Ubisoft Entertainment SA 3a ocHoBHUME irpoBuMHE mUIaTdopMamMu

Tax, BuaHO, 10 aO6COMIOTHOI OIIBIIOCTI TOXOMy HE 3a0e3medye KoJHa OKpeMa IutaTdopma, 0 CBIAIUTH IO
JocTaTHIO quBepcudikoBanicTs mismmbHOCTI Ubisoft Entertainment SA. Haii0inpmri 9acTku y CTPYKTYpi Mpomaxy MpH
IpOMY 3aiimMaroTh Bineoirpu mas PlayStation4, mepconansHoro komm fotepa Ta XBOX One. Unctuit noxia, oTpuMannit
BiJl BUMIB ASUTEHOCTI, HE TIOB’ SI3aHUX 13 PO3POOJIEHHAM Bifieoirop cTaHoBUTSH Jmiie 8% y 2020 porri.

3nifiCHIOEMO MiaTHOCTHKY (DiHAHCOBUX pE3yNBTATiB MisTIBHOCTI Kopmopamii y aumHamini 3a 2015-2020 pp. 3a
nmannmu Ubisoft Entertainment SA Annual Report, ocHOBHI 3Ha4eHHS siKOi HaBeaeHi y Taou. 1 [1].

Taoauus 1.

JunHamika ocHOBHUX (piHaHCOBO-ekoHOMIYHNX MoKka3HUKIB AissibHOCTI Ubisoft Entertainment SA
3a mepiox 2015-2019 pp.

IToka3Huku, TUC. €BPO. 2015/2016 2016/2017 2017/2018 2018/2019 2019/2020
1 2 3 4 5 6

Kanitanisanis 8,710,056 8,752,233 8,652,490 8,649,921 9,373,710
Kimxicrs mpocrux axuii 112,387,818 | 112,932,041 | 111,631,149 | 111,592,116 | 120,938,298
KinbkicTs npuBineioBaHIX
- - - 13,883 19,771 12,800
Obesr nponaxis 1,199,870 1,319,663 1,550,694 1,741,415 1,540,345
Yucruit npudyTox (30MTOK) 110
OIO/IaTKyBaHHS, IHBECTYBaHHS 453,577 406,234 779,359 750,698 459,522
Ta 3a0e3e4ueHn
YucTuii goxij (30UTOK) Iics
OIO/IaTKyBaHHS, IHBECTYBaHHS (105,306) (104,869) 215,808 159,159 (301,147)
Ta 3a0e3eueHn
[TpubyTtox (30uToK) Ha 1 akuiro
TCIIS OTIOIaTKYBAHHS, [I0 4,55 4,06 7,00 6,71 3,87
3a0e31eYeHb
ITpubyTox (36uTOK) Ha 1 aKIito
TIICIIS OTIOIaTKYBAHHS Ta (0,94) (0,92) 1,93 1,43 (2,49)
3a0e31eYeHb
Do orutaTi npai 789 1,185 1,324 1,507 691
Butpatu Ha comiansHe
CTpaxyBaHHS Ta BUILIATH 283 549 965 997 577
MpaniBHUKaM

Sk BumHO i3 HaBemeHoi TaOmuii, ¢iHaHCOBI pe3ynpTatd AisibHOCTI Ubisoft Entertainment SA e mosoui
cynepewtnBuMH. [lepenoBcim, it 3a3Ha4nTH, 110 OOCSTH IPOJAXKIB, a OTXKE M AOXiA KOMMaHIi, 3pOCTalOTh IPOTIrOM
aHajizoBaHoro mnepiony, okpiMm 2019/2020 ¢inancoBoro poxy, 1o 0e3rnocepeaHbO MOB’S3aHO 13 MaAiHHSIM IOIHTY,
CHPUYMHEHHM PUHKOBOIO MAHIKOIO Ha MOYaTKy POKY Ta IIEPEHECCHHSM JaTH BUITYCKY OCHOBHUX NPOAYKTIB KOMIIaHii,



mo OimeIn geTanpHO po3risHyTo Hikde [11]. Ilpm mpoMy BakiamBO BKaszaTH, IO (iHAHCOBHHA pe3yJbTaT MiCIs
OTIOAaTKyBAaHHA, IHBECTYBaHHS Ta 3a0e3IedUeHb y IIbOMY X potli, sk i B 2015-2017 pokax € Bix’eMHHM. 3 oriiigy Ha
MOKa3HUKHM TNpHOYTKy (30MTKy) Ha | akmiro 10 Ta micis 3a0e3medeHb, MOKHA CTBEPIKYBaTH, IO OCHOBHOIO
poOIEeMOI0 MO0 AaHOi CKIagoBOi (DiHAHCOBOTO PE3YNIbTaTy € BENUKU o0csAT 3abe3medeHb, TOOTO 3000B’sI3aHb 3a
MUHYJI 11ePi0JH i3 HEBU3HAYEHOIO CYMOIO YH JATOIO CIIIATH.

HesBakarouun Ha BuIe 3a3HaueHi yMoBH, Kamitanizanis Ubisoft Entertainment SA 3nauno 3pocna y 2019/2020
poui. [TosicHuTH nany cuTyalito MOXKHa psiioM ¢akropis. Tak, 3 oAy Ha 3HAYHI COLiaNIbHI 3MiHH, 110 iX COpUYMHMIA
NaHJeMisi KOpOHaBipycHOT iH(eKuii Ta KapaHTUHHI 3aXOAM, BXKUTI 3 Li€l )X NPUYMHM, OYIKYETHCS 3HAYHE 3POCTaHHS
MONUTY Ha IMPOAYKIiI0 KOMIaHii y HACTYIHI AEKiJbKa POKiB. 3arajom, Iie BimoOpakae 3arajibHy TEHJICHLIIO I0J0
Hepexo/ly pUHKY BipTyaJIbHHX PO3Bar i3 Kareropii «HIIIOBOTO» N0 «ri00aibHOro» [9]. 3a paXyHOK LbOTO, @ TAKOX 3
oty Ha (akT Toro, mo (iHAHCOBHH pPE3yNbTaT € B CEPEAHBOMY IO3UTHBHAM y MHUHYJII 5 POKIB, OUIKYyETHCA
3pocranasa goxoxy Ubisoft Entertainment SA Ha 6:m3bko 24,4% 3a pik npotaroM HacTymHuX 3 pokis [10].

3amrs OLTBIOI HAOYHOI AEMOHCTpALii TEHASHIH pPO3BUTKY KOMIIaHii, 3HAYEHHS OCHOBHUX pe3yIbTaTHBHUX
¢inancoux moka3HukiB Ubisoft Entertainment SA mpoTaroM aHami30BaHOTO MEpioAy BiqoOpakeHO HaA miarpami, mpo ii
HaBeJIeHO Ha pHC. 3.
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Pucynok 3. 3HauyeHHs OCHOBHMX pe3yJbTAaTUBHUX iHaHcoBuX nmoka3HukiB Ubisoft Entertainment SA nporsirom
aHaJTi30BaHOro nepioay

Sk yxe Oyno 3a3Ha4YeHO BHWINE, NAJIHHSA YCIX 3a3HAUYEHHMX pe3yJbTATHMBHUX NOKaszHUKIB y 2019/2020
(biHaHCOBOMY pOILIi MOXKHA MOSICHUTH (PaKTOM IO€JHAHHS (PaKTOPIB:

1) TlagiHs momuTy Ha Bifeoirpu i3 MoYaTKOM IMaHjaeMii KOpOHaBipycHOI iHQeKILii, sIK OJWH i3 BHSBIB
PHHKOBOI IIaHIKHM, IO 3HAYHOIO Mipo0 BimoOpasmiacs Ha MNPOAYKIIi, IO HE € TOBapoM IepuIol
HEOOXi1THOCTI.

2) IlepeneceHHs BUITYCKY 101 cepil mpoaykTiB i3 kinmg 2019 wa 2020 pik [11].

Baprto 3a3HaumTH, IO BWITYCK BifI€OIrOp € TEBHOIO MIpOIO CE30HHMM, OCKUIBKH OUIBIIICTE OCHOBHHX
MIPOAYKTIB HAOXOAATH Y TMPOJNAX IMIOPOKY B OCIHHBO-3MMOBHH mepion. HaTomicTh, morani BiATYKH IIOIO OJHOTO i3
¢marmancekux mpoekTiB Ubisoft Entertainment SA oceni 2019 poky Ta psia BHPOOHHYMX TPYTHOIIB 3YMOBHIN
MEpEeHEeCeHHsT BUIYCKY ToBapiB. Ilpn HakmajmaHHi Ha TagiHHS TONMHWTY HAa MOYATKy POKY, [Ie CTBOPHIJIO HaBeIeHi
(inaHCOBI MPOOIEMH, OCKIJIBKY OBEPHEHHS BKIIAJICHb Y BAPOOHUITBO IIPOYyKIii KOMIaHii OyJo BixTepMiHOBaHO.

Brim, BapTOo 3a3HauuTH, IO J1aHI TPYIHOILI IIJIKOM MOXKHA BBa)KaTH KOPOTKOTEPMIHOBUMH, aJPKE OTOJIOIICHHS
KapaHTHHHHX 3aXO/IB CIIPHUSUIO IOJANIBIIOMY 3pOCTaHHIO IonuTy Ha npoaykuito Ubisoft Entertainment SA 3a paxyHok
BUHHMKHEHHSI NOTpeOM y 3MiHiI (hopmaTy NpoOBEAEHHs JO03BLLIS Yy CIIOXKHMBAYiB. Y IO€AHAHHI i3 3arajoM YCIIIIHOIO
60poTH00I10 13 BipycHOO iH(EKLilo ypsaaiB KpaiH-ocHoBHUX puHKIB Ubisoft Entertainment SA (CILA, Kanana, 3axigna
€Bpora) Ta MITPUMKOI HAMH CBOIX TPOMAISH y IIeil mepiof, 0 Ja€ 3MOTY MPOTHO3YBAaTH MO3UTHUBHI MEPCIIEKTUBU
IUTA PUHKY, Ta BUIIYCKOM PsAy HOBHX NMPOZIYKTIB, IO OTPUMAaJIM CXBaJIbHI BIATYKH, [Ie BiZOOpa3miIocs Ha OYiKyBaHHI
MOKpaIIeHHs (piHaAHCOBHX MOKA3HUKIB JOCIIIKYBAHOT KOMIIAHIi, 10 BXKE PO3TIILAAIOCS BUIIE.

®inancosa crparerist Ubisoft Entertainment SA, o € TOBroCTpOKOBHM IUTAHOM YIIPABIIiHHSA (hiHAHCOBHUMH
aKTHBaMH OpTraHi3amii, cIpsMoBaHa Ha (OpMyBaHHS Ta WIATPUMKY EKOHOMIYHOI MoOjewi, sfka 3abe3ledyBaTHMe
npuOyTKoBe Ta cTaie QyHKIioHyBaHHA Oi3Hecy [1]. Lle mepenbauae meBHY TpaHC(HOPMAIiI0 METOIMKH KOPIOpAIii
BIZIMOBITHO IO BUMOT' PUHKY, L0 MPOJOBXKYE 3pOCTaTH. 3 II€I0 METOI0, 30KpeMa, repeadadaeTbes psjl 3axX0MiB, Mo iX
PO3TIITHEMO HHIKYE.

[epenoBcim, ciij 3a3Ha4YNTH, 110 BeNUKUil o0csr GinaHcoBux aktuBiB Ubisoft Entertainment SA iHBecTyeThcs
y CTBOPEHHS Ta MiATPUMKY HOBUX OpPEHIIIB BiJl€0irop, o € HeOOXiJHICTIO B YMOBax JaHoOTo puHKY. [Ipu npoMy Bennka



yBara KOMITaHii IPUAUISEThCS 30€pEKEeHHIO MPaB i KOHTPOIO HaJ BUPOOHUIITBOM OCHOBHUX Ta HAHOUIBIIT BaXKJIIMBHX
irpoBUX (paHmIU3 B MeXax Kopropallii, ToOTo iX BHPOOHHMIITBO CHJIAMU KOPIOPATHBHUX CTYyIid. 3 Ii€I0 METO¥O,
30KpeMa, 3MIMCHIOETBCS BIIKPUTTS CTYAIH y KpaiHax i3 BiTHOCHO HUKYOIO BapTiCTIO OTUIATH TIpalli Ta HASBHICTIO MPH
IbOMY TaM BHCOKOKBaTi(hiKOBaHMX KaJApiB y BimmoBimHii cdepi. 3ae0inpimoro, me crocyerbes kpain LleHTpanbHO-
Cxinnoi €sponu (Ykpaina, Pymynis, Bonrapis) ra KHP.

BaxuBUM acleKTOM JisTIBHOCTI € YIPABIIHHSA B)XKC HAsSBHAMH OpEHIAMU 3 METOK OLUIBII MOBHOTO
BUKOPHUCTAHHS 1X MOTCHIIANTY Ta OTPUMAHHS «[IOBTOPHOTO» JOXOAY 32 PaXyHOK MUHYJIHX BHTPAT Ha BUPOOHUIITBO Ta
MapkeTuHr [1]. YMOBU pHHKY, 32 SKHX BHKOPHCTaHHS TOBapy € JOCTaTHHO KOPOTKOTEPMIHOBHUM, BUMAralOTh MOIIYKY
LUISIXIB JUIs BUKOHaHHS Takoi crparerii. Tak, Ubisoft Entertainment SA axkTuBHO 37iiicHIOE TpaHchopMmalilo psgy
OCHOBHHX CBOiX OCHOBHHX INPOAYKTiB, 30KpeMa cepii Assassin’s Creed y ¢opmar RPG ra cepii Rainbow Six y Tak
3BaHy «KiOEpCIOPTHBHY NHUCUUILTIHY», IO BiIKPUBAa€ HOBI MOMIIMBOCTI BHKOPHCTaHHS YK€ ICHYIOUMX OpeHmiB i1
OTPUMYE MO3UTUBHI BIATYKH BiJ CrokuBadiB. [ImaHy€eThCs 301TBIIICHHS] 00CATIB TAKOTO «ITOBTOPIOBAHOTO» JOXOIY IO
73% Bin 3aranpHOi Horo cymu [1].

Peamizamis HaBeAeHOT cTpaTeTii MOYKE CIPUYUHUTH MEBHI KOPOTKOCTPOKOBI 3arpo3u, MO0 MOYKHa 0aduWTH HA
npukiani ¢inancoBux pesynbraTiB 2019/2020 ¢iHaHCOBOTO pPOKYy, ajge B JITOBIOCTPOKOBIH MEPCIEKTHBI BiIKpHUBAE
IIUPOKI MOXKIIMBOCTI, 32 PaXxyHOK 4OTO Oyia BCTAHOBJICHA IIb NOCATTH 79% 3pOCTaHHS 00CATY YHUCTHX TMPOIAXKiB
MpOTSIroM HAacTynHux 6 (iHaHcOBUX pOKiB [1]. VcminiHa BIPOBaJKCHHS JaHWX METOIUK JO3BOJIAE Ta Iepeadavae
BiIMOBY BiJl TOJITHKMA BHYTPILIHBOI'POBOI MOHETH3aIlil, 0 CTBOPIOE OOMEKCHHS MJIs CIIOKMBAYiB 1 HEepexiJ Ha
CHUCTEMY «pay-to-pay», IO MpPAlIOE€ Ha IMOKPALICHHS IMIJKY KOPHOpawii, O[O0 CIPHsIE JOBrOCTPOKOBOMY VCIIXY
opranizanii [1].

3arajgoMm, MOXKHa CTBEpIUKyBaTH, mo ¢inancoBa crparerisi Ubisoft Entertainment SA rpyHTyeThCcst Ha
3a0e3meueHHi HaWOiNbIl €PEKTUBHOTO 13 MOXJIMBHX BapiaHTIB BUKOPUCTAHHSA YK€ HAsIBHUX MaTepiaJbHUX Ta
HEMaTepialbHUX aKTHUBIB Koproparlii, mo nepeadadae Benuki obcsru inBectuiliid. Ile cTBoproe psin pusukiB. Tak, 3
METOI0 3aJy4eHHs JI0JaTKOBOTO KaIliTalxy, MPOTIATOM KilbKoX ocTaHHiX pokiB Ubisoft Entertainment SA 3milicHuIa
JIOJIATKOBY €MICII0 aKIliif, 10 CHpHs€e 3MEHIICHHIO BapTOCTi akIiid yXe ICHYIOUHMX aKI[iOHEepiB i MOXe HEraTHBHO
BIUTMHYTH Ha KaIliTaIi3aIlil0 KOMIaHII0 y BUTIAJKY MPOJIOBKEHHSI TAHOTO MPOIIECY.

Jlo Toro x, gk yxe OyJIo BKa3zaHO, BEJHKiI 00cATH 3a0e3reueHh BUHUKAIOTh CaMe€ BHACIIOK BIIPOBAKCHHS
JTAHKUX 3aXOJIIB I CIPUYUHSIOTH IO 3HAYHOTO 3MCHIIICHHS YACTOr0 NPUOYTKY, @ TO i BHHUKHECHHIO YHCTOTO 30MTKY SIK 1I¢
SICHO BitoOpakeHo y 3BiTHOCTI 3a 2019/2020 dinancoswuii pix [1].

Benenns koMepuidHOi IiSUIBHOCTI B yMOBaX PHHKOBOI CHCTEMH CKOHOMIYHHMX BiJHOCHH IIOCTiHHO
CYMPOBOJIKYETHCS BUHUKHEHHSM PI3HOTO POJIY PHU3HKIB Ui Cy0’ €KTa TOCHOAAPIOBAHHS, IO MPOSBISIOTHECS Y BUIIISII
CUTyallill YM BHINAJKIB, II0 MOXYTh HPHU3BECTH SIK 10 IMO3UTUBHOTO pe3yibrary. Ubisoft Entertainment SA, sk
KOpHOpallis, 10 IPOBAAUTh CBOIO NisUTbHICTh HA PUHKY LM(PPOBOTO O3B 1 OPIEHTYETHCS Ha KIHLIEBOTO CIIOXKHMBAYa,
HE € BUHATKOM. 3a JIMCHUX YMOB iCHYE LiNTUH psas GaKTOPiB, IO MOXKYTh 3HAYHOIO MipOIO0 YNHUTH BIUIMB Ha MONAJIBIITY
(iHaHCOBY CHTYyaIlil0 KOMIIaHii, TOMy iX BpaxXyBaHHs € IOCTIHHOIO HEOOXITHICTIO JUIsl opraHizarii. Po3rimsHemo ix
HIDKYE.

TlepenoBciM, ciix 3a3Ha4YMTH, IO MPUIUHYA BUHUKHEHHS TAHUX PU3HUKIB MOXKYTh OYTH SK BHYTPIIIHIMH, TOOTO
TaKWMH, 110 BUHUKIW MOBHICTIO ¥ Mexax Ubisoft Entertainment SA, Tak i 30BHIIIHUMH, IO PENPE3ESHTYIOTh BILJIMB
CepeIoBUIIA iCHYBaHHS TiANPUEMCTBA.

Jlo BHYTpILIHIX TPUYMH HAJIS)KATh: yIPABIIHCHKI pillleHHs 1010 (inaHcoBol cdhepu kopropariii, npodiemMu Ta
TEXHIYHI 3aTPUMKH y BUITYCKY MPOJYKIIii HA PUHOK, CKAaHIAIH 13 3aIy4CHHSIM IPEACTABHUKIB MCHEKMCHTY KOMIIaHiI.
binbuie neranbHo akTopu Oylie pO3IIISIHYTO HIDKYE.

Jlo 30BHINIHIX (aKTOPiB HaJNEKATh: 3MiHA CTPYKTYpPH MOMUTY HA MPOIYKIII0 KOMIIaHii, MOKJIMBE 3MECHIICHHS
KyMiBEJIbHOI CIIPOMOXKHOCTI CIIO’KMBAYiB, IOJITHYHI YHWHHUKH, COLIOKYJIBTYPHI 3MiHH, CHpPWUYMHEHI NaHJIEMIi€l0
KOPOHaBipyCHOI iHpeKIIii.

Koxen i3 3a3HadeHUX eNEMEHTIB MOXKE YMHHUTH 1 YMHHUTH Oe3rmocepeHiii abo K omocepenkoBaHU BIUIMB Ha
¢dinancoswmii ctan Ubisoft Entertainment SA, mo BiqoOpakeHO y TIONEpeIHFOMY IYHKTI. 3 METOIO PETYIIIOBAHHS I[LOTO
BILTUBY, Yy Ta0J1. 2 HaBEIEHO CTPYKTYPHHMA aHaNi3 (aKTOPiB, MO CIPHYNHIIOTh BUHUKHEHHS PU3UKIB ISl KOPIIOpaIlii.



Tadauus 2.
DaKTOPH, AKi MOKYTH CIPUYUHUTH 3aroctpeHHs ¢inancoBux pusukiB Ubisoft Entertainment SA

BryTpimHi

I'pyna daxropis Dakropu pU3NKY

®diHaHCOBI: -HETaTUBHUH (hiHAHCOBHIA PE3yNbTAT MICIIS OTIOJATKYBAHHSI, iIHBECTYBaHHS Ta
3abe3meueHs y 2019/2020 ¢inancoBomy porii;

-BEJIMKI 00CATH 3a0e3I1eUeHb, 1110 1 CIIPUYNHSIOTH 10 3MEHIICHHS IPUOYTKOBOCTI
oprasisauii, aje crpsiMoBaHi Ha 3a0e3Me4eHHs aMOpTH3allii HeMaTepialbHUX
akTuBiB [1];

-eMiCisl IOaTKOBOI KiJIbKOCTI aKIIiif, 110 MOKE CIIPUYHMHUTH J0 3MCHIIICHHS
KamiTanizauii Kopropauii B pa3i NpoJI0oBXEHHs JaHOTO MPOoLecy, ajle JoroMarae
TIOKPHUTH 1HBECTHUIIIHHI BUTPATH.

BupoOuuyi: ~-TE€XHIYHI TPYIHOILI i3 BUITYCKOM MPOJYKLIT, 10 CHPUYMHHIO JI0 HEPEHECEHHS! IaTH
BHXOIIY KiJIBKOX (hJJarMaHChKHX MPOIYKTiB KOMITaHii;

-3MiHa opMaTy psaay GIarMaHChKHX iTPOBHUX CEPii, 0 MOXKE CIIPUIUHUTH 0
3MIiHM CIPUAHATTS TaHUX OpEHIIB;

-HeOe3MeKa YCKIaJHSHHS BYaCHOTO BHITYCKY MPOIYKTIB BiIMTOBIAHO 10 3asBIEHUX
JIaT Yepe3 MOKJIMBI YCKIIATHEHHsI KapaHTUHHOI CHUTYaIlii, TOB’s13aH01 13 TAHIEMI€I0
KOPOHAaBIpYCHOI iHEKIIii.

CoLiOKYJIBTYpHI: -IMiJPKeBi PU3WKH, TIOB’13aHi 13 CKaHAAJIOM 32 YJacTi Py MPEICTAaBHUKIB BUIIIOTO
MEHEKMEHTY KOMIIaHil B paMKaxX KOMIaHii «me too»;

-HeOOXiAHICTE 3MiHM opMaTy poOOTH Uepe3 3BUILHEHHS BHIIEBKA3aHUX
IIPEACTABHUKIB MEHE/DKMEHTY.

30BHILIHI
I'pyna ¢axropis DakTOpU PU3UKY
[Monitnuni: -e(heKTHBHA NTPOTHAIS KOPOHaBIpyCHi iH]eKLiT 3 00Ky ypsaiB KpaiH-OCHOBHUX
PHMHKIB KOpIiopallii, 1[0 TO3UTHBHO BIUIMBAE HA KYIIBEJIbHY CIIPOMOXKHICTh

CIIOKHBaYiB;
-00MeXXEeHHS JJOCTYIY J0 NMEBHUX PUHKIB, 0 TIOB’S3aHO 13 MOMITHYHUMU PIICHHIMHA
KEepiBHHIITBA TIEBHUX KpaiH [1].

CortriaabHO-eKOHOMIYHI: -3MiHa CTPYKTYpH TIONUTY Ha MPOYKIIiI0 KOMIaHil, CIpUYMHEeHA KapaHTHHHUMHA
3aX0/1aMH TI0JI0 TTaHAeMii KOpOHaBipyCHOT iH(EKIIiT;
-TIOCTYTIOBUH PIiCT 1 PO3BUTOK PUHKY MH(DPOBOTO JTO3BITLIA.

KoHkypeHTHOTO cepeoBHIIa: -MOYIMBHH BHTIK a00 Kpaixka iHdopMallii, o MoKe HAHECTH KOy
KOMEPIIITHOMY YCIiXy MPOAYKIIii KOMITaHii, 30KkpemMa Iu(poBe «ITipaTcTBO»;
-TIepeMaHIOBAaHHS CIIEIiATiCTIB KOpIopallii KOHKYpEHTHUMU opraHizarismu [1].

