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Ieposa indycmpisn 3 KOMCHUM POKOM CMAE 8ce Diibl NONYIAPHOIO, A 00CAI0NCeHHsA il poai ma micys 8
EeKOHOMIYI OKpemoi Kpainu 6ukiukac ece Oiibuiull inmepec ceped eKOHOMICMIS8, addice NUMAHHSL
@inancysanms, monemusayii 00xXo0is, 0epPHCABHO20 pe2yI08aHHs 0AHOI chepu sumazac 8paxy8anus ii
cneyughiku Ha OCHOBI NPOBeOdeHHs. eKOHOMIUHO20 0OTPYHMYBAHHA. Y cmammi po32aHymo 0coOIu8ocmi



c8imogoi indycmpii sideoicop, Oxcepenra (YIHAHCYBAHHA | Memoou MoHemusayii npooyKyii ieposux
cmyoOill ma Haubiibw PO3N06CrOdCeHl 3miwani cmpameeii moHemuzayii. 3Hauna yeaea Oyna
nNpuoiieHa OO0CHIONCeHHI0 PUHKY 6ideoiep ma ii micyio 6  ceimosomy 2ocnooapcmei: 6yia
npoananizoeana ieposa inoycmpia 6 CIIA, Yexii ma Ilonvwi, ma oocniodiceni memnu 3pOCMAaHHA
axyiti okpemux cmyoii 6 CLIIA ma [lonvwi (Activision Blizzard ma CD Projekt Red) ma ix nopiensanns
3 memMnamu 3pOCmanHs OCHO8HUX Oipaicosux inoexcié (0na CLIA — S&P500, ona [onvwi — WIG20).
Amnaniz noxaszae, wo axyii yux cmyoitl 3pocmaromo OLIbWUMU MEMNAMU 8 NOPIBHAHHI 3 IHOeKcamU, 5Ki
Y €B010 yepey i00bpadicaroms Yinu akyii HauOilbw Kanimanizo8anux KOMnawuit yux oepacas. Taxe
3pocmaHua 0Oymosiene 3pocmanHam nonumy Ha axyii Activision Blizzard ma CD Projekt Red
BHACTIOOK 3POCMAHHS KIIOYOBUX NOKA3HUKIE edekxmusHocmi OisibHoCmi (8upyuku 6i0 peanizayii,
npubymky mowjo) yux cmyoiil. Buznaueno micye, pieeHvb po36umky ma nepcnekmusu 2any3si 6i0eoicop 6
Vkpaini. Aesmopamu 0y10 maxoxc 3anponoHOBAHO WIAXU NOOAILULO2O PO3GUMK)Y OO0CHIONHCYEAHOL
eanysi, 3anyyeHusi 00 Hei IHO3EMHUX I[H6ecmuyii ma GU3HAYEHO NPUUHAMHI Ol GIMYUZHAHOL
EeKOHOMIYHOI cucmemu Mooei Monemu3zayii npooyKyii.

Every year the gaming industry begins to play a more important role not only in the global economy,
but also in the economies of separate countries. This article discusses the features of the global video
game industry, methods of financing and monetization of game studio products, and the most common
mixed monetization strategies. In the course of the study, the possibility of organizing potential jobs
created by enterprises in the video game industry was revealed. Considerable attention was paid to the
analysis of the thesis about the importance of the video game industry for the world economy: the
gaming industry in the USA, Czech Republic and Poland was analyzed, and the growth rates of shares
of individual studios in the USA and Poland (Activision Blizzard and CD Projekt Red) were studied
and compared with the growth rates of the main stock indexes (for the USA — S&P500, for Poland —
WIG20). The analysis showed that the shares of these studios are growing faster compared to the
indices, which in turn reflect the share prices of the most capitalized companies in these countries. This
growth is due to the growing demand for Activision Blizzard and CD Projekt Red shares due to the
growth of fundamental indicators (sales revenue, profit, etc.) of these studios. At the end, the place,
level of development and prospects of the video game industry in Ukraine are determined. According to
the results of the analysis, it was revealed that there are many studios in the country that are mainly
engaged in the development of mobile games and earn money by placing advertisements of other
companies in their own projects, but there are also companies that have proved to be not only in
Ukraine, but also in other countries (GSC Game World), which in their turn function at the expense of
supporting foreign companies. It should also be noted that in Ukraine, a large number of people are
employed in the gaming industry compared to some neighboring countries. The authors developed an
algorithm for further development of this industry, attracting foreign investment to this industry and
becoming an important element of the Ukrainian economy in the future.

Kniouosi cnosa: icposa indycmpis; eanysv 6ideoieop; QiHaHcy8aHHA; MOHemuzayis; 00Xi0 i2po8oi
iHOycmpii; KoMOIHO8aHT MoOeni MoHemu3ayii; iepu.

Key words: gaming industry, video game industry; financing; monetization, revenue of the gaming
industry, combined monetization models; games.

IocranoBka mpodJjemu. Y ApyTiii MOJOBMHI IBAJIATOrO CTOJITTS ITI0Yajia PO3BUBATHUCH IHAYCTpis Bimeoirop.
Bona 3apomumace Ha tepuropii CIHIA Tta fAnonii y 1970-ux pokax. 3a HaCTymHI I'ATAECAT POKIB I cepa aKTUBHO
pO3BUBANACh Ta IMOLIMPIOBANACH IO CBiTy. Ha maHWii MOMEHT irpoBHWif pHHOK € OJHHM i3 HAaHOLIBII MEePCHEKTUBHHX, 1
PO3BUBAETHCS BiH JOCHTH aKTHBHO. [losiBa Ta PO3BUTOK CyYacHHX IEPCOHAIBHHUX KOMII IOTEpiB, KOHCONIEH Ta MOOITBHUX
IaTopM MPU3BEIH A0 EBONIOLIT MpOAyKHil irpoBUX cTymid. Takox 3’SBHINCH HOBI CIIOCOOM PO3HOBCIOMKEHHS irop, a



