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Memoto cmammi € aHani3 ekoOHOMIYHO20 MoMeHuyiany Kpocnaamg@opmHo20 nioxody 8 iHOycmpii 8ideoizop y KOHMeKCMi MPaHCOPMAYii YUghPo8020 PUHKY
p038a2, @ MAKOXM BUAB/EHHA K/KOYOBUX Nepesae i 06MexteHb, M08’A3aHuUX i3 (020 aKMuBHUM yrpoadxeHHAM. Y pobomi susHayeHo U 06rpyHmMosaHo micye
gideoieop ceped iHWuUX cekmopig iHOycmpii po3sae, 30ilicHeHo NopieHAHHA cepedHbOPIYHUX Memnie 3p0cMaHHs, obcAzie aydumopill i nposidHUX KpaiH — yeH-
mpie po3sumky. BusHayeHo, wjo 8ideoizposa iHdycmpis mae Halisuwguli cepedbHoOpiYHUL memn 3poOCMaHHA Ma opieHMyeMbCa 30e6inbwo20 Ha MoA00b ma
dimeli. MpoaHani308aHo OUHAMIKY 3MiHU NOMYAAPHOCMI OCHOBHUX i2p08UX MAAME@OpM. J0oCioHeHo, Wo 3a 0CMaHHi mpu decAmunimms 4acmKa KoHconel
Ha PUHKy sideoizop cymmeso 3meHwunacs, ceamerm 1K 3anuwuscs 8i0HOCHO cmabinbHUM, a NposidHy mo3uyito HUHI 3atimarome MobinbHi mpucmpoi. Bu-
3HaYEeHO MPeHO Ha MexHO02i4Hi iHHosayji 8 iHOycmpii 8ideoi2op: 3pOCMaHHs NoNyAAPHOCMI XMAPHO20 MA KPOCHAaMpopMHO20 2elimiHay. Po3kpumo 3micm
MOHAMb «MYALMUNAAMPOPMA» MA KKPOCIAAMGOPMA», HaeedeHo pempocnekmusy Po3sUMKy Yux nidxodie o eideoizposoi po3pobku. BusHaveHo ma no-
PiBHAHO Cy4acHi HalimowupeHiwi naampopmMu 3a HU3KOK napamempie: Po3POOHUKU, YiHa, NOMyASPHICMS i piseHb NIOMPUMKU KpOCHAamMpopMHuX 8ideoizop.
OKpecneHo Knovosux beHeqiuiapie y NAHYIOHKY CMBOPEHHSA UIHHOCMI, WO 3aAeXamb 8i0 KpocnaamgopmHoz0 nidxody 0o po3pobKu sideoieop: epasuie,
po3pobHukie i nnamegopmodasyis. [ns 2pasyie MPOAHANI308aHO CMAMUCMUYHY 3a/eXHICMb MiXC Kinekicmio naamgopm ma obcazom ieposozo yacy, a
MaKox 8iOMiYeHO Mo3UMugHUL 8naue KpoOCNAAMPOPMU Ha coyiansHy 83aemodito. [as po3pobHuKie 06rpyHMOoBaHo nepesazu 00820CMPOKOBOI MidMpPUMKU
KpocnaameopmHux i2op, a 044 naamgopmooasyie — no3umueHul 8naU8 Ha MOOOBHEHHS HUMMEBO20 YUKAY NAame@opm. AK Mpuknad npoaHani3oeaHo
gideoepy Fortnite: HasedeHo cmamucmuky doxodig i 06rpyHmMOo8aHo ii (hiHaHcoBy ycniwHicmMe SK 00H020 3 HAlIACKPasiWUX Kelicie 3acmocy8aHHsA Kpocnaam-
thopmHOo20 nidxody 8 Yughposili exoHomiui. Ompumari pesynbmamu Moxcyme 6ymu sukopucmani 018 po3pobKu MoHemu3auiliHux cmpamezili, popmysaHHs
6iaHec-modeneli 8ideoizop i Npo2HO3y8aHHA M00ALWIUX 3MiH Y 8i0€0i2posili iHOycmpii abo CymixcHUX iHOYCMPpiAX eKOHOMIKU BpaMEHb.

Knrouoei cnosa: kpocnnamedopmHi izpu, mobinbHi izpu, po3sumok mexHonozili, MoHemu3ayis, eKOHOMIKG 8paeHs, LUpposa ekoHoMiKa, iHOycmpis 8ideoi-
20p, 8ideoizpu.
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Bobrov V. D., Merkulova T. V. Cross-Platform Video Games as a Phenomenon of the Experience Economy:

Assessing Potential and Challenges

The aim of the article is to analyze the economic potential of the cross-platform approach in the video game industry within the context of the transformation
of the digital entertainment market, as well as to identify key benefits and limitations associated with its active implementation. The study defines and sub-
stantiates the position of video games among other sectors of the entertainment industry, compares average annual growth rates, audience sizes, and leading
countries as development centers. It is determined that the video game industry has the highest average annual growth rate and primarily targets youth and
children. The dynamics of the popularity of major gaming platforms are analyzed. It is found that over the past three decades, the share of consoles in the video
game market has significantly decreased, the PC segment has remained relatively stable, and mobile devices currently occupy the leading position. A trend
toward technological innovations in the video game industry has been identified: the growing popularity of cloud and cross-platform gaming. The meanings of
the terms «multi-platform» and «cross-platform» have been explained, and a retrospective of the development of these approaches to video game development
has been provided. The most common modern platforms have been identified and compared according to several parameters: developers, price, popularity,
and the level of support for cross-platform games. Key beneficiaries in the value creation chain who depend on the cross-platform approach to game develop-
ment have been outlined: players, developers, and platform providers. For players, the statistical relationship between the number of platforms and gaming
time was analyzed, and the positive effect of cross-platform functionality on social interaction was noted. For developers, the advantages of long-term support
for cross-platform games were substantiated, and for platform providers, the positive impact on extending platform lifecycles was highlighted. As an example,
the video game Fortnite is analyzed: revenue statistics are presented, and its financial success is substantiated as one of the most notable cases of applying a
cross-platform approach in the digital economy. The results obtained can be used to develop monetization strategies, shape video game business models, and
forecast further changes in the video game industry or related sectors of the experience economy.

Keywords: cross-platform games, mobile games, technology development, monetization, experience economy, digital economy, video game industry, video

games.
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iaeoirpu BXXe AQBHO € 3HAYHOIO CKAAAOBOIO CY-
JacHOI eKOHOMIKYM Bpa)kKeHb: 32 Pi3HUMM OlLliH-
KaMM, AOXOAM IHAYCTpil CKAQAQIOTh OAM3BKO
200-250 miAbsIpAIB AOAapiB Ha pik, i 1 nudpa He-
BIUHHO 3pocTae [1]. Biablie Toro, oxpemi aHaaitny-
Hi mopTaAu (30kpema, Statista) y cBoix po3paxyHkax
BPAaXOBYIOTb He AMIIIe 0e3I10CepeAHbO CETMEHT BiAeoi-
rop, a 1 CYMiXKHI iHAYCTpii — Taki K CTpMMIHIOBI cep-
Bicu, VR-KOHTEHT, MepYaHAQII31HI, in-game peKAama
toio. Came TOMY IXH: OLliHKa CYKYITHUX AOXOAIB PUH-
Ky Ha 2025 p. csarae 6an3bko 520 mapa AoA. CIIA [2]
Bipeoirpu K HaIpsAM Cy4acHOI MaCOBOI KYABTYpHU
€ AY)Xe NepCreKTUBHUM MOPIiBHAHO 3 iHIIMMY, TPaAU-
LifIHUMM pO3BaraMu 3a AOXOAAMM Ta TeMIaMM 3pOcC-
TaHHS PUHKY. SIK BUAHO 3 mab. 1, pUHOK Bipeoirop
XapaKTepU3Y€eThCsl 3HAYHUMY 00CAraMy Ta BUCOKMMMU
CEepPEeAHbOPIYHMMY TeMIIAMU 3POCTAHHs, BUMiplOBa-
Humu niokasHukom CAGR (compound annual growth
rate), 1110 BU3HAYAE J10TO IHBECTULIIHY IPMBAOAMBICTb.
OpHak Tpeba 3a3HayaTy, IO HMHILIHE Micle
iHAyCTPpIl Bip€OIrOp € HacAIAKOM TPbOX AECATMAITH
TpaHcdopMallil K y CTPYKTYpi AOXOAIB, TaK i B 3a-
raApHOMy ob6cssi npubyTky. Ha puc. I mpepcrtaBae-
HO iHdorpadiky, 1o iAICTpye AMHAMIKY 3pOCTaHHS
00cAry CBITOBOrO PMHKY BiA€Oirop Ta CeKTOpaAbHi
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3MiHUM 32 OCHOBHMMM IAAThOpMaMy, SIKi TeHepyBaAu
HaOIABII 0OCATU AOXOAIB.

AeTaAbHille po3rAsgHeMO CTPYKTYpHi 3MiHU B
mab6. 2. 3a octanHi 30 pokiB 3’ SIBUAKCS ABI HOBi IAQT-
dopmu: MobiabHi Ta VR/AR nipuctpoi. I sikio octansi
CKOpillle € TeXHIYHOX HOBMHKOIO Ta MOKM IO 3aiiMa-
I0Tb HEBEAVIKY YaCTKY PUHKY, TO MOOiABHi Bipeoirpu e
HaNpUOYTKOBILIVM CErMEHTOM iHAYCTPi, 1oy 2022 p.
3aiiMaB OiAblile TOAOBMHM BCbOTro 00csry. BopHouac
KOHCOAI, 1110 OyAu ¢paarmaHoM iHaycTpii B 1990-x po-
Kax, IPOAOB)KYIOTb BTPAYaTy CBOIO YACTKY PUHKY. Ao-
cuth crabiabHuM € TTK-reliMiHr: 00car AOXOAIB 1IbOTO
cermenTa 3 1995 p. craHoBuTb 0AM3bKO 25%. [TopTa-
TUBHI KOHCOAlI BTpaTUTU IIONMYASIPHICTb caMe uepe3
KOHKYPEHL10 3 MOOIAPHUMM TIPUCTPOSIMM, SIKi MAIOTh
HUBKY IlepeBar: MyAbTU(YHKLIOHAABHICTB, 1liHa, WUp-
umi Bubip irop.

aBeA€HI PO3paxyHKM TOBOPSITH IIPO Te, LI,
xo4ya MOOiAbHI TIpUCTpoi i € AoMiHyloYOIO
nAaTGopMoI0 3apa3, PUHOK He OOMEXYETb-
cst TiAbKM MOOiAbHMM Teiiminrom. Kpim Toro, me Ha
eTari MAQHYBaHHsI PO3POOHMKAM HEOOXiAHO OLHUTU
HOTEHL{IIHY YaCTKy pMHKY 32 00paHoI0 MAAT(OpPMOI0.
Lle BOXXAMBO, apXe po3pobKa Tmip AOAATKOBI maatdop-
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Ta6nuusa 1

MopiBHANbHa XapaKTepMCTNKa OCHOBHUX CEKTOPiB €KOHOMiKM Bpax<eHb, 2024-2025 pp.

Poxin, 0 , .
CekTop mapa $* CAGR, % OCHOBHi pUHKN AyauTopis Tpenan
TenebaueHHs Ta Bigeo 390 45 CLUA, KaHapa, IHpis 30+ PO3BMTOK CTPIMiHT-
nnatdpopm
Bineoirpn 250 7,25 CLUA, KnTait, inowis Monogp i gitn Kpf) cn naTGOPMHUIA
remiHr
KiHoiHgycTpis 100 7.8 CLA, IHgis, KuTait Yci BikoBi rpynu | Fi6puaHi npem’epn
BnpasHnya iHpycTpis 95 117 CLUA, €spona 25+ AypiokHury,
CaMOBMAABHULITBO
Mapku possar 60 304 | CLUA, Anokis Cimi Kona6opauia
3 dpaHLwm3amm
. ) BipTyanbHi KoHUepT,
MysuuHa ingycTpis 40 4.8 CLUA, €Bpona Monogp coumepex

Mpumitka: * - nprbnn3HicTb po3paxyHKiB PiYHOro AOX0AY 3yMOB/EHa 0OMeXeHVM JOCTYNOM 0 KOHdiAeHUINHMX AaHuX i cneyundikoio

NPaBOBOroO 3aXMCTy KoMepLilHOT iHpopmaLyii.
Ixepeno: cknageHo 3a [1-7].
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Puc. 1. luHamika foxofiiB Ha pUHKY Bigeoirop 3a nonynapHumn nnatpopmamu, 1995-2022 pp.

Dxepeno: cknageHo 3a [8].

My noTpelye 3HAYHMX IHBECTHULIN i AAAEKO He 3aBKAU
rapaHTye oKymHicTb. 3 1990-x pokiB anmie mpoBiaHi
irposi kommanii Ha Krraar Electronic Arts un Konami
MOTAM AO3BOAUTM CO0i MYABTMIIAQT(OPMHI peaisn.
[Tpote 1e yacTo OYAO He CIIPaBXHIM MYABTMIIAQT-
(GOpMHUM HPOAYKYBAHHSM, @ CTBOPEHHSAM OKpPeMUX
Bepcilt rpu aas TIK i koHcoaell, sKi CyTTeBO Bippis-
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HSIAMCSL Ha TexHiuHoMYy piBHi (pisHi pyuwii, mpedabu,
iHcTpymenTn) [9]. CriiAbHMM y HUX OYB AUILE refIMAU-
3aliH, a BHYTPIIlHI MeXaHi3Mu, apXiTeKTypa Ta pecypcu
OyAM QBTOHOMHMMY, 1, TAKUM YMHOM, GaKTUYHO OIpa-
LIbOBYBaAU KOXKHY BEPCiI0 OKpEMO.

PisHicTb MiAXOAIB A0 TATGOPM 3YMOBAIOE Te,
IO irpOBi MPOAYKTM Ha HMX TaKOX BiApi3HAKOTbCA:
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Ta6bnuysa 2

[uHamika cTpyKTypHoi Baru irpoBux nnat¢opmy 1995-2022 pp., %

IrpoBa nnatdpopma 1995 p. 2005 p. 2015 p. 2022 p.
KoHconi 50,0 40,9 22,5 16,3
MopTaTnBHI KOHCONI 22,2 20,5 47 1,9
lMepcoHanbHi Komn'toTepu 27,8 27,3 23,0 244
MobinbHi npuctpoi - 11,4 471 54,7
VR/AR npwuctpoi - - 2,6 2,7

DKepeno: BnacHa po3po6ka.

MObIABHI irpy BiAOMi CBO€I0 Ka3yaAbHICTIO Ta KOPOT-
kumu cecismu, TTK-maarpopma aobpe opieHToBaHa
MiA MACOBI OHAQIH-IrpH, a KOHCOAI AOOpe posKpuBa-
10Th MOTeHIiaA exmH-poekTiB [10]. Lle Bce cuabHO
BIIAMBA€E Ha reiiMepiB, SIKi 3aA€XHO Bip maaTdopmu
MOXYTb MaTu CBOi irpoBi mpedepeHLuii Ta HaBUYKY,
a TAaKOXX MO-Pi3HOMY CTaBUTHUCS AO arPeCUBHUX MOHe-
TU3ALiHUX CTpareriil. 3 TOYKM 30Py KOMIIaHii-pos-
poOHMKa 3aAaya MepeMaHNTH IPaBLs HA iHIIY irpoBy
nAaTGOPMY 3aBKAM OYAQ CKAAQAHOIO: 1ie Ma€ eKOHO-
MiyHi (ITOKYIKa HOBOTO irpOBOTO AEBAIICY), ICUXOAO-
riudi (3BMYKa KOPMCTYBAHH:) Ta eproHoMivHi (i
TIPMHLVIY KePYBAHHA Y TPi) BUKAMKML.

Aae Ha moyaTky 2020-X pOKiB 3'IBMAMCS TEXHIY-
Hi MOXXAUBOCTI AASI PEAABHOTO O0'€AHAHHS BEAMKOI
KiABKOCTI rpaBLiB 3 pisHux naaTopM: HOBi TOKOAIH-
HS1 KOHCOAEI, irpOBUX PYLIiiB, CepBepiB TOLO AO3BO-
Afl€ PO3POOHMKAM 3MEHUINTY BUTPAT HA CTBOPEHHS
KpocrAaThOpMHOI TPy, Ae BCi IpaBlii MOXYTb I'paTn
pas3oM He3aAeXHO BiA CBOEi OCHOBHOI maardopmu
[11]. Llett mpotjec MOXKHA TIOPIBHATH 3 TAObaAi3alli€r0:
KpocraaThopMa € MOXKAUBICTIO 00’€AHATY TPABLIIB 3
pi3HMX KpaiH i maaTdhopm.

Memoro CcTaTTi € aHaAi3 €KOHOMIYHOTO IOTeH-
1iaAy KpocrmAaTrdOpMHOro MiAXOAY B iHAYCTpii Bipe-
oirop y KoHTeKCcTi TpaHcopMallii j1ihpOBOTO pUHKY
po3Bar i BUSBAEHHSI KAIOUOBMX IlepeBar i 0OMeXeHb,
TOB’S13aHMIX 13 aKTUBHUM YIIPOBAAKEHHSIM KPOCIIAQT-
bopMHOro MAXOAY Ha BiA€OIrpOBOMY PUHKY.

3aB0aHHAMY CTATTI €:

1. Posxputu cyTHicTb i hopmu peaaizauii kpo-
crAaTOpMHOCTI y Biseoirpax.

2. BusHaumTM eKOHOMiuHi IepeBaru BUKOPUC-
TaHHI KPOCIAAT(POPMHOTO MIAXOAY AASL pO3POOHMUKIB,
BMAQBLIB i IpaBLiB.

3. TlpoanaaisyBaTu NpMKAAAM YCHIIIHUX KPO-
cIAaTGOPMHIUX irop Ta iXHI0 PUHKOBY AMHAMIKY.

4. OULiHUTM BUKAVKY T2 OOMEKeHHs, OB s13aHi
3 TEXHIYHOIO Ta KOMEPLIiIITHOIO peaAi3aljielo KpocIaar-
dopmHOCTI.

ITepiu 3a Bce, HEOOXIAHO YITKO BU3HAYUTH, IO
TaKe KpoCIAaTGOpPMHMIL TeIMIHT Ta BIApi3HUTHU 110TO
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BiA MYABTMIAATGOPMHOrO reiiMiHry. MyAbTumaar-
dbopmiHr — 1e miAXiA AO CTBOpEHHS BiaeoirpoBux
MPOAYKTIB, KOAU I'Pa € AOCTYIIHOI0 HAa Pi3HMX IIpU-
crposix [12]. TIpu ypoMmy ui Bepcii irop MOXYTb BiA-
PI3HATHUCS SIK ¥ A€TaAsIX, TaK i Y QYHAAMEHTaAbHUX
MiAX0A2X AO TeitmmAero. Hampukaap, peais FIFA 22
aas TIK i PlayStation Biapi3HABCS BUKOpUCTaHUMM
irpoBMMM pyLIiAMM: KOHCOABHA BEPCisl BXKe BKAIOYAAA
TEXHOAOTIYHI OHOBAECHH: HAaCTYITHOTO MOKOAIHHS, 1O
3abe3reyyBaAo BULIMIT piBeHb rpadiuHol AeTaizaii
Ta aHiMauii, Toal 5K Bepcig oas [1K 3aanmasacs meHn
IIPOCYHYTOIO0 3 TeXHI4HOI ToukM 30py [13]. Aeinae Taxi
3MiHM MOXYTb OyTM MOB’SI3aHi 3 iHIMMM irpoBUMM
acniextamu: UI/UX am3aiiH, yrpaBAiHHS, YHIKQABHMI
irpoBMIT KOHTEHT.

ASL PO3POOHMKA TaKMIT MAXiA MOXKe OyTU BU-
NPaBAAHMIL, KOAM CTBOPEHHS BepCiil AAsS
HOBYX NAQT(OPM AO3BOASIE CYTTEBO PO3IIK-
UTU AYAUTOPIIO TIPOAYKTY, aAe IIPU LIbOMY, 110 BaX-
AMBO, 1li ayAUTOpIl iCHYIOTb IapaA€AbHO: I'PaBLi Ha
pisHMx naaTdopMax MOXYTb MaTy pisHi 3amuTu Ta
0-Pi3HOMY OLIHIOBATU SKICTb iIrpOBOTO MPOLECY, 1O
MOXe BIIAMBATM Ha AOXOAM KOMIIaHii-po3poOHMKA.
Hanpuxaaa, opHa 3 HallmpoAABaHIIMX irop B icTopii
GTA 5, a came, 11 oHAaiH-yacTuHa GTA Online, 3a 10
POKiB iCHYBaHHS Ta €BOAIOLIi BUTASIAQE IIO-Pi3HOMY.
Bepcis rpu pas PlayStation 5, 3BicHo, Mae mokpaiieHy
rpadiky, OHOBAEHY MOAEAD ITOBEAIHHS HeirpoBMX Iep-
COHaXIB Ta iHIy BHYTPIlIbHOIIPOBY €KOHOMIUHY MO-
Aeab [14]. TIK-naaTdhopma xapakTepusyeTbCs MiABU-
IIeHUM piBHEM BUKOPUCTAHHS HeAilleH31/THMX MOAU-
dikawiit i maxpacbKux iHCTPYMEHTIB, 1[0 3YMOBAIOE
iH}AsALiTHI TpoOLiecy Y BHYTPILIHbOIrPOBilt eKOHOMILI
Ta MOPYILIEHHS LiiHOBOro 6asaHcy. OcobAMBO 1ie mpo-
ABAS€ETbCA y INPOEKTAX i3 CeCiIHO0 OpraHisali€o
irpoBoro mpotjecy, Ae BiACYTHill €AMHMIT TAOOAABHMIT
cepBep. Y BUITAAKY irop 3 OKpeMMMM MaclITabHUMMU
cepBepaMu AAS pi3HMX MAaThOpPM BKasaHi mpobAemMu
1ie GiAblile 3aTOCTPIOIOTHCS, 1110 B TEPCIEeKTUB] Hera-
TYBHO TT03HAYA€TbCS HA MOXKAMBOCTSIX AOBTOCTPOKO-
BOI IATPMMKY Ta CTAO0IABHOCTI PO3BUTKY MPOEKTY.
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Aesl BUpIIIeHHs 1i€l MPoOAeMy 3HaMIAQ CBOIO

