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MIKPOTPAH3AKIII IK BI3HEC-MOJIEJIb ITPOBOI IHTYCTPII
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BamkoBuu BikTopin BanepiiBna
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Onucyroun redMIeB, OJIMH 3 PO3POOHHUKIB BiJICOIrOp 3a3HAYMB, IO «BCi irpu
BUXOJATh TiIbKM dysoM» . AIke, 0 JaTh penisy, MpalioodYy B MOCTIHHOMY
PeXUMI KpaH1y, pO3POOHHUKH BiJICOIrOp THM CaMHM AUBEPCU(DIKYIOTh METOH Ta
croco0u MOHETH3allii CBOTO Pe3yJIbTary.

e moB’s13aHO 3 THM. III0 TEXHOJIOTIYHI iIHHOBAIlii CTBOPIOIOTH HOBI MPOAYKTH,
MOCYTH Ta PUHKH, SIKi 3aJI0BOJIBHSIIOTH CTilKi TOTpeOU CroXKuBadiB i 6arato B
YOMY CTBOPIOKOTh LIHHICTh IS CIOKUBAYIB Ta Cy0 €KTiB rocnoaapioBanHs’. 1 B
pe3ynbTaTi MOCTiHO 3MiHIOBaHMX TEXHOJIOTIH Ta 3pocrarouoi ¢iHaHCOBOT
MoTpeOH B MOKPHUTTI 3pOCTAKOUUX BUTPAT HA PO3POOKY HOBHX BHCOKOSKICHHUX 1
3aXOILTIOI0YHX BiZIeoirop, X po3poOHHUKU BBOAATH JOAATKOBI MOTOKU JOXOIY B
icHyloui irpu 3a momomororo Mikporpansakuiit (MTX)?. OcranHi € BifHOCHO
HEBEJIMKUMM 32 CYMOIO BHYTPIIIHBOIrPOBUMHM MOKYIKaMM BipTyaJIbHUX
npeaMeTiB a00 KOHTEHTY",

bisnec-mozmens iHOycTpil Bigeoirop, 3acHOBaHAa Ha MIKPOTpPAH3aKIisfX,
po3noyanacs 3 MoSBOO MIIATPOPMHU IIUPPOBOTO PO3NOBCIOIKEHHS Ta MO «Tpa

! Schreier, J. (2017). Blood, Sweat, and Pixels: The Triumphant, Turbulent Stories Behind How
Video Games Are Made. HarperCollins.

2 Morewedge, C, Monga, A., Palmatier, R, Shu, S., Small, D. (2021). Evolution of Consumption:
A Psychological Ownership Framework. Journal of Marketing, 85 (1), 196-218.

3 Van der Westhuizen, E., Camnelley, M. (2023). Regulation of Video Gaming Loot Boxes: Lessons
for South Africa from Abroad. Potchefstroom Electronic Law Journal, 26, 1-73.

4 Stanev, E. (2020). Business models and monetization of video games. Proceedings of the
University of Ruse, 59, 60-67.
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sx nociyra» (Game-As-A-Service model — GAAS)®. PisHMMH 10CITiIKEHHAME
OyJI0O BHUSIBJICHO, 1[0 MOJIENb MIKPOTPaH3aKIii 3HAYHO 30UIbIINMIA TPUOYTOK Y
HOPIBHSHHI 3 TPAAUIINHOK MOIEITIO®,

[Mouunatoun 3i cramii «po3poOKW», ICHYIOTH TPHU OCHOBHI CIIOCOOH
MOHETH3allii TP Ha eTari ii KOHUenTyajizamii — yepe3 KpayadaHIuHr, Ipoaax
PEKJIAMHOTO TIPOCTOPY 1 depe3 cmoHcopcTBo’. KpayadaHmumur sk Meron
¢iHaHCyBaHHsS IrpOBUX IIPOEKTIB HEyXWIBHO HaOupae 00epTiB, JO3BOJSIOUM
cTBOpHUTHU Oe3niv ycmimuux irop. Iinxin kpayaganauHry 1oope miaxoauTh JUis
CTBOPEHHSI KOHTEHTY I BiZICOIrop, J03BOJISIOYH HEBEIUKUM CTYIisIM (30KpeMa
W THM, 1110 PO3POOIISIOTH IHII-ITPH) 3aJy4YHUTH JIOCTATHE 30BHIIIHE (PiHAHCYBAHHS
T 3a0€3MeUeHHS IPOCKTY .

Sk suginge Permament (€C) 2020/1503% kpaynadangunr moxe OyTH Ha
OCHOBI Kpe/INTYBaHHsI Ta HA OCHOBI iHBECTHILIH.

CHOHCOPCTBO 3a3BM4Yail TOB'Ai3aHE 3 anapaTHUM 3a0e3MEYCHHSM, OCKIIbKH
irpM € OCHOBHMM JpaiiBepoM NpojaxiB ycTaTkyBaHHs®. Yacrime neil meron
3aCTOCOBYETBCS Il BUCOKOOKOJDKETHHX irop (AAA) Tta irop i3 cepemHim
oromkeroM (AA).

MoHeTH3alliss pekiiaMH Trependadae aBa MOXIHWBI BapiaHTH: TNPOJAKT-
wielicMeHT (3 aHra. product placement, — po3MilieHHs TNPOAYKLii) Ta
BHYTpIIIHBOITPOBA HEPYXOMICTh JUIS peEKJIaMd. 3a TepIIM BapiaHTOM
PO3POOHHUKK 3HAHOMIIATH CBOIX IpaBIliB 3 MEBHUMH OpeHIamu (HaIpHKIAL,
TOJIOBHHIA TepOi MOKE MUTH HaIiil TIeBHOT MapKu), IpyTUil BapiaHT nependayae
PO3MIIIIEHHS 3HAKIB 1 pEKIAMHHUX IUTIB TaM, JIe BOHU 3a3BHYail 3HAXOMUTHCSA Y
peanbHOMY CBITI (Il HIMPOKO MOIIMPEHE y CHOPTUBHHX Irpax, BUBICKaxX Ha
BHYTPIiLIHBOIrPOBUX Marasunax tompo)'’.

Haii0inpm nommpeHuM, i B TOH ke yac cripHuM, € nytookcu (loot box) sik
BipTyasibHI 00’€KTH, SIKi BUIOOYBAIOTHCS BHUIAJKOBHM YHHOM 1 KYIYIOTBHCS 32
peasbHi rpowi!!. JIyrOokcu — 11e cX0XkUii Ha a3apTHI irpM MEXaHi3M MOHETH3aLli

5 Behuria, S. (2022). Microtransactions as a Business Model in Video Gaming Industry: Its
Comparison with Traditional Model and Effect on Other Industries (Publication No. GH1018899 )
[Thesis for: Master's]. SSRN Electronic Journal. http://dx.doi.org/10.2139/ssr.4418003
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7 Stanev, E. (2020). Business models and monetization of video games. Proceedings of the
University of Ruse, 59, 60-67.

8 European Parliament and of the Council (2020, October 7). Regulation (EU) 2020/15030n
European crowdfunding service providers for business, and amending Regulation (EU) 2017/1129 and
Directive (EU) 2019/1937 [Legislative act]. European Union. https://eur-lex.europa.cu/legal-
content/EN/TXT/?uri=CELEX:32020R1503

° Stanev, E. (2020). Business models and monetization of video games. Proceedings of the
University of Ruse, 59, 60-67.
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University of Ruse, 59, 60-67.

' Gonl ! lez-Cabrera, J., Caba-Machado, V., Diaz-Lépez, A., Jiménez-Murcia, S., Mestre G,
Machimbarrena, J. (2024).

The Mediating Role of Problematic Use of Loot-Boxes between Internet Gaming Disorder and
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y Bimeoirpax, 3a JOIIOMOrOI0 SIKOTO TPaBIli MOXYTh OTPHUMYBAaTH BHIIaJKOBI
HAropoJy, SIKi MOXYTh 3a0€3MEUUTH KOCMETHYHI 3MiHH 200 HepeBard irpoBOro
npouecy. Yci JIyTOokcu nepeadadaoTh paHA0Mizallilo IpU yXBaJIeHHI PillleHHS
Hpo Te, sKi HATOPOIY HAJATH rpaBLsaM 2.

Taxi arpubyTu JIyTOOKCIB IPHU3BOAATH A0 TOrO, IO BOHU MOXYTb OyTH
BU3HAHI TaKUMH, IO TOTPEOYIOTH CIEIiaIbHOTO peryitoBaHHs. Hanpukian, B
Hinepnanmax 1yTGOKcHM NpupiBHSHI 10 asaptHux irop'’, a srigHo i3
3aKOHOJIABCTBOM KpaiHH, a3apTHA Ipa, B sSIKiii MO>KHA BUTPATH MPHU3 a00 MpeMito,
MOKe MPOIOHYBATUCS JIUIIE B TOMY BHUIAJKY, SKIIO Ha HET BUJAHO JileH3iio ',
IMoni6GHe TymMaueHHs JTyTOOKCIB icHye 1 B benbrii, ge 3 2018 poky BoHM cTajiu
PO3IIISIATHCH SIK a3apTHi irpu'’.

BripoBajkeHHST albTEPHATHBHUX METOMIB MOHETH3allil, TAKUX SIK JTyTOOKCH,
€ JI0CUTD YCIIIIHOIO CIPO0OOI0 IHAYCTPii BiZleoirop BipearyBaTu Ha KOMEpLiHuUiA
THCK y TaKii, 110 MBUAKO PO3BUBAETHCS aJie TIMEPKOHKYPEHTHIM ramy3i. Ajke 1e
MOJKE 33I0BOJIBHUTH THUCK CIIOXKHBAYiB, CHPSIMOBAHUI Ha 30€peKEHHS HU3BKUX
LiH Ha irpH, HE3BaXKAIOYM Ha 3POCTAHHS BHPOOHHWIITBA, BHTPATH, HECTPUMHE
IipaTcTBO, AKOMY CIpHsA€ HE3aKOHHUM oOMiH (ailnamu B IHTepHeTi, a Takox
rocTpa HEOOXIAHICTh IJIi MEHII aBTOPUTETHHX ITPOBHUX KOMIIAHIH BHBYUTH
albTepHATUBHI Oi3HeC-MOAeNi Ta METOAU 3alydyeHHs KOPHCTyBauiB Ha
HepeHacu4eHoMy PHHKY'°.

IHakme niroTh cXxeMH MOHeTH3alii Bifeoirop micis ix 3amycky. HaiGinbrn
HOIIKPEHi cepejl HUX TaKi'’:

1. Freemium (F2P (free-to-play)). Mae wicue, koaum cama rpa €
0E3KOIITOBHOIO, aJie BKIIFOUA€E B ceOe pi3HOMaHITHI MikpoTpan3akiiii. Hanpukinan,
CKiHH, BHYTPILIIHBOIrpOBa BAJIIOTA, IEPCOHAXKI TOIIO, HEOOX1TIHI JJIs MOKpaIEHHS
cBoro irpoeoro noceiay (in-app purchases (IAPs)). Tineku y 2023 poui po3mip
HOKyTOK B irpax cranosus 171, 82 mupa. nonapis CIIA'S,

12 Xiao, L., Henderson, L., Nielsen, R., Newall, P. (2022). Regulating gambling-like video game
loot boxes: a public health framework comparing industry self-regulation, existing national legal
approaches, and other potential approaches. Current Addiction Reports, 9, 163-178.

13 Rechtbank Den Haag (2020, Oktober 15). Uitspraak van de meervoudige kamer van 15 oktober
2020 in de zaken tussen Electronic Arts Incorporated, te Redwood Shores Parkwood (Verenigde Staten),
Electronic Arts Swiss Société a responsabilité limitée, te Genéve (Zwitserland) en de raad van bestuur
van de Kansspelautoriteit (Zaaknummers: SGR 20/3038 en SGR 20/3905) [Judgment].
https://uitspraken.rechtspraak.nl/details?id=ECLI:NL:RBDHA:2020:10428&showbutton=true&keywo
rd=gokken

14 Kansspelautoriteit (2020, Oktober 29). Lasten onder dwangsom Electronic Arts Inc. en
Electronic Arts Swiss Sarl voor spel Fifa.

https://kansspelautoriteit.nl/nieuws/2020/oktober/lasten-dwangsom/

15 Gaming Commission (2018 April). Research Report on Loot Boxes. Gaming Commission,
Belgium. https://www.gamingcommission.be/en/gaming-commission/faq/fags-on-new-
developments/what-are-loot-boxes

16 Xiao, L. (2021). Regulating Loot Boxes as Gambling? Towards a Combined Legal and Self-
Regulatory Consumer Protection Approach. Interactive Entertainment Law Review, 4 (1), 27-47.

17 Porokh, A. (2023, July 31). Monetization in Games: How To make Money From Your Games.
Kevuru  Games. https://kevurugames.com/blog/monetization-in-games-how-to-make-money-from-
your-game/

'8 The Business Research Company (2024). In-App Purchase Global Market Report 2024.
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2. Premium (P2P (pay-to-play) a6o P2D (pay-to-download)). Ilnara
3IIMCHIOETBCS 32 3aBaHTAXEHHsS I'pu Ta gocTyn no Hei. Ilicis Takoi omarwy,
KOPHCTYBadi OTPUMYIOTh JOCTYII IO BCHOr'0 KOHTEHTY Ta (DyHKII IpH.

3. Paymium a6o Paidmium. Omuata 3HIMaeTbcs i 3a camy Tpy, 1 3a
MIKpOTpaH3akKii B Hill.

4. Monens pay-to-win (P2D)) abo miara 3a nepemory. B Takux irpax rpasii
MOXYTb HpUAOAaTH Taki BHYTPIMIHBOIIPOBI NpeaMeTH abo MOKPAaIIEHHS CBOIO
MEPCOHaXa, 10 HAACTh 1M MepeBary y MpPOXO/KEHHI TPU MOPIBHIHO 3 HIIUMHA
TpaBIsIMHU, SIKi JJIS TOTO, MO0 JIMTH 0 TaKOTO X MOJIOXKEHHs (PiBHS) MOBHHHI
BUTpa4yaTH COTHI ToauWH rpu. llg Mojenb € HaWOUIbII CHIpPHOK cepen
KOPHUCTYBauiB, OCKIJIbKU CTBOPIOE SIBHO HECIIPABEIJINBE IrPOBE CEPEOBHIIIE.

JificHO, cXeMH MOHETH3allii OHJIAWH-IrOp CTallK X BaYKJIMBOKO OCOOJIUBICTIO.
A TOMy, TaKkHil IepesIik He € BHYCPITHUM, 1, KPiM 3a3HAUCHUX, BUIUITIOTH TAKOX
Taki sK: rada-irpu (Gacha game), MoHeTH3allis i AMUCKA (B TOMY YHCII ITPEMiyM-
IUIaTHOT), OOMeXeHI B 4Yaci BHYTPIIIHBO irpoBi 3aXOAU Ta PO3MPOAAXI LI
OHJIAH-ITOp, MPOMO3HUIIIT PAHHBOTO JOCTYITY 10 MaHOyTHROTO KOHTEHTY YU HOTO
¢byHKUif, TpaHcmanii (cTpiMu) irop Tomo. MoXXIHMBE TakoxX 00 €IHAHHA
crpareriii  mMonerusamii irop (Combining Game Monetization Strategies),
HaNpUKIaj, KOJIM BUHaropoja OyJe BHIABaTUCh 3a IEperyisii BiJEOPOJMKA 3
pexnamoro (rewarded video)'.

Ile omuH crmoci® MOHETU3YBaTH IPy IICJA 3allyCKy — 4Yepe3 PO3MIMPEHHS
(expansions)?’. Po3IupenHs € 10JaTKOBUM KOHTEHTOM, IKUH KOPUCTYBay J0Ja€
10 6a30Boi rpu (IesiKi irpy MPOMOHYIOTH iX OE3KOIITOBHO, 3AJIE)KHO BiJl MOJE).
Cami 1o co0i po3MIKpPEeHH MOKHA PO3AUIMTH Ha TPH MiJXOIHU: TUIATHUH TOCTYII,
3aBaHTaXyBaHUi KOHTeHT (DLC) Ta mnomynspHi OCTaHHIM YacoM CE30HHI
a0OHEMEHTH, IPUIOMY BCi TpU QyHKLIOHYIOTH OJJHAKOBO.

TakuM YHHOM, PO3POOHMKH IrOp BHKOPHUCTOBYIOTH 0O€3Jli4 METOIiB
MOHeTH3alii, i BHOIp MNPaBUJIBHOTO — 1€ OJHOYACHO EKOHOMIYHHMHU i
nusaiinepchkuii BUGip?.

IrpoBa iHmycTpis yBilimula 00 MEHHCTpUMY KyJbTYpU 1 3 THODNIAY
€KOHOMIYHOTO TPUOYTKY Terep KOHKYPY€ i3 YCTaJCHUMH iHIYCTPiIMH pO3Bar,
TAaKMMH K KiHO uM TenebaueHHs*>. B Toif xe yac BOHA MpeCTaBUIIA HOBY (hOpMy
MOHETH3AIlii Y BUTJISI/II MIKpOTPaH3aKIIiH, IKi MArOTh CUJIBHUHN BIUIMB HA PO3BUTOK
Oi3Hec-Mopeneil y Beill cdepi irpoBoi iHIYCTpil, 1 3 YacoM, LIHHICTh IPOAYKTIB,

1110 MOHETHU3YIOTHCSA TAKMM CHOCOO0M Oy/ie TiNbKK 361MbLIyBaTUCh >,
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