caMe yepe3 OHNAH mIardopmu Taki, sk: Steam, GOG, Epic Games Tomo. Uepes e puHOK IOYaB 3pOCTaTH MIBHAMIIE. 3a
MaHuMU Ha >koBTeHb 2020 poky Horo o0'em 3pic mo 174,9 wmimespaiB momapis CIIA, mo Ha 19,6% O6inbuie, HiX y
nonepearbomy nepioai [1]. Mangemis Covid-19 cnpuuunmia 36ibIIeHHs YacTku udpoBux mokynok [1]. OxHak, naHui
PHHOK € HE JOCTATHBO JOCTIHDKCHUM B MUTAHHAX JCPKABHOTO PETYIIOBAHHA HOro (yHKIIOHYBaHHS, (hiHAHCYBaHHS HOTO
PO3BUTKY Ta MOHETH3alil MPOAYKMii, a TAKOX BIICYTHE MOBHOI[IHHE €KOHOMi4HEe OOTPYHTYBAaHHS IEPCIEKTHB i MUIAXIiB
po3BUTKy iHIYyCTpii Bimeoirp. IIpote, sk moka3ye aHami3 CTaTMCTUYHUX JAHWX PO3BHHEHHX KpaiH AaHa cdepa HEBIMHHO
PO3BHBAETHCA 1 3pocTae, 0cOOIMBO B yMOBax nanHaeMii. CTOCOBHO YKpaiHW, JaHe MUTaHHS € [Ie MEHII JOCIIiPKEHIM, TOMY
3a3HauCHI BHUIIE MPOOJIIEMH € TaKOXX aKTyadbHHUMHM i JUI BITYM3HSHOTO PHHKY AAQHOTO BUAY HpoAyKiil. Takum 4mHOM,
BIZICYTHICTh IIMPOKOTO CIICKTPY IOCHTIPKCHB 3 JaHUX IHUTAHHS 3yMOBIIOE aKTyalbHICTh i CBOEYACHICTh OOpaHOI TEMaTHKH
Ta JI03BOJISIE YACTKOBO PO3B’S3aTH 3a3HaUeHI BHIIIE IPOOIEMH.

AHaJi3 ocraHHiX gocaimxkenn. JlocmipkeHHS NPOOIEMaTHKM pO3BHTKY PHHKY BiEOirop MOXKHa 3ycCTpiTh
MEePEeBAKHO B TIpalsgx 3apyOiKHHUX HayKOBINB, 30KpeMa, MyOJikalii TPHUCBSIUEHI aHai3y MICISI Ta 3HAYCHHS IrpoBOi
iHTyCcTpil B eKOHOMIKaxX pi3HMX KpaiH. Cepex HAyKOBINB, IO MAIOTh MyOmiKalii 3 JaHOI MPOOIEeMAaTHKH BapTO BiAMITHTH
po6otu: Kosups H.C. [2], In’ssHoBa [I.C. [3], YUepnurmesoi T.K. [3], IOp’eBuua M.A. [3], Cequx 1.A. [4], [Ix. P. Bircon [5]
Ta iH. OJHaK, SK TOKAa3aB aHali3 JITepaTypHHUX JDKepel, MyOmiKamiidi BITYM3HIHUX HAYKOBIB 3 00paHOi MpoOJIeMaTHKU
Jy’Ke Majo, II0 3arajioM 3yMOBIICHO BiJCYTHICTIO C()OPMOBAHOTO PHHKY AAHOTO BHAY JOCHTH CIEHH(IYHMX TOBapiB.
OpnHak, OCTaHHIM YacoM, OCOOJIMBO B yMOBaX MaHEMIii, JaHUH PUHOK CTPIMKO 3pocTae i moTpedye MpOBEACHHS aHAII3y Ta
C€KOHOMIYHOTO OOTpYHTYBaHHS MOJAJBIIMX LUIAXIB HOrO PO3BHUTKY, (hiHAHCYBAaHHsS Ta JEPXKABHOTO DPETyJIOBaHHSI, IO
3YMOBIIIOE aKTYaJIbHICTh TEMHU TOCHIIKCHHS.

DopmyTI0BaHHSA Wijei cTaTTi (MOCTAaHOBKA 3aBAaHHA). METOIO CTAaTTi € MOUIYK IIIAXIB ITOJAIBIIOTO PO3BUTKY
BiTYM3HAHOI cepu Bimeoirp, 3amydeHHS 10 Hei iHO3EMHHUX iHBECTHIl Ta BH3HAYCHHS NPUHHATHUX AN BITYH3HSAHOT
eKOHOMIYHOI CHCTEMH Mojeledl MOHeTH3alii HPOXyKIii Ha OCHOBI aHANi3y CBITOBOTO HOCBiNy (YHKI[IOHYBaHHS Ta
crienuiky TOCTiIKYBaHOI chepu.

Buxsag ocHoBHOro martepianay. [HIycTpis Bigeoirop — e ceKTOp €KOHOMIKH, SKUil OB sA3aHHI i3 Po3poOKoIo,
MPOCYBaHHAM Ta peamisaifieto Bimeoirop. ITiNTBep/PKEHHSIM aKTyaJbHOCTI 1 CBOEYACHOCTI OOpaHOI AJS JOCIIKEHHS
TEMAaTUKU € TMOCTiHHE 3POCTAHHS 3arajibHOTO JOXOMAY irpoBOi MPOAYKIl y cBiTi. [Ipo 1ie cBim4aTh maHi BimoOpakeHi Ha
pucyHky 1.
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Puc. 1. 3araabHuii noxin irposoi ingycrpii y cBiti Ta nporuo3 na 2020-2022 pp.
Loicepeno: nobyoosano agmopamu 3 uxopucmanusim oanux [6; 7; 8]

3 pucynky 1 6aunmo, mo 3 2012 mo 2019 poku 3aransHui q0Xix 30iMpmmBCs OinbmI, HiX y 2 pasu. Lle Bkazye Ha
MOCTIHUH PO3BUTOK Ta PO3UIMPEHHS PHUHKY, TOOTO 30iMbIIYEThCA KUTBKICTh BHPOOHMKIB SAKICHOI TMPOAYKIi, i
PO3LIUPIOETHCS AYAUTOPIs, sIKa ii crokuBae. SKIO % pO3TISTHYTH MPOTHO30BaHi MokasHuku Ha 2020, 2021 ta 2022 pokw,
TO poOMMO BHCHOBOK IO T€, IO TEHIEHINS IONEpeIHiX BOCBMU POKIB HE € BHIIAJKOBOIO, a iHAYCTpis Bigeoirop
MPOJIOBXKHUTH 3pocTatd. OTpUMaHi JOCTIIDKEHHS MiATBEP/UKYIOTh BHCYHYTY IYMKY IIPO 3pOCTar04yy 3HAYMMICTh JaHOTO
CEeKTOpY.