peaaisauio B KpocrnAarGopMHOMY reimiHry. Ao

KPOCIAQTGOPMHHOIO TeVIMIHI'Y HaAeXaTb Bipe-
oirpu, B OAHY i Ty caMy Bepcilo AKMX MOXKHa IpaTu
3 Aexiapkox maarpopm. Ilpu Lpomy, sKuo rpa mae
OHAQIIH-YaCTUHY, TO BOHU MAlOTb OAHAKOBMII AOCBIA
BiA IpM 3 IHIIVMY I'PABLAMMU i MOXYTb I'PaTU MiX CO-
0010 HE3aAEXHO BiA MPUCTPOIO, 3 SIKOTO I'PAE IPaBelib
[15]. Lle He osHauae 10 Bepcil irop € iAeHTUYHUMMU:
3BiCHO, € TeBHi TexHiuHi 0OMeKeHHs], mepcoHaAisaris
KOHTPOAepiB Ta rpadiuHi HaAAIITYBaHHS, Ki MOXYTb
3aA€XKaTH SIK Bip MAATHOPMH, TAK i Bip KOHKPETHOTO
npucTporo. Aae 20108HOM ide€io KpoCAATGOpPMHOro
TeVIMITACI0 € MOXKAUBICTD IPATU B OAHY 1 Ty camy Ipy 3
ycima iHIMMu KopucTyBayamu 6e3 0OMexeHs.

He MeHII BasKAMBMM IUTAHHAM € 11 Te, SIKi 11AQT-
dopMu BIAKpUTI AO POBBUTKY KpOCHIAAT(GOPMHOro
MAXOAY A0 po3pobku. TexHoaorii momepeaHix moxo-
AiHb (KOHCOAI CbOMOTO MOKOAIHHS Ta HIDKYE, apKaAHI
aBTOMATH, OpaysepHi irpu) BXe He MATPUMYIOTHCS
Ta He 3AaTHi 3a0e3MevnTn eAVHMII irpoBUil TPOCTIp.
Takox icHye 3HauHa KiAbKiCTb HilleBUX KOHCOAEN i
KoH®irypauiit ITK, AAs SKMX TOPTYBaHHS irop € exo-
HOMIYHO HEAOL[IAbHMM uYepe3 HU3bKY 4aCTKYy PUHKY.
BiaMoBa OKpeMuX KOMITIAHil Bip MATPUMKU KpOC-
naatpopmMu 0OMEXYe MOTEHUIHMIT 00CSIT PUHKY Ta
MOXAMBI AOXOAM Bip TIpopaxy rpu [9; 16].

Taxox Tpeba BpaxoByBary 3py4HicTb naardop-
MM AAS TPaBLisl B eKOHOMIYHOMY HA@Hi. AAS AKiCHOTO
OHAQITH-AOCBIAY AASL KOPUCTYBAyYa € BXKAMBOIO HM3KA
napaMeTpiB: AOCTYIIHA 1liHa irpOBOrO NPUCTPOIO Ta

naatrdopM. CboropHi A0 irpoBoi Koomepauil Hait-
Oiabin HaOAMKeHI MOOiIABHI MAQTGOPMU, KOHCOAI,
IIepCOHaAbHI KOMITI0TEpU Ta XMapHi cepsicu. Bean-
Ki KommaHii-po3po0OHuky, Taki sk Microsoft, Sony,
Nintendo, Valve, Apple Ta Google, Bu3Ha4aoTh moAi-
TUKY BIAKPUTOCTi CBOIX CHCTEM A0 MIXKIAQT()OPMHOT
B3aeMOAIl [18]. Y mab.. 3 BusHaueHO Hai0iAbLI TTOITY-
AsIpHi TTAQTGOPMIU Y CBITi 32 KiABKICTIO IIPUCTPOIB Ta
iXHi XapaKTepUCTUKHM, Y TOMY YUCAi ATPUMKA KPOC-
MAAT(OPMHOIO IefIMIIAEI0.

aBeAeHa BHIe CTATUCTMKA Ta HAYKOBI AXKepe-

A2 CBIAYATH, 1[0 KPOCTIAATGOPMHMIA AXIA AO

pO3pOOKH Bia€OIrop € MPUBAOAUBUM SIK AAS
PO3pOOHUKIB Ta KOPUCTYBAyiB, TaK i AAS BAQCHMKIB
naatpopM. AaAi AeTaAbHillle pO3TASHEMO IepeBaru
AASI KO)KHOTO €AeMEHTa irpOBOTO AQHLIIOTa CTBOPEHHS
Ta peaaisauii LiHHOCTI.

Kopucmysaui. B nepury yepry, icHyBaHHs Kpoc-
nAaTGOpMU MATPUMYETBCS TUM, L0 Lie LiKaBo IpaB-
uaM. 3a ouiHkamu moprary Newzoo, 6anspko 23%
reiiMepiB rpaTh Ha TPbOX mMAaTdhopmax i OiAbiie,
a caMe — Ha MOOIABHMX HPUCTpPOAX, KOHCOAAX i TTK
[26]. PesyAbTaTu AOCAIAXKEHHS AEMOHCTPYIOTb CTa-
TUCTUYHO 3HAUYLIY IO3UTUBHY 3aA€XKHICTh MK KiAb-
KicTio AaThopM, Ha SKMX B3aEMOAIE KOpUCTYBaY, i
piBHEM 10T0 BUTPAT Ha irpu. Takum 4MHOM, KPOCIIAQT-
bopmHicTh He IPU3BOAUTD A0 KaHibaAisawii A0X0AiB,
HaTOMICTh pOPMYE AOAATKOBI AKepeAaa MOHeTM3aLii.
Ak moxasaHo Ha puc. 2, CIOCTepiraeTbCs MO3UTUBHA

aKcecyapiB AO HbOTO; aA€KBAaTHA TEXHIYHA MIATPUM- 3AAEXKHICTD MDK KIiABKICTIO HAaTCl?OPM;. Ha AKX AO-
Ka; cTabiAbHe IBUAKiCHe iHTepHeT-3'eAHaHHs Ha Ooui  CTYIHA I'Pa, Ta CEPEAHBOI0 TPUBAAICTIO I'POBOTO Hacy
naardopMu Ta cepBepiB Ta yac, MOKM 1ig maardopma  KOpuCTyBaya. IIpoTe Lis 3aA€KHICTb He € AiHIMHOW:
6YA€ aKTYaAbHOIO [17]. Lle Bce, 3BicHO, TOB’3aHO 3 BU-  AMIIE HE3HAUYHA YacTKa reiiMepiB akTMBHO BUKOPUC-
Moramu naatGopmu, Ha siKiit MoXe 6yTv BuaaHa rpas  TOBYE MOHAA TPU MAATGOPMM, i MOTHBALLiS TAKUX KO-
MiATPUMKOIO KPOCIAQTHOPMIUL. pUCTYBauiB, iMOBIpHO, 3yMOBA€HA YMHHUKAMM 032
Tomy, BupiAsioui HaltbiABII EPCIIEKTUBHI TAAT-  €KOHOMIYHOK AOLIABHICTIO.
bopmu Arst KpocraaTGopMHUX irop, Tpeba 3Baxkatu Ortxe, AASI KOPUCTYBaYa KPOCIIAATHOPMHA Ipa €
i Ha 3araAbHY MOAITMKY KOMIaHill — BUPOOHMKIB LIMX  1{iKaBOIO 3 TAKMX IPUYMH.
Ta6bnuus 3
OcHoBHi BifeoirpoBi nnat$popmu Ta iXHi XapaKTepuCTUKN
. . MigTpnmka
Mnatdopma Po3po6HUK MonynapHicTb, MAH CepepHs UiHa, $ K:ofnnelo

PlayStation 5 Sony 78 500 Cepephs

Xbox Series X/S Microsoft 32 500 Bucoka

Nintendo Switch Nintendo 152 300 Hu3bka

Android Google 3300 100-1200 Bucoka

i0S Apple 1000 500-1500 CepepHs

MK 3 OC Windows Microsoft 1600 500 + 100 (uita OC) | CepepHs

XmapHi cepsicu Nvidia, Amazon 50 10-20/mic. Bucoka
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Dxepeno: po3pobneHo aBTopamm 3a [26].

Hlupwa coyiarvra B3aemodis. Kpocnaardopma
HACMpaBAi IpUOMpae TEXHOAOTIYHI 6ap'epy Ta A03BO-
AsI€ BCIM TPaBLsIM I'PaTy Pas3oM, IO MO3UTUBHO BIIAU-
BA€ Ha irpoBuIT AOCBIA. AesIKi irpy B3araai opieHTyHOTb-
Cs1 Ha COLIiaABHY B3a€EMOAII0, i YacTo (GakTop TOro, 1o
3HAOMI TPAIOTD Y L0 IPY, MOXe OYyTY BUPIIAABHUM
AASL TOTO, 11100 KOPUCTYBay TAKOX AOEAHABCSL

Moxwcrusicmv He 3minosamu npucmpii. Ilo-
KyIKa HOBOTO MPUCTPOIO AASL KOHKDETHOI IPU AAS
OiABIIOCTI rpaBLiB € EKOHOMIYHO HEAOLIABHOIO: LiHa
cydyacHux AAA-npoekTiB Moxe csaratu 6Giabie 100
AOAapIB, TOAL K irpoBi MpUCTPOi 3A€6iABIIOrO KO-
wtyioTh A0 500 (A1B. TabA. 2). HasBHicTh MOXAMBOCTI
3AIMICHIOBATH irpOBMIA NIPOLIEC i3 BAACHOTO IPUCTPOIO
€ YMHHYKOM, [0 MiABMUIIY€ IMOBIpHICTb KOHBepCii ro-
TEHLITHOTO KOPMUCTYBaya. 3MiHa YCTaAeHVUX MeXaHiy-
HUX 3BMYOK, 30KpeMa CI0CO0y KepyBaHHsI, CTBOPIOE
AOAATKOBUIT 6ap’ep CIIPUIHATTS Ta MOXXe HEraTMBHO
BIIAMBATU Ha SIKICTb irPOBOTO AOCBIiAY.

3bepeenns iepoBo2o npoezpecy ma 00CHIyN-
Hicmb 2pu. 3aBASIKU KPOCIAAT(POPMHOMY IAXOAY AO
Bipeoirop rpaBelb MOXKe I'paTy 3 pi3HUX Miclb, y pis-
HuMi1 yac i 36epiraru cBiit irpoBuii mporpec. Lle cipusie
TAMOLIOMY 3aHYPEHHIO KOPUCTYBaya B irpoBMIL IIPO-
11ec, 301ABILIIEHHIO TPUBAAOCTI irpoBoi cecil Ta miaABu-
I|eHHIO IMOBIPHOCTi TO3UTUBHOTO CTABAEHHS AO BHY-
TPIlIHbOIrPOBUX iHCTPYMEHTIB MOHETHU3aLlil.

Po3poonuku. SKimo AAsL rpaBLiB KAIOYOBUM €
OTPMMAHHA SIKICHOTO irpOBOTO AOCBIAY, TO AASL PO3-
pOOHMKIB KpocrmAaaThopMa — Iie MOXKXAUBOCTI AAS
HOKpalljeHHs] BAACHMX (iHAHCOBMX MOKa3HMKIB. Ao
OAHO3HAYHUX TAIOCIB KPOCHAQTGOPMHOTO MPOAYKTY
AASI KOMIIaHill-po3pOOHMKIB MOXKHA BiAHECTH:

1. 3b6irbusenHs nomeHyitiHoi ayoumopii  epu.
BiAbwicTh rpaBLiB yce lje IPalOTb Ha OAHIN
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naarpopmi, i o6 ix 3aiikaBuTH, HEOOXiAHO
IIPOTIOHYBATM BEPCil0 IPU AAS iXHBOTO HpU-
crpoto. Buxia rpu Ha HOBIlT maaTdopMi cympo-
BOAKYETbCS TIABUIIEHHAM iHTepecy 3 OOKy
CIIOXMBAUIB 1 aKTUBI3y€ peKAaMHi Ta MapKe-
TUHIOBI 3ax0Au [27; 28].
2. Yuigixayis ieposux cBimis. AAsl KpocnAart-
bopMHUX irop KAIOYOBOIO € CHHXpOHi3aLis,
o 3a0e3NevyeTbCsd EAMHUM IHAXOAOM AO
reiiMAM3aiiHy, MOAil, QHOHCIB Ta peAisiB. Kon-
COAipaL|i TBOPYMX I TeXHIYHMX KOMaHA Ha-
BKOAO OAHIE€l Bepcii TPOAYKTY miABUILYE edex-
TUBHICTb PO3POOKH, CIPOLIYE KOHTPOAD CTPO-
KiB Ta NMPUIIBUAIIYE BUTPABACHHS TeXHIYHUX
npobaem [27].
3. IioBuwenns rosivHocmi epasyis. Yum 6iAb-
11Ie 4acy KOPUCTYBau IPOBOAUTD Y IPi, TUM BU-
IJVIM € JI0TO piBeHb AOSIABHOCTI, @ 3aMiHa Ipo-
AYKTY CTae MeHII iMOBipHO0. Ha TAi Heratus-
HOTO CTaBAEHHSI AO HaB'A3AMBOI MOHeTU3aLil
Ta TEXHIYHMX MPoOAEM KPOCHAATHOPMHICTD
BUICTYIA€ iHCTPYMEHTOM IliABUIIEHHS AOBipU
Ta 3aA0BoAeHOCTI rpaBuiB [29]. O6'epHaHHS
KOPUCTYBa4iB pi3HMX MAATPOPM Ha CITIABHUX
cepBepax MOXKe CTaTM ONTVMAABHVUM pillleH-
HSM AASL 3MiLIHEHHS pelnyTallil KOMIaHil.
IIham¢popmosrachuku. PisHuis B apxitexTypi
HaBiTb cepep OAHAKOBIX THUIIIB IIPUCTPOIB iCHYBaAa Lije
3 90-x pokiB MUHYAOTO CTOAITTA. Toai Yepes CUADBHI
CTYAIl 1je He OyAO IPOOAEMOIO, aAe 3TOAOM CTaHAAp-
TU QMaPATHOTO Ta MPOTPAMHOIO 3a0e3MeveHHs CTaAl
kputiaHnmu [29]. CyyacHi TexHoAorii HapelTi A03BO-
ASIIOTD PeaAidyBaTyl KpoCIAaT(OpMY Ha TAOOAABHOMY
piBHi [30]. BoaHouac AAst BAACHMKIB AT OPM, TIOTIPU
iX 3alliKaBA€HICTb y IPUIIBUALIEHOMY OHOBAEHHI amna-

537

MEHEDKMEHT | MAPKETUHT

EKOHOMIKA



MEHEDKMEHT | MAPKETUHT

EKOHOMIKA

paTHOro 3abe3IevyeHHs, PO3BUTOK KPOCIAQT(OPMHO-
ro MAXOAY MAa€ HU3KY MO3UTUBHUX ACIIeKTiB.

Inmezpayis wupuioi ayoumopii 0o cBoei ekocuc-
memu. Buxip momyAsipHOi KpocraaTopMHOI Iy A2e
nAaTGopMi MOXXAMBOCTI MOHETM3YBaTH CBOI MIATIMC-
KU Ta MapKeTMHIOBY KaMIIaHil0 TPOAQXKY BAACHHUX Ae-
BaliciB. Hampukaap, KomImaHig Sony 4yacTo MpOIOHYE
OaHAAM: Pa3oM 3 KOHCOAAIO IPaBelib MOXe MPUADATH
Tapy AMCKiB 3 irpamu. 3a3Buyaii Lji irpy abo € eKCKAIo-
3UBOM mAardopmy, abo, yacTille, HOBOIO NOMYASIP-
HOIO TPOI0 3 KpocmaaTdhopmoro [31].

IlioBuwienHs yiHHoCMi ma  aKkmyaibHOCHi
naamgopmu 045 Kopucmysa4is. Ha AymMKy aBTOpiB,
MIATPMMKa HOBKX KpOCIAAQTGOPMHUX TEXHOAOTI,
AKiCHa Ta cTabiAbHA pOoOOTa CepBepiB HAAA€ rApHY pe-
KAaMy naardopmi. Y cydacHOMY CBiTi irpoBa KOHCOADb
3aAMIIAETHCS AKTYaABHOIO A0 8 POKiB, a MOTiM Hepe-
CTae OHOBAIOBATHCS, TOMY KOPUCTYBa4 Mae OyTH Ao-
SIABHUM AO TIAQTHOPMU — 100 TOTIM PUADATY TEXHI-
KY Bi Ti€i camMoi KOMIaHii, aAe HOBIIIOTO MMOKOAIHHA.

aKMM UMHOM, 3aL[iKaBAEHICTb Y PO3BUTKY

LIbOTO HAIPSMKY MAIOTbh OAPa3y TpU CTOPOHU

irpoBoro puHKY. AAe 11100 MATBEPAUTH AliICHY
YCHILIHICTh TAKOTO IMAXOAY, HEOOXIAHO PO3TASIHYTH
AJICHO TomyAsIpHMIL i (DiHAHCOBO YCIHILIHMII TIPOEKT,
AKNI BXXe Maibke 10 DOKiB € OAHI€I0 3 HAMMOMYASIp-
Hilmmx irop.

Kommanis Epic Games cTasa BCecBiTHbO BipO-
Moo y 1990-x pokax i3 Bumycky rpu Unreal. Y 2000-
X POKax CTYAis 3pOCTaAa, KyNyKo4M MeHII KOMIIaHil
Ta PO3IUMPIOKYY XaHPOBUIT MOpTdeab. Haitbiabumit
IpopuB BipOyBCs y Apyrilt moaoBuHi 2010-x: y 2017 p.
oyao BumymeHo Fortnite — oAHY 3 mepimx MacoBux
KpocrmAaTHOPMHUX irop, & 3roA0M KOMIIaHis BIAKpH-
Aa BAAcHI MarasuHu 1udpoBoi auctpubyuil Ha I1K i
MO0iABHUX TIPUCTPOSIX. L]i KpOKM CYTTEBO MABULIMAK
HONYASIPHICTb IPOAYKTIB KOMIIaHil Ta 3MiLIHUAM {i ITO-
3uwii Ha puHKYy [32].

Fortnite moeaHye KiAbka >kaHpiB (micouHML,
eKIIH, «KOPOAIBCbKa OUTBa»), TOAOBHUM 3 SIKUX €
Battle Royale — macoBuit pexxum, Ae epeMarae oAuH
rpaBseLb 800 KOMaHAQ. YHIKaABHOIO MEPEBAro0 CTaAa
MOBHA KPOCIAQTQOPMHICTD, 110 PO3LIMPHUAA AYAUTO-
pito Ha paHmit MoMeHT rpa mATpuMye Taki maardop-
mu: I1K 3 OC Windows a6o macOS, Playstation 4/5,
Xbox One, Xbox Series X/S, Nintendo Switch i mo-
o0iapHi mpuctpoi 3 Android uu iOS. Leit nmepeaix mo-
CTi/IHO PO3IIMPIOETHCS, OCKIADKY I'Pa MATPUMYETHCA i
Ha HOBIlIMX MPUCTPOsX [32]. AAS TPaBIiB BiAMIHHOCTI
MiX mAargopMaMu € MiHiMaAbHMMMU Ta 3Ae6iAbIIOTO
CTOCYIOTbCSI TeXHIYHUX KOoH®irypauiit [33].

3 exoHOMi4yHOI Touku 30py Fortnite rpyHTYyeTDb-
cs Ha free-to-play MoHeTusawiiHiit Mopeai 3 Free-to-
win mipAXoAOM: MOHeTH3aLis BiAOYBa€eTbCs Yepes3 mpo-
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AKX KOCMETUYHMX [IPEAMETIB, 60/10BMX MPOMYCKiB Ta
mapTHepChKoi Koaabopalil. Taka MOAEAD He BIIAUBA€E
Ha 0aAaHC I'pY, aAe CTUMYAIOE BUTPATU IPaBLiB, AO-
3BOASIIOUM IM IIEPCOHAAI3YBATU AOCBIA Ta 3aAMILATUCS
B €KOCHCTEMi IPOAYKTY.

[To KAI0YOBMM MOKa3HMKaM eeKTUBHOCTI 115 Ipa
Ha 2025 p. € OAHMM i3 HAMMOMYASPHILIVX IPOEKTIB B ic-
Topii Bigeoirop [33]. Ha ciuenn 2025 p. 6yao 3apeecTpo-
BaHO 0AM3bKO 650 MiABIIOHIB KOPUCTYBauiB. Y cepea-
HbOMY 3a MicALb IpaloTb A0 110 MiAbIOHIB yHiKaAb-
HuX 103epiB. [TikoBuil oHAQTH y 6epesHi 2025 p. ckaaB
1,3 miAbiioHa KOpUCTYBaviB opHoYacHo. 1lfopo posmo-
AlAeHHs ayAuTOpii 3a BiKOM, TO OAM3BKO 62% AOPOCAO]
ayAuTOpii MOAOALI 32 24 poku [34]. Y reHAepHOMY MAQ-
Hi Ipa MOMNyASIpHA Y YOAOBiKiB — Amie 1 3 10 rpasuis
XiHouoi cTaTi. OKpeMi AOCAiIAKEHHS TOBOPATD IPO Te,
1110 Ipa Ay)Ke MOMYASIPHA B IOKOAIHHS aAbda — OAM3BKO
40% omnuTaHuX AiTeit akTMBHO rpawTh y Fortnite. ITo-
nyAsipHiummy € Tiabku Minecraft Ta Roblox, siki maiotb
nokasHuKu y 58% ta 43% BiamoBiaHO [35].

OAHOYAC KAIOYOBMM MOKa3HUKOM € CaMe AVMHa-
Mika poxoaiB. Y nepiop 2018-2023 pp. Fortnite
cTabiABHO BXOAMAQ AO TMepeAiKy HaibiAbLI

NPUOYTKOBUX irop, AEMOHCTPYIOUM PI4HMIT AOXiA MO-

Hap 3 MApA AoA. CIIA (puc. 3). KatouoBe 3HayeHHsI

TpU MATBEPAXXYE Tol axT, 1o Ha Fortnite mpumaaae

A0 1% poxoaiB yciel irpoBoi iHAycTpii Ta 6aM3bKO 80%

npu6yTKy camoi Epic Games. L]e 0co6AMBO 1oka3oBo,

aAKe IHIINI KAIOYOBUI IIPOAYKT KOMIIAHII — BAQCHUIA

MarasuH 1udpoBoi AMCTpUOyLil — reHepye 3HAYHO

MeH1ti 06¢sru Aoxoay [36].

AunHawmika pAoxoaiB Fortnite BusHauaeTbcs Cykym-
Hictio daxropis. Ilicas npopusHoro crapty 2018 p.
MOCTYIOBE 3pOCTaHHA KOHKypeHuil y 2019-2020 pp.
NPUBEAO AO YaCTKOBOTO BiATOKY rpasuiB. ¥ 2021 p.
3aBASKM MACIITaOHill MpoMOKaMmaHii AOXip 3pic y
1,5 pasy. Hapasi criocTtepiraerbcs craa, 10 € TUIIOBUM
AASL 3piAMX irpOBUX HMPOAYKTIB Ta MOB'A3aHO 3i 3poC-
TaHHAM KiAbKOCTi KOHKYPEHTIB.

Auepcudikarist ooxopi Fortnite 3a maatdop-
MaMyU TIATBEPAXYE epeKTUBHICTD KpoCrmAaTdOpM-
HOTO TAXOAY B CydacHoMy irpoBomy 6izHecy. CypoBi
Mmatepiaan Epic v Apple 3acBiaumay, 110 BIPOAOBK
2018-2020 pp. OCHOBHY 4YacTKy BMpPYuYKM 3abe3re-
yyBaAM KOHCOAi: PlayStation 4 — 46,8%, Xbox One —
27,5%, i0S — mpubausHo 7%, pemrra (TIK, Switch,
Android) - 18,7% [37]. Ilpu upomy 6iabw cyyacHi
ouinku Sensor Tower KaXXyTb Ipo Te, 10 y 2023 p. p0-
MiHYI0UYO0I0 32 AOXOAOM i KIABKICTIO rpaBLiB OyAa Bxe
MoO0iAbHa Bepcis [38].

ITpumyeHHs 1oAo Toro, wo Fortnite Mae edex-
TUBHY MOHETM3ALIHY MOAEAb, IATBEPAXKYETbCA
{HIIMMM  KAIOYOBMMMU TTOKa3HUKaMM epeKTUBHOCTI.
3okpema, MOKa3HUK KOHBepcil (YacTka rpaBliiB, sSKi
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Puc. 3. loxoau Bigeorpum Fortnite y 2018-2023 pp.

Lxepeno: po3pobneHo aBTopamu 3a [36].

3AIMICHMAM IJOHAJIMEHILe OAHY BHYTPIIIHbOIrPOBY MO-
KYIIKY) Aocsirae 77%, a CepeAHiit AOXiA Ha MAAQTHOTO
kopucryBada (ARPPU) cranoBuTb 6A1M3bKO 100 AOAQ-
PiB Ha piK, 1110 CBIAYMTb IIPO BUCOKMII piBeHb 3aAyUeH-
HsI Ta TAQTOCIIPOMOXKHOCT] ayauTopii [34].

pukaap Fortnite miaTBepaXxye Tesy mpo Te, 1110

KpocraaTGOpPMHMUIT MAXiA € BUTIAHUM Ta iH-

HOBaLifIHMM pillleHHAM Ha PMHKY Bipeoirop,
i Bci croponu BurpaioTh Bip HbOTO. AAe HeoOXiAHO
BUM3HAYaTM HM3KY BUKAMKIB, 5IKi OOMEXYIOTb BUKO-
PUCTAHHA TAKOTO MIAXOAY. AAsl KOXKHOI CTOPOHU, Ha
AYMKY aBTOPIB, MO>KHA BU3HAQUUTHU TaKi BUKAUKIUL.

AAs TpaBLiB KAIOUOBMMM BUKAMKAMM 3aAMIIA-
I0TbCSl HEPIBHICTb AOCTYITy Ta TeXHiYHi 0OMeXeHHS.
Y HusLi BUNAAKiB mAaTGOpMYU CaMOCTIIHO 0OMeX-
VIOTb AOCTYII AO IPM; Y JKaHpaxX Ha KIITAAT LIYTepiB
BMKOPMCTAHHS TeVIMITaAy MOXKe 3HIDKYBAaTU KOMMOPT
rpu [39]. TIoTyXHICTb OKpeMUX MPUCTPOIB YACTO He
AO3BOASIE OTPUMATM SKICHMI irpoBuil A0cBip. Kpim
TOTO, KpOCTmAaThOpMHiI MPOEKTM ampiopi AOpOKui:
AKIO AAA free-to-play 1ie He KpuTHyHO, TO y buy-to-
play cermenTi BapTicTh 100+ A0AQpiB MOXe 3HIKYBa-
TI 3aljikaBAeHicTb ayauTopii [40].

AAs po3poOHUMKIB TPOOAEMU 3BOASTHCS  AO
3POCTaHHA CKAQAHOCTI TeXHIYHOI peaAisallii Ta BUTpaT
Ha miATpuMKy. bararomaardopmumii peais norpebye
0iABILIOrO LITaTy MPOrpaMiCTiB i TECTYBaABHMKIB, MO-
CTiIHOTO MOHITOPUHIY CTaHy I'PM Ta aAQITaLil A0 BCiX
nAatGopM. AAS HIIIOBMX IPOEKTIB CEPEAHBOTO Cer-
MEHTa Lie YaCTO eKOHOMIYHO HEBUTIAHO yepe3 oOMe-
KeHUI po3Mip LiAboBOI ayanTopii. AopaTKoBUM dak-
TOPOM € MOHeTH3allis: Bucoki komicii Apple Ta Google
3HVDKYIOTB IPUOYTKOBICTD, @ KOHMAIKT i3 aaTdopMoro
MO)Xe TOBHICTI0 0OMEXUTHU AOCTYII AO PUHKY [40)].

BIBHECIHOOPM N2 9_2025

www.business-inform.net

AAst TAaTpOPMOBAACHMKIB OCHOBHOI TpOOAe-
MOIO € BTPaTa eKCKAIO3MBHOCTI. 3MEHUIYETbCS 00CAT
YHIKQABHOTO KOHTEHTY, KM MO)XHA CTMMYAIOBATH
IPOAQXKI HOBOTO OOAAAHAHHS, & HOBI TeXHiuHi piieH-
Hs TIOTEHL{NIHO CTBOPIOIOTh KOH(MAIKTM CyMiCHOCTI,
11J0 MO>Ke BUKAMKATU HeraTMBHY PeaKLilo KOpUCTYBa-
u4iB [28]. Y pe3yabraTi po3BUTOK AATPOPM CTAE OiAbLI
KOHCepBAaTMBHUM Ta OPI€EHTOBAaHVM Ha IIATPUMKY
KPOCIAQT(OPMHOTO TAXOAY A0 PO3p0OKM Bipeoirop.

BMCHOBKM

CyyacHa irpoBa iHAYCTpisl 3HaXOAUTbCA Ha TTIA-
JIoMi — KOXKHOTO POKY BOHa 3pocTae Ha 7—-8%, 1 Bxe €
OAHMM i3 Hal0IABLIMX CEKTOPIiB eKOHOMIKM BpaskeHb.
CTpYyKTYpPHO PMHOK BiA€0irop TakoXX 3MiHIOETBbCS, Ha
0 BIIAMHYAM TeXHiYHi iHHOBaLl Ta MAXOAU AO pO3-
POOKU iHTepaKTUBHUX po3Bar. MoOiAbHi irpy, 110 mo-
YJaAM MacOBO PO3MOBCIOAKYBATUCSA AUIIe HATPUKiHL
1990-x pokiB, Ha AQHMII MOMEHT 3ailMalOTh OiAblie
MIOAOBMHY BCbOro 00cAry iHAyctpil. IlepcoHaAbHi
KOMIT'I0TepY CTabiAbHO 3a/IMAlOTh YBEPTD, 2 KOHCOAI
TeHepyIoTb Auile 0AM3bKO 15-16% AOXOAY, BTpaTuB-
um cBoi mo3uuil. IHum maaropmy Ha KIITAAT Iop-
TATUBHMX KOHCOAeN, VR-TeXHOAOriiT un GpaysepHux
irop reHepyloTb TMOPiBHAHO HEBEAMKi AOXOAM i He €
npiopUTeTHUM BUOOPOM 3BMYAiTHOTO TreiiMepa. [1po-
Te PO3BUTOK iHTepHeTY, IPOrPaMHOr0 Ta alapaTHOIo
3a0e3reyeHHs] BIAKPMBAIOTb HOBY MOXKAMBICTb AAS
PO3pOOHUKIB, I'paBLiB Ta MAATGOPMOAABLB, a came —
KpocmAaThOpMHUI AXIA AO pO3POOKU Bipeoirop.

Kpocnaardopmumit miaxia A0 po3pobku Bise-
Oirop KOHLIEHTPYETbCSA Ha CTBOPEHHI MAaKCMMAAbHO
3PYYHOr0, AOCTYITHOTO Ta TUIIOBOTO irPOBOIO AOCBIAY
AASI TPABLIST HE32A€KHO Bip 00paHOi HUM MAATGHOPMIUL
Ha BipAMiHY Bip MyAbTMIIAQTGOPMY, B TAKOMY BUIIAA-
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Ky Bepcis Ipy MaKCMMAABHO CX0XKa, @ OHAAIH-CepBe-
P AO3BOASIIOTH TPABLISIM IPATU MDK C00010 3 pisHUX
npucTpoiB. Bipeoirpu 3 miaTpumkoro kpocnaardopmu
€ LiKaBMMMU YCiM 3allikaBAEHMM CTOPOHAM: IPaBLIM,
po3pobHUKaM i MAATHOPMOAABLISIM.

TATUCTUYHI AAHI CBIAYATD IIPO Te, 11J0 IepeBaK-

Ha OiABLIICTD CY4aCHUX reitMepiB BUKOPUCTO-

BYe ABi 200 biablue maaTpopmu AASL irpoBOro
npouecy. BcTaHoBAeHa NMO3UTMBHA KOpeAslilHa 3a-
AEXHICTD MDK KIABKICTIO BMKOPUCTOBYBAaHMX IIAQT-
bopm i cepeaHiM iIrpoOBUM 4aCOM MOKE CBIAYUTH TPO
3alliKaBA€HICTb KOPUCTYBA4iB Y MOXKAMBOCTI AOCTYITY
AO OAHiE€I 11 Tiel caMoi BiAeorpy 3 pisHMX NPUCTPOIB 3a-
AEKHO Bip iHAMBIAYaAbHMX TTOTPeO. AASI TpaBLiB Kpoc-
nAaaThOpMHi Bipeoirpu — 1le MOKAMBICTbD OTpUMATH
HOBUII COLIaABHUII AOCBiA i KOMOPTHE yrpaBAiHHS,
AASL pO3POOHNKIB — PO3LIMPEHHS ayAUTOPIl Ta MiABU-
LLIeHHS 3aAYY€EHOCTI, AAS TAATHOPMOAABLIB — 3alliKaB-
AeHicTb 3 60Ky IpaBLIiB y eKocucTeMi mAaThOpMu.

AAst po3poOHUKIB Ta MAATGOPMOAABLIB PO3BU-
TOK KPOCIAQT()OPMHOIO MIAXOAY TAaKOX Ma€ HUBKY
MO3UTUBHMX PE3YABTATiB, NOB'SI3aHNUX, NEPII 32 BCE,
3 iHAaHCOBOIO BUTOAOIO Ta PO3LIMPEHHSIM AyAUTOPi.
Po3po0OHNKY, TaKMM YMHOM, MOXYTb Kpaule YHidi-
KYBaTU BAACHI IIPOEKTH i MaTu CTabiAbHY MOHeTM3a-
LiifHy MOAEAD, L0 AO3BOAUTb AOBIIE MIATPUMMYBaTH
Bipeorpy 11 oTpumyBaTu Bip Hel AOXOAM. 3 iHIIOTO
00Ky, KpoCIAaThOPMHICTb MO3UTUBHO BIIAMBA€E i Ha
MAATGOPMOAABLIIB, OCKIABKY MTOAOBXYE TIEPiOA aKTY-
AABHOCTI iIrpOBOTO A€BaIICy.

3 moyatky 2010-x poKiB MIATPMMKA KPOCIAAT-
(bOpMHOTO TeiiMIAeI) TT0YaAa 3 IBASITUCS B HANO1ABLI
HONYAsIpHUX Bipeoirpax y csiti: GTA 5, FIFA, Fortnite.
Ocraunint 3 2018 p. miaATpuMYye MOBHY Kpocnaardop-
my Mix ITK, KoHCOASIMY T2 MOOIAPHUMM TIPUCTPOSIMU
Ta NOKa3ye BUAATHI (iHAHCOBI MOKA3HMKM: OAUBBKO
4 MiABSAPAIB AOAAPIB AOXOAIB 1IOPiuHO, 650 MiAbIIOHIB
3apeeCcTpOBaHMX KOPUCTYBayiB Ta KOHBEPCIIO B IepIIy
NOKYTKY 6Giable 77%. Ipa mpoAOBXye po3BuBaTucs,
€ paarmMaHoM CBOEI CTYAIi, € Ay’Ke MOyASIPHOIO B pi3-
HUX KpalHaX i, He3Ba)KalouM Ha TEXHIYHI CKAAAHOLIL
B peaAisallil Ha TOYAaTKy CBOTO iCHYBaHH:A, YCIILIHO
OHOBAIOETHCSI TA 3AAMIIAETHCS CTA0IABHOIO.

PazoMm i3 TuM, AesKi BUKAMKU POOASITH KPOC-
nAaTGOpMy He YHiBepCAaABHMM PpilleHHSAM AAS irpo-
BMX KOMIIaHill. AAs rpaBLsl IPOOAEMOI0 MOXKE CTaTH
HeiAeaAbHICTb TEXHIYHOIO BUKOHAHHA Ta Pi3HULA B
KepyBaHHi, AAS PO3POOHUKIB — Lie BaXKICTb AOBIrO-
CTPOKOBOI MATPUMMKM Ta BeAMKa KiAbKICTb Pi3HMX
nAaTdopM, a AAsI TAATGOPMOAABLB — 11 3MeHIIeHHS
€KCKAIO3MBHOCT] Ta OOMEXeHHs Y BUKOPYMCTAHHI iH-
HOBAIIi/fHXX TeXHIYHUX pillleHb.

AoBeaeHo, 10 kpocmaathopmHi Biaeoirpu Bxxe
CTaAM HEBIAEMHOI0 CKAQAOBOIO CY4acHOI iHAyCTpii,
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a IXHS YacTKa y CTPYKTYpi LdppoBoi eKOHOMIKM Tpo-
AOBXUTD 3pocTary. beanepepBHNIT PO3BUTOK TEXHO-
AOTiil CTUMYAIOE BCe OiAblie irpoBMX KOMIaHil iH-
TerpyBaTU IPaBliB y BAACHI irpoBi cepBicu 3 MeTO0
30iABIIEHHS Yacy B3a€MOAII Ta MTOTEHLIHUX AOXOAIB.
AASL HOBUX KOHCOAEN Ta irpoBUX IPUCTPOIB KpOC-
nAaTGOpPMHI MPOEKTM YaCTO BUKOHYIOTH (YHKLIO
PR-xoMmmaHil Ta BMKOPMCTOBYIOTbCS SIK iIHCTPYMEHT
3aAyUeHHs HOBUX KOPUCTYBauiB. AAs rpaBLiB ermoxa
KpocrAaTdopMy acoLiloeTbes 3 yHidikaliero irposo-
IO AOCBIAY Ta 3MEHIIEHHSM TexHiuHux 6ap’epis. W
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