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Ocoboe MHeHUe

OJTy4YaTh CTAOUIIbHBII I0XO/, HO MOTYT BbI3bIBATh HETATUBHYIO PEAKIIMIO Y UTPOKOB,
€CJIM HapyllIaIoT GaJlaHC WX BOCTPUHUMAIOTCS KaK pay-to-win.

IMpoBeneHa kinaccudukanusi Coco60B MOHETU3ALMU, & TAKXKE BBISIBJICHBI
KJIIOUEBbIE YEPThl UTP-CEPBHUCOB: 00513aTeJIbHOE OHJIAIH-TIOAKITIOYEHHE, PEryJIsip-
Hble OOHOBJICHMSI, aKTUBHOE B3aMMOJICHCTBUE C KOMBIOHUTH U TMOKHE CUCTEMBbI
MoHeTr3anuK. CTaTUCTUIYeCKYe JaHHBIE MMOATBEPXKAAIOT, YTO MUKPOTPAH3aKITUN
OCTAIOTCSI OTHUM U3 IJIABHBIX TPEHIOB OTPACIUA BUICOUTP.

OtaesnbHO paccMoTpeH eHoMeH Fortnite, KOTOPBI CTaJl 3TAJIOHOM KOMMepye-
CKOT'0 UTPOBOTO ycriexa 61aronapsi Kpocc-1aTopMeHHOCTH, pery/isipHbIM UBEHTAM
U TIPOJlyMaHHOI cucteme battle pass.

TakuM 06pazoM, MUHAYCTPUS BUACOUTD MPOIOIKAET SBOJIIOLIMOHUPOBATD, ITPE/I-
J1arast HOBbIe CIIOCOOBI B3aUMOJICHCTBUS C ayIUTOPUEN 1 MOHETU3AIIUM KOHTeHTA,
YTO OTKPBIBAET IIMPOKKME BOZMOXHOCTH JIJISl Pa3paboTYMKOB U U3aTeNei.

BBepeHue

MoHeTu3a1s BUIEOUTD SIBSIETCSI OMHOM U3 CaMbIX 00CYKIaeMbIX TEM B MH-
IyCTPpUU pa3BiiedyeHU. PhIHOK BUIEOUTD pacTeT ¢ KaXIbIM T'OIOM, IIPUBJIeKast
MWUIMOHBI HOBBIX UTPOKOB 1 T€HEPHUPYSI OIPOMHBIE 10X0Abl. OTHAKO 332 3TUM
POCTOM CTOUT CJIOKHAsI I MHOTOOOpa3Hasl CCTeMa METOAO0B MOJIyYeHUS IIpH-
ObUTH, KOTOPBIE Pa3pabOTIYNKK IIPUMEHSIOT TSI MOMASPXKAHWS 1 PaCIIMPEHUS
CBOMX IIPOEKTOB.

CoBpeMeHHBIE UTPOKM CTAHOBSITCS Bce Oosiee TpeOoBaTeIbHBIMM K COIEpXKa-
HUIO ¥ KAYECTBY UTP, YTO JAeIacT MOHETHU3ALINIO HE TOJIBKO CIIOCOOOM MOJTyYeHUS
JIOXOAO0B OT UTP, HO 1 BaXHBIM aCIIEKTOM UTPOBOIO Ipoliecca. Momean MoHe-
TH3allM1 3BOJIOLIMOHUPYIOT BMECTE C TEXHOJIOTUSIMU, U CETOMHS CYIIECTBYET
MHOXECTBO IMTOAXOIOB — OT TPAAVIIMOHHBIX IUIATHBIX UTP IO CIOXKHBIX CUCTEM
MUKPOTpaH3aKIMUI U MOAMUCOK. KaxXablit U3 3TUX MOIXOJ0B UMEET CBOU TLIIO-
Chl M MMHYCHI KaK U151 pa3pab0oTYMKOB, TaK U JJIs IoJib3oBateeii. Eciau paHbiie
MOHETU3all1sI BUACOUTP pacCMaTpUBajIach JIUIIb KaK OM3HEC-CTpaTerus, TO CEro-
JTHSI 9TO CTaJI0 HEOThEMJIEMOI YaCThIO UTPOBOTO IIpoliecca, KoTopast GopMupyeT
OTHOIIIEHME IT0JI30BaTeJIeil K UTPaM M MHIYCTPHUU B IIEJIOM.

Llens cTathyt — pacCMOTPETHh MUPOBBIE TPEHIBI MOHETU3ALIMI UTPOBBIX IIPO-
IYKTOB U BBISIBUTD YCITCIITHEIE MOJICIIH.

OOBEKT UCCAeI0BAHUS — BUACOUTPHIL.

IIpenmeT nccaenoBaHUs — MOMIENIH U CIIOCOOBI MOHETU3ALIMY BUICOUTD

MeToabl: CTaTUCTUUECKUI aHAM3 OM3HEC-MOeIeld MOHETU3auKU BUIEO-
WTP, aHaJIU3 B3MJISIIOB MCCieIoBaTeIell Ha IpobieMy MOHETU3AallMi BUACOUTP.
Ha nmipumepe Buneonrpsl Fortnite ormrcaHa TEXHOJIOTYSI MOHETU3ALMU fiee-to-play
WUTPbI, CHCTEMATU3UPOBAHbBI CTIOCOOBI MOHETU3AIIMK BUAEOUTP, (DOPMaTU30BaHbI
CYILIHOCTHBIE YepPThI UTP-CEPBUCOB, 000OIIIEHBI X MPEUMYILECTBA U HEAOCTATKU.

