ISSN 2311-2379 (Print) BicHuk XapkiBCbKOro HauioHanbHoro yHisepcuteTy imeHi B.H. KapasiHa
cepis «EkoHomiyHay, 2022, Bunyck 103

DOI: 10.26565/2311-2379-2022-103-12
VIK 330.47

B. 0. BOBPOB

CTYAEHT

XapkiBCbKMI HauioHanbHUM yHiBepcuTeT imeHi B.H. KapasiHa

MangaH Ceoboau, 4, m. Xapkis, 61022, YkpaiHa

ORCID ID: https://orcid.org/0000-0001-9042-8227, e-mail: bobrov.vid@gmail.com

AHANI3 CYYACHOIo CTAHY HALIOHAJIbHUX PUHKIB MOBINIbHUX IFOP?

B pobGoTi npoBedeHO 3aranbHWI aHania CBITOBOTO PUHKY MOGINbHUX irop Ta MOPIBHANbHWIA aHani3
HanBinbLWNX HauioHaNbHUX PUHKIB MOGINbHUX irop. Y sikocTi 06’ekTa AocnigKeHHs1 obpaHi KrH4oBi MOKa3HUKM
PVIHKY MOBIiNbHUX irop y pi3HMX KpaiHax cBiTy. 3 noyatky 2010-x pokiB puHOK cTabinbHo 3pocTae Ha 10% KoXHOro
POKy i Mae TeHAeHUii 4O NoaanbLUOro po3BUTKY. Y Takoro npouecy € 6araTo nepenymoB: PO3BUTOK MOGINbHUX
TEXHOIMOTI, MOMINWEHHSI PIBHS XWUTTSH HaceneHHs, 36iNbLIeHHs BiNbHOro Yacy Ta nonynspusais iHTepakTUBHUX
possar. B poboTi 3anpornoHoBaHa KOpOTKa XapakTepucTuKa CTaHOBMEHHSA PWHKY MOOGINbHUX irop Ta Woro
nepesarv cepes KOHKYpPEHTIB, HaBefieHa NOBHa XapaKTepUCTHKa CBITOBOrO PUHKY MOBINbHUX irop Ta cerperauis
Ha HanbinbLUi LEHTPW Ta NepCnekTUBHI PUHKW. HaBefdeHa xapaKTepucTvka HambinbLUmMx CBITOBUX puHKIB: Kutai,
CLUA, Anonis, MNiBgeHHa Kopes, npuymHM iX yCnilWHOCTI Ta akTyanbHa cTaTucTuka. BuokpemneHi HanbinbLu
nepcrnekTVBHI CBITOBI perioHn: €spona, Adpwka Ta lNiBaeHHa AMepuka, HaBeAeHi OCHOBHI BUKIVKW A5 KOXHOIO 3
HVX. Y BUCHOBKax HaBeAEHO YMCIOBI MOKA3HWKW AN PO3BUMHYTMX PETIOHIB Ta PETIOHIB, LLIO PO3BMBAlOTLCS, Ta
NpUYMHK, Yepes siKi U pisHMUs icHye. MNMobyagoBaHo Ta npoaHanizoBaHo rpadiku KinbkocTi MobinbHUX goaaTkiB-
irop y App Store, KinbKoCTi rpaBuiB 3a perioHamu CBiTy, AMHamika obcAry puHKy i nporHo3 ans Kutaw ta CLUA.
MobynoBaHi nopiBHAMbHI Tabnuui Ta BWOKPEMIEHI AaHi 3a KOXHMM 3 PO3MMSHYTUX perioHiB. Pesynbratn
OOCNIAKEHHSA NoKa3anu, L0 OCHOBHI CBITOBI PUHKX MatoTb CRifbHY TEHAEHLUII0 A0 3pOCTaHHS 5K KifbKOCTi rpaBLiB,
TaK i AOXOAIB 3 KOXXHOro rpasus. KpiM TOro, OCHOBHMM BUKIIMKOM ManibyTHbOTO MOXHa BBaXaTu NpubnukeHHsa 4o
MaKCMMyMY KiflbKOCTi rpaBLiB Ta 0OMEXEHICTb iIXHbOro BifIbHOrO Yacy. IHWWM BaXXNMBUM TPEHOOM € MOCTIHUA
CTPIMKUIA PO3BUTOK TEXHOMOTIN, WO pobutb MOBIMbHI irpyM peanbHUM KOHKYPEHTOM AN KOMM'IOTEepHUX Ta
KOHCOMbHWUX aHanoris. PesynbTatn [OOCHIMKEHHS MOXHA BWKOPWUCTOBYBATW ANS MPUAHATTS pilleHb Ans
MOBINBLHUX KOMNAHIN NPO BMXOAMN HA HOBi PUHKM, @ TaKOX AN aHani3y KrioYoBKX TPEHAIB PO3BUTKY Ha Hanbnvkui
POKW ANs iHQYCTpIi po3Bar y uinomy.

KnioyoBi cnoBa: po3BUTOK TEXHOMOTiN, MOGINbHi irpu, cepeaHin Aoxia 3 0AHOro rpaBUs, O6CAr PUHKY,
cepeaHin Temn 3pocTaHHA pUHKY, Google, AppStore.

JEL Classification: C82, L10, L83, O57.

BeTtyn. Mob6inbHi irpy 3a ocTaHHi ABaguaTb POKIB MPOWLLMAM LMAX Bif, NMPOCTUX PO3BaxanbHUX
nporpam A0 MOBHOLIHHOMO PUHKY SKICHUX MNpoaykTiB. 3apa3 MoOGinbHi irpy MalTb BenuyesHy
KinbKicTb daHaTiB i 3apobnsaioTb MinbApAvM Aonapie LWopiyHo. PopMyBaHHA PUHKY MOOBINbHMX irop
Mae Jdekinbka etanis. [Nepwmnm MoxHa BBaXaTun NosBy TenedoHiB 3 ekpaHamun HanpukiHui 90-x pokiBs,
Konu MobGinbHi irpy 3'sBUNMcs sik okpeMuin nigsuag. HactynHum etanom po3BuTKy cTana Java-enoxa.
Y cepeguHi 2000-x pokiB 3'sBUNacsi MOXNuBICTb OOMiHY AodaTkamu. y TOMy 4uchi irpamu 3a
[0NOMOroH0 iHppavepBOHMX TEXHOSONIN, a TPOXM Ni3Hilwe - 3 BUKopucTaHHAM bluetooth. Mpopueom B
iHOYyCTpii MOGINLHOrO remmiHry crana nosiBa NepLMx MOBHOUIHHUX CMapT(OHIB 3 CEHCOPHWMU
eKpaHaMu, WO A03BONUMO PO3LUMPUTU MOXIMBOCTI AnA rpasuiB (Sostav, 2022). | Bxe 3 2014 poky
MOBINbHi irpn NNaHOMIPHO 36inbLUYOTL CBOKO ayaAUTOPIIO | BiAKPMBAOTb HOBI PUHKM MO BCbOMY CBITY.
Bxe 3apa3 Hanpo3BMHYTILWI MOOBINbHI NPOEKTN MOXHa MOpIBHATU 3a OaraTtbma napameTpamu 3
HOBWMMU penizamu Ha koHconi (Ampereanalysis, 2021).

Taka cTtaTUCTUKa NIATBEPAXYE aKTyamnbHICTb 3adadi 3 aHanidy Cy4acHOro CTaHy MiXHapoOHUX
PUHKIB MOBINbHUX irop.

[Ons Ti BupiweHHs B poboTi 6yno nocTaBneHo HacTYMHi 3aBAaHHs:

e 1OCNIAUTY CBITOBUIA PUHOK MOBINbHKMX irop Ta BUSIBUTU TEHAEHL,T A0ro po3BUTKY;

© Bo6pos B.A., 2022
2 Aemop supaxae wupy nodsky 0.e.H.., npogpecopui K. 0. KoHoHosili 3a doromoay y nidzomosui cmammi.
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© NMPOBECTM aHani3 HanbINbLUIMX HALOHANBbHNX PUHKIB Ta BUSIBUTM iXHI 0COBNMBOCTI;

® MIPOBECTU aHani3 NepcrneKkTMBHUX HauioHaNbHUX PUHKIB Ta BM3HAYUTU OCHOBHI NpoGnemu ix
PO3BUTKY.

HocnigXeHHs npoBedeHO Ha OCHOBI MobanbHMX 3BIiTIB HAMKPYMHILIMX KOMMAHIN  PUHKY
MOOGINbHNX TEXHOIOTIN Ta MOBINbHUX irop.
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Puc. 1. Hanbinbwi kaTeropii gopaTkiB y App Store
Fig. 1. The largest categories of adds in the App Store

[xepeno: (Statista, 2022)

BazanbHa xapakmepucmuka PuHKy. FAK Bxe ©6yno 3a3HayeHo, PUHOK MOBINbHMX irop He €
OOHOPIAHUM Yepe3 HU3KY CoLianbHUX, EKOHOMIYHMX Ta TEXHOMOrMYHNUX 0CcOBNMBOCTEN. 3 OCHOBHMX
NPUYMH MOXHa BUAINATY Taki:

a) pi3HWIA piBEHb XUTTS Y PO3BMHYTUX KpaiHax Ta kpaiHax, Lo po3BMBaOThLCS;

6) BiACYTHICTb NepeknaaiB 3 aHrMiCbKOT AN KpaiH, Y AKUX roBOPSATL TifbKW1 Ha PiaHIA MOBI;

B) KyNbTYpHi 0COBNMBOCTI Ta Tpaauuii, LeH3ypHi OBMeXeHHS.

Ha 2021 pik komnaHis Google y cBoemy Global Frontier Report (Google for Games, 2021)
BMainsie 5 perioniB MobinbHMX irop: Asis, MNiBHiuHa AMepuka, €Bpona, MNiBgeHHa AMepuka, Bnnsbkuin
cxig i Adpuka. MoxHa BNeBHEHO 3a3HA4YUTU, LLO HaWOINbL PO3BUHYTUMU MOXHA BBaXaTW PUHKK
Agii, MiBHiyHOT AMepukn Ta €Bponu. MNpu LUboMy A3is, Sk MOXHa NobavnTn Ha puc. 2, € HanubINbLIO
3a KifnbKiCTIO rpaBLiB.

BC Ta Adpuka

Eepona

ot 1615

MNienertia Amepuka

Nigkiura AMepuka

Puc. 2. KinbkKicTb rpaBLiB y KIHOHYOBUX perioHax CBiTy, MITH OCib
Fig. 2. Number of players in key regions of the world, million people

Ixepeno: (Google for Games, 2021)
MigTBEpoXEeHHAM Uuiei Tean € ctatuctmka komnadii NewZoo (NewZoo, 2021). Y tabnumui 1

nokasaHo HanbinbLui MikHapoaHi pyHKK Bigeoirop. Tpeba 3asHaunTh, Wo MOBINbHI irpy ANs KOXHOI 3
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uMx KpaiH cknagatoTb Oinblue NONoBMHM Liel Cymu, WO TiNbKWM MiAKPECME 3HAYEHHS came
MOBINLHOIO redMiHry.

Ha ocHoBi uiei Tabnuui mMoxHa BuainuTU “Benuky irposy Tpinky”: Kutain, CLUA Ta AnoHis.
HopaTtkoBo OO0 HambinbLmMx MOBINbHMX PUHKIB MOXHa BigHecTu [liBaeHHy Kopeto yepes noTyxHy
TexXHomnoriyHy 6asy, BUCOKWI PIBEHb XXMTTS HacerneHHs Ta NonynspHICTb Pi3HUX irpoBuX hpaHLIM3.

Tabnuys 1 — KpaiHu 3 Han6inbWuUM o6¢csiroM puHKY Bigeoirop
Table 1 — Countries with the largest video game market

Ne KpaiHa PerioH Hoxia KiJ‘IbKiCTb yHiKaHbHVIX Hacenek_mﬂ
(Mnpa $) rpaBujiB (MrH ocib) (MrH ocib)
1 Kntan Asiqa 49,25 685 1397
2 CLIA MiBHiYHa Amepuka 47,32 191 335
3 AnoHis Asiqa 21,78 75 125
4 MiBoeHHa Kopesa | Asis 8,26 33 52
5 epmaHis €Bpona 6,76 46 80
Ixepeno: (NewZoo, 2022)
Hadb6inbwi ceimogi puHKkU. KOXHUA 3 UMX YOTUPbOX HaWOBINbLUMX PUHKIB Mae CBOi

dyHaameHTanbHi ocobnueocTi, ane Tpeba 3a3HauuTh, WO TPW 3 YOTMPLOX KpaiH 3HaxogATbCs Y
asincokoMy perioHi. MoxHa BBaxaTtu, WO came A3isS € LEeHTPOM PO3BUTKY MOBIMbHUX MPOEKTIB i
PWHKOM, Ha SIKMI OPIEHTYIOTLCA komnaHii. Mepen aHanisaom KoXHOi kpaiHu Tpeba gaTvn BM3HaAYEeHHS
Takomy nokasHuky, sk ARPU - average revenue per user. Llei napameTp nokasye, CKifbku Y
cepegHbOMY MPUMHOCUTL OAWH rpaBelb Ha Micslub, BPaxoByluM BCi MiaTHi Ta Ge3KOLUTOBHI
MOHeTu3auilHi enemeHTn (CFI, 2022).

Kumad. 3a ouiHkamn komnaHii Niko 6nusbko 31 minbsapaa gonapis puHky Bigeoirop y Kutai
npuxoasTbcsa came Ha MobinbHi popatku. (Nikopartners, 2022) OuHamika, wo 3o6paxeHa Ha puc 3,
nigTeBepaxye ue: ao 2026 poky 6yae npovgeHui nopiry 40 minbspais gonapis.

2021

2022

2026

0 10 20 30 40 50

Puc 3. O6c¢csr puHKy Mmo6GinbHuUXx irop y KuTtai, mnpa gonapie CLLUA
Fig.3. The size of the mobile game market in China, billion US dollars

[xeperno: (Statista, 2022)

Oyxe nokasosBum € Te, wWo nokasHuk ARPU 3pic 3 64 go 75 ponapiB 3a OCTaHHIN pik.
(Statista, 2022) KoxeH rpaBeub 3 Kutaw ctaB npuvHocutu y cepegHbomy Ha 10 gonapis Ginblie
KOXXHOro Micsius. Taka AvHamika y kyni 3 TuMm, wo y Kutai HanbinbLia KinbkicTb rpaBuiB, pobuTs Len
PVHOK Ayxe LuikaBum Ans iHeectopiB. [Mpote npobnemoto puHKy € ueHdypa. Komnaptia Kuraio
BCTaHOBWMNa Ayxe 6arato obmexeHb, TOMy AN nosisu Ha puHky NigHebecHoi HeobxiaHO mpowTn
cyBopui Bigbip Ta dinbTpauio HebaxaHoro KOHTEHTY.
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CLUA. l'onoBHO xapaKTepUCTUKOK PUHKY MOBinbHMX irop CnonyyeHux LUTaTtie Amepuku € Te,
WO BOHW € LEHTPOM CTBOPEHHS Pi3HWUX [HTEpaKTMBHUX possar. 3a AuHamikoro puHoKk CLUA
3anuMLIaeTbCa 3pOCTalYmMMm, L0 NOKa3aHo Ha puc 4.

40

10

2017 2018 2019 2020 2021 2022F 2023F 2024F 2025F 2026F

Puc. 4. O6¢csar puHky moGinbHux irop y CLLUA, mnpa aonapis CLUA
Fig. 4. The size of the mobile game market in the United States, billion USD

[xepeno:(Statista, 2022)

ARPU Takox 3pocTtae — y 2026 poui BoHO Moxe ckractu 6nusbko 170 gonapis. (Statista, 2022)
Mpobnemoto ans mobinbHux irop y CLUA € Te, Wo Maike BCA MOXNIMBa ayauTopist BXe rpae, Tomy
KOHKYpEeHLLisi 3a yBary amepuKaHCbKOro KOpMcTyBada ay>e BUCOoKa.

AnoHia € CBITOBUM narMaHoOM 3 TOYKM 30pYy CTBOPEHHS KOHTEHTY - TyT 3HaxoauTbCs
BeNnMyesHa KinbkKicTb irpoBMX komnaHii. Kpim Toro, Ansi nepeciyHoro sAnoHus came MobinbHi irpu €
ONTUManbHUM pILLEHHSIM 3 ypaxyBaHHSAM Ba)XHOro poboyoro rpadiky Ta BMCOKOI iHTEHCUBHOCTI
XnTTa. PrHOK MoGinbHux irop Anowii ouiHoBasca y 14,88 minbspgis gonapis y 2021 poui i uen
MOKa3HMK KOXHOro poky 3poctae Ha 10% (GMO-Research, 2022). Ane HamBaxnuBilwmMm €
nosinNbHICTL ayauTopii Ao MoGinbHUX irop: nokasHuk ARPU y 2022 poui cknae 420 $ - ue y wictb
pasiB 6inbLue 3a Kutan i y Tpu pasm binblie 3a CLUA. 45% rpaBuiB BigHOCATBCS 40 BUCOKOOOXOAHOI
rpynu, Tob6To THX, XTO FOTOBMI [0 NOCTIMHUX TpaH3akuin y irpax (Irep.inc, 2022).

[o npobnem puHKY MOXHa BiLHECTM HACWYEHICTb KOHTEHTOM Ta 60opoTbby 3a BiNbHWMIA Yac
rpasuiB, 60 ANOHL AyXXe HEBEMMWKY YaCTMHY BNAcHOro Yacy BUAINSATb caMe Ha BiANOYMHOK.

lNigdeHHa Kopes. Y 2022 poui uen puHOK ouiHoeTbes Y 5,25 mnpg gonapis CLUA - ue Benwvka
undpa ong nNopiBHAHO MeHLWoi kpaiHu. (Statista, 2022) na Kopei Takox xapaktepHo npasuno 10%
3POCTaHHSA PUHKY KOXHOro poky, a y 2026 poky rpatu y mobinbHi irpn 6yae Ginbl HiX nonosuHa
HaceneHHs (Statista, 2022). MokasHnk ARPU cknas 220$, wo roBoputb Npo roTOBHICTb rpaBuiB
BMTPayaTtu rpowi Ha MobinbHi irpu, npyu ubomy 37% rpaBuiB BiAHOCATLCA A0 rpynu, wo 6Harato
nnatutb (Statista, 2022).

Kopencbknii pHOK JOCUTb CXOXWIA Ha SIMOHCBKWI, ane € MEHLU NePCNeKTUBHUM Yepes MeHLLy
KINbKICTb HacemneHHs Ta HEBENMWKY KiNbKiCTb BrACHWX TOMOBMX PO3poOHUKIB. Ane, 3 iHWoro GoKy,
MiBoeHHa Kopes - TEXHOMOrYHWMI LIEHTP Takoro BMPOOHWKa cMapTdOoHiB Kk Samsung, TOMy TyT €
nepcrnekTMBa Ans MakCMMarbHOro 3abesneyeHHs HaceneHHs TenegoHamu Ta siKICHUM MOOINbHUM
iHTepHEeTOM.

lepcriekmusHi puHKU. [JO TakUX PUHKIB MOXHA BiHECTWN SIK PO3BUHYTI TEXHOMOMYHI perioHu, y
AKMX MOBINbHI irpy MEHLU NOMynsApPHi 3a KOMM'IOTEPHI Ta KOHCOMbLHI (EBpona), a TakoX perioHu, Lo
akTmBHO po3ssuBatoTbes ([liBaeHHa Amepuka Ta Adppuka).

€epona. 3 ypaxyBaHHAM TonoBux KpaiH (Benuka bputaHisa, ®paHuis, HimewdnHa) €spona mae
pvHOK npubnusHo y 14,69 mnpa gonapiB Ha pik (Statista, 2022). Lle moxe 6yt nopiBHsHO 3
ANOHCbKUM MOBGINbHUM puHKOM. Baxnueo, wo ARPU cknagae nuwe 70 pgonapiB Ha pik. Lle
MOB’A3aHO 3 ETUKOK MOBINBHOro renmiHry. [ina esponenust 6rnivkye NOHSATTS “kyniBni rpu”, KONu BoHa
BXe 1oro i He noTpebye goaaTkoBMx BNmMBaHb KowTiB. LLloao aHpiB, TO rpaBui y €Bponi TyT Takox
KOHCEpBaTUBHI - Lie CMOPTUBHI CUMYFATOPW, LUYTEPW Bif, NepLLIoro obnunyys, crpaTerii - TO6To xaHpu,
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wo Hapopgunucst ana MK Ta koHconeh. Ha uel puHOK npocTiwe 3aiTu, 3pobuTu nokanisadito
aHrniicbKko abo iHWUMK CBITOBUMW MOBaMu, ane 3apobnsitm Ha HbOMY BOAETLCS TiNlbKM KPYNHUM
KOMMNaHisiM 32 paxyHOK BenMye3Hol KiNbKOCTi rpaBLiB.

JlamuHceka Amepuka ma Agppuka. Ui perioHn 4vepes HWM3KY EKOHOMIYHMX MPUYMH MoYvanu
po3sBuBaTUCA Ni3Hile, ane 3apa3 MalwTb NO3UTUBHY AWHAMIKY. PUHOK irop Bpasunii Ta ApreHTuHu
CYKYMHO cKragae 2 mMnpz gonapis. TakoX MPOrHO3YETbCS CEPMO3HE 3POCTaHHS MOMNUTY Ha MOBIMbHI
irpy 4epes 3pOCTaHHSA KiMbKOCTI CMapT(OHIB y HaceneHHs i PO3BWUTKY TEXHOMorin MobinbHoro
iHTepHeTy (Businessware, 2022). Micuesi rpasui Ayxe nonobnsioTb CNOPTUMBHI irpy i apkagHi,
BEInuMKa YacTuHa puHky - ue aitnaxu. ARPU y Bpasunii cknagae nvwe 9% (Statista, 2022).

Y Adbpuui cutyauia ripwa. [incHo, BcepeauwHi kpaiH (Hanpuknag, AHroni) HasiBHi puUHKK Y
JeKinbka OecAaTKiB MiNbNOHIB Aonapis, ane Ans KpaiH 3 BEMNMKOK KiNbKiCTI0O HAceneHHs Le AoBoni
HebaraTo. ARPU cknagae npubnusHo 5 gonapis, WO roBOpUTb, LLO KiNbKICTb rpaBLiB 3pocTae, ane ix
NNaTocrnpoMOXHICTb HM3bka (Statista, 2022). HaBitb y 6inbw po3BuHyTUX KpaiHax Tuny [MAP
nokasHuWkn Hu3bKi. MNpuynHa, kpim GigHoCTi - cnabke TexHomnoriyHe 3abesneyeHHsi. Y cepeaHboMy Y
Adopuui BukopuctoBytoTb 1 6 Tpadiky Ha MicAub - Le npubnuaHO AeKinbka roguH rpu y cyvacHy
mMobinbHy rpy (Mordorlintelligence, 2022).

BucHoBok. KnoyoBrMu po3BiKHOCTAMU MiXX PO3BUHYTUMW PUHKaMU Ta NEPCNEKTUBHUMW €:
1) obecar puHKy; 2) cepefHi ButTpatu ofHoro rpasusa y micaubs (ARPU); 3) couianbHi Ta KynbTypHi
obmexeHHs (Tpaawuii, nokanisauis, ueH3ypa); 4) HasABHICTb CMapT@OHIB y HaceneHHs Ta
cTabinbHoro iHTepHeT-Tpadiky; 5) NOSMbHICTL ayauTopii Ta [OOMIHYBaHHS Yy KOHKypeHUil 3
KOMM'IOTEPHMMM Ta KOHCOMbHMMM irpamu. Y Tabnuui 2 HaBeAeHO MOPIBHSAHHSA  KMOYOBMX
XapakTepUCTUK AN ONMUCaHUX PUHKIB.

Tabnuys 2 — MNopiBHANBbHA XxapakTepPUCTUKA Pi3HMX perioHanbHUX PUHKIB MOGINbLHUX irop
Table 2 — Comparative characteristics of different regional markets of mobile games

Hoxig puHky Cepepiit erequm [onoBHWI
) TeMmn Joxig 3 ogHoro
PerioH .MO6mbHMX 3poCTaHHSA rpasus y KaHp Knmqoga
irop y 2022 . MOGiNbHNX 0cob6nMBIcTb
oui, Mrpa $ PUHKY MicsiLb irop
poul, (CAGR), % | (ARPU), $
KuTait 34,09 4 75,60 Arcade | CEP7O3HI LGH3ypHI
0OMEXEHHS
Hanbinblua
CLIA 22,83 8,59 121 Arcade KOHKypeHLisi
pO3poBHUKIB
SAnowisi 14,88 9,76 420 RpG | JlosnbHicTe
rpaBuiB 4o BUTpat
. [omiHauis
E'B“e””a 5,25 9,22 220 RPG ANOHCHKMX
opest 4
BUPOBHUKIB
€spona 14,69 8,68 70,04 Shooter | Hepesaray
BENMKUX NPOEKTIB
NaTtnHcbka 25 10,5 9.34 Simulator Cnabkun PUHOK
Amepuka TEXHOIOrIN
Adpuka no 1 12% 6 Arcade Cnabiuit EMHOK
TEXHOIOrIN

[xepeno: cknadeHo asmopamu Ha ocHoei (Statista, 2022)

PosymiHHS umx ocobnmBocTen € HeobxigHO nepedymoBol po3pobku cTpaTerii MOGinbHUX
KOMMaHi Ta MPUNHATTA HUMKU €PEKTUBHMX pilleHb, SK LWOAO BMXOQY Ha HOBi PUHKW, Tak i Ans
PO3BUTKY Ha iCHYIOUUX.
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ANALYSIS OF THE CURRENT STATE OF NATIONAL MOBILE GAMES MARKETS

The work includes a general analysis of the global market of mobile games and a comparative analysis of
the largest national markets of mobile games. The key indicators of the mobile games market in different
countries of the world were chosen as the object of the study. Since the beginning of the 2010s, the market has
been growing steadily by 10% every year and has trends for further development. Such a process has many
prerequisites: the development of mobile technologies, the improvement of the standard of living of the
population, the increase of free time and the popularization of interactive entertainment. The work offers a brief
description of the formation of the mobile game market and its advantages among competitors, a full description
of the global mobile game market and its segregation into the largest centers and promising markets. The
characteristics of the largest world markets: China, the USA, Japan, South Korea, the reasons for their success
and current statistics are given. The most promising world regions are singled out: Europe, Africa and South
America, and the main challenges for each of them are given. The findings provide numerical figures for
developed and developing regions and the reasons why this difference exists. The graphs of the number of
mobile game applications in the App Store, the number of players by region of the world, the dynamics of the
market volume and the forecast for China and the USA were constructed and analyzed. Comparative tables and
separated data for each of the considered regions were built. The results of the study showed that the main global
markets have a common trend of growth in both the number of players and the revenue per player. In addition,
the main challenge of the future can be considered approaching the maximum number of players and the
limitation of their free time. Another important trend is the constant rapid development of technologies, which
makes mobile games a real competitor for computer and console counterparts. The results of the research can be
used to make decisions for mobile companies about entering new markets, as well as to analyze the key
development trends for the coming years for the entertainment industry as a whole.

Key words: technology development, mobile games, average revenue per user, market size, average
market growth rate, Google, AppStore.
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