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THE GENESIS OF ECONOMIC TRANSFORMATION THROUGH THE DIGITAL
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Memoto docnidxcenns € onuc ocobausocmeti NOXOOMCEHHsl, GUHUKHEHHS, CMAHOBIEHHS, PO3GUMKY
eKOHOMIKU HA OCHOBI Yugpoesoi ieposoi indycmpii. Mema ob6ymosuna nocmanogy maxux 3a80ahsb
odocniodcenns: 1) xapaxmepucmuxa niugy yu@posoi ieposoi indycmpii Ha c8imo8y eKOHOMIKY, 2)
po32140 cneyuixu nocuieHHsa 8NIUBY YUPpoesoi ieposoi indycmpii Ha c8imosy eKOHOMIKY Y po3pi3i
emanis ii cmanognenHs,; 3) GUOINEHHS OCHOBHUX NOOIU U000 KOMCHO20 emany, wo GUKIUKAIU
mpancgopmayii ekoHOMIKU.

Pesynomamu  0ocniosxcenns 00360aunu  KoHcmamyeamu, wo yugposa icpoea iHOYCmpis
chopmysana 8i0okpemaeHull cekmop ekoHomiku. Lleii cekmop y3azanvHioe 2any3i 3 NOOIOHUMU
3A2ANIbHUMU XAPAKMEPUCIMUKAMU, WOO0 0COOIUBOCHEU 20CNO0APCHLKOI OINbHOCMI, NO8'A3aHOT 3;
PO3p0OKOI0; NPOCYBAHHAM, NPOOAANCEM KOMN TOMEPHUX 120D, VHIKAIbHUM JAHYIOHCKOM YIHHOCHI.
Okpecnenuti cekmop Xapakxmepusyeaecs He MIilbKU O0COONUBOCMAMU NOXOOHNCEHHs, BUHUKHEHMS,
CMAHOBNIEeHHS, djle | NOCMYNOBUM NOCULCHHAM GNIUBY HA eKOHOMIKY (uepe3 tio2o eHOeMIiKU).

3micm mpancopmayiti npocmedrcyemvca 6i0 npoyecy NepPEUHHO20 3APOONCEHHS YABILeHb HPO
sipmyanbHuLl NPOOyKm npueabausuil 0isi CHOMCUBAYIE 00 (HOPMYBAHHA PUHKY i3 HeoOMedCceHUMU
gipmyanbHUMU nompebamu cnoxcusawié i nponoszuyicio eupoonuxis. Ilepcnekmusu nooarbuiux
PO3BI0OK Y OGHOMY HANPAMI NONA2AI0Mb ) OOCTIONCEHHT 8NIUBY HA eKOHOMIKY eHOeMIYHUX CeKmopi8
yughposoi ieposoi inoycmpii.

The video game industry since the mid-1970s from a small market with the mainstream has evolved
to the economic sector associated with the development, promotion, and sale of video games. This
evolution was part of the global transformation of the industrial society into an information society,
as well as the virtualization of the social reproduction system, which affected most processes of
production, distribution, exchange, and consumption of goods and services. The economy was
changing in the processes of social reproduction, where real-life products were emerging and
improving. The digital gaming industry has developed its value chain and has material and
intellectual social utility at interrelated levels. The aim of the research is to describe the
characteristics of origin, emergence, development of an economy based on the digital gaming
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industry. The objective defined such research objectives: characterization of the economic impact
of the digital gaming industry, defining the specifics of strengthening the impact of the digital
gaming industry on the economy in its formative stages,; highlighting the main developments in
each stage that led to the transformation of the economy.

The results of the study showed that the digital gaming industry had formed a separate industry.
This sector of the economy combines areas with similar characteristics of the actual activities
associated with the development, promotion, and sale of video games and a unique value chain.

The sector was characterized by unique characteristics of origin and development, as well as a
gradual increase in the impact on the economy through its endemic features (including cybersport;
gamedev; virtual reality, and augmented reality). Digital gaming industry endemic to specific
elements of game development, promotion, and sales that synthesize transformations in the quality
of economies.

Transformations can be traced from the process of the initial conception of a virtual product to the
formation of a market with unlimited virtual consumer needs and producer supply. The prospects
for further research in this area lie in the endemic sectors of the digital gaming industry.

Knrouoei cnoea: cexmop exoHomixu, yugposa ieposa iH0ycmpis, eHOeMiuHi CeKmopu, JIAHYIONCOK
Yyinnocmi.

Keywords: economic sector; digital gaming industry,; endemic sectors, value chain.

IMocTaHoBKka mnpo0JeMH Yy 3arajJibHOMY BHIVIIAI Ta ii 3B'A30K i3 BaKIMBHUMH HAYKOBHMH YH
NMPAaKTUYHUMH 3aBIAHHAMH. [HIYCTpis KOMI'IOTEpPHUX Iirop 10 cepenuHd 1970-X p. 3 HEBEIMYKOTO PHHKY
3 MEHHCTPHM EBOIIOIIIOHYBAIA Y PO3BHHEHUI CEKTOP EKOHOMIKH, TIOB'SI3aHUH 3 PO3POOKOI0, MPOCYBAHHAM 1 TIPOIaKEeM
KOMI'IOTepHHX irop. CIiji 3a3HaYHTH, IO MPOIIEC TAKOTO CBOIIOIIIOHYBAaHHS OyB CKIIAJIOBOIO YaCTHHOIO:

1) rnob6anbHOi TpaHcdopManii iIHAYCTpialbHOTO CYCHUIbCTBA B iH(pOpMaliliHe (Ha 6a3i HayKOBO-TEXHIYHOTO
mporpecy);

2) BipTyamizamii CHCTEMH CYCHUIBHOTO BiJTBOPECHHS, SKE€ 3a4eMUIO OUTBIIICTh IMPOIECiB BHPOOHHIITBA,
po3moaiIy, OOMiHY Ta CIIO)KMBAaHHS TOBapIB 1 TOCIIYT.

ExoHOMIKa 3MIHIOBAIACSA y MPOIECaX CYCIUIBHOIO BIATBOPEHHS. 30KpeMa, BUHUKAIN Ta BIOCKOHATIOBAIHCS
peanbHO-BIpTYyaabHI IPOAYKTH. Y HuGPOBIi irpoBii iHIyCTpil (hOpMyBaBCsA Ta BAOCKOHAIIOBABCS JAHIIOKOK IIIHHOCTI
i3 BipTyaJlbHUM HPOJYKTOM, III0 MaB MaTepiaJibHy Ta IHTENeKTyalIbHy CYCHiIbHY KOPHCHICTh. Tak, BUIaBHUIITBA, 110
(iHaHCYIOTh PO3pOOKY HOBHX MPOEKTIB € OTpUMYyBauaMu NPUOYTKY BiJl JIiLlEH3yBaHHS HaiiMeHyBaHb, II0 MICTSTH y
co0i BipTyaJbHUII KOMIIOHEHT. PiBeHb NPOJYKTIB Ta TaJaHTIB y3araJbHIOE PO3POOHMKIB, AM3AMHEPIB, XyIOXKHUKIB,
KOMIIO3UTOPIB, SKi PO3MIUPIOIOTH BIPTYATBHHUHA MPOCTIP MPOAYKTY HUMPOBOI irpoBOi iHIyCTpii. PiBeHb CTBOpEHHS
TEXHOJIOTIH € TPOCTOPOM pO3POOKH irop, irpoBHX MABMXKKIB, cnoxydHoro I1O, 3aco0iB ympaBiiHHS pPO3pOOKOIO.
[HmycTpist BUAABIB OOCIYroBy€e PHHOK 3 HEOOMEKEHHMH (B SKICHOMY 1 KUIBKICHOMY Jiama3oHi) BipTyaabHUMH
nmoTpebamMu CHoKuBaviB. AmnapartHi 06asuc-TurarGopMu MIiHIMI3YyIOTh BHTpaTH Tpami (KHBOI H MaTepialli3oBaHOI) Ha
HaJaHHS BIpTyaJbHUX IIOCIYT irpoBOi IHAYCTpili JJIsA CIOXHBa4iB irop aoo reiiMepiB. lle no3BoJisse TOCTIHHO
30UTBIITYBaTH HOPMY MNpHUOYTKY. BimmiieHi ocoOIMBOCTI JIAHITIOTY IIHHOCTI copMyBaiaucs Ha OJHOMOMEHTHO, a
BHACJIIZIOK TPHUBAIMX, CKJIAIHUX HPOINECIB: 1) BIPOBAKEHHS Y CBIIOMICTD MOTCHIIIMHUX CIOXHMBAYIB iei 0co0OIMBOT
LIHHOCTI BIpTyaJbHUX HPOJYKTIB HU(PPOBOT irpoBoi iHAYCTPIi; 2) pacinpeHus MPOIO3HI[iX BUPTYAIBHOTO MPOIYKTY.

AHaJi3 ocTaHHIX gociimkenn i myomikamiii. Oco0nuBocTi Tpanchopmallii eKOHOMIKH Ha OCHOBI mu(ppPOBOI
irpoBoi IHIYCTpil BUCBITJIEHO Yy MpalsiX TaKMX €KOHOMICTIB 1 MpakTuKiB, sik: Mark J. P. Wolf [9, c. 103], Jiji Gaho Sha
[8, c. 57], Jason Whittaker [7, c. 122], IIpockypina M.O [4], CkaBpoHcbka [.B., Maunziit A.P. [5]. JocuTh 1ikaBuM €
miaxin IIpockypiHoi M.O., ska Hajzama XapakTepUCTUKY OKpeMHX OJIokiB 1MdpoBoi irpoBoi iHmycTpii,
MPOJEMOHCTPYBAJIa B3aEMO3B'SI30K MK HUMH Ta OKPECJIHIa OCHOBHI MPUHIUIH (DYHKITIOHYBaHHS TBOPYOi EKOHOMIKU
[4]. Cnix 3BepHyTH yBary Ha mparto JlasueBa 1.0., Ilapanenko JI. 1., SKUMU pO3MISIHYTO OCOOJUBOCTI (DYHKI[IOHYBaHHS
SHICMIYHOI CepH EJICKTPOHHOTO CIOPTY IMQPPOBOI irpoBoOi IHAYCTPil Ta OKPECICEHO HOTrO BIUIMB Ha E€KOHOMIKY,
CTPYKTYpPY PHHKY KOMIT' IOTEpHUX irop B ymoBax rTioOamizamii [2]. Pazom 3 Tum, y OLIBIIOCTI iCHYOYI
JoKepesia BUCBITIIIOIOTh KOHIICTIIIT KyJIBTYPHHX 1HIYCTpild abo iX poiib B COIMIaIbHO-€KOHOMIYHIA CHCTEMi CydacHOTO
cycrninbetBa.  BucBiTinenHs — TpaHchopMaliii  €KOHOMIKM — MiJ  BIUIMBOM  LU(pPOBOI  irpoBoi  iHAYyCTpil
He Ha0yJIO MOIYJISIPHOCTI y Cy4acHii HayKOBii JIiTeparypi.

@opmyJTIOBaHHS IIiJIell cTaTTi (MOCTaHOBKA 3aBAaHHs). METOI0 CTaTTi € ONMUC OCOOIUBOCTEH MOXOIKEHHS,
BUHUKHCHHSI, CTAHOBJICHHS, PO3BUTKY CKOHOMIKHM Ha OCHOBI U(pOBOI irpoBoi inaycTpii. Mera 00yMOBHIIA TOCTAHOBY
TaKuX 3aBIaHb ZlOCJ'liZ[)KeHHH:

- XapaKTEepHUCTHKa BILTMBY LU(POBOT IrpoBol iHAYCTPii HA EKOHOMIKY;



- posrusia crierudikd MOCKIIEHHS BIUTMBY LU(POBOI irpoBoi IHAYCTpil HA E€KOHOMIKY y po3pi3i eramiB il
CTaHOBJICHHS;

- BUJIJIEHHS OCHOBHHUX MOIH 100 KOKHOTO €Tally, 0 BUKIMKAIN TpaHCc(hopMallii eKOHOMIKH.

Bukiax OCHOBHOro Marepiajy [AOCHIIKeHHsI 3 TOBHHUM OOIPYHTYBAHHSIM OTPUMAHHMX HAYKOBHX
pe3yabTaTiB. Hapasi mudpoBa irpoBa iHAyCTpis copMmyBaia BITOKPEMJICHUH CEKTOP CKOHOMIKH, IO y3arajibHIO€
ramy3i 3 NOJIOHMMU 3arajlbHUMHU XapaKTEPHCTHUKAMH, IMIOAO0 OCOOIMBOCTEH TOCHOAAPCHKOI JISUTBHOCTI TMOB'S3aHOT 3
PO3pOOKOI0, MPOCYBAHHSM 1 MPOJIaKEM KOMITTOTEPHHUX ITOpP Ta YHIKATBHUM JIAHITFOXKKOM IIIHHOCTI. OKpecIeHuit CeKTop
XapaKTEPU3YETHCS. HE TIUTBKH OCOOIUBOCTSAME ITOXOJKCHHS, BUHUKHCHHS, CTAHOBJICHHS, aji¢ W Pi3HHM BIUIMBOM Ha
E€KOHOMIKY (30KpeMa, Ha CHCTEMH BUPOOHHIITBA, PO3MOIiTY, OOMIiHYy, CIOXHBAaHHS). XapaKTEPUCTHKA BIUIMBY
rpoBoi irpoBoi IHIYCTPil HA EKOHOMIKY (TabJI. 1) TO3BOJIMIIO BiI3HAYUTH ITOCTYITOBE IMOCHIJICHHS BILIUBY IU(POBOL
irpoBOi 1HIYCTpil HA €KOHOMIKY, IIO OOYMOBWIIO IeHe3uc TpaHcdopMarlii eKOHOMIKA Ha OCHOBI IU(POBOi irpoBoi
IHAyCTpIi.

Tabunus 1.
XapakTepucTHKA BIUIMBY H(PPOBOI irpoBoi iHaycTpii Ha eKOHOMIKY
I'enesnc
. . Brnus
Etan craHOBiIEeHHS Ilepion OcobmuBocTi . Tpanchopmanii
Ha €KOHOMIKY .
EKOHOMIKH
Bunukaenus uudposoi | 3 1870-x mo | Ilepmi  BupmaBumi, 1mo y | Bigcyrwii dopmyBaHHS
KomI'toTepHoi Tpu Ta | 1970-x. Maii0yTHEOMY cranu | (mepuri KOMITIOTEpHI irpu He | BipTyaJlbHOTO
TIEPUINX BUJABHUIITB OCHOBOIO IH(PpOoBOi irpoBoi | HaOyJH MOMYISPHOCTI) MPOLYKTY
iHgycTpii MpUBAOIMBOTO  JIJISt
PosButok  mubpposux | 3 1971 mo | Ilepuri maprii komepuiiinoi | BunukHeHHs imei miHHOCTI Ta | CNOXHBadiB
TexHoJoriH Ta mosBa | 1980-x p. apKaJiHO1 MALKHHU 3 I'POIO. NPUBAOIMBOCTI  BIPTyanbHHUX
HOBHX CHELiali30BaHUX Mepri IpOayKTiB*
Ta YHIBEpCAITBHUX JOMallHi  irpoBi  KOHCOJI
IIPUCTPOIB Magnavox
MacoBe BUpOOHUIITBO 3 1980-x no | Ilpouec cTBOpeHHS DopmyBaHHS BipTyansHux | dopmyBaHHS
BipTyansHOi mpoaykmii | 1990-x p. TUPPOBHUX irop | OpONYKTiB, SIK HE3AJICKHOI | PUHKY i3
nudpoBoi irpoBoi YCKIIaJHIOETHCSI Ta | KaTeropii, IO CTBOPIOIOETHCS | HEOOMEKESHUMH
iHxycTpil TpaHCc(HOPMYETHCS i3 | Ha OCHOBI E€KBIBAJEHTIB, II[0 HE | BipTyaJIbHUMH
CYNMyTHBOI chepH HiISUTBHOCTI | € ix «MaTepialbHUMU | TOTpedaMu
B TIePIIi NPOTOTHI | aHaJOTraMuy. CIIO’KMBAYiB
1dpoBoi irpoBoi iHgyCTpii
Po3Butox  Texwomoriit | 3 1990-x mo | Tpancdopmariis poni | dopmyBaHHs ysBICHHA Mpo | Po3mmpeHHS pHHKY
po3poOku  irop  Ta | 2000-X. pp. | BHOABHHUIITB «IneanpHU BipTyalbHHH | i3  HEOOMEKCHHUMHU
TEXHOJIOT1H, o MPOILYKT». BipTyaJIbHUMHU
CYIPOBOKYIOTb Posmmpenns niamasoHy | morpebamu
KOMIT'FOTEpHI irpu MIHHOCTI 1 TMPHUBaOIUBOCTI | CHOXHBaYiB
BIPTYQJIbHUX IPOJYKTIB.
BuHnkHEeHHS BIPTYaJIbHHX
nociyr***
Miniattopuzanii 3 2000-x i1 | Po3Butky amapatHo- | ®opmyBaHHA VHIKanpHOTO | Po3mmpeHHSs pHHKY
arnapaTHoro 110 Terep HPOrpaMHHX CHCTEM, | JIAaHIIO)KKA LIHHOCTI y MeXax | Ha SIKOMY
3a0e3MeYeHHs i MacoBe MOUTAPEHHSIM iIrpOBHX | SKOTO MOXJIMBUH  BHITyCK | MPEACTaBICHI HE
TIOMINPEHHST MOOUTBHAX IBIDKKIB,  TpaHC(opMalis | BipTyadbHOI  HpPOAYKIii B | TIIBKM  BipTyajbHA
TenedoniB CHOXHBaYa y | Oyzmp-skumit 4ac, B Oyab-sIKOMy | HpOAYKIis, ane i
CHIBBUPOOHMKA BIpTyaJbHOI | Micli, B OyIb-sKiif KUJIBKOCTI | BipTyaibHi
HPOIYKIIT. BapiaHTIiB MoJenei Ta | Kopropauii**
¢dopmaris

Ipumitka

(cdhopmosano na ocnogi [4; 8; 9])

* BipTyallbHUH MPOAYKT — L€ MPOAYKT CTBOPIOBAHHUH 3aBISIKH iHHOBAIISIM B 00JIacTi 00poOKu iHpopMaIlii Ta po3BUTKY
BUPOOHUYHX CHCTEM.

* BipTyasllbHa KOpIIOpaliss — Ii¢ CIIJIFHOTAa MapTHEpiB (BKIIOYAIOYM HE3aJEeKHI poOodi Tpymnw Ta CTPYKTYpaMmH),
10 3AIMCHIOE aqMiHICTpYBaHHAM y cepax IpOCeKTyBaHHS, BHPOOHHIITBA, peai3alii BipTyaJbHIX MPOAYKTIB 1 MOCIYT.
Hanpuknan, Hollywood, Reuters Holdings, Aventis.

*4%* BipTyanmpHa mociyra — I [is, IO 3MIMCHIOETHCA 3a JOIIOMOTOI0 iH(QOPMALIHIX TEXHOJOTIH, pe3ynbTaT SKOi
CIIOKHUBAETHCS Y Mepeki [HTepHeT.

Tak, po3ristHeMO OLIbLI JOKIaAHO clenu(iKy TOCHICHHs BIUIMBY H(POBOT irpoBoi iHIyCTpil HA EKOHOMIKY Yy
po3pi3i etamiB ii ctaHoBIeHHS, a came: 3 1870-x mo 1970-x.; 3 1971 no 1980-x p.; 3 1990-x mo 2000-x. pp.; 3 2000-x i
1o temep. [4; 8; 9]

1. Eran BuHuKHEHHS UGPOBOI KOMIT IOTEPHOI rpH Ta mepmux BuaaBHUNTB (3 1870-x 1o 1970-x.). Ha upomy
etami nudpoBa irpoBa iHIyCTpis me He chopMyBanacs K CYKyIHICTh HIATPHEMCTB, SKi BUPOOJISAIOTH / TIOCTAYalOTh
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onHopimHy mpoaykuito. IIpu mpomy BIUIMB Takoi iHAyCTpii Ha eKOHOMIKY BiacyTHid. [lepmri kommn'roTepHi irpu, mo
Oynu po3pobiieHi B akaJeMivHOMY CepeIOBHUIII He Ha0yIIH MOy ISIPHOCTI.

XapakTepHUMH MIPUKIAIOM € [9]:

- JIeMOHCTpalis Haifnepimoro irpoBoro aBromara Nimatron Ha BcecsiThiit Buctasi B Heio-Mopky (B 1940
p);

- MATEHTYBaHHS IIEPLIOTr0 PO3BAXKAIBEHOTO IMPUCTPOIO 3 BUBOIOM 300pakeHHs Ha expaH (1947 p.);

- crBOpeHHs [UbPoBoi rpu 3 rpadiuamm iHTepdeiicom «Tennis for Two», (po3paxoBaHoi Ha 0araTbox
KOPHCTYBadviB), s BiBinyBadiB bpykxelBeHCHKOI HaliOHATBHOI JlabopaTtopii (B 1958 p.).

Hesnauanmu Oynu moxonu Bifx cepii irop 6i6miorekn mporpam DECUS Digital Equipment Corporation (1970
p.)-

Pazom 3 TuM Ha mpoMy erami Oyim 3akjaleHi OCHOBHU Ui BUHWKHEHHS 3aJliB IrpOBHX aBTOMATIB Ta IIapy
BUJIABIIIB, 1110 Y Maii0yTHbOMY CTaJI OCHOBOIO 11(ppoBoT irpoBoi iHxycTpii. OCHOBHUMH MO/IISIMU 1ILOTO €TaIly €:

- BUHMKHEHHS He3aJIe)KHOI Ipynu KOpUCTyBadiB kommr'iotepis ¢pipmu Digital Equipment Corporation (1957 p.);

- BUHHMKHEHHS irpoBoi kommanii Marufuku 3 BupoOHuITBa Ta poaaxy rpanbHux kapT Xanadyna (1889 p.). 3
1907 p. Marufuku nepeimeroBana y Nintendo Koppai. Komnanis 3rogoM cTaja HalOUIBIINM Yy CBITI BUPOOHHKOM
IHTepaKTUBHHX PO3Bar;

- BUHUKHEHHs koMnaHii Sega Enterprises, B pe3yibrari 3nmuttss Rosen Enterprises ta Service Games of Japan
(y 1965 p.). Kommanist 1o 2001 poky BupoO:sia Bigeoirpu, 3 2001 qo 2010-x pp. obnagnanHs s Hux. Ha nieit MoMeHT
Sega Enterprises po3poOHHUK 1 BUIaBelb irop AJIst pi3HUX ITPOBUX IIaTHOPM;

- BUHHKHEHHS KoMmaHii Konami, mo cramxa mpoBiZHUM BHPOOHHKOM apKaTHHX aBTOMATIB Ta KOMITTIOTEPHUX
irop (1969 p.).

2. Etam po3BUTKY HMU(PPOBUX TEXHOJOTIH, CHEIialli30BaHUX Ta YHIBepcabHUX NpHCTpoiB (3 1971 mo 1980-x
p.). lleii mnpomikok wuacy crHeuudiyHMA THUM, IO 3aKJIaB Yy CBIiJOMICTh IOTEHLIHHHUX CIIOKUBAYIB iet0
IMIHHOCTI ¥ IPUBAOIMBOCTI BipTyalbHUX MTPOIYKTIB.

Cam mporec BipTyamizalfii ToBapiB Ta TOCIYT, sIKI MOXXHA 3alpOIOHYBaTH IS pUHKY moudaBcs y 1971 p.
[Tpouec noB's3anuii 3 HisUIbHICTIO KoMmaHii Atari Ta Magnavox (10 CrpaBWJIM BEIWYE3HUH BIUIMB Ha 3apOIKEHHS
iHAycTpii Bimeoirop, sk cdepu €KOHOMIKM). Y MOMEHT NpOoJaxy mepioi maprtii KoMepuiiHoi apkaiaHoi MamlMHU
3 rpoto Computer Space Atari maHyBaiocs, 10 BoHa Oy/1e 3aI0BOJbHATH CIEIH(IYHI JOCYI0BI MOTPEOH CIOKUBAYIB.
3 oxgHoro OoKy, mepmia crpoda Mpojaaxy BipTyaJlbHUX NPOAYKTIB CTaja (piHAHCOBHUM IPOBAIOM JJIsI aMEPHKAHCHKOT
KoMIaHii Atari (OUTBIIICTh TaKWX MAIMH BCTAHOBJIEHO B Oapax, BiJBiAyBadi SIKHX HE OLIHWIM CKJIQJHOI CHCTEMH
ynpasiinns [1]), 3 immoro Computer Space TpancdopmyBanacs y yactuay MacoBoi kyiaprypu CLIA (y T.4. 3'sBUBIIHCEH
B CIOKETax ACKUIbKOX (iTbMiB). BipTyanbHUiT NPOAYKT IMOYAB PO3MIIAIATHCS SK MPOIYKT CTBOPIOBAHWMA 3aBISKH
iHHOBallisM B oOmacti 00poOkM iH(MopMmamii Ta pPO3BUTKY BUPOOHWYHMX CHUCTEM. I[IOBOPOTHHM MOMEHTOM Y
(hopmyBaHHI BiTyalli30BaHOTO MPOAYKTY (TIPUBAOIMBOTO JIS CIIOKMBAYIB) Ta MOJAIBIIOTO PO3BUTKY MU(PPOBOI irpoBoi
iHAYCTpil cTamm JOMAIHi irpoBi KoHCosIi Magnavox, sSiKi HaAUXHy/IH Atari Ha CTBOPEHHS yCIHIITHOI apkagHoi rpu Pong
(1972 p.). Kommanis Atari He TUTbKH CTBOpHIIA, ajie 1 po3BMIIA i/Ief0 KoMepiiaizamii rpu Pong Ha apkagHuX MalinHax.

OCHOBHUMH NOAISIMU LILOTO eTary (1110 BUKJIMKaIU TpaHc(opMallii eKOHOMIKH) MOXKHA BBAXKATH:

- Bigeorpu Pong xommanii Atari 3i cipomieruM ¢yHkiioHanom (1972 p.). OpwuriHanbHa Bepcis rpd Ha
apKaJHUX aBTOMaTax OyJia po3lpojaHa y KijbKocTi 19 THCsY IITYK;

- BUXIJ apKaJHUX MamuH 3 rpoto Space Invaders Bix Taito Corporatio Bij Atari, 110 MPU3BIiB 10 MOSBU 3aJiB
ITPOBHX aBTOMATIB Ta BIAKPUTTS irPOBUX IICHTIB Y TOPTOBHX IEHTPAX, TPAAHUIIHHIX TOPTOBEIHHUX 3aJlaX, PECTOpaHax
1o BcboMy cBity [9]. o KiHIs nepioay y cBiti Oyno npogano 61m3bko 360 THCSY apkaJHUX aBTOMATIiB 3 TPOI0 Space
Invaders;

- TosIBa JIOMAIIIHIX irpoBUX KoHcodielh Magnavox (1971 p.). Ilicns BHITyCKYy NPUCTaBKH dYepe3 AMIEPCHKi
neHTpu, Magnavox mpomama 69000 mrTyk B mepmmii KaneHmapHui pik, i 350000 mTyk X0 MOMEHTY HPHUIMHEHHS
BUITYyCKYy mpucTaBku (10 1975 p.).

V 1eit nepion mudposa irpoBa iHIyCTpis movaga GOpMyBaTHCS K CYIyTHS cdepa AisUIbHOCTI, 3 BUIaBHUITBA
apKaJHUX MaIlWH 3 TPOI0 Ta JOMAIIHIX irpoBux KoHcosed. 3 1971 mo 1980 pp. obcsar puHKY apKagHHX aBTOMATiB B
CIIA ckiaB npubnusto 4,6 mupa. $ B minax 2011 poky.

3. Etan MacoBoro BMpOOHUIITBA BipTyasibHOI MpoayKuii nudpoBoi irpoBoi iHAycTpii no Bcbomy cBity (3 1980
10 1990-x pp.). Ha upomy erani mpoiec CTBOpeHHs LU(BPOBUX Irop YCKIAIHIOETHCS Ta TPAHC(HOPMYETHCS, 13 CYIyTHBOT
cdepH IiSUIBHOCTI, B HEpIIuidi npoToTun udposoi irpoBoi iHgyctpii. Hanmani neit mporotun crane maGioHOM, Bif
SKOTO YCIaIKOBYBAaTHMYTHCSI METOIM Ta BIACTMBOCTI PO3POOKH, NPOCYBAaHHS 1 MNPOAaXy KOMI'IOTEPHUX irop,
apKagHUX MAalliH 3 TPOK Ta JOMAIIHIX irpoBUX KoHconed. [Ipm mpoMmy BipTyallbHI TPOMYKTH, BUAUIIIOTHCS Y
HE3aJISKHY KaTeropiro MPOAyKTiB, III0 CTBOPIOIOTHCS HA OCHOBI MaTepiallbHUX €KBIBAJICHTIB, ajiec HE € 1X aHAJIOTaMH.

30kpeMa pO3MHUpPEeHHS MeX NU(POBOi irpoBOi IHIYCTpIi, SK BUPOOHMKA Ta IMOCTAYaIbHHKA OIHOPITHOI
MPOJYKIlii, MOB'I3aHe 3 PO3KBITOM BUPOOHMITBA apkagaHux irop 1980-x p. LlpoMy mpoliecy mapaielbHO CIPHSIIH
TpaHchopmarlii Ha CBITOBOMY PHHKY mu(poBOI irpoBoi inmyctpii. Hanpukiam, nmpardeHHs 10 MaHyBaHHS BHPOOHHKIB
CIIIA =Ha CBITOBOMY PHHKY NPH3BEJIO IO TOSBH 3HAYHO! KITBKOCTI BHIABHUIITB, IO (hiHAHCYBATH PO3POOKY HOBHX
IrpOBHUX MPOEKTIB, a TAaKOX IIapy PO3pOOHMKIB, AU3alHEPIB, XyJOKHHUKIB, KoMIIo3uTopiB. B pesynbrari go 1990-x. p.
KOMITaHii 3 BUpOOHHMLTBA Ta BUAaHHs Komir'totepHux irop CILIA mepeiluuin BiJ CTBOPEHHS yHIKalbHHX IPOEKTIB 10
HHU3bKOSKICHOT TPOJYKLII MacoBOro BUPOOHMITBA, CTBOPIOBAHOI 3a JIEKiIbKa TroJuH. Po3mMpeHHs Ha piBHI
PO3IOBCIOKYBaiB MPOAYKTY CHOCTEpirajocs y 3B’s13Ky 3 Kpu3oto iHayctpii Bineoirop CILIA (BHAcHiIOK 3aXOIUICHHS



CBITOBOTO pUHKY HU(POBOI IrpoBOi 1HIYCTPIT SMOHCHKUMH KOMITAHISIMHU) Ta nomyJisipu3attist cepsicy Blockbuster LLC 3
MPOKaTy BiZ€0irop 4epes3 MarasuHu Bigeonpokary, DVD-momToro, CTpiMiHTy, Ta BiZIeo 3a 3aIIUTOM.

[osia momamHix komm'totepiB B €Bpormi (komm'totep ZX Spectrum) i B A3ii (NEC PC-8801 1 MSX)
00’etHaIa BUPOOHHUIITBO ITU(PPOBOI irpoBoi iHAYCTPIl 13 MPOIlECaMU CTBOPEHHS IEHTPAJbHHUX MPOIECOPIB Ta IHIIHUX
komnoHeHTiB [1K, HeoOXiMHUX 17151 iICHYBaHHS i PO3BUTKY IH(POBUX irop.

Punok 1mdpoBHX irop MOCTYIMOBO MEPETBOPHUBCS Y JOBOJI crenupidyHe CEpeOBUIINC BiTHOCHH KYIIiBIIi-
MPOAaXy, 3 HEOOMEXKEHUMH (B SKICHOMY 1 KUTbKICHOMY Jialra3oHi) BipTyaJlbHUMHU MOTPEOAMHU CIIOKUBAYiB. Y TaKOMY
CepeIOBHIII BipTyaJIbHUM IPOJIYKTOM CTa€ KOMI'IOTEPHA ITporpama, siKa:

1) dopmye irpoBy peanpHICTh 3 OpraHi3alii mporecy rpu, 3B'13Ky 3 irpOBUMU ITapTHEPAMHU;

2) camMa BUKOHY€ (DYHKIIifO irpoBOTO TIapTHEpA.

Takuii TpoAykT (SK 1 cydacHi BipTyallbHI MHporpaMHi MPOAYKTH IMQPPOBOI irpoBOi iHAYCTpii) OTpuMaB
HACTYIHI CTifiKi BIacTHBOCTI: 1) irpoBY peanbHICTh, BCEPENMHI SKOI Yac IUIMHE MO-Pi3HOMY (200 aKTyalbHICTh); 2)
00'eKTH ITPOBOT PEATBHOCTI, IO B3AEMOIIOTH 3 00'€KTaMH pPeasTbHOTO CBITY (200 KEpOBaHICTh); 3) IrpOBY PEabHICTH,
sIKa MOPOJPKeHa MaTepiabHOIO aKTUBHICTIO, a BIITAK iCHYE TIOKW TPUBAE LSl aKTHBHICTH (200 MIHJIMBICTh). DakTHUHO
MOKHa KOHCTaTyBaTH, LIO BijJl LIbOTO €TaIly MPOCTEXKYEThCS: 1) JIAHIIO)KOK MPOTOTHINIB BIPTYaJIbHUX NPOAYKTIB, LIO
MOSICHIOE YOMY OUTBII paHHIM TX BEPCisIM TOCTYIHI BIACTUBOCTI, AKi BU3HAYCHI Y OUIBII Mi3HIX 00'€KTax; 2) TEHACHISL
J0 reiiMiikanii HeirpoBoro MPUKIAJHOTO IPOTrPaMHOTO 3a0e3MeYeHHSI.

Jo KiHLs eTany po3BUTKY HU(POBOI irpoBoi iHAYCTpii, cymapHHuil 00csar puHKY i 30iabmmBes 3 $4,6 mupa. g0
$27,3 mapa. (B uinax 2011 p.), y 1.4. $18,5 mapa. Gyno oTpuMaHO NUISIXOM HPOAAXIB apkaaHux irop ta $3,8 mupa. 3
MPOAaXy JOMAIIHIX irpOBHX KOHCoMeH [1].

OCHOBHUMH TOAISIMU eTaITy (110 BUKJIMKAIW TpaHchopMallii B eKOHOMIII) MO)KHA BBaxkaTH [7; 9]:

- BUITYCK NepIHX B icTopii mupoBoi irpoBoi iHmycTpii moMammHix irpoBux KoHcolel - Magnavox Odyssey
kommanii Atari (1982 p.).

- BUIYCK JoMamtHboi irpoBoi npuctaBku Nintendo Entertainment System NES 3 Benawkum makeToM irop ta
nanyBansst NES. 115 koHCob 3'1BUnacs Ha SMOHCbKOMY pHHKY B 1983 p. min Ha3zBoro Famicom, ane sx NES Buiinuia B
€sponi Ta CLIHIA B 1985 poui. IudpoBuii npoaykT 3aBoroBaB aMEpHUKAHCHKHHA 1 SMOHCBKUH PHHOK, [OYAJIOCS
naHyBaHHsI sinoHCcbKoT komnaHii NES.;

- PO3LIMPEHHSI TOBAPHOro acopTUMeHTy. L[poMy crpusuii: 1) mosiBa BipTyalbHHX MPOAYKTIB Bif SIMOHCHKUX
BUPOOHMKIB, BKJIOYAIOUM IOpTaTWBHI irpoBi mpuctpoi GameBoy ta mnpucraBku Sega Mega Drive, SNES/Super
Famicom; 2) po3suTok eBporneiicbknx kommaHiii Ocean Software ta Infogrames Entertainment SA, 1o BuIay BEIHKY
KUTBKICTh BiJICOIrOp, 3aCHOBAHUX HA MOMYJIIPHUX KiHODITbMAX, TOPTH irop 3 apKaJHUX ITPOBHX aBTOMATIB;

- TIOMYJIAPHU3aIlis CIOCO0Y PO3MOBCIOKEHHS irop InIsxoMm 3madi ix Hampokar (1987 p.). Llpomy crpusiia
cynosa cmpasa Nintendo npotu Blockbuster LLC [9]. Came ¢akT cymoBoro mporpamry Nintendo 3poOuB 3aKkOHHUM Ta
MOITYJIIPU3YBaB MPOKAT MU(PPOBHX irop;

- TosiBa JIOMAIIHIX KOMI'IOTepiB B €Bpomi i B A3ii. YV 3B’A3Ky 3 IIIM BipTyaJbHUM NPOIYKTOM CTa€
KOMIT'IOTE€pHA Mporpama.

4. Etan po3BHTKY TEXHOJIOTiH pO3pOOKH irop Ta TEXHOJIOTIH, 110 CYIPOBOPKYIOTh KOMI'FOTepHI irpu (3 1990-x
10 2000-x.).

Jliis iporo eTany xapakTepHe MePeTBOPEHHS MEPBUHHOTO MPOTOTHUILY IH(POoBOI irpoBoi iHxycTpii (1980-1990-
X Pp.) Ha PO3BUHEHY Tajly3b, IIO y3arajbHIOE BCI BJIACTUBOCTI KOMII'IOTEPHHX IPOrpaM, L0 OTPUMAIIM MOXKIIMBOCTI
PO3pO0OKH, MPOCYBaHHS 1 MPOAAXy UYepe3 arapaTHO-IIPOrpaMHi CUCTEMH 3aIlyCKy IHTEpaKTHMBHHUX irpoBHX IuiaTdopm,
ITPOBHIX JIBUKKIB, KOMIT FOTEPHUX Ta KiOepcrmopTUBHUX irop. [Iporecam eBOOIIOHYBaHHS 3HAYHOK MIPOIO CIIPHUSIIO:

- momMpeHHs: [HTepHeTy Ta amnapaTHO-NPOTPAMHUX CHCTEM, SIKI Yy KOMIUIEKCI CTajld MpPOJYLCHTaAMU
(dopmyBaHHs  ysBieHHsS 1po «lhgeanbHuUl  BipTyaldbHHEl TPOAYKT» (SK  TakWi, 100 Ma€ BHPOOISATHUCS
MOMEHTAIILHO Ta aJJPECHO HA BUMOT'Y 3aMOBHUKA);

- pPO3MIMPEHHS Jiana3oHy IIHHOCTI i MPUBaONMMBOCTI BipTyasibHUX NpoAyKTiB. Lle moB’s3aHe Takox i3
BUHHUKHEHHSIM BIPTYallbHUX MOCIYT.

3 1990 no 1998-x pp. cymapHmii ob6car puHKY HbpPOBOi irpoBoi iHmycTpii 36insmuBcsa 3 $ 27,3 mupa. 10
58,5 mapa. B minax 2011 p. (B T.4. 0 IpoAaxy KOMI'IOTEPHHUX irop 10 $ 41,5 Miapa., o Mpoaaxy apKaJHHX aBTOMATIB
10 $ 11 mupa., mo mpojaxy irop ajst JoMariHix Kounconei $ 6 mupa.) [8; 9].

OcHOBHUMH TIOAISIMH eTary (L0 BHKIMKadM TpaHchopMalii B EKOHOMIlll) MOXKHAa BBaXKaTH IIHPOKE
BIIPOBAPKCHHSI:

- ONTHYHUX KOMIAKT-IHCKIB i3 PI3HUMH CTaHAApPTaMU 3aIHCy JaHUX, [0 HUHI HA3MBAIOTHCS «PaiIyKHUMH
kauramMm» (CD-ROM). Le cripusiino po3moOBCIOIKEHHIO ITPOBUX TEXHOJIOTIH Ta TEXHOJOTiH 30epiraHas KOMIT FOTEPHHUX
JIAHUX;

- OllepalifHUX CHUCTEM, IO IPYHTyBalMcs Ha rpadidyHMX iHTepdeiicax KopucTyBadiB (30Kpema AmigaOSs,
Microsoft Windows i Mac OS);

- TexHoyorii TpuBuMipHOi rpadiku, 3D rpadiuHux mpouecopiB, TpuBuMmipHOi rpadiku. Lls chopmysano
Cy4acHHi cTaHIapT Bizyamizauii udppoBHx irop;

- BUHUKHEHHS SIBHIIA CIUJILHOT I'PH, SIKE ITPU3BEIIO JI0 MOSIBH KiOEepCIopTy;

- TpaHcdopMallisi poJii BUIABHULTB 13 iHAHCYBaHHS PO3POOKH HOBUX I'POBUX IPOEKTIB 0 JIIIEH3yBaHHS irop
Ta CUKBEIIIB (CIOXKETIB irop);

- PO3BUTOK KiOepcHopTy, siIk KOMaHAHOTO Ta 1HMBIyaJIbHOIO 3MaraHHs Ha OCHOBI Bi/I€0irop.



5. Eran miniaTiopusarii amapatHoro 3a0e3me4eHHs i MacOBOTO MOMIHUPEHH MOOLTbHUX TenedoniB (3 2000-x i
mqo temep). Jias mporo eramy xapakTtepHa TpaHcdopmariisi mudpoBoi irpoBoi IHAYCTPIl y Tamy3b 3 PO3BUHCHUMHU
eHJIeMiKaMi (€HIEMIYHUMH CEKTOpaMH HiANPUEMCTB LUPPOBOI irpoBoi iHAYCTpii) Ta YHIKAIBHUM JIAHIIOKKOM
I[IHHOCTI, 110 I'PYHTYETHCS HA IIUPOKIHA OCTYIMHOCTI NMPOAYKTUBHUX anapaTHO-IPOIPaMHUX CHUCTEM JUIsi TPU Ta reiiM-
Ji3ainy.

Jlo Takux anapaTHO-IPOTPAMHUX CHCTEM BiJHECEHi:

- MPOAYKTUBHI MOOUTRHI mprcTpoi (10S, Android, Windows);

- mepcoHaNbHI KoMIT toTepu Ha 6a3i Windows, Mac/OS X, Linux, yHiBepcanbHi web muratdopmu, comiaibHi
Mmepexi (FB, VK, MM);\

- iHHOBaIiHHUX MIaT(GOpPM BipTyalbHOI peaNbHOCTI;

- apKaJIHi aBTOMATH;

- irpoBi KoHCOJII (criermianizoBani npucTpoi s irop Xbox One, PlayStation 4, Nintendo Wii U).

OxkpiM sIBHIIA alTapaTHO-TIPOTPAMHUX CHCTEM, JJIS €TaIy XapaKTepHUH BUITYCK BIpTyalIbHOI MPOIYKIlii B Oyab-
KUK 4Yac, B Oyab-sKOMy Micui, B OyJb-siKili KUIbKOCTI BapiaHTiB Mopeneil 1 ¢gopmariB. Pi3HOMaHITTS BipTyaibHUX
IrpOBUX MPOJXYKTIB MOB’sI3aHE i3 MOLIMPEHHIM IrPOBHX JIBHXKKIB (IIPOrpaMHUX MPOIIAPKIB MK IUIATPOPMOIO Ta KOJOM
rpu), 1o:

- ICTOTHO CHPOCTHJIM IIPOLIECH PO3POOKH HOBUX iTPOBHUX IPOAYKTIB;

- CYTTEBO CKOPOTHJIM 4ac JI0 3aIlyCKy HOBHX IIPOBHX HMPOJYKTIB.

[Ipu npoMy HasiBHE 3pOCTaHHS POJIi CITOKUBAYA, SIK CITIBBUPOOHHKA BipTYyallbHOI IPOIYKIIIL.

Eran, mo movascs 3 2000-X i TpuBa€ 0 TENep IMOB’I3aHUH i3 IMTOABOIO Ta PO3BUTKOM KOPITOPAILliii HOBOTO THITY,
MPU3HAYCHUX U1 BHPOOHWNTBA CrelUdidHOi BipTyanbHOI Npoaykiii. Po3BUTOK mmxX Kopropariii mpu3BOIUTH 10
BUHUKHEHHS SHIEMIYHUX CEKTOPIB MU(POBOI irpoBoi iHAYCTpil (EHAEMIKIB), Cepe TKUX:

- kibepcmopt (abo e-Sport);

- refimaiB (abo po3pobKa irop);

- BipTyaJIbHa PeasbHICTh 1 IOTIOBHEHA PEANTbHICTh;

- MOOITbHMI TeAMIHT;

- 0araTOKOpUCTYBALbKi IrpOBI MPOEKTH;

- CTpiMIHT (streaming) Ta iH.

Ennemixu mudpoBoi irpoBoi iHaycTpil moBs3aHi 31 cnenugiyHIMU eJIeMEHTaMH:

- PO3p0oOKH KOMII IOTEPHHUX IIPOrpam;

- IPOCYBAHHS KOMIT IOTEPHUX IIPOTrpam;

- TPOJAXKY KOMI FOTEPHHUX MPOrPaMm.

Bitmak eHmeMiku TexX CHHTE3YIOTh TpaHCc(opMaIlil SKICHOTO CTaHy €KOHOMIKH.

32000 no 2016 pp. cymaphuii o0csr puHKy 1HGPOBOI irpoBoi iHIYCTpil 30inbHIMBCs 3 58,5 10 $90.79 Mupa., B
mimax 2011 p. [7; 8]. o 2019 p. meit mokasuuk mgocsr $134.03 mupa., B mimax 2011 p. [7; 9]. Ilpu mpomy
XapaKTepUCTHKA CyJacHOI CTPYKTYpH I0X0iB mudpoBoi irpooi ingycTpii 3a 2019 p. npencrasiena B Tabmuri 2.

Tabnuus 2.
XapakTepuCTHKA CYYACHOI CTPYKTYPH 10X0AiB uppoBoi irposoi inaycrpii 3a 2019 p. (B minax 2011 p.), $muapa.
Mob6inbHi iardopmu [Tnardopma [IK

BCHOTO Irposi .. .

. . . 3aBaHTa)XXyBaHi 1 po3piOHi

TUIAHLICTH cMapThoHU MOOUITBHI KOHCOJI Opay3epHi irpu on
aThopMu P
12,5 49,20 61.17 40,75 31.93 28,6

(cdhopmosano 3a danumu [7; 8; 9])

OCHOBHUMH TOAISIMU eTaITy (110 BUKJIMKAIX TpaHchopMmallii B eKOHOMIIT ) MO>KHA BBaxkatu [7; §; 9]:

- inoBarii Facebook, o nmpormonye cTopoHHIM po3pOOHUKAM CTBOPIOBATH IrpOBi JOAATKH Ha CBOIH COIiaNbHIN
wratdopmi (2007 p.);

- pumyck nepmioi Bepeii Android Google, 3 moBHOIIHHEM akeToM po3poduuka SDK 1.0. (2008 p.);

- BUHMKHEHHs 0cBiTHROI ycranoBu The Guildhall at SMU (wtar Texac), 1m0 HaB4a€e CIELiaTbHOCTSIM I'eiiM-
nizaitny (gamedev) (2003 p.). Hapani B 6aratbox kpaiHax CBITY MOYMHAE po3BUBaTHCs gamedev ocBiTa;

- BUJIUICHHS CHICMIYHHUX CEKTOPIB IIU(PPOBOI irpoBOT 1HIYCTPIi.

BHCHOBKM 3 JaHOT0 JOCHIIKEHHS i MePCIeKTUBH MOAAJbIINX PO3BiToK y nanomy Hampsmi. L{udposa
irpoBa iHIycTpist copMyBana BiTOKPEMIICHHH CEKTOpP €KOHOMIKH, IO y3arajbHIOE Taily3l 3 HOAIOHMMH 3arallbHUMHU
XapaKTepUCTHKaMH (II00 OCOOJIMBOCTEH TOCHOJAapChKOI MiSIIBHOCTI TOB'SI3aHOT 3 PO3pPOOKOI0, INPOCYBAHHAM 1
MPOJaXeM KOMITFOTEPHHX irop Ta YHIKaTbHUAM JIAHITFOKKOM IIHHOCTI).

OkpeciieHUi CEKTOp XapaKTepU3yBaBCsl HE TUILKH OCOOIMBOCTSIMH TOXOJDKECHHS, BAHUKHEHHSI, CTAHOBJICHHS,
ase 1 MOCTYNOBUM TOCHJICHHSI BIUIMBY Ha €KOHOMIKY 4epe3 HOoro eHjaeMiku. SIBullle MOCHJICHHS BILUTMBY OOYMOBHIIO
cnenudigHiCTH TpaHCHOPMAIIil eKOHOMIKH Ha OCHOBI U(POBOT irpoBoi iIHAYCTPIi Ta ii eHAEMIUHI CEKTOPH, Cepel SKHX:
KibepcropT; reiiMaeB; BipTyalbHa PEANbHICTH 1 JOMTOBHEHA PEANIbHICTH Ta iH.



IIpu mpomy 3MicT TpaHChOpMAIlii MPOCTEKYETHCA Bif MPOIECY MEPBHHHOTO 3apO/KEHHS YSBIEHb IIPO
BIPTyaJIbHUIl TPOAYKT NPHUBAOIUBHN Uil CHOXHBa4diB 1O (DOPMYBaHHS PHHKY 13 HEOOMEXKEHHMH BIPTYaIbHHUMH
NoTpedaMK CIIOKUBAYIB 1 POMO3HLIEI0 BUPOOHHKIB.

IlepcnexkTHBH MOJANBIINX PO3BIAOK Y JaHOMY HANPSIMI IOJIATAIOTh y JAOCIIKEHH] BIUIMBY Ha €KOHOMIKY
EHJIEMIYHHX CEKTOPiB LU(POBOT irpoBoT iHAYCTPIi.

Crnmncok jiTepatypu.

1. Wrposas uanycrpus: reimaeB (gamedev) URL: https://hsbi.hse.ru/articles/igrovaya-industriya-geymdev/
(mara 3Bepuenns 15.07.2020)

2. Jlazumesa 1.O. KibepcmopT Ta #oro BIUIMB Ha 3MiHY CTPYKTYpPH CBITOBOTO pUHKY KOMIT FoTepHHX irop / 1.O.
Jlaznena, Llapanenko [. 1. // HaykoBuii BicHUK YXTOpOICHKOTO HaliOHAJIBHOTO yHiBepcurety, 2018. - Bumyck 22, Y.
2.—c.63-67.

3. Huxwurun U. Urposas ungyctpus 2019 B undpax: UToru camoro npuObUILHOTO T0JIa B UCTOPUH BHICOUTD
URL:  https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-pribyilnogo-goda-vistorii-
videoigr/ (nara 3Bepuenss 15.07.2020)

4. Tlpockypina M.O. Ctpykrypa iHAyCTpii KOMIT'IOTEPHHUX Ta LM(POBHUX Irop, SK YaCTUHA HalliOHAIBHOI
exonomku / M.O. [IpockypiHa // HaykoBuii BicHuk Mi>kHapogHOTO ryMaHiTapHoro yHiBepcutery, 2017. — Bum. 22 - C.
58-62. URL: http://www.vestnik-econom.mgu.od.ua/journal/2017/28-2017/13.pdf (nata 3Bepuenns 15.07.2020)

5. CkaBponcbka [.B. Brutus mudpoBoi ekoHoMikn Ha KpeaTuBHi iHxyctpii / [.B. CkaBpoHcbka, A.P Manmzii
/I «Mononuit BueHui», 2017. - Ne 4 (44) — C. 758-761. URL: http://molodyvcheny.in.ua/files/journal/’2017/4/175.pdf
(mara 3Bepuenns 15.07.2020)

6. Hollywood’s aim, of course, is to tap into the $7 billion that Americans pour into arcade games each
year — and the $6 billion they spend on home versions for Nintendo and Sega game machines. Combined, it’s a market
nearly 2 % times the size of the $5 billion movie box office./ Business Week // Bloomberg Businessweek : magazine. —
Bloomberg L.P., 1994. — No. 3392—3405. — P. 58.

7. Jason Whittaker (2004), The cyberspace handbook, Routledge, c. 122

8. Jiji Gaho Sha, inc. (2003), Asia Pacific perspectives, Japan, vol. 1, University of Virginia, ¢. 57 URL:
https://books.google.co.uk/books?id=CTRWAAAAYAAJ (nara 3Bepuenns 15.07.2020)

9. Mark J. P. The Video Game Explosion: A History from PONG to Playstation and Beyond, ABC-CLIO,
URL: https://books.google.co.uk/books?id=XiMOntMybNwC&pg=PA103#v=onepage&q&f=false (mara 3BepHEHH:
15.07.2020)

References.

1. Game industry: gamedev, [Online], available at: https://hsbi.hse.ru/articles/igrovaya-industriya-geymdev/
(Accessed 15 July 2020).

2. Lazneva, 1.O. and Tsaranenko, D. 1. (2018), "Cybersport and its impact on changing the structure of the
world market of computer games", Naukovyi visnyk Uzhhorodskoho natsionalnoho universytetu, vol. 22, part. 2, pp. 63-
67.

3. Nikitin, I. "Gaming Industry 2019 in Numbers: Results of the Most Profitable Year in Video Game
History", [Online], available at: https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-
pribyilnogo-goda-vistorii-videoigr/ (Accessed 15 July 2020).

4. Proskurina, M.O. (2017), "The structure of the computer and digital games industry as part of the national
economy", Naukovyi visnyk Mizhnarodnoho humanitarnoho universytetu, vol. 22, pp. 58-62, available at:
http://www.vestnik-econom.mgu.od.ua/journal/2017/28-2017/13.pdf (Accessed 15 July 2020).

5. Skavronska, I.V. and Mandzii, A.R. (2017), "Influence of digital economy on creative industries ",
«Molodyi vchenyi», vol. 4 (44), pp. 758-761, available at: http://molodyvcheny.in.ua/files/journal/2017/4/175.pdf
(Accessed 15 July 2020).

6. Hollywoods aim, of course, is to tap into the $7 billion that Americans pour into arcade games each year —
and the $6 billion they spend on home versions for Nintendo and Sega game machines. Combined, its a market nearly 2
% times the size of the $5 billion movie box office./ Business Week // Bloomberg Businessweek : magazine. —
Bloomberg L.P., 1994. — No. 3392—3405. — P. 58.

7. Jason Whittaker (2004), The cyberspace handbook, Routledge, P. 122

8. Jiji Gaho Sha, inc. (2003), Asia Pacific perspectives, Japan, vol. 1, University of Virginia, P. 57, available
at: https://books.google.co.uk/books?id=CTRWAAAAYAAJ (Accessed 15 July 2020).

9. Mark, J. P. The Video Game Explosion: A History from PONG to Playstation and Beyond, ABC-CLIO,
available at: https://books.google.co.uk/books?id=XiMOntMybNwC&pg=PA103#v=onepage&q&f=false (Accessed 15
July 2020).

Cmammas naoiviwna oo pedaxyii 20.11.2020 p.


https://hsbi.hse.ru/articles/igrovaya-industriya-geymdev/
https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-pribyilnogo-goda-vistorii-videoigr/
https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-pribyilnogo-goda-vistorii-videoigr/
http://www.vestnik-econom.mgu.od.ua/journal/2017/28-2017/13.pdf
http://molodyvcheny.in.ua/files/journal/2017/4/175.pdf
https://books.google.co.uk/books?ei=-DogT8i_I4TsOenhsbAO&id=kAseAQAAMAAJ
https://ru.wikipedia.org/wiki/Bloomberg
https://ru.wikipedia.org/wiki/Bloomberg
https://ru.wikipedia.org/wiki/Routledge
https://books.google.co.uk/books?id=CTRWAAAAYAAJ
https://ru.wikipedia.org/wiki/University_of_Virginia
https://books.google.co.uk/books?id=CTRWAAAAYAAJ
https://ru.wikipedia.org/wiki/ABC-CLIO
https://books.google.co.uk/books?id=XiM0ntMybNwC&pg=PA103#v=onepage&q&f=false

MYKAUIBCHKUN JEP)KABHUU YHIBEPCUTET

89600, M. MykaueBo, ByJI. YAKTOPOJCbKa, 26
Tes./dakc +380-3131-21109

Be6-caiiT yHiBepcuTeTy: www.msu.edu.ua
E-mail: info@msu.edu.ua, pr@mail.msu.edu.ua

BeG-caiit IncTuTyniiiHoro penosurapiio Haykogoi 6i6riorexu MAY: http://dspace.msu.edu.ua:8080
BeG-caiiT HaykoBoi 6i6tioTexu MAY: http://msu.edu.ua/library/



http://www.msu.edu.ua/
mailto:info@msu.edu.ua
mailto:info@msu.edu.ua
http://dspace.msu.edu.ua:8080/
http://msu.edu.ua/library/

	Висновки з даного дослідження і перспективи подальших розвідок у даному напрямі. Цифрова ігрова індустрія сформувала відокремлений сектор економіки, що узагальнює галузі з подібними загальними характеристиками (щодо особливостей господарської діяльності пов'язаної з розробкою, просуванням і продажем комп'ютерних ігор та унікальним ланцюжком цінності). 
	Окреслений сектор характеризувався не тільки особливостями походження, виникнення, становлення, але і поступовим посилення впливу на економіку через його ендеміки. Явище посилення впливу обумовило специфічність трансформації економіки на основі цифрової ігрової індустрії та її ендемічні сектори, серед яких: кіберспорт; геймдев; віртуальна реальність і доповнена реальність та ін. 
	При цьому зміст трансформацій простежується від процесу первинного зародження уявлень про віртуальний продукт привабливий для споживачів до формування ринку із необмеженими віртуальними потребами споживачів і пропозицією виробників.
	Список літератури.
	2. Лазнева І.О. Кіберспорт та його вплив на зміну структури світового ринку комп’ютерних ігор / І.О. Лазнева, Цараненко Д. І. // Науковий вісник Ужгородського національного університету, 2018. - Випуск 22, Ч. 2. – с. 63-67.
	3. Никитин И. Игровая индустрия 2019 в цифрах: итоги самого прибыльного года в истории видеоигр URL: https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-pribyilnogo-goda-vistorii-videoigr/ (дата звернення 15.07.2020)
	4. Проскуріна М.О. Структура індустрії комп’ютерних та цифрових ігор, як частина національної економки /  М.О. Проскуріна // Науковий вісник Міжнародного гуманітарного університету, 2017. – Вип. 22 - С. 58-62. URL: http://www.vestnik-econom.mgu.od.ua/journal/2017/28-2017/13.pdf (дата звернення 15.07.2020)
	5. Скавронська І.В. Вплив цифрової економіки на креативні індустрії / І.В. Скавронська, А.Р Мандзій // «Молодий вчений», 2017. - № 4 (44) – С. 758-761. URL: http://molodyvcheny.in.ua/files/journal/2017/4/175.pdf (дата звернення 15.07.2020)
	7. Jason Whittaker (2004), The cyberspace handbook, Routledge, с. 122
	8. Jiji Gaho Sha, inc. (2003), Asia Pacific perspectives, Japan, vol. 1, University of Virginia, с. 57 URL: https://books.google.co.uk/books?id=CTRWAAAAYAAJ (дата звернення 15.07.2020)
	9. Mark J. P. The Video Game Explosion: A History from PONG to Playstation and Beyond, ABC-CLIO, URL: https://books.google.co.uk/books?id=XiM0ntMybNwC&pg=PA103#v=onepage&q&f=false (дата звернення 15.07.2020)
	1. Game industry: gamedev, [Online], available at: https://hsbi.hse.ru/articles/igrovaya-industriya-geymdev/ (Accessed 15 July 2020).
	2. Lazneva, I.O. and Tsaranenko, D. I. (2018), "Cybersport and its impact on changing the structure of the world market of computer games", Naukovyi visnyk Uzhhorodskoho natsionalnoho universytetu, vol. 22, part. 2, pp. 63-67.
	3. Nikitin, I. "Gaming Industry 2019 in Numbers: Results of the Most Profitable Year in Video Game History", [Online], available at:  https://gagadget.com/games/58151-igrovaya-industriya-2019-vtsifrah-itogi-samogo-pribyilnogo-goda-vistorii-videoigr/  (Accessed 15 July 2020).
	4. Proskurina, M.O. (2017), "The structure of the computer and digital games industry as part of the national economy", Naukovyi visnyk Mizhnarodnoho humanitarnoho universytetu, vol. 22, pp. 58-62, available at: http://www.vestnik-econom.mgu.od.ua/journal/2017/28-2017/13.pdf (Accessed 15 July 2020).
	5. Skavronska, I.V. and Mandzii, A.R. (2017), "Influence of digital economy on creative industries ", «Molodyi vchenyi», vol. 4 (44), pp. 758-761, available at: http://molodyvcheny.in.ua/files/journal/2017/4/175.pdf (Accessed 15 July 2020).
	6. Hollywoods aim, of course, is to tap into the $7 billion that Americans pour into arcade games each year — and the $6 billion they spend on home versions for Nintendo and Sega game machines. Combined, its a market nearly 2 ½ times the size of the $5 billion movie box office./ Business Week // Bloomberg Businessweek : magazine. — Bloomberg L.P., 1994. — No. 3392—3405. — P. 58.
	7. Jason Whittaker (2004), The cyberspace handbook, Routledge, P. 122
	8. Jiji Gaho Sha, inc. (2003), Asia Pacific perspectives, Japan, vol. 1, University of Virginia, P. 57, available at: https://books.google.co.uk/books?id=CTRWAAAAYAAJ (Accessed 15 July 2020).
	9. Mark, J. P. The Video Game Explosion: A History from PONG to Playstation and Beyond, ABC-CLIO, available at: https://books.google.co.uk/books?id=XiM0ntMybNwC&pg=PA103#v=onepage&q&f=false (Accessed 15 July 2020).