JI7ia OinbIl HAOYHOTO TPECTABICHHS MAacIITabiB PO3BUTKY IHAYCTPIl Bi€OIrp y CBiTi, HOUIIBHUM € MPOBEACHHSI
MOPIBHJILHOTO aHaNi3y JOXOIB irpoBoi iHAycTpii 3 obcsrom BBIT Ykpainu Ta Uexii. I3 mobynoBaHoro rpadika 6auumo,
mo 3 2015 no 2018 poxu BBII Ykpainu OyB MeHmHMi 3a BUpY4IKy Bif peamizarii mpomykmii ramy3i Bifeoirop 3arajiom y
cBiTi. Ko *x mopiBHATH el noka3Huk i3 BBII Yexii, To goxix Bif irpoBoi inayctpii y 2012 poni cCTaHOBUB TPOXH Oifbiie
25%, a B mepion 3 2016 mo 2019 poxu BiH Bke CKagaB OiNbIIe MOJOBHHU. SIK BHCHOBOK MOJKHA CKa3aTH MpO Te, IO JaHe
MOPIBHSAHHA, SK 1 TONepenHe, MATBEp/DKYe PO3MIMPEHHS iHAycTpii Bimeoirop Ta ii 3HAYMMOCTI 1 Barm y CBiTOBOMY
TOCTIOApCTBI.
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Puc. 2. loxin irposoi inayctpii y cBiti B mopiBusinni 3 BBII Ykpainu Tta Yexii
IDicepeno: nobydosano asmopamu 3 guKopucmanuam oanux [6; 8; 9]

Jnst cTBOpeHHS NMpOAyKIii Oymb-ske MiANPHEMCTBO MOTpedye (hiHAHCOBUX pecypciB, siki 6 3abe3meunnm iHoro
¢dyskmionyBanHs. L akcioma Jie i A1 irpoBUX cTyAil. Po3poOka HOBOTO MPOEKTY K JUIs BEJIUKOI, TaK 1 s Mayiol CTy/Iii,
TOYHHAETHCS 3 MOIYKY TaKUX JpKepen. s iHaycTpil BiZieoirop XapakTepHUMHU € sIK KJIaCHYHI Jpkepera GiHaHCYBaHHS, sSKi
BHUKOPHCTOBYIOThCSA MHiANPHUEMCTBAMH YyCix cep, Tak i ocoOnmBi (yHIKanbHI), SKi HE MOXYTh OYTH 3aCTOCOBaHI IO

MiANPUEMCTB 1HIMX Tany3ei. [lepeBaru i HEAOMIKHU Pi3HUX JHKepel (iHAHCYBaHHS B irpOBIH iHIYCTpii HAaBeIEHO B TAOJHII
1.

Taoauus 1.
Jxepesia ¢piHaHCYyBaHHS IIPOEKTIB irpoBoi iHaycTpii
Jlxepeno ¢inancyBaHHs | [epeBaru it HeOMIKH | Ipuxman kommawiit
Kiracuusi
dinaHcyBaHHs 3a paxyHok | [lepeBaru: TBopua cBoGOza Valve
BIIACHUX KOIITIB Henomnikn: oOMexeHicTh piHAHCOBUX PeCypCiB

. IepeBaru: TBopua cB000a, TOCTATHICTh (HiHAHCOBUX pecypciB | Maiixke He
DiHaHCYBaHHs 32 PaXyHOK

KpE/THTIB Henoniku: HEOOXiTHICTh MOBEPHEHHS Tijia KPSIUTH Pa3oM 3 3aCTOCOBYETHCA
BIZICOTKaMHU.
SaryaeHns TpOMEH 3 INepesaru: TBOpua cBOOOa, HocTaTHICTS (hiHancoBuX pecypciB | CD Project Red,
JOTIOMOTOF0 iHBECTHIL Henomniku: pu3HKH BTpaTH iHBECTHLIH Electronic Arts,
Activision Blizzard
Oco0nuBi
[lepeBarnu: noBHa iHaHCOBa 3a0€3MEUCHICTD DICE, Croteam
[Momryk BUAABLA Henomixu: TBOpYa 0OMEXEHICTh, YaCTHHA IPHOYTKY BTPAYA€THCS
K 6i IlepeBaru: TBOpUYa cB00Oa, BeCh PUOYTOK JTiCTAETHCS Warhorse Studios,
pa}{(l)aHI[I/IHI‘ (3‘ ip PO3POGHHKY
HEOOXiTHUX KOIITIB Ha — : e .
Kickstarter) Henmomixu: BiACYTHICTh TapaHTi OTPUMATH HEOOXITHY CyMY,
ickstarter . N . .
MOXIIMBICTH TOBToi TpuBajocTi kommaHii Ha Kickstarter.
[epeBaru: moBHa 3a0e3MeueHICTh (JiHAHCOBUMU Ta TEXHIYHUMH Naughty Dog, GSC
. ecypcaMu Game World
[TinTpumMka mathopm DEEYD

Henmomiku: TBOpua 0OMEXEHICTh, 3SMEHIICHHS BETMIHHU
MOTCHIIIHOTO MPUOYTKY

Iepenmpomaxi INepeBaru: TBOpua cBoOOIA Mojang (Minecraft),
(mpomaxi Henmomiku: MOXXIHBICTE 3aCTOCYBaHHS Ha CEpPeAMHI PO3pOOKH, Facepunch Studios
HEOPOBIEHOTO 3aCTOCOBYEThCS HE IS BCiX MPOEKTIB (RUST)
MIPOJYKTY)

Iicepeno: pospobaeno agmopom na ocrosi [10]




Kommagii, mo BHUIIyCKalOTh BiJe€OIrpM MPamioloTh Ha KOMEPUIHHMX 3acajaX, a OTKEe INPAarHyTh MaKCHUMi3ail
npubyTKy. s MbOTO MiCHs 3aKiHYEHHS PO3pOOKM KOXHA KOMIIAHISA-pO3poOHHK 00Hpae HaiOinbII eeKTHBHY MOMCIH
MOHETH3alii CBOro MpOJIYyKTY, Horo BHOIp 3aleXuTh Bij crenudiku po3pobieHoi rpu. B tabmuni 2 cucreMaTn3oBaHO Ta
PO3KPHUTO CYTh MOJIENICH MOHETH3AIlil MPOEKTIB irpoBoi iIHAYCTPil.