BucHoBku. JlocmikeHHs MIMCHOTO CTaHy Ta TEHJCHIH PO3BUTKY PUHKY IUGPOBOTO O3B B YMOBax
rio0anpHOl MaHjeMii CBIMYMTH MPO 3POCTaHHS IONMMTY Ha MPOAYKLIIO AaHOI ramxy3i y AOBrOTEpMiHOBOMY Hepioi,
HE3BaKalOYM Ha MOYATKOBE HOr0 MaJiHHS Ha IOYaTKy BIPOBAPKEHHS KapaHTHHHUX 3aXOAiB, M0 OyJo MOB’s3aHe
31e0UIBIIOro i3 PHUHKOBOIO ImaHikoro. Brpomosxk 2021-2025 pokiB ouikyeTbcst 3pocranHs ngoxoxaiB Ubisoft
Entertainment SA na 24,4%.

Haii6inbsiry wactky noxoxy Ubisoft Entertainment SA mpuHocsits perionn IliBHiuna Amepuka ta €Bpona. [Ipu
IbOMY HaWOULTBII TOMYJSPHUMH 1 MPUOYTKOBUMH ITPOBUMH IuIATGOpPMAMH ISl BUITYCKY NMPOMYKINi € TepCOHAIbHI
koM torepH, PlayStation 4 ta XBOX One.

3 MeTOI0 pearyBaHHS Ha aKTyallbHI BUKIMKHA PHUHKY, JOCHIJDKyBaHa KOPIOpAIis BIPOBAIKYE MacITaOHi
3MiHM TIOJ0 BJIACHOT MpomyKiii. Tak, BeNuKi 0OCATH pecypciB iHBECTYIOThCS Y PO3POOKY HOBHX OpEHIIB Bifeoirop.
[Ipu 1pbOMY 3 METOI0 TIATPUMKH YK€ YCTAIEHUX IrpoBUX (paHIm3, 3MIHCHIOETHCS IXHE TEPEOCMHUCICHHS Ta
TIePEOPIEHTYBaHHS B MEXKax BiJIMOBIAHUX aHPIB, IO MO3UTHBHO CIIPUAMAETHCS CIIBHOTOIO CTIOXHUBadiB. [Ipu mpomy
cTanuM 3anuiuaetbest cnpsmyBaHHs Ubisoft Entertainment SA Ha yTpuMaHHS KOHTPOJIIO HaJ YCIM IpOLECOM
BUPOOHMLITBA MPOIYKLIT B MEXaxX KOpIopaiii.

Haii6inpir Baromnmu QakropamMu pusuky Ha paHomy puHKy it Ubisoft Entertainment SA € moenHaHHS
IACHOT COIiaIbHO-€KOHOMIYHOI CUTYaIlii y CBITI i3 3MiHCHIOBAHMMH 3MIiHAMH B MPOIECi BUPOOHMIITBA MPOAYKLIIi, IO
Oysi onMcaHi BUILE ¥ BHMaralroTh MEBHHUX iHBeCTHLii. OKpIM 1IbOro, iCHye PU3MK HETaTUBHOTO CHPUHHATTS 3MiH
CHOXKMBayaMHM, IO, BTIM, HE MIATBEPIKYETHCS HA JAHOMY eTami. 3peIlTol0, BarOMHUM € JOTPUMAaHHS ITOJIITHKA
COIIiJIbHOT BIAMOBIJAIBHOCTI SIK CTOCOBHO TMPAIliBHHUKIB KOPIIOpAIlii, TaKk i CTOCOBHO cmoxwuBadiB. laHuii daxtop
BiZlirpae KJIFOYOBY POJb IS AaHOI chepr eKOHOMITHOI MisITBHOCTI, siKa € JoBoJI TyOmiunoro. Citin, BTiM, BKa3aTH, 0
peaxitist kopropaii Ubisoft Entertainment SA Ha 11i pU3UKH € KATETOPUIHOIO 1 CBOEYACHOIO, IO J03BOJISIE PEECTPYBATH
MTO3WUTHUBHI iMi/PKEB1 pE3yJIbTaTH BXKe 3apa3 1 MPOTHO3YBATH MO3UTUBHY (DIHAHCOBY TWHAMIKY Y MAaHOYTHEOMY.
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