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Po3Baru € ogHOIO 3 HaBaKIMBIOINX Cdep MOBCAKICHHOTO JKUTTS
JIIOJTUHY, TTOTpeda B AKMX BHHHUKAE Bipa3y IICIA 3aI0BOJICHHS TIEPBUHHUX
moTped. 3aJ0BOJICHICTh SAKICTIO 1 JOCTYITHICTIO pO3Bar € Ui JIFOJWHHU
THAMKATOPOM 11 COIIAIbHOTO CTAHOBHWINA, & JUIS CYCIIIHCTBA — MOKa3HUKOM
PO3BUTKY KpaiHM B HUJIOMYy Ta Ii comiaabHOi chepu 30KpemMa, OCKIIbKU
(dbopMyBaHHs 1HIYCTpPil po3Bar € MPSIMUM HACIIJAKOM JOCSTHEHHS MEBHOTO
PIBHS J10XO/IiB HACEJICHHS.

TpaauniiHo  1100aNbHAa  IHAYCTpisS  po3Bar  MO3HAYAETHCS
akponiMmoM REST (Recreation, Entertainment, Sports, Tourism) Ta Bkitouae
0i3Hec, 1110 crenianizyeThcs Ha BiJIIOYMHKY, BUAOBHIIHAX PO3Barax, CropTi
ta Typusmi. Oxpnak oo¢iniiino B CIHA BuainsioTh iHAyCTpil0 Menmia Ta
posBar (mediaandentertainment — M&E), no sikoi BXOISTh BUPOOHUIITBO Ta
TUCTpUOYIisT  (iNbMiB,  TeNemporpaM Ta  PEKJIaMH, ITOTOKOBHH
MEJIaKOHTEHT, My3HKa Ta ayzio, pajio, KHATH Ta BiICOITPH.

CydJacHi TEXHOJIOTIi CHPHUAIOTH PO3BHTKY IHIYCTpii po3Bar, IO
JIO3BOJIATH 1i 3aiiMaTH 3HaYHY YaCTKY CBITOBOI EKOHOMIKH. 3a IiICyMKaMHU
2018 poky obcsr cBiToBoi iHAYCTpii n03BULI Ta Mexmia ckiaB 2,1 TpiH
nomnapis CIIIA. Yepe3 rimobayibHi 3MIHHUB CBIiTI Ta aKTUBHHHA Hepexin 0
uudposizanii iHAYCTpis po3Bar aKTUBHO 3MIHIOE BHJAM Ta CIOCOOH
¢dyHkiionyBanHs.3a nporro3zamu, 10 2030 poky cektop po3sar ta 3MI
nocsrHe mpubmmzHo 6709,4 mupa monapie CIHA 3a cepeaHbOPiYHOTO
temny 3poctanHs B 10,4% [1]. Y Ton-10 Halikpamux wmexpia Ta
po3BaxkanbHUX KoMmadii Bxoasts: ComcastCorp., TheWaltDisneyCo.,
CharterCommunicationsInc., ViacomCBSInc., Bolloré SA, NetflixInc.,
Vivendi SA, NintendoCo. Ltd, DISH NetworkCorp., FoxCorp.

OCHOBHUMH  TEHICHIIISIMH, IO XapaKTepU3YIOTh  CYJacHY
IHAYCTpitO po3Bar y CBiTi, €:

1. T'mobamizamis Ta YKpPYmHEHHS OO'€KTIB CBITOBOi 1HIYCTpIi
po3Bar, sKa ChOTOJHI MPEICTAaBICHA METaKOMIUIEKCaMH, IO HaJaloTh
IIMPOKUH CIIEKTP PI3HOMAHITHUX IOCIHYT BIAMOYMHKY Ta PO3Bar — BiJ
BHCTABOK, IOy, Teperyiagy KiHOGiNbMIB, CHOPTHBHUX 3MaraHb 0
PI3HOMaHITHUX CIIOPTUBHHUX Ta 03I0POBYMX 3ax0[liB. [HTerpamiitHi mpomecu
IHIyCTpil po3Bar Ta TypU3My TaKOX CIHpPHSUIM BHHHKHEHHIO BEJIHMKHX
pO3BaKaNbHUX TeorpadigHIX MEHTPIB Ta 30H, AKi 3a7Ty4aroTh TyPHCTIB.

2. Interpauis posBar 3 iHmMMH cepamu AisUIBHOCTI. 3pOCTaHHS
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JaHoi iHAyCcTpii BiOYyBaeThCs SIK IUIIXOM OCBOEHHS HOBHX PO3BKAIBHHX
(opM, TaK i IPOHUKHEHHSIM PO3BaXKAIFHOTO KOMIIOHEHTa B iHIII cdepu. Lle
npusBeno 10 yrBopeHHs: 1) retailtainment (retail + entertainment) —
MOEIHAHHS PO3Bar 1 pUTeillly, CIpsMOBaHEe Ha Te, 00 3poOWTH mpolec
MOKYIOK  Oimpll  mpueMHMM 1 BpaxatoumyM; 2)  edutainment
(education+entertainment) —  idmTerpamis  po3Bar Ta  HaBYAHHS,
3) sportainment (sport+entertainment) — o00’eaHaHHS CHOPTY ipO3Bar;
4) therapintainment (therapy + entertainment) — moemHanHs iHTYCTpii
3JI0pOB's Ta KPAacH 3 pO3BaraMu.

3. Temaruzamis (theming — koHIenTyami3aiis) 00'ekTiB iHAYCTpil
po3Bar 3 METOI0 3aJydeHHs IOKYIId — BHOIp €IMHOI TEMaTHKH Ta
BUKOPHCTaHHS ii SIK B 0OpMIICHHI, TaK 1 B Ha3Bax.

4. Biptyamizamiss npoMHUCIOBOCTI po3par. IlIBuakuii pO3BUTOK
TEXHOJIOTIHCTBOPIOE MOKIIUBICTD [T OTPUMAaHHS HOBOT'O JIOCBIIY pO3Bar.

['oOBHUMHU TEXHOJOTIYHUMHUTPEHIAMH B Mejia Ta iHAYCTpii
po3Bar € cydacHi TEHACHII B nMU(POBUX Mefia: MOTOKOBE MEpeaBaHHS
Bineo D2C; nomoBHeHa peanbHICTH 1 BipTyanbHa peajbHICTh SIK TOJOBHI
TeHJACHII] iHAycTpil MdpoBUX Memia; TCHACHIIT TpaHCIALIi KibepcmopTy;
GamingBoost; Al Trends; G1ok4eiiH; cepBicH MOTOKOBOI Iepeaadi My3HKH;
CIIOPT 1 YBaXKHICTB; CIIY>)KOM OHIIAifH-3HAMOMCTB; MPOTPaMH IICHXi9HOTO
3JI0pOB'sl; MOIYJSPHI IPOTpaMH Ul COLIaJbHUX MEpex; Mporpamu s
MPOBEACHHS  MOMiH;  TeXHONOril  Oe3MmeKm  OCOOMCTHX  3aXOJiB;
KOH(DIAEeHIIHHICTh NU(POBUX JAaHMX; MEpCOHali3alis KOHTEHTY; pekiama
xoutenty OTT [3].

VY Toil ke 4yac icHye HHM3Ka HpoOJieM IHIYCTpii, SIKy MOXYTh
BIUIMHYTH Ha ii Maii0yTHe QyHKUiOHYyBaHHS: 1) KOHQINEHIIHHICTD AaHUX;
2) aHTUMOHOMIOJIFHE 3aKOHOJABCTBO: 3aKIMKH PETYJIATOPIB  PO3IITHTH
CErMEHTH BEJIMKUX KOMIaHii Ha Okl apiodHi; 3) TpuBanuitedpext COVID-
19, mo cnpuYMHUB Cepiio3Hi MpoOieMH B IHIYCTpil, 30KpeMa B CEKTOPi
kiHoTeaTpiB[1].
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