Tabauns 2.
Mopeni MoHeTH3aLii MPOEKTIB irpoBoi iHgycTpii
Mopenb CyTh [Ipukian 3actocyBaHHs
Po3apiOHa Toprisis Ipunbanus Gi3MYHOI KOMii TpH Y MarasuHi abo IHTepHEeT-Mara3uHi. BimbimicTs cydacHux
Hudpose OTtpumanHs upoBOI KOMii TpH Yepe3 iHTepHET. IpoCKTIR
PO3MOBCIOIKEHHS
I[Tixmucka Ha MOCIYTH, SIKi HaJAI0Th MOXKJIMBICTh TPaTH OHJIaHH .
. a YT, Al r? ’ Origin Access,
IMignucka Ha/Ial0Th 0€3KOIITOBHO CTapi irpu a00 THMYACOBUH TOCTYII A0 .
S . PlayStation Plus
0i10TI0TeKH 3 PI3HIMHU POEKTAMH.
KitieHT MOe mpuadaT J0AaTKOBI €JIeMEHTH TPH: €KCKITIO3UBHI Overwatch, FIFA, Call of
MikpoTaH3akiii MIpeIMETH, TEKCTYpHU Ha 3HApA, 3a0JJ0KOBaHUX I'epOiB TOIIIO. Duty, World of Tanks,

Warface

JonatkoBi marepianu

JonmatkoBuii MaTepiall y BUTTISL CEO)KETHUX TOTIOBHEHB, TOOTO

Half-Life 2, Bioshock

(DLC) rpaBellb OKPEMO JOKYIA€ YaCTHHU IPH. Infinite, DOOM Eternal
KopoOka 3i 3100n44to | J[0#aTKOBI irpOBi €IEMEHTH HaJAIOThCS BUITAKOBO TPH BiTKPHUTTI Call of Duty, Counter-
(loot box) KOPOOKHU-PYJIETKH . Strike: Global Offensive

Ce3oHHUI a00HEMEHT

IMpuabanHst Tpy Ta MOBHOTO KOMIUIEKTY IOMOBHEHB. L[5 KymiBis
3MIACHIOETHCS 31 3HUXKKOIO Y TIOPIBHSHHI i3 KYMiBICIO KOXHOT
YACTHHU OKPEMO.

DOOM Eternal, The
Witcher 3: Wild Hunt,
Anno 1800

Toprisis Mix

IrpoBi mpeaMeTy Ta BadIOTa MOXKYTH BUTBHO OOMIHIOBATHCH MiXK
IPaBISIMU Ha BHYTPIIIHBO IrPOBOMY PHHKY, LI€ y CBOIO UepTy

ITnatpopma Steam

rpaBLsIMU JTO3BOJISIE BUJIABIIO TPH OTPUMYBATH YACTKY BiJ TpaH3aKIIiH, sSKi
3MIHCHIOIOTD TPABIIi.
Po3MilieHHst pekiiaMu BCepeIiHi TPH, AKa MOXe PUAMAaTH pi3Hi
Pexnama ¢dopmu (6aHEepHA peKslaMa, peKJIaMHi Nay3u Ta PO3MIIeHHS Bci MoOuIBHI irpH

IPOAYKTY, SIKUH PEKIAMYIOTh, Y IPY).

Iicepeno: pospobneno aemopom Ha ocHosi [11]

[Ticns o3HafioMyIeHHS 13 yciMa MOJETSIMH MOHETH3allii irop MO)KHA MOOAYMTH, IO OUIBIIICTH i3 HUX MOXKHA
KoMOIHyBaTH. A Ie O3Hauae, IO CTY/Ail-po3pOOHUKH MOXYTh BUKOPHCTOBYBATH 3MillaHi, a He uucTi Moxeni. Came Tak i
BUMHSIOTH KOMIIAHIi, fKi PO3pOOIAIOTH Ta PO3MOBCIOMKYIOTH irpu. Haiibimbm posmoBciofkeHi KOMOIHOBaHI Mozemi
MOHETH3aIlii J0XO/IiB IrpOBOT IHIYCTPii MOXHA TOOAYNTH HAa PUCYHKY 3.

KomOinoBan1 Mmozaeii

ABaHCOB1 MOJIEJII OTPUMaHHSI

J0X0IV

Mojieni moCTIHHOTO 10X0Ty

Buy-to-play

Free-to-play

Pay-to-play

Freemium

OcHoBaHI Ha pekJiami

Puc. 3. Kom6inoBaHni Moesti MoHeTH3auil mpoekTiB irpoBoi inaycrpii
IDicepeno: nobyodosano asmopamu 3 uxopucmanusam oanux [11]




Crnig HagaTH TOSICHEHHS ISl KOXKHOTO TUIY KOMOiHOBaHMX Mojeneil. CyTh aBaHCOBMX MOJIENel Mosrac y ToMy, 1o
PO3POOHMKH OYiKYIOTh, III0 OCHOBHA YACTHHA JOXOAY Oyle OTPHMAaHAa BiJ aBAHCOBUX MOKYIIOK I'PH, a MOTIM BiJ JOAaTKOBOTO
KoHTeHTy y BuIsiaAi DLC, ane rpa Mae oOMexeHy KimbKicTh MatepiamiB [11]. SIk mpaBuio moaiOHi irpu Bumyckaroth Ha ITK Ta
KOHCOJIi, BOHU BITHOCATBECS 10 AAA IPOEKTIB Ta MarOTh OCHOBHOIO IIEPEBAro0 CIOKET Ta BIIAaCHE irpoBHMif Hporec. Sk MpUKiIaan
moxHa HaBectu: Half-Life 2 (2004), Bioshock Infinite (2013) ta DOOM Eternal (2019). Ha octaHHROMY mpuKIami Mu
30CepeilMMO CBOIO YBary, ajuke Ied NpOAyKT € OMHMM i3 HalOimpmn ycmimmux 3a octaHHi pokn. DOOM Eternal — e
KOMII FOTEpHA Ipa Y xKaHpi mytep Bix nepmmoi ocodbu (FPS), sikuit mpusic crynii moxix y obcssi Bixg 450 no 454 MinsioHIB onapis
CHIA, mo nmo3Bommwio iif mocictn 10 cxommHKy y cBiToBOoMy pefitunry [12]. Jlo miel rpu Oyno BHIyIIEHO [Ba CIOXKETHI
JIOTIOBHEHHSI, SIKi TIPOJIOBXKYBAJIM CIOXKETHY JiHiro ocHOBHOI rpi (DOOM Eternal: The Ancient Gods 1, 2).

Iepetizemo no HactynmHoro tuiy Mozenei. CyTh Monened MOCTIHHOTO JOXOMy TOJISITae y TOMY, IO BHIABHUK Ta
PO3POOHUK MPOTIOHYIOTH TPy OE3KOMITOBHO, OYIKYIOUH, IO BOHM OTPHMYBAaTUMYTh JOXiJ BiJl BHYTPIMIHBO irPOBHX TpaH3aKIiH
MPOTSITOM JKUTTEBOTO 1Ky Tpu [11]. 1Ii Momeni mpuTaMaHHi OHIAWH Ta MOOITBHUM irpaM.

