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BB3XOAbT HA AYINOBU3YAJIHOTO CbAbP/KAHUE
3A KOMIIIOTBPHU UT'PU B COLNUMATHUTE MPEKH

Hukoaaii Koses

THE RISE OF AUDIOVISUAL CONTENT
FOR VIDEO GAMES ON SOCIAL MEDIA
Nikolay Kolev

Pestome: Ot 70-re rommHm Ha XX BEK Jocera TeHMHHT HHOyCTpHUSATa ce €
MpeBbPHAIA B KYJITYPEH, COLMAICH U HKOHOMUYECKH (heHoMeH. [0 HaCThIIBAHETO
Ha apyra OypHa ColldajiHa MPOMsIHA HJIM MPOLEC, TUTHTAIHATA TPaHCHOPMALIUs
e I[I/IKTyBa TCHACHIIMUTC 3a ITIJIAaBHO npeJmBaHe Ha I'paHI/IHI/ITe Ha BI/IpTyaHHI/IH u
peatHusI CBAT 3@ HACTOSIIUTE U ObeIuTe nmokosieHus. Ha ¢pona Ha Te3u nporecu
Ce OTKpOsiBa ¥ BB3XOABT Ha ayJUOBU3YaITHO ChABPIKAHKE 32 KOMIFOTHPHH UIPH.
XuOpuIHO SIBICHUE, KOSTO IPEBPbINA €JHA KOMIIIOThPHA HUTPa B CMECHIA OT
aKTHUBHO ¥ MTACHBHO 3a0aBJICHUE, KAKTO M B COIMAITHO MPEIKUBSBAHE.

Kio4oBu TymMu: KOMIIOTBPHH UTPH, COLMAIHUA MPEKH, MOKOJICHUS, JUTUTATHA
TpaHcopManusi, aHIeMust

Abstract: Since the 1970s, the Gaming Industry has grown rapidly into a cultural,
social and economic phenomenon. Until another major tumultuous social change
or process occurs, Digital Transformation will dictate the trends of blending the
borders of virtual and real worlds for current and future generations. Parallel to that
the Rise of Audiovisual Content for Video Games also stands out. A hybrid process
that turns a computer game into a mix of Active and Passive Entertainment as well
as a social experience.

Keywords: Gaming, Social Media, Generations, Digital Transformation, COVID-
19 Pandemic

Jururannara tpanchopmanus ot kpas Ha XX B. 1 Hauanoto Ha XXI B.
JIOBEZIE 710 PEBONIOLMS B MHOro obuiectBeHu cdepu. [losiBuxa ce HOBU
SBJIEHUSI KATO KOMIIOThbpHUTE UTpu. [{ndpoBusanusara Ha UTPOBU MEXaHUKHU
WIM CIOKETH U IIPEHACcSIHETO MM B JUTUTaJIHA CpeAa Ch3JAafe H3LSII0
pasnuuHa uHAyCcTpud. B cbopHuka ,,IHaycTpHsiTa Ha BUJEOUrpUTe™ IBaMara
penakropu [Tutsp 3akapuachh u TumbTu YuicsH otkposiar ‘Galaxy Game’

or 1971 r. xaro mppBaTa KOMIIOTHPHA UTPa, B KOSTO TPsOBa Ja TUTATHII
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orpejelieHa cyma, 3a Ja Moskerr jga urpaemn (Zackariasson, Wilson, 2012).
CraBa BBIPOC 32 aBTOMAT C JBE PHUKU U IIECT OYyTOHA, B KOUTO MOXeE /1a ce
ImycHatT MoHeTH oT 10 1eHTa 3a e/{Ha urpa uiau 25 1ieHTa 3a Tpu urpu. /[samara
aBTOpU TMOCOYBAT MMEHHO Ta3W Wrpa KaTo HayajloTO Ha TIeHMHUHT
UH/IyCTPHTA, 3aII0TO B HES CE M3IOJ3BAT TPAH3aKIMHM HA CPEJICTBA MEKIY
JOCTaBUMK W motpeduTen. [Ipenu Hest € UMaio MHOTO JApYyTH pa3paboTKH, HO
BCHYKH T€ ca OMJIM MM0-CKOPO BOCHHU WJIM HAYYHH €KCIIEPUMEHTH, HACOUEHU
KbM BBH3MOXHOCTHTE Ha TEXHOJIOTHATAa KbM OHOBAa BpEeMe, a HE YCICUIHH
ousnec maumnanus (Zackariasson, Wilson, 2012: 12). Ta3u cratust HIMa
amMOHMIIMATA /1a OCTIOpPBA WIIH 3aTBBPIKIaBa Te3aTa KOsl € ITbpBaTa KOMITIOThpHA
Urpa, OT KOSITO TPhI'Ba FEHMHUHT UHAYCTPUATA, HO € (DAKT, 4e Ta3u UHIYCTPHUS
CBIIIECTBYBa OT TIOBEYE OT IOJIOBHH BEK W CE pa3BUBA ChC CTPEMIJIABH
TEMIIOBE.