PesynbraThl. [TpobiieMa MOHETU3aIIUM BUACOUTP IITUPOKO OOCYKIaeTCs Hayd-
HbIM coob1ectBoM [ Tomié, 2019; Davidovici, 2013]. PaccMaTpuBast ICTOPHIO MO-
HeTH3aluu Buneourp, H. Nair oTMedaeT, 94TO TPaaULIMOHHO IIPOU3BOIUTEIIN UTD
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oJIaraJInCh Ha SMITUPUYECKIE MEXaHU3MBI LieHooOpa3oBaHus [ Nair, 2006], a He
Ha peaJibHbIe YCIOBUS MaKCUMU3ALMKU MPUObLINA. DTU YCIOBUS JECATHICTUSIMU
JIeliCTBOBAJIM B OTPACIIU, ITOKA He ObLIM M300peTEeHbI HOBbIE OM3HEC-MOAE/I LIEHO-
obpasoBaHus. C MOsSBICHUEM MHTEPHETA U II(POBBIX TEXHOJOTUI MOBBIIIAJICS
CIIpOC Ha 00Jiee CJI0XKXHBIE UTPHI, YTO, B CBOIO OUepeb, IIPUBOIMIIO K POCTY 3aTpaT
Ha nx mpon3BoAcTBO. B 2000-X IT. 3TO0 OMTHOBpEMEHHO OTKPBIIO TIepe, pa3padboT-
YUKAMU UTP HOBBIE BO3MOXXHOCTH U BEIHYIWJIO UX MCKATh HOBbIE ICTOYHUKM JI0-
xomna. PazpaboTanku oTpaciu ctanu 6oJee rmpodeccunoHaabHBIMU | The video game
industry..., 2014], 4To TaKKXe, BEepOSITHO, IIOBJIMSIIO Ha IIepeXxo K 00j1ee SKOHOMH -
yecK 000CHOBAaHHBIM LieHAM 1 On3Hec-MouensM [ Koskela, 2022].

MoHeTun3anus — BaXKHBII 3JIEMEHT BUICOMTPEL. J1JIs pa3pabOoTYNKOB BKITIOUE-
HHUE MEeXaHWK MOHETHU3aLMY B UTPY IO3BOJISIET MOJTyYaTh MaTepruaIbHOE BO3HA-
rpaxaeHue 3a cBolo paboty. [loHnMaHne IPUHLMITOB MOHETU3AIIMM UTP HEOO0-
XOIAMMO JJIs1 pa3pabOoTYMKOB, CTPEMSIILIMXCS CO3IaTh YCTONYMBYIO OM3HEC-MOJENb
0e3 yiiep6a ISl onbITa UTpokKa. MeToabl MOHETU3alMM Beeraa OyayT BIUSTh Ha
cojiepxxaHue BUAeourp. JApyruMm cjioBaMu, MUKPOTPaH3aKIIUM KOPEHHBIM 00-
pa3oM MEHSIOT XapaKTep KOHTeHTa, KOTOPKIil IIPeI0CTaB/IsIOT BUACOUTpHI [ Ball,
Fordham, 2018].

Co CTOPOHBI UTPOKA — TOJIB30BATEIS IIPOrPAMMHOI0 00eCITeUeHISI HEOOXOMIM
OaylaHC MeXIy YBJIeKaTeIbHBIM UTPOBBIM OITBITOM M BCEOXBAaTHIBAIOIINM IUIATHBIM
JoctynoM. Mopaenu MOHETU3al B COBPEMEHHEBIX UIpax 0oJiee CI0XHEI, YeM
pasbIiIe. YacTo BCTpevyaroTCsl UTPHI, B KOTOPHIX OMJHOBPEMEHHO MCITOIL3YIOTCSI
pa3HBIe METOIBI. Y pa3pabOTYMKOB €CTh MHOXECTBO MOJIEJIe Ha BEIOOD, KaxKIast
M3 KOTOPBIX UMEET CBOU YHUKAJIBHBIE ITPEUMYILIECTBA U OCOOEHHOCTH (TabI. 1).

Tabauya 1
Knaccudukanus npuHIUNOB MOHETU3AIIMH BUIEOUTD
Kpurepmnii Bunpr Onucanne IIpumeps! urp
Hrpa GecruiaTHa 1Sl Beex,
HO UI'POKU MOTYT MOKYNaTb .
Free-to-play p YT TOKY Formite,

JOIIOJIHUTECJIbHBIC IPEAMETHI,

(F2P) (Bec- | opiie He maloT IEMMYIIecTs Counter-Strike 2,
T1aTHast B mp% (Hal‘[pL:/I Mep penMyLL Warframe, Fallout
Tun noctyna urpa) KOCMETHUYECKHE TTPEAMETHI, Shelter
K UIpe YCKOPUTEJH TTporpecca)
Pay-to-play | Urpoku 1miaTatT abOHEHTCKYIO Warhammer
(P2P) («nina- | muiaty 3a JOCTYM K UTPE U € Online, EverQuest,

TU U UTPaif») | KOHTEHTY Ha omnpeneiaeHHoe BpeMs | World of Warcraft

IIpodonncenue mabauust 1 Ha caredyroweli cmpauye
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IIpodonncenue mabauywt 1

Kpurepuii Bunbt Onucanue IIpumeps! urp
ITponmaxka orpaHuYeHHON Bepcuun
Freemium | urpbl ¢ BO3MOXHOCTBIO MPUOOpPE- Angry Birds
Tun zoctymna CTH TIOJTHYIO BEPCUIO
K UTpe FElden Rin
™ IlokynHast | Urpoku cpady mpuoOpeTaloT MmoJ- Witc herg ’
BepCHSI HYIO BEPCUIO UTPBI ’
p y p P Cyberpank
Buaytpuurpo- | [lokynka BUpTyaJbHBIX TOBApOB,
BbI€ MIOKYII- |TaKMX Kak KocMeTuueckue npea- | Fortnite, Counter-
KM — MUKPO- | METHI, BaJl0Ta, yCKOPUTEH TIPO- Strike 2
TpaH3aKLNHU |Tpecca U IpyTHe
B urpe urpokam noxkasbiBaeTcst Monster Ene
Pexnama rbe urp ey
pekiIama Supercross
Mrpoku MOTYT OJIYYUTH TOCTYII K
Tpemuym- ﬂorrll)onﬁmejzzo u OBLO[ xon- | Mortal Kombat 1
KOHTEHT MY UTPOBOMY Premium Edition
TEHTY 3a JOTIOJIHUTEIHHYIO TUIaTy
DLC —3a- | Arpoku MOTYT IpUOOPECTH T0- Elden Ring:
Ipy>kaeMblil | MOJIHEHUSI M pacIlIupeHusl K OC- Shadows of
KOHTEHT | HOBHOI Urpe Erd tree
. Ce30HHBII a0OHEMEHT, KOTOPbIii
boeBoit .
mporvek | AAET UTPOKaM JIOCTYTI K 3KCKITO- Dota 2, Fortnite
porty 3UBHBIM HarpagaM M YpOBHSIM
Overwatch,
Crioco6 Battlefield 1,
MOHETU3ALIY KoHnTteitHepsl, conepxaruue ciy- Destiny 2,
yaliHbIe UTPOBBIE IIPeNIMEThl, KO- | Rainbow Six Siege,
JlyTOoKCHI
TOPbIE MOXHO KYMUTh 32 peajib- The Elder Scrolls
HbIE I€HbI'U Online,
Formite,
World of Warships
BHyTpumUTpOBEIE TIPEIMETHI U 1M -
¢poBag Bag0Ta OOMEHUBAIOTCSA
Bryrpuur- MEXIY UTPOKAMU Ha UTPOBOM
pOBoOIi Map- y World of Warcraft
. PBIHKE, YTO ITO3BOJISIET M3IATENIO0
KeTITIeHC o
MOJTy4YaTh AOJIIO OT TPAH3aKIINiA,
COBEpIICHHBIX NTPOKAMU
«Hrpaii,
YTOOBI 3a-
Hrpbl, KOTOpBIE OOBIYHO BKIIIOYA-
paboTaTh» "
IOT 3JIEMEHTHI OJI0KYelHA, TAK1E
WJIU «ILJIaTH,
kak NFT
YTOOKI 3apa-
0oTaTh»
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Hcemounuk: coctaBieHO aBTOpaMK Ha OcHOBe https://www.statista.com.
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Tabauya 1.1
Knaccudukanus npuHIMIIOB MOHETH3AIMHA BUIEOUTD
Kpurepuii Bunpr Onmcanne
YckopeHnue |YckopeHue mmporpecca B Urpe 3a AeHbI'M (ObICTpOe
Io creneHu nporpecca | MOBBIIIEHUE YPOBHS MePCOHAXka, OTKPHITHE HOBBIX
BJIMSIHUS HA B UIrpe YPOBHEN)
reMIien Macenpras MOHeTm%um{ 1epe3 BCTPOCHHYIO peKiamy, He TpeOy-
FOIYIO IEUCTBUIA OT UTPOKA
MrpoKu 1oJKHBI COBEPIIaTh AKTUBHBIC TEICTBHUS,
I1o crioco- AKTUBHasI | HaIIpuMep MOKYIATh IIPEIMETHI, IIPOXOIUTh YPOBHU,
6y B3anMo- BBITIOJIHATE 3a0aHU
TIEUCTBUSA C "
ArPOKOM IMpsmas Hrpok moxymnaeT KOHKPETHBIN IIPEAMET UJIU YCIIYTY
MMOKYTIKa (Hampumep, HOBOTO TeposI)
Henpo- Mogaenb, rie HIEeHHOCTD IPeIMETOB HesICHA U UTPOKU
To ypos- 3pavyHas MOTYT IIJIATUTh 32 «KOTa B MEIIKe» (JTyTOOKCHI)
33:3135(;“ [Monyyenue |InaBHas LieJab — MOJYYUTh IPUOBLIb OT IPOIAXKU BUP-
Joxona TYaJIbHBIX TOBAPOB
Bosie-
ITo e mo- YEHHOCTS MoHeTHh3anus UCTIOIb3YeTCs IS YAePsKaHUs UTPOKOB
HeTH3aluu B UTPe, CTUMYJIUPYS UX aKTUBHOCTh
HUTPOKOB

Hcmounuk: coCTaBIICHO aBTOpaMU Ha OCHOBE https://www.statista.com.

YcnewHas MOHeTU3ALMUA YacTo 3aBUCUT
OT KayeCTBa U NPUBJZIEKATEeJIbHOCTU camoi Urpbl

Yewm cuiibHee pa3pabOTUMKU MOTYT BOBJIEUb UTPOKOB B UTPOBOIA Mpol1iecc, Co-
3/aBaTh YHUKAIbHbIE UTPOBBIE MEXaHUKH, TEM OOJIbIIIE BEPOSITHOCTD, YTO UTPOKH
OyIyT TOTOBHI COBEPIIATh IMMOKYITKM BHYTPU UTPHI.

YcnemHble MoaesIi MOHETU3ALMY YaCTO OCHOBAHbI HA aHAJIUTUKE U TECTU-
poBaHuU. [ToHMMaHMe NOBeAEHUSI UTPOKOB, UX MPEANIOUYTEHUI U MOKYyIaTeIb-
CKOI aKTHBHOCTU TO3BOJISIET ONTUMU3UPOBATh MO/IEIb MOHETU3ALIMM JIJIST MaK-
cHMaJIbHOM 3(p(PeKTUBHOCTH.

PaszBurtue u nogaepxaHue cooodiiecTBa UrpokoB. [ToHnMaHue morpedOHOCTEH
Y XeJaHUM UTPOKOB, a TAKXKE CO3IaHUE AUaIora C HUMU MOXET CIIOCOOCTBOBATh
YBEJIMYEHUIO MPOAAXK U MOJb30BATEIbCKONH aKTUBHOCTH.

Cpenu caMbIX pacpoOCTpaHEHHBIX METOJ0B MPOAAXKU UI'P MOXKHO BBIICIUTh
clienyolue.

IIpenszaka3s urpsi (pre-order) — 3TO TPAIULIMOHHBIN CIIOCOO MPOIAXKU UTD, TIPEI-
BapuTeJibHAas IIpoaaxa, Ipu KOTOPO UTPOK MOKYIIAET BCIO UTPY U TIOJIyYaeT €€
MOCJIe BBIXO/A paHbllIe OCTaIbLHBIX MMOJIb30BaTeeil. Ta MOoaeIb MOHETU3ALINH,
XOTSI ¥ IPOCTa, TpeOyeT TIATEIbHOIO PACCMOTPEHMSI LIEHHOCTHOTO TIPeaIoXKe-
HUS, YTOOBI UTPOKM YYBCTBOBAJIM, YTO NX MHBECTUIINM OTTPaBIAHHDI.
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Jonroe BpeMs1 UTPbI MPOJABATMCH TOJIBKO Ha (PU3NUYECKUX HOCUTENSAX — DVD-
JIMCKaX, HO CEroiHs MPOoJal0TCs B IMMPOBOM BUIIE Yepe3 UHTEPHET-Mara3uHsbl,
Takue Kak Steam.

XapakTepHOI yepToii MpeaoIuIaThl SIBJISIETCS TO, UTO BCE IUIATIT OAMHAKOBO,
II03TOMY T€ UT'POKU, KOTOPhIE XOTSIT MHBECTUPOBATh B UTPY OOJIbIIE, HE MOIYT
9TOro craejath. HeKoTophle Urphl pemaioT 3Ty IpodiieMy, mpeajiaras «KOJIeK-
LIMOHHOE M3IaHKNe» B MOMEHT IIPOJAXKHU, YTO MO3BOJISIET UTPOKAM, BIIOXKUBIIIM
0o0JbllIe BCEro CPEACTB, MOJYYMTh OOJIbIIIE OT UTPhI, 4 U3AATENSIM — AOIMOJHU-
TEJIbHBIU TOXO/I.

ITpen3akas urp momMoraeT KOMIMaHUSIM OTNPEICTUTh MOTEHIIUABHBIN CIPOC
Ha urpy. KonnuectBo moaeit, oopMUBIINX MTpen3aKas, SIBISIETCI MPSIMbIM
rokasaTejieM MHTepeca K urpe. Yem Oosiblie mpea3aka3oB, TEM BbIIIE TTOTEH-
LIMAJIBHBIN cripoc. PocT yrcia mpea3aka3oB TOBOPUT O BHICOKOM aXXMOTaxe 1
0XHITaeMOM ycrexe urpbl. KoMmaHuM MOTYT aHaJIM3UPOBaTh JaHHBIE O TIPE-
3aKa3aBIIMX, YTOOBI NTOHSITh, KTO MHTEPECYeTCs UX Urpoii. MOXHO y3HATh,
KaKue U3JIaHus UTPhI ITOJIb3YIOTCS HauOOIBIINM CIIPOCOM, KaKue I1aT(hOpMbI
IIPEeANoYUTAIOT IMOKYMaTeau U T. A. Ilpen3aka3sl OMOraroT KOMIAHUSIM O-
JIyIUTh paHHee (PMHAHCHUPOBAHME, UYTO IIO3BOJISIET UM YBEIUUUTH OIOIXKET Ha
MapKEeTUHT 1 pa3BUTHE UTPHL. JlaHHBIE O IIpea3aKa3ax MOMOTAal0T KOMIIaHUSIM
ONTUMU3NPOBATh TUPAXK UTPHI, YTOOBI M30€XKaTh HEXBATKM MJIN U3JIUIIKOB
MPOAYKIIMU.

Honoanenus (DLC). Kak ToibKo urpa OyaeT IpoaaHa, TpaH3aKIIMsS MEXIY
WUTPOKOM U u3fareseM 3apepinaercsd. OgHaKo HEKOTOPBIE UTPHI TIPEOI0JICBAIOT
3Ty Npobaemy, Boinyckasgd DL C — 1ONOJHUTENbHBINA 3arpy>kaeMblii KOHTEHT,
KOTOPBII UTPOKW MOTYT IIPUOOPECTH TT0C]Ie TproOpeTeHus 6a30Boit Urpsl. Bo
MHOTMX CTyJasiX OH AeIeByIe 0a30BOI UTPhI U COASPXKUT MEHbIIIE KOHTeHTA. J1JIst
pa3pabOTYMKOB 3TO OECHPOUTPHIIIHBINA BApUAHT, €CJIM 1IeHa OTpaXaeT KoJuJe-
CTBO 100aBJIsIEMOI0 UMI HOBOT'O KOHTeHTa. IIpuMepoM MOXKET CIIy>KUTh Urpa B
xKaHpe action/RPG — Elden Ring 2022 r. IIponaxu nonoaHenus: — DL C K Helt —
Elden Ring: Shadow of the Erdfree — ipeBbICHIIN 5 MJIH KOIIMI 4epe3 TPU THS
nocJe penmsa B moHe 2024 .

Buneourpsl mo moamucke: OIS 3TOr0 MeToaa TpeOyeTcs IMOAIMCKa ISt
urpbl. UTpoku MOTYT NpUOOPETATh NOANIUCKY OJJOKAMU MO OJHOMY WA HE-
CKOJIBKO MECSIIEB, a pa30JIOKUPOBAHHBIN KOHTEHT JOCTYMEH TOJBKO IO TEX
Mop, MOKa OHY MPOJO0JIKAIOT MIAaTUTh. s pa3pabOTUMKOB 3TO Mpearioara-
€T OTHOCUTEJIbHO CTA0MJIBHBINA MOTOK 10X0a0B. CaMoli yCIEITHON UTPOH 1Mo
noanucke saBasercss World of Warcraft, BeinyiieHHas B 2004 r. 1 akTyaJibHast
JIO CUX TOP.

Boesoii mponyck (MM Ce30HHBIN MPOITYCK) TaeT UTPOKAM JTOOJTHUTEIbHEIE
Harpajbl 3a TOCTIDKEHUE OMpeNe/IeHHBIX 1igieli. OTa ¢hopMa MOHETU3AllUU UT'D
cTajia IomyJIsSIpHOM OJ1arofapsi CBOel ClIOCOOHOCTH BOBJIEKATh UTPOKOB B TEUEHUE
IJIATEJbHOTO IIepHroa, Ipeajarasi ocs3aeMble eI M BO3HArpaXIeHus. DTOT
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METOJ, MOHETH3allu BIepBbie ObLI UCITOb30BaH B Dota 2 (becruiaTHas Urpa) u
nomnyysipusupoBaH Fortnite (Takke OecriiaTHas urpa) B Havase 2018 r. C tex mop
5TOI IPaKTUKE TOCIEI0BAI MHOTUE UTPHI.
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Puc. 1. Han6onee pacnpocTtpaHeHHble UrPOBbIE GU3HEC-MOAENHN, UCMOSIb3YEMbIE
pa3paboTyMkamu Urp Bo BCeM Mupe B 2024 T.

HcmouHuk: COCTaBICHO aBTOpaMM Ha OCHOBE www.statista.com.

Hrposoii MUp OBICTPO MEHSIETCS, U pa3pabOTUMKAM UTP MPUXOJAUTCS MMO-
CTOSIHHO aIallITUPOBAThCS, YTOOBI UATU B HOTY C ITOCJICIHUMHU TEHACHIIASIMU.
B xone onpoca 2024 r. 51 % pa3pabOTUMKOB UTP 3asABUJIM, YTO OHU UCITOJIb-
3YI0T OM3HEC-MOJIe]Ib «ILIaTa 3a 3arpy3Ky UTPhbl», KOTOPYIO OHU pa3padaThi-
BaloT (puc. 1).
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HawnGosnbiiast 1oyst 40XOA0B OT BUACOUTP MIPUXOIUTCS KaK pa3 Ha BHYTPU-
WUTPOBBIE MOKYNKHU MoJib3oBaTeneil. [IpuMepomM 31ech MOXET ObITh KOMITAaHUS
Activision Blizzard c ee uzBectusiMu dpanmmsamu Call of Duty, Overvatch.
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Puc. 2. Yucras npubsinb, nonyyeHHas Activision Blizzard c 2014 no 2022 r., no coctasy
(8 mnpg ponn.)
Hcmounuk: cocTaBIIeHO aBTOpaMM Ha OCHOBEC www.statista.com.

B 2022 r. xommanwust Activision Blizzard monyuunna goxon B pa3mepe 5,89 mupa
JIOJIJI. 32 CYET MUKPOTPaH3aKIIUI 1 3arpyKaeMoro KOHTeHTa, TTOAMMUCOK, JIUIIEH-
3MOHHBIX OTYMCICHUN OT HM(PPOBEIX MPOAYKTOB M (PPaHIIN3, a TAKKE IPYTUX
Ppa3IMYHBIX 10X0H0B (puc. 2). [Ipomakyu UTPOBBIX IIPOAYKTOB COCTABUIIN JIUIITh
TPETh JOXOJA0B KOMITAHWM 32 PAaCCMaTPUBAEMbIil IEPUO/I.

HUrpoBrie MEXaHUKU, KOTOPHIE MOTYT CTUMYJUPOBATh UTPOKOB J€1aTh
BHYTPUMUIPOBBIE TTOKYNKH, 4YaCTO OCHOBAHBI Ha MPUHIIUIIAX TICUXOJOTUHU
U aHanu3a noBeaeHuUs norpeduteneit [ Huuwakos, Eeopos, 2023]. Kenanue
MPOMUTH CIIOXHBIE YPOBHU UT'PHI MOXET MOTUBUPOBATH UTPOKOB CALIAThH ITO-
KYIKY [IJIsl yCKOPEHUSI UTPOBOTO IIporpecca. B urpe MoryT mpoBoAUTHCS Bpe-
MEHHBIE aKIIMK, PACIIPOAAXKU, IJIe UTPOKKM MOTYT IIPHUOOPECTU YHUKAJIbHEBIC
MIPeAMEThI UM BO3MOXHOCTU. JIOMOJTHUTEIbHBIM CTUMYJIOM IIPUOOpETATh
HUTPOBBIC TOBAPBI MOXKET OBITH 3KeJIaHWE BBIICIUTHCS CPEIN IPYTUX UTPOKOB
|Askeland, 2023].

DT UTPOBBIE MEXAHUKH CTTOCOOCTBYIOT CO3IaHUIO YBIEKATEIbHOTO UTPOBOTO
Mpolecca ¥ CTUMYJIMPYIOT UTPOKOB ieJiaTh BHYTPUUTPOBBIE TTOKYTKH, TIpearasi
UM pazHOOOpa3HbIe CIIOCOOBI YAYYIIEHUST UIW TOTOJHEHUSI UTPOBOTO OMBITA
[ Overcoming the monetization challenge..., 2019].

CoracHo orpocy, mpoBeaeHHOMY B amnpesie 2021 1., BO3MOXHOCTb MOMPo0o-
BaTh MHOXECTBO Pa3HbIX TUIIOB UTP OblIa Hanboee pacIpoCTPaHEHHOM TPUYM-
HOI1, o KoTopoii moab3oBaTesn B CILIA moanuchiBaanuch Ha UTPOBBIE CEPBUCHI

(puc. 3).
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s TIOJIyYMJI TIOATIMCKY KaK MOJapOK _ 22

BO3MOXHOCTb HWIpaTb B CHCL[I/I(l)I/I'-IGCKI/Ie

WTPBl WM HECKOJBKO CHENU(pUYECKHX HIP, _ 44

KOTOpPBIE TOCTYIHbI

e e roere WP N
Pa3IMYHBIC UTPBI

4TOOBI HUMCTb BO3MOXHOCTb JICTKO

HOHpO60BaTI) MHOXCECTBO Pa3IMYHbIX THUIIOB _ 48

urp

0 10 20 30 40 50 60

Puc. 3. MoTuBauuns nognucku Ha MrpoBom cepauc, no MHeHuio reiimepos CLLUA, no cocTosaHuio
Ha anpensb 2021 .

Hcmounuk: cocTaBlIeHO aBTOpaMU Ha OCHOBe gamespad.io.
06cyxpeHune

Urpri-cepBucel (Games as a Service) — Mozieib, KOTOpasl MpeArioiaraeT rnpe-
JIOCTaBJICHHE UTPHI KaK ITOCTOSTHHO OOHOBJISIEMOTO 1 pa3BUBAIOILIETOCs ITPOAYK-
Ta, KOTOPBIM YIOBAETBOPSAET MOTPEOHOCTU UTPOKOB Ha MPOTSKEHUU JIJTUTE/Ib-
HOTO BpEMEHMU M0CJIe M3HAYAIBHOTO pejin3a.

Hrpbi-cepBUCHI 3BOIOLIMOHUPOBAJIN U3 MOIEIN OECILIATHOTO UTPOBOTO CEP-
Buca. JIoXoa OT 3TUX WUTp ITOCTYIIA] B BUIE MOJEIM MUKPOTPaH3aKIIMii, KOrIa
GOJIBILIMHCTBO ITOJIb30BaTe e IPUOOpETaI BHYTPUUTPOBLIE IIPEAMEThI, HOBOE
000opynoBaHNe, KOCMETUUYECKHE TOTIOJIHEHMS WY IUIATWIN HEOOJIBIIIYIO ILIaTy
3a yIIy4IIeHHe CBOMX UTPOBBIX CIIOCOOHOCTE 1 HABBIKOB.

Mogenb exxeMeCcsTIHOM MOANMCKY BO3HUKIIA I10 TOM Xe IPUINHE — HE00X0-
IUMOCTb (DMHAHCUPOBAHUS ITOCJIE TIEPBOTO BhIMycKa. ExkeMecsraHast oAIMIcKa,
Jlaxe ecjiv OHa Oblj1a OYeHb JICIIEeBOM, MO3BOJIsIa TeHEPUPOBATh MOCTOSTHHbBIMN
MOTOK J0X0Aa.

Hrpa Bo3MOXKHA TOJIBKO Yepe3 MHTEPHET, IIOCTOSTHHOE OOHOBJIEHNE HOBBIM
WUTPOBLIM KOHTEHTOM, (DYHKLUSIMU, COOBITUSIMU, UCIIOIB3YIOTCSI MUKPOTPaH-
3aKUMH, TMTOAMMCKY WU JTOMOJHUTEIbHBIN KOHTEHT, pa3paboTYMKKU aKTUBHO
B3aMMOJICICTBYIOT C COOOIIECTBOM UTPOKOB, pearupysl Ha oOpaTHYIO CBA3b U
c031aBasi UTPOBOI KOHTEHT, OTBEYAIOIIMI Ha 3aIIPpOChI M IIPEAIIOYTCHUS ayIM-
TOPHUU, UTPHI-CEPBUCH] BHEAPSIOT CE30HHBIC OOHOBJICHUS U UBEHTHI, IIpeIarast
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UTPOKAM YHUKaJIbHbIE MEPOIIPUSITHSI, BO3HATPAKACHNST 1 U3MEHEHUSI UTPOBOTO
MMpa B 3aBUCUMOCTH OT BPEMEHM T'ofia WY Mpa3aHUKOB. PazpaboTunku odec-
MEeYMBAIOT MOAAEPXKKY UTPOBOIO IIpOliecca, pellaT TeXHUIECKHUe MPOo0IeMBbl,
WUTPBI-CEPBUCH UCTIOJIB3YIOT aHAJIMTUIECKE UHCTPYMEHTHI 17151 cOopa uHGpop-
MallMU O TIOBEACHWY UTPOKOB 1 UX MpearnouTeHusIx | Lehatimdki, 2021].
Hrpbi-cepBUCH CTaIX MOIYJISIPHOM MOMAENbIO B MHAYCTPMHU, TaK KaK OHU
ITO3BOJISIIOT CO3IaBaTh JAOJTOCPOYHBIC OTHOILICHUS C ayIUTOPUEH, TTOIIePXKI-
BaTb UTPY B aKTyaJIbHOM COCTOSIHWM, IIpejiaraTh UTPOKAM HOBBIII KOHTEHT U
YHHUKAJIbHBIC BO3MOXHOCTH IUISI COLMAILHOTO B3aMMOACHCTBUSI BHYTPH UTPHI.
YepThl UTP-CEPBUCOB PACCMOTPEHBI B TA0IULIE 2.
Tabauya 2

CwiibHBIE ¥ C/1a0ble CTOPOHBI HTP-CEPBUCOB

CuiibHBIE CTOPOHBI Cna0ble CTOPOHbI

I'enepaliust HempepbIBHOTO MOTOKA 10-
XOIOB IUTS KoMIaHuii-usnareieii. Cta-
OWMJIBHBIN TOXOM MTO3BOJISAET AeJIaTh UH-
BECTUILIMH B HOBBIE UTPOBEIE ITPOEKTHI

Takue XUIIHUYECKHUE METOIbl MOHETH3a-
UM MOTYT MOOYXIaTh UTPOKOB TPATHUTh
IEHBIU IJS TOJYUYCHUS KOHKYPEHTHBIX
MPEUMYILECTB WK AOCTYIA K DKCKIIO3UB-
HOMY KOHTEHTY. JlaHHas1 paKTUKa MOXET
co31aTh HecOaJaHCUPOBAHHYIO MI'POBYIO
cpeny, B KOTOPOil Te€, KTO TPATUT OOJIbIIe
JIEHET, UMEIOT 3HAYMTeIbHOE TTPENMYIIIeCTBO
rnepes ApyruMu

Yactbie 0OHOBJIEHUS ASIAIOT UTPY UH-
TEePECHOM, MOOYXKIast UTPOKOB PEryJIsp-
HO B HEe BO3BpaIlaThCs

Pa3paboTyuku MOTYT 3KCNIEPUMEHTHU-
poOBaTh C HOBBIMU UTPOBBIMH MEXaHU-
KaMM, CIOXETHBIMU JIUHUSIMU U 3JIe-
MEHTaMM UTPOBOTO Tpoiiecca. OT3bIBBI
WUTPOKOB OBICTPO YUUTHIBAIOTCS, UTO IMO-
3BOJISIET CHeJIaTh MPOIECC pa3paboTKK
0oJiee OT3bIBUYMBBIM

Penusbl KOHTEHTa MOTYT CUJIBHO pa3inyaThb-
€1 110 KQYECTBY, MIPU 3TOM HEKOTOPbIE OOHOB-
JIEHUS UTPbI MOTYT OBITh TJIOXO BBITOJTHEH-
HbIMU. Takoe HeCOOTBETCTBUE MOXKET MOA0-
pBaTh 10BEPHE UTPOKOB U YXYIIIUThH OOLIWIA
WTPOBOM OIIBIT

Hcmounuk: cocTaBlIeHO aBTOPOM Ha OCHOBE Www.statista.com.

Fortnite KaK ycnewHblit npUMep Urpbl-cepBuca

busHec-Monens Fortnite ocHOBaHA Ha MPEIOCTABICHUM 6eCHAAMHOU uzpbl ¢
O0ONOAHUMEALHBIMU GHYMPUUZPOGLIMU NOKYRKAMU. DTO TIO3BOJISICT UTPOKAM 3a-
IpyXaTh UTPY U UTPaTh B Hee O3 KaKUX-TM00 ITepBOHAYAIbLHBIX 3aTPAT, a TAKXKE
MPEAOCTABISICT UM BO3MOXHOCTb HACTPAMBATh UTPOBOI MPOLIECC Y OIS PXKM -
BaTh pa3pabOTYMKOB MOCPEACTBOM MUKpPOTpaH3akuuii. Yucio mojb3oBaTeseit
UTPBI TIOCTOSTHHO pacTeT (puc. 4).
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Puc.4. 3apeructpupoBsaHHbie nonb3oBatenu fortnite no scemy mupy ¢ 2017-2023 rr.
B MUIMOHAX

Hcemoynuk: CocTaBieHO aBTOPOM Ha OCHOBE WWw.statista.com.

Pocty monynsipHOCTH MTPHI CITOCOOCTBYIOT M OJorepbl. MHOTOYKCIEHHEIE
WUTPOBBIC BUIIEO Y OHJIAMH-TPAHCALIMU, CTPUMBI Ha You Tube v « Twitch» Takxe
GopMUpPYIOT UHTEPEC K UTPe Yy TTOJIb30BaTese (puc. 5).
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Puc. 5. Camble nonynsapHele Urpbl Ha «Twitch» B MMpe NO COCTOAHMIO HA UIOHb 2024 T. No
MaKCUManbHOMY KOAUYECTBY 3puTeNei 3a Bce BPeMs, B MUIMOHAX

Hcmounuk: cocTaBieHO aBTOPOM Ha OCHOBE www.statista.com.

I1o cocrossauio Ha uoHb 2024 T. camoii ITonyJsipHO# urpoit Ha Twitch 1o
KOJINYECTBY 3puTesiel 3a BCIo uctoputo ovuia League of Legends. MHOTOTIOJIB30-
BaTeJbCcKasl OHJIAifH-UTpa JOCTUTJIA TTMKa B 3,11 MJIH 3puTelieit. Fortnite B 5TOM
pelTHHIe Ha BTOPOM MECTE C aHAJIOTUYHBIMU TMToKa3aTeasIMHU (puc. 5).

C mMomeHTa cBoero 3anycka B 2017 r. Fortnite 3apadoTtana okojiao 9,1 miupna
JIOJIJI., IPUYEM JOXOJ B OCHOBHOM ITOCTYIAae€T OT BHYTPUUTPOBBIX ITOKYITOK.
ITocne Boixona urpsl B 2017 r. Fortnite ctana MUpOBBIM siBieHUEeM, coopan 500
MJIH UTPOKOB I10 BCEMY MUPY I10 COCTOSIHMIO Ha MapT 2023 T. 1o cpaBHEHUIO C
400 mutH B Mae 2021 r.'. B Fortnite moxcno uepame na neckoavkux naamgopmax,

I Registered users of Fortnite worldwide from August 2017 to November 2023 // https://www.
statista.com/statistics/746230/fortnite-players/, nata ooparnienus 08.08.2024.
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BKJItIoUYasi KoHcou, [TK 1 MOOMIJIBHBIE YCTPOMCTBA, UYTO AETAET €€ TOCTYITHOMU
UL cCaMBbIX pa3HbIX UTPOKOB!. B Fortnite 6ojee 78 MIIH UTPOKOB Ha KOHCOJISIX,
37 mut Ha 1K 1 357 MJIH Ha MOOUJIBHBIX yCcTpoiicTBax?. PasHOOGpasye UrpoKoB
Ha pa3HbIX IUIaTopMax MMeeT OOJIbIIIOe 3HAUCHME MJIsI CTPATEeruu pa3BUTHS
Fortnite. I1ockoabKy pa3Hbie IIaTHOPMBI UMEIOT pa3HbIe BO3MOXHOCTH U 2JIe-
MEHTHI YIIPaBJIeHUS, MeXaHMKA U MHTeP(PEC UTPhl JOJLKHBI OBITh afallTUPO-
BaHbBI K KOHKPETHBIM TpeOOBaHUSIM Kaxaoi ratgopMel. HampuMmep, Bepcun
Fortnite nnsg koHcouseii u ITK TpeOy1ot 6osiee C10KHBIX 3JIEMEHTOB YIIPaBACHUS
1 MOTYT TTOAJIEPKUBATh 00Jie€ BICOKYIO TOUYHOCTh TpaduKu, TOr1a KaK MOOWIIb-
Hasl BepCcHrs AOJIKHA ObITh ONTUMU3MPOBAHA JISI YIIPABICHMS C TIOMOIIBIO CEH-
COPHOTO 3KpaHa 1 000pyI0BaHUS C MEHBIIIUM BHEPrONOTpeOIeHUEM.

B okTs16pe 2023 1. B cpeaHeM UTpoKu Fortnite IpoBOIMIIM B Urpe 21 yac B
Heneo. AHajIu3 MOKa3bIBaeT, 4yTo 17% UrpoKoB MPOBOAMIM 3a UIpoii Goliee
35 yacoB B Hezelto, a 30 % urpanu 6osiee 20 4acoB B HeleM0. DTa cTaTUCTHKA
JIEMOHCTPUPYET BHICOKMI YPOBEHDb BOBJIEUEHHOCTU UTPOKOB B Fortnite. ccie-
JIOBaHUSI OTMEYalOT, UTO UTPHI free-fo-play CKIIOHHBI BHI3BIBATh HaMOOIBIIYIO
3aBUCHUMOCTb Y UTPOKOB [ The relationship between game genre..., 2024].

Hrpa nipemiaraet urpokam IoKyIaTh BHyTPUUTPOBYIO BAIIOTY, HA3bIBAEMYIO
V-Bucks. V-Bucks MOXHO MCTIOIB30BaTh UIST TOKYIKW Pa3IMIHBIX KOCMETHYE-
CKMX IIPEAMETOB, TAKMX KaK CKUHEI ITlepcoHaxelt, aMmonun. Kpome toro, Fortnite
PEryJISIpHO BbIITycKaeT 60eBOI MPOMYCK AJIs KaXI0ro ce30Ha, Mpeajararoniui
WrpoKaM CHUCTeMY Mporpecca U pazHooOpa3Hble Harpaabl. [ToBbIlIas ypoBeHb
CBOEro 00EBOTO MPOIMYycKa, UTPOKKM MOTYT pa30JOKMPOBaTh SKCKIIO3UBHbBIE
KOCMETUYECKHUE ITPEAMETHI U 3apaboTath 60Jblie V-Bucks, 4To CTUMYJTUPYET UX
MPOAOJIKATh UTPATh M y4acTBOBATh B UTpe. B urpe nem saemenmos pay-to-win
(naamot 3a @viuepbiut) , UTO MO3BOJISIET UTPOKAM MOJIyYaTh YAOBOJBCTBHE OT UTPHI
HE3aBUCUMO OT (PMHAHCOBBIX BO3MOXHOCTEM.

Fortnite TpOBOIUT éHympuuzpogvie Meponpusmus U MypHupbst, co3naBas co-
OOIIECTBO 1 aXXMOTaX CPEeIr UI'POKOB. DTU COOBITUS YAaCTO BKJIIOYAIOT B Ce0s
OrpaHUYCHHBIC 110 BPEMEHU UTPOBBIE PEXKUMBI, YHUKATbHBIC UCITBITAHUS 1 9KC-
KJIIO3MBHBIE Harpambl, YTO eIle OOJbIIe YIydilaeT UTPOBOM Iporecc. OCHOB-
HOI MCTOYHHUK TOXOAAa UTPHI — IMPOIaxka KOCMETUUECKIX IIPEIMETOB, TAKIX KaK
CKMHBI, 3MOLIMU, TAaHLIBI, a TakKe Battle Pass.

Hrpa npoaBuraercs yepes3 «CTpUMEPBI», I0TyOSPOB 1 COLIMAIbHbBIE CETH, UTO
MpUBJIEKAET HOBBIX UTPOKOB Y TIOIACPKUBAET MHTEPEC K HEl.

Kpowme Toro, Fortnite paciivpuia CBOIO OM3HeC-MOAEb 32 CYET compyoHuYe-
cmea ¢ pazaudHsimu Opendamu u meduagppanmuzamu. K HIM OTHOCATCS TTapTHEP-

! Fortnite Statistics: From Victory Royale to Stats Galore // https://www.crossrivertherapy.com/
research/fortnite-statistics, gara oopareHus 08.08.2024.

2 Fortnite: 20 Best Creative Maps to Play with Friends (2025) // https://gamerant.com/fortnite-
best-creative-play-friends/, nara oopamenus 08.08.2024.
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CKHUEC OTHOILLICHUA C MY3bIKaHTaMU, KI/IHO(I)paHI_HI/L’%aMI/I M CIIOPTUBHBLIMUA OpraHu -
3aluAMUM, KOTOPLIC IIPUBHOCAT B UTPY YHHKaHBHbeI KOHTCHT.

Rainbow Six Siege m———— 3 09
Counter-Strike: Global Offensive m—————— |5 ]5
Fortnite m— 19’72
PUBG Mobile m— ) | 7D

DOt 2, 1 30582
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Puc. 6. Beayume knbepcnoptusHbie Urpbl B Mupe B 2023 r. N0 COBOKYMNHOMY NPU30BOMY
coHay TypHUpa (MIH gos.)
Hcmounuk: coOCTaBIeHO aBTOpaMM Ha OCHOBEC WWww.statista.com.

BbiBOAbI

Takum o0b6pa3oM, Mbl MOXeM CAeIaTh BBIBOA, UTO free-fo-play, MOIENb C
MUKPOTPAH3aKIUIMHU, CTajla JOMUHUPYIOIIEH B UTPOBOM MHAYCTPUH, HO TpE-
OyeT TOHKOI HACTPOIKM OajlaHCca MEXIY JOXOIaMU U yAep:KaHUEM UTPOKOB.
MoneTn3anus J0JKHA OBITh MHTETPUPOBaHa B UTPOBOI IIPOIIECC TApPMOHUYHO,
He HapyIliast ITPOBOI OaylaHC ¥ He OTITyTUBasi UTPOKOB. Pa3paboTumkam HeoO-
XOJIUMO OBITh BHUMATEJIbHBIMU K 3THYECKMM aclieKTaM MOHETU3aILuU, n30erast
XUITHWYECKNX IPaKTUK M COXpaHsisl CIIPaBeINBOCTD UTPHI.

Mogaenu MOHETHU3aIUU BUACOUTP IMPOIOJIKAIOT Pa3BUBATHCS, U BLIOOD OI-
TUMAaJIbHOM MOJEIN 3aBUCUT OT KOHKPETHBIX OOCTOSITENILCTB U LICJICi UTPHI.
DddekTuBHAS MOHETU3ALUS TPeOyeT KOMIIJIEKCHOTO MOAX0Ha, BKIIOYal0-
1IEeTO U3Yy4YeHUE LIeJICBOM ayIUTOPUM, CO3TaHNE KaueCTBEHHOrO IPOAYyKTa,
obecreyeHNe CIpaBelIMBOTO UTPOBOTO IIpoliecca U MOCTOSSHHOTO aHaIu3a
JaHHBIX.

AHanm3 cnoco00B MOHETH3AIIUY MO3BOJIMII IIOCTPOUTH UX KJIaCCU(PUKAITUIO.

AHanu3 OU3HeC-MOJeNn UTphl Fortnite MO3BOJIWI 1MOKa3aTh, YTO €€ YCIeX
OCHOBaH Ha MPUHIIMIIAX IIPUBJICYCHUS IITUPOKON ayIUTOPUM: OecIuiaTHas J0-
CTYITHOCTb U IIPUBJIeKaTEIbHBIN TeMILICH O3BOIVIIN IIPUBJIEYh UTPOKOB BCEX
BO3PACTOB U ¢ pa3HbIX miatgopm. CoasaHCMpoOBaHHASI MOJIEIb MOHETU3ALIUN:
UTPOKHM MOTYT ITOJIy4aTh YIOBOJLCTBHE OT UTPhI, HE TPATs JeHBI'W, HO MOKYIIKA
KOCMETUYECKUX MIPEIMETOB IPUHOCUT YIOBOJILCTBUE U TTO3BOJISIET UTPOKAM Ca-
MoBbIpaxathcs. [TocTosiHHBIE OOHOBIEHUS U COOBITUS: Fortnite TOCTOSTHHO pa3-
BUBAETCA U TIpeAiaraeT CBEXX1ii KOHTEHT, YTO MOANCPKMBAET MHTEPEC UTPOKOB
U CTUMYJIUPYET HOKYIIKU.
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Abstract

Modern video games have long transcended the classical <buy—and-play» model.
The industry has undergone revolutionary changes, moving to the «Games-as-a-
Service» (GaAs) model, where constant support, updates and content development
become key success factors. This transition is due to several reasons: increasing
competition, increasing the cost of developing AAA projects, and changing con-
sumer expectations. Players now want to receive not just a finished product, but an
ever-evolving world with new events and opportunities. The article discusses current
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trends in the field of video game monetization, including free-to-play games with
microtransactions and subscriptions. Special attention is paid to the analysis of the
advantages and disadvantages of each model. For example, microtransactions allow
studios to earn stable income, but they can cause a negative reaction from players
if they disrupt the balance or are perceived as «pay-to-win». The classification of
monetization methods has been carried out, and the key features of game services
have been identified: mandatory online connectivity, regular updates, active interac-
tion with the community, and flexible monetization systems. Statistics confirm that
microtransactions remain one of the main trends in the video game industry. The
phenomenon of Fortnite, which has become a benchmark for commercial gaming
success due to cross-platform, regular events and a well-thought-out battle pass system,
is considered separately. Thus, the video game industry continues to evolve, offering
new ways to interact with the audience and monetize content, which opens up great
opportunities for developers and publishers.
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