Iounemo 3 mepmroro turry — Buy-to-play (mpunbaru st rpm). 3a Takol MOZeN CTIOXKUBAY KyITye IPOAYKT 3a (hikcoBaHY
TUTATy, OJHAK JUIS OTPHMAaHHS TOJAaTKOBHX MOKITHBOCTEH BiH Ma€ 3 MEBHOKO TIEPIOMIHICTIO JOKYOBYBAaTH HOBHI KOHTEHT [11].
Cuniz 3a3Ha4UTH, 0 HOBE HAIIOBHEHHS I'PY PO3POOIIAETHCS MICIIsI HOYATKY MPOAAXKIB TS MIITPUMAHHS iHTEepeCy JI0 IPOAYKTY Ta
3aJIydeHHs TONaTKOBHUX KomITiB. Buy-to-play Mozmeins 3actocoByetsest it The Elder Scrolls Online Ta Guild Wars 2.

Free-to-play (6e3xomIToBHa Tpa) — Iie MiATHUIL, 32 SKOTO KITEHT HE KYIye MPOMYKIIIO, a BUIBHO il 3aBaHTAaXYye, ane A
JIOCTYITy IO IOAATKOBHX MOXKJIMBOCTEH BiH Mae ab0 mpHa0aTy 1X 3a TOIOMOTO0 MiKpOTpaH3aKIil, ado 3a JOMOMOTO0 TUIATHOT
ce3onHoi miamuckw [ 11]. Ilro Momens 3acTocoByIOTh Taki npoektH, sk World of Tanks, War Thunder, Warface.

Pay-to-play (Moneib miTUCKH) — IPOEKTH, SKI BUIMAraroTh BiJ TPaBL MOCTIHHO CIUIa4yBaTH IIEBHY CyMy KOIITIB IS
MOXKITMBOCTI TIPOJIOBXKEHHS 3HAXO/UKEHHS Y TPl Ta 30eperkeHHs Iporpecy — KymyBate mimmucky [11]. TIpuxmagam moxe Oyta
MMORPG World of Warcraft.

Freemium — 11e Takuif MiATHII 32 SIKOTO CIIOYKUBAY KOPHCTYETHCS MPOTYKTOM OE3KOLITOBHO JI0 TIEBHOTO MOMEHTY, TOOTO
TPABII0 HAAETHCST OE3KOMITOBHO TUTbKK nemo-Bepcis (free) [11]. [{o6 mpomoBxuTH Tpy BiH Mae€ KYIHTH TIOBHY BEPCIIO
(premium). Taka MoJeIB 3apa3 3aCTOCOBYETHCS UL ASSIKUX MOOUTBHHX TIPOCKTIB.

OcHoBaHi Ha peKJaMi — IPOEKTH, SIKi PO3MOBCIO/DKYIOTECS OC3KOIITOBHO, ayie I Yac irpoBOro MpOIeCy MPUMYCOBO
TOKa3yI0Th pekIamMy abo HafaroTh MeBHI O0HycH 3a 100poBipHUI neperyix [11]. Taka Moxens MMPOKO BUKOPUCTOBYETHCS IS
MOOLTEHUX TpoekTiB. [IpukiamoM Moxe Oyt Angry Birds 2.

ITicns BuU3HAYEHHS METOIB (hiHAHCYBAHHSI Ta MOHETH3allil MPOCKTIB IrpoBOi iHIYCTpii HEOOXITHO 3a3HAYHUTH, IO
KOXKHIH KOMIIaHii MOTpiOeH MmepcoHal, sIKuii Oe3rocepeHpo Oyie 3aiiMaTHCs pO3pOOKOI0 Ta TIPOCYBAHHAM MPOAYKTY. Po3BHTOK
IHIYCTpii BiJeoirp 3yMOBIIIOE creludikalliio moca Ta BUCYBa€ HOBI BUMOTH Jyis (axiBIliB HA PUHKY Tpalli, 1[0 MAOTh HAMIp
TIPAIEBIAITYBATHCS B KOMIAHIAX JaHOI cepu. s o3HafoMIIeHHS 31 crieni(ikoro mocas, sKi (GopMyIOTh irpoBi cTyxil Oyma
noOynoBana Tabmmns 3. Takoxx 3Ha9HA yBara Oyia ImpHieHa XapaKTepUCTHIN X HOTCHIIHHIX POOOYIHX MiCIb.

Taéauus 3.
IMocanm B irposiii cryaii

IMocaga DYHKIiIOHAJIBHHU ONHC MOCAH

Oco0u, siKi 3aiMat0ThCsl CTBOPEHHAM IIPOrpaMHOT0 KOy AJIS Bi3yali3alil CBITY IpU, B3a€MOJIIIO IPaBL C

Iporpamictu .
IIMIM CBiTOM Ta II€PECyBaHHs 110 HbOMY.

IIporpamicTi, mo He TIABKK 3aiiMAlOThCs PO3POOKOIO, a W 3aiiMalOThCs MIATPUMKOIO Ta TECTYBAHHAM

[mxeHepu-porpamicTn
pOrpaMHoro o0aaHaHHs

Xy10KHUKU daxiBi, 10 3aliMaeThCs TpadiuHUM KOHTEHTOM irpoBOTO CBITY
AHimMaropu daxiBIi, 110 3aiiMa€ThCs aHIMAIIIEI0 TPUBUMIPHHUX MOJIENICH
Monenepu daxiBli, 110 3afIMAa€ThCSI MOJIENIIOBAHHSM IIEPCOHAXKIB Ta HABKOJIMIIHIX MPEAMETIB
[efimouzaitaepu CTBOpEHHSI Ta ONpaNOBaHH:I OCHOBHOI KOHIIENMIi rpH, 11 reiMIuIes] HalOBHEHHsI KOHTEHTY i T. 1.
TMposoce daxiBelb, KU 3a0e3nedye peaiizaliio ifei BciMa HEOOXIJHUMH pecypcaMu Ui pesli3y TOTOBOI TpH 3
P P HiITPUMKOIO IIPOEKTY 1 MOAAIBIINM NOCTIHHUM 3pOCTAaHHSAM BCIX KIIOYOBHUX IOKA3HUKIB
[ — daxiBii, SKi MPOBOAATH aHANI3 Cepel CIOXKHBAYiB, IO MOJAra€ y BU3HAYEHHI MPAaBUIILHOIO BEKTOPY
PO3BUTKY 3 METOIO MiIBUIEHHS SKOCTI MPOAYKIIiT
MeHnemxepu [InanyroTh QiAAbHICT BCi€l KOMaHIU Ta KOHTPOJIOIOTh BUKOHAHHS PO3pO0ICHUX IIaHIB
3BYKOIHXEHEepH 3aliMaroThCsl 3BYKOBUMU e(heKTaMM, My3UKOIO 1 03By4yBaHHSIM IIE€PCOHAXKIB

3aliMaeTbCsl MOIIYKOM IOMMJIOK, BHSBJICHHSM ITOMWJIOK B Tpi 1 TIOJIMIIEHHSM IIPOLECY PO3pOOKH

TectryBanpHukH, QA
MPOrpaMHoOro 3a0e3neyeHHs

Mapketosioru daxiBIIi, 0 3aMAaOTHCS MPOCYBAHHIM IIPOEKTY Ha PHHKY.

PR-menemxep IIpencraBHUKY KOMIaHII, 1[0 MPALIOIOTH 3 XKypPHAIICTaMHU 1 po3Milllye peknaMy Kommnasii B 3MI

Kowm'toniti-menemxep (KM) | CrinkyBaHHA 3 ayIUTOPIEIO i JOIOMOra KOpUCTyBadaM

IDicepeno: po3pobaeno aemopom na ocHosi [2]




IIpocyBaTi IpOEKT Ta OTPUMYBATH 3 HHOTO JOXiJ TaKOXX MOXYTh OKpeMi I'paBIi Ta irpoBi Oxorepu (JieTcrieepn)
Ha cepBici YouTube Ta iHmMMX matopmax: poOHTH HPOXOKCHHS Irop, MPOBOTUTH TYPHIPH, PEKIAMYBaTH IPOCKTH,
3aifMaTHCS MOAIHTOM TOIIO.

I3 3a3HaueHoro Bumie 0aumMMoO, IO IHAYCTPisS KOMIT IOTEPHHX, KOHCOIBHMUX Ta MOOLTBHHX irOp € pO3BHHEHOIO, 3
TOYKH 30py CHOCOOIB (iHAHCYBaHHS Ta MOHETH3allii, a TAKOXK Hagae 6arato poOOYHMX MiCIb Pi3HUX CHeEliaJbHOCTEH, aje
BUHMKA€E MUTaHHS IIPO PiBEHb PO3BUTKY i€l raly3i B OKpEeMHX KpaiHax.

Jns mporo aHamily Oymo oOpaHO Tpu KpaiHH, sSKi BUCTymaTHMyTh NIpukiaamamu, cepen Hux: CIIA, Yexig Ta
IMonbmia. 11i kpainu Oynu oOpaHi yepes ix mokasHuku, amke CIIA € CBITOBUM €KOHOMIYHHUM JIiIEPOM i 3a Ti TOKa3HUKaMH
MOJKHA MOOAYUTH TEHJCHIIIT 10 SKUX MpsSMyBaTUMe CBiTOBa ekoHOMika. Yexist Ta [Tonmpima — me kpainu, sxi 1o 1991 poky
Oynu BimpizaHi Bif iHAYCTpil KOMIT IOTepPHUX, KOHCOJIBHMUX Ta MOOUTBHMX irop i I pHHKOBA Hillla I HUX Oylla HOBOIO,
amke y CIIIA Ta SnowHii nieit HanpsMOK moyaB po3BuBatucs 3 1970-ux pokis.

IMounemo i3 nokasuukiBs CHIA. Inayctpist Bineoirop 3abe3neuye $59,76 mupna Bix BBII [13]. Ilpsimuii 1i Brian B
exonomiky CIHIA ckmanas 40,9 mupn [13]. 3arajgpHa BUpYYKa aMepUKAaHCHKUX KOMIIaHIH, sKi 3adisHi y il cdepi, ckiana
$35,2 mupg [13]. ¥V CHIA 3apeectpoBano 11427 oprauizariiif, siki HOB’s3aHi i3 BUPOOHHMIITBOM Ta PO3MOBCIOIKEHHAM
Bigeoirop [13]. 3aransamit mTat mux ¢ipm ckramgae 143.045 cnemianicTiB (B3araii irpoBa iHAyCTpis 3abe3nedye poOOINMHU
micisivmu 428.646 oci0, ski omocepenkoBaHo 3amisHI y miit cdepi) [13]. 3a 2019 pik momaTKoBi HAIXOHKEHHS Bif
€KOHOMIYHOI TisUTBHOCTI irpoBoi iHmycTpil ckmamy $12,6 mupx, a 3 Hux $8,2 Mipa HaAidnuIo 10 (eaepalbHOro OIIKETY
[13].

HactymHoro kpaiHoIo, ska BUCTymatuMme mpukiaaom oyae Yexis. Y 2019 poui y 1i#t kpaini HapaxoBysaioch 110
KOMIIaHi#, SKi CHeHiali3yloThcs Ha po3poOIi Bigeoirop, a 3aranpHa KidbKiCTh 3alfHATHX y miH cdepi ocib ckmamama 1750
oci6 [14]. Cnix 3a3HaunTH, mo 60% i3 HEX mIaHyBanw posmuputy mrat [14]. O6opot wecskoi iHIyCTpil Bineoirop y 2019
3pic 10 169,4 MJTH €BpO, 110 Y TPH pa3u OiIbIIIE, HIX Y KiHO- Ta TeNCIHAYCTpil wiei kpainu [14].

Hacrymaum mpukinagom crtaHe iHmycTpis Bigeoirop IMompmi. 3a marnumu Ha 2020 pik y [onsmmi HapaxoByBamoch
440 cryniii-po3po6nukiB i3 mtaroMm y 9710 oci6 [15]. O6opoT moskcskoi iHAyCTpil Bifgeoirop y 2019 pori cknas €479 miH,
mo Ha 32% Oinbmie, HiK y 2018 pomi [15]. KoxHoro poky monbChKi cTyaiii BumyckaioTh 480 HOBHX Bimeoirop. Crin
3a3HauuTH, Mo HarioHanpHUI HeHTp gociikeHs Ta po3BUTKY [lombmi y 2019 poui Buainus €23,2 MiH Ui MATPHIMKI
MPOCKTIB, METOIO SKUX € MOJICTIICHHS XUTTS KOopHCTyBadiB [16]. Sk mpukiIan HaBOAWINCH BiZ€OIrpH, sKi OyIH CTBOpPEHI
UL JTIofied i3 OOMEXEHMMH MOJIJIMBOCTSMH, & TaKoX OCBITHI mpoektd [16]. Takox He BiIMOBHBCS Ypsm 1 Bifg
(diHaHCYyBaHHSA CYTO pO3BaXkalbHUX Bigeoirop [16]. Lle Bkasye Ha OakaHHsS MOJBCHKOI BIAAM MIATPUMATH IHIYCTPIfO
BiZICOITOP, SIKA € OJIHIEIO0 i3 HAWOIBIIT MEPCTICKTUBHUX HAa JAHUH MOMEHT.

I3 naHmXx, 3rajlaHuX BUIE, MOXKHA 3pO3YMITH, 110 PUHOK Bifeoirop € 3poctarouuM. OJHaK, BUHUKA€E MMUTaHHS IIPO
Te, SIK caMe BiOyBaeThcs MiABHINEHHS MOKA3HUKIB IIi€i chepu exoHoMikH. Lle € mocTynmoBe 3pocTaHHS, SIKE BiATIOBiTae
3araJbHOMY JJIsI BCHOTO TOCIIOJApCTBA TPEHAY, a00 BOHO € IMOBUIBHIMIMAM, ab0 HaBMaku MBUAMKAM. s Toro, 1o6
TIEPEBIPUTH 11e, OYJ0 BHPIIICHO MOPIBHATH TEMIH MPHUPOCTY INiH aKIili MEBHUX KOMIaHIi i3 Oip)KOBUMH iHAekcaMu. Sk
npuKiIamy 0yno obpaHo Taki irpoBi cTymii, sk Activision Blizzard Ta CD Projekt Red ta inmexcu S&P500, WIG20.

L1i imgexcu Oyno o6paHO Yepes Te, 0 BOHU ITOKa3yIOTh PiIBEHb PO3BUTKY HAHOIIBIINX KOMIIAHIH y CBOIX KpaiHax.
V¥ Bumagxy S&P500 — ne CIIA, a y Bumagxy WIG20 — IMomema. Y cBoro uepry oOpaHi KOMIIaHii € TOJTOBHAMHE I'PaBISIMU
Ha pHHKax Bimeoirop cBoix kpain (CIITA Ta [Tombii BiAMOBIAHO), a TAKOX 3aiMarOTh BaroMi MO3MIIii Ha CBITOBOMY PiBHI.

Ha pucynky 4 300paxkeHo muHaMmiky 3MiHu mokasuukiB WIG20 Ta miH Ha akiii kommnanii CD Projekt Red. I3
s0r0 Tpadika 6a4nMo, IO MOKA3ZHUKH OipKOBOTO iHAEKCY MAlOTh TEHACHIIIO O CIAJAHHS Ta HE € CTAOUIBHUME. Y CBOIO
yepry minn Ha akmii CD Projekt Red moctymoBo 3poctamu mpotsirom 11 pokis. Ile Bkasye Ha Te, IO I irpoBa CTYIis €
ycIiImmHOI0 Ta edeKTHBHOI0. Takox moniOHmi rpadik BKasye Ha Te, IO 3pPOCTAaHHA iHAycTpii Bimeoirop y Ilombmii
BiJIpi3HA€THCA B 3aralbHOTO TPeHAY (CTabinbHe 3pocTtanHs). [lepeiinemMo no HacTymHOTO rpadika.
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Puc. 4. Ilopisusinus TemniB npupocty akuiii CD Projekt Red ta WIG20 (6a3ucHuii pix 2010)
IDicepeno: nobyodosano asmopamu 3 guxopucmanusam oanux [17]

Ha pucysky 5 300paxeHo quHaMiKy 3MiHH moka3HUKIB S&P500 Ta miH Ha axuii kommanii Activision Blizzard. I3
IIbOT0 Tpadika 6AYMMO, IO TOKA3HUKK OIPKOBOTO 1HACKCY MAIOTh TEHICHIIIO 10 CTA0IILHOTO, MOCTYIIOBOTO 3pOCTaHHA. Y
CBOIO Yepry IliHM Ha akiiii Activision Blizzard Takox 3poctamu mpoTsaroM 11 pokiB, ane nuHaMika Oyna OiTBII CTPIMKOIO.

Ie Bxa3ye Ha Te, [0 i B JAHOMY BHITIQJIKy TEMIIM 3pOCTAaHHS IiH Ha aKmii irpoBoi CTyil BUIEPEIKAIOTh TEMITH 3POCTaHHS
exoHomiuHuX Jigepis CHIA.
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Puc. 5. llopiBusinnsa TemniB npupocty akuiii Activision Blizzard Ta S&P500 (6a3uchuii pix 2010)
IDicepeno: nobyodosano asmopamu 3 guxopucmanusam oanux [17]

I3 oTpuMaHMX MaHUX MOXKHA JIHTH TakWX BHUCHOBKiB. Ilo-mepime, iHAYCTpisS BiJ€OIirop pPO3BUBAETHCS AYKE
mBHaKo. [lo-apyre, picT IiH Ha aKiii 0OpaHUX KOMIaHid BKa3dye Ha Te, IIO Ii MiIIPUEMCTBA € MPUOYTKOBUMHU, Ha iX
MPOAYKIIito icHye momuT. [le Bka3ye Ha MepCreKTUBHICT i€l ramy3i He TITbKH B eKOHOMIYHO po3BHHEHHX KpaiHax (CIIIA,
Snowis), Ae BOHA W 3apoamiach, a W y KpaiHax, sKi MEHII eKOHOMiuHO po3BuHeHi (Yexis, [Tombina). OqHaK BHHHUKAE
MUTaHHA IPO T, UM PO3BUHEHA IHAYCTPis Bimeoirop B YkpaiHi.

Jns Toro, mo6 oTpUMAaTH BiIIOBiAR HA Ile MUTAaHHA HEOOXiJHO NpOaHaNi3yBaTH MOKA3HUKH YKpPaiHCHKOI irpoBoOi
inayctpii. B Ykpaini Ha 2018 pik HapaxoByBanoch 80 ctyaiii [18]. O60poT ykpaiHCchKoi iHAYCTpii Bigeoirop y 2018 ckias



$180 mun [18]. V wiii inxycTpii Ha mpsimy uu omocepeaxoBano 3ainsaro 20.000 oci6 [18]. T'onoBHOIO npobieMoro € Te, 110
69% cTyniit IpaIroTh 3a PaxyHoOK camodinaHcyBaHHS [18], mo xo9a if mae iMm TBopuy cBOOOMY, ale 0OMeXye TeXHIUHI
MOKIMBOCTI. Takox cmig BigmituTH, mo 80% i3 BCiX CTymili po3poOisioTh MOOIMBHI irpu, Ski 3a AaHuMH Newzoo
TMPUHOCATH HAWOUTBIIMI MOXia B CBITOBIN iHAYCTpii [7]. V 1bOTO € CBOI MepeBaru: Taki po3poOKH He BUMAraloTh BETUKHX
BUTPAT (HE MOTPiOHO PO3POOIATH BIACHI TEXHOJOTII) Ta iCHYe NONUT 4epe3 AOCTYNHICTh MIardopMu. Aje OiIbIIicTh
MOOLUITBHHX irOp OE3KOIITOBHI ¥ IPHHOCATH JOXiJ TINBKH BiJ PEKIaMH, He IPUHOCSTH BEIUKOI MOMYJIIPHOCTI PO3pOOHUKAM
Ta He PO3BUBAIOTH IHAYCTPIIO, a OTXKe, CKIaHiNIe 3aIyduTH iHBecTHii. OTxe, 1HIYCTpig Bimeoirop B YKpaiHi € i B Hiit
3aJisTHO BENHWKY KUTBKICTh KBaJi(hiKOBaHMX IPAI[iBHUKIB, OJJHAK BOHA HE € PO3BHHEHOIO Hi y TOPIBHSHHI i3 4eCHKOIO Ta
MOJIbCHKOIO, Hi y MOPIBHsHHI 13 iHaycTpieto CIIA.

Ie Bxa3ye Ha Te, IO /Ul HOAANBIIOTO PO3BUTKY irpoBoi iHAyCTpil B YKpaiHi Ta 3aTydeHHs iHO3eMHUX iHBECTHIIN
HEOOXiJJTHO BUKOHATH KOMIUIEKC 3axofiB. [lo-mepimie, mepexoauTH Bifl MOOITBHHX MPOMYKTIB 10 KOMIT IOTEPHUX abo
KOHCOJIBHUX IPOCKTIB BHACHIZOK 3aJyd4eHHs (iHAHCYBaHHsS BiJ BIIOMHUX BHIABLIB JUII PO3pOOOK Ta NPOCYBaHHS Ha
npuknani Warface (Crytek). ITo-apyre, 3xailficHUTH Tepexin Bil MaIuX CTyAiH X0 cepeAHiX Ta BeIMKUX KOMMaHIH, depe3 mo
301IBIIUTECA HEOOXiMHICT, B KBaNi(iKOBaHWX KaApiB: MPOrpaMicTH, aHATITHKH, PR-MeHemkepu TOLIO; IS PO3POOKH
S.T.A.L.LK.E.R.2 kommanieto GSC Game World mocuth wacto BigkpuBaioThcs HOBI Bakancii [19]. Tlo-tpere, uepe3
YaCTKOBUH KOHTPOJIb MPOLECY PO3POOKH, 30UTBIIUTHECS MPOMYKTUBHICTH Mpami POOITHMKIB Ta KUTBKICTh NPOEKTIB 4H
JOTAaTKOBOTO KOHTEHTY. [lo-4eTBepTe, 3aCTOCOBYBAaTH HE TiNBKHM MOAENI 3apoOiTKy Ha pexiaMi, a # modatu po3poOKy
NPOCKTIB TPH3HAYCHHX JUI1 BUKOpPUCTAHHA Mojeli «Free-to-play» Ta 3a paXyHOK BUPYYKH IEPETH 10 CTBOPEHHS BIaCHHUX
yKkpaiHchkux ¢panmu3 Ha npukiaaai «S.T.A.L.K.E.R.», ski OyayTh BHKOPHUCTOBYBAaTH Bxke Monem Buy-to-play. Taki
TpaHcopmalii J03BOJATh 30UTBIIMTH 1 CTabiMi3yBaTH MONMUT Ha (paHIIU3K Ha mpHKIaai cepiii irop Fallout, Assassins
Creed Ta oxpemux mpoextiB DOTA 2 ta Counter-Strike: Global Offensive.

Peanizanis 3a3HaYeHNX BUINE IUIAXIB aKTHUBI3aIii PO3BUTKY PUHKY irpoBOi iHmycTpii B YKpaiHi MOXe CTBOPUTH
YMOBH JIJIsI IIIBUIKOTO PO3BUTKY ITi€1 IHHOBAIIHOT IHIYCTPii, sSIKa cTaHe BaXKIIMBOIO CKJIaJJ0BOIO HAI[IOHATHLHOT €KOHOMIKH.

BucHOBKH 3 JaHOTO AOCTiI:KeHHsI i MepCHeKTHBH NMOJAJIbIINX PO3BiIOK y AaHomy Hampsimi. B mpormeci
JOCII/DKCHHs. OyJiO BUSBICHO, IO IHIYCTPIs Bieoirop 3 KOKHHM POKOM pO3IIUproeThes. Lle Oyio moBemeHO uepes
TIBUIIICHHS TIOMUTY Ha iTPH, 1[0 MA€ CBOE BiJJOOpa)keHHs B 3pOCTaHHI 3arajlbHUX JOXOMIB i€l ramysi y cBiti. B pe3ynbraTi
MIPOBEJCHOTO JOCTIPKCHHS TaKoX Oyino y3araipHeHO iH(opmamito mpo jxepena ¢iHaHCYBaHHS M MOAENi MOHETH3amil
IrpOBHX TPOEKTIB (OCHOBHI Ta KOMOIHOBaHI), 0yJ0 BU3HAYEHO Ta MPOAHATI30BaHO CHEIU(IKy moca, ki GOpMYIOTh irpoBi
CTyii.

Amnauti3 irpooi iHxyctpii B CIIA, Yexii Ta [TospIii mokasas, o B IMX KpaiHax JaHa iHIYCTPis BUCOKOPO3BUHEHA.
Takox Oymo moBeneHo, mo irpoi crynii B IToxemi ta CIIA po3BHBaIOTECS AyKe MIBUAKO — Iie OYJIO ITOBEACHO Yepes
MOPIBHAHHS TEMIIIB IPUPOCTY OipXKOBHUX 1HAEKCIB Ta MiHK aKIii KOMIAHill aHATi30BaHOI ramys3i.

B mporeci anamizy Oymo BHSBIEHO, IO IHAYCTpis Bimeoirp B YkpaiHi He HOCTaTHRO po3BHHeHa. [IpoBencHe
JOCTIJKEHHST a0 3MOTy copMyBaTH HACTYIHI NUIAXH aKTHBI3allil pO3BUTKY cdepu Bimeoirop B YkpaiHi: mo-mepiie,
HEPEXOANUTH BiJl MOOUTPHUX MPOAYKTIB IO KOMIT FOTEPHUX 200 KOHCONBHHUX MPOEKTIB; MO-Apyre, MiATPUMATH PO3LIIHPEHHS
MaJMX CTYAId O CepelmHiX Ta BEIMKUX KOMIIAHiH; MO-TpeTe, MOCHINTH KOHTPOJb HaJ BHPOOHHYUM MPOLECOM; MO-
4eTBEepTe, 3aCTOCOBYBATH Pi3HI MOJEIi MOHETH3AIII{ irPOBUX IPOEKTIB.

INepcexTrHBaMU IMOJATBITNX JOCTIPKEHD € PO3PaXyHOK OI0/PKETy IHBECTUIIIMHIX BUTPAT HA pealli3amiio MPOEKTiB
JUISL KOHKPETHUX BITYM3HSHUX KOMIIaHiH, [0 BHUITYCKAalOTh BIJCOITPH, a TaKOX JOCITIHKCHHS HAIpsAMIB yIOCKOHAJICHHS
JICP’)KaBHOTO PETyIIIOBaHHS JaHOI CepH.
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