B cBosita cratus ,,ToBa He e copryepna uamyctpus, Keiicu O'Jlorba
3aluTaBa Te3aTa, Y€ BHUACOMTPUTE Ca MHOTO IOBEYE OT KOMIIOTHPHU
nporpamu (O'Donnell, 2012). Cnopen aBTOpa, BUACOUTPUTE HE Ca IMPOCTO
UTPU U BCEKH OIUT J]a C€ TeHepaIU3UPa, Y€ FTeMUHT HHIYyCTPHUSATA € CaMO JIsUT
OT codTyepHaTa HMHIYCTpPHsS HETJIMKHpPA MIMPOKA COLHUAIIHA, KYyITYpHA,
TEXHUYECKA U MOJIUTHYECKO-uKOHOMUYecka cuctema (O'Donnell, 2012: 17).
WzcnenoBarenar Mukonaii J[uMek Hapuuya BUACOUTPHUTE — CyOKyITypHa
UHIYCTpUSI, KOSITO € M3BBPBsIA BT OT HEIIO HEMO3HATO 10 MEHHCPHUIIM
KynTypa. JluMek mpociensBa €BOJIOLUATA HAa BHJICOUTPUTE OT HEIIO
€30TepUYHO, KOETO BEU€ MOXKE J]a C€ OTKPHUE HABCSIKB/IE, OT HUILIA — B SIBIICHUE
C pa3MepHTe Ha MaHAEeMusi, OT Nepudepuss — B LEHTHP, OT H30JIHpaHa

eKCIIepUMEHTAIHA MeIus — B yHUBepcanHa macmeaust (Dymek, 2012: 34).
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Makpo nornepg - npuxoam

2022 Global Games Market

Per Segment

Browser PC Games

$2.3Bn

Dowloaded/Boxed
PC Games

$38.1Bn

-16.9% YoY

+1.6% YoY

Console Games

$52.9Bn

2022 Total

$196.8Bn

+21%

YoY

-2.2% YoY

Mobile Games

$103.5Bn
+5.1% YoY

U3moyHuk: Newzoo Global Games Market Report 2022

®urypa 1: Newzoo Global Games Market Report 2022

Ilo mamnum ot mokmama ‘Global Games Market Report 2022° na
opraam3anusata Newzoo, 3a 2022 r. reiMHHT WHIYCTpHSITAa CE€ OYaKBa Ja
JOCTUTHE IPUX0u oT 00110 196,8 Munuapaa nonapa, cyma KoITo HaJAXBbPIIS
3HAQYUTENIHO TeYanonTe Ha (UiIMoBaTa W My3WKaJIHaTa WHIYCTPUS B3ETH
3aeqHO 3a cwinus nepuoy (Newzoo, 2022: 21). [loBeye oT monoBUHATA OT
TE3W TPUXOIU HIBAT OT WIPU 3a MOOWJIHHM YyCTPOWMCTBA, CJIEABAaHU OT
KOH30JIHUTE UTPHU, KBJETO ce 3a0ems3Ba crajl 3a nocieaHara roauna ¢ 2,2%.
Ha tpeto msicTo ca urpute 3a HACTOJTHU KOMITIOTPH, KBJETO € OTYETEH PBCT C
1,6% cmpsimo 2021 r.

Hannute ot 2022 r. 3a pa3npeAeneHueT0 Ha MPUXOIAUTE OT TEUMHHT
uHayctpusita or dur. 1 coyar UMEHHO TOBa — BB3XOABT HA HIPHUTE 3a
MOOWJIHM  YCTpPOMCTBa TMOJYEepTaBa  HaAMpeabka B  TEXHOJOTHUHTE,
JTOCTBITHOCTTA Ha YCTpPOMCTBaTa, TOJHM 3a TEWMHHI, CBBP3aHOCTTa Ha
YCTPOMCTBATA C MHTEPHET M COLMATTHUTE MPEXKHU. 3a J1a CJIe/IBa TEHICHIIUHTE,
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TEHMHUHT CEKTOPBT CE MPEOPUEHTUPA OT MPOU3BOJACTBOTO HA ,,IPOAYKT B
KyTHS“ KbM CBb3/1aBaHETO HAa WIPU KaTo ycCIyra, KOMTO C€ pa3BUBaT
MOCTOSTHHO, CJIEJIBAT HYXXAWTE W KEIaHWATa Ha TOTPEOUTENUTE BHB
BUPTYaJIHUS U PEATHUS CBAT.

@DOoKyCchT HA Ta3W CTATUA € IIOCTaBEH BBPXY ayJHOBHU3YaTHOTO
ChIbPKaHUE 3a KOMIIOThpHH Wrpu. OT Ka3aHOTO JOTYK € JIOTHYHO
BUJICOUTPUTE JIa ©IMAT OTPOMHA MPUTETATEIHA CHIIA BBPXY ayJUTOPHITA CH.
Ho mapamenno ¢ TIX ce pa3BuMBa MamabHO TIOJI€ 3a CBHITBTCTBAIIO
ayJTMOBU3YAIIHO ChAbPIKaHUE, KOETO IPUBJIMYA OCHOBHA YACT OT ChINlAaTa Ta3u
aynutopusi. ToBa € ayTmoBH3yalHO ChIbp)KaHHUE, KOETO MPOU3IN3a OT Beue
Ch3/aJIEH KOMITIOTHPHU UT'PH, HE3aBUCHUMO Jalli € JIeNI0 Ha TeHMUHT CTYua,
NOoTpeOUTENN B Mpekara, MEIMA WK JPYTro, HE3aBUCHUMO JIAIH IIeJITa MYy €
peksiama, MapKeTHHT, pa3BlieueHue, puHaHcoBa usroja win apyro. Ot 2013
r. 10 2019 r. reiiMHHT KaHaI € Ha TBPBO MSCTO 10 Opoii aboHatu B YouTube,
a mpe3 2022 1. Bce omie e B Tom met (Petrova, Gross, 2017). U toBa He ¢
u30JMpaH npuMep. B pennna miuatdopmMu 3a BHACOCIOICISHE, CPell KOUTO
YouTube, Twitch, Facebook, Mixer u nap. ce HabiromaBa pHCT Ha Taka
Hape4yEeHOTO CIIOEIsHE HA TeUMILIeH chabpxKaHue (MpeaaBaHe Ha KUBO WK
Ha 3aIuc OT cecus B urpa). BakHo € yTouHeHueTto, ue mnpe3 2022 T. CBeThT
3alMovyHa Jia W3JM3a OT TPUTOJIUINCH IEepPHOJ] HA CTPOTH OTpPaHHYCHUS,
Hajo)keHn 3apagu  nangemusita or COVID-19. B  ycnoBusara Ha
OesrpereieHTHAaTa CBETOBHA 3/IpaBHA KpH3a OsXa YCKOPEHU MPOLIECUTE Ha
YeTBbpTaTa HWHAYCTpPHUATHA pEBOJIOLMSI. A HMEHHO BBBEXKIAHETO Ha
U3KYCTBEHUsI WHTENEKT, VHTepHeT Ha Hemara, aBTOHOMHHU MPEBO3HU
CpeacTBa, poOOTH3alUs M AUTUTAINU3AlMs BbB BCUYKU c(epu Ha >KMBOTA
(Schwab, 2017:1). TepceHeTo Ha BCHYKH BHUJJIOBE MEIAWU, TCICBU3UOHHU
nporpamMu  (IMHEHHWM W 7O TIOMCKBaHE), KpaTKWTE BHAECO (opMaTu,
CTpUUMUHIBT (IIPEeIaBaHETO HA MOTOK OT JAaHHH B PEATTHO BPEME) Ha My3UKa

W OHJIAWH WUTPH, 0COOCHO B Teorpad)Cku paloOHU, 3aCErHaTH OT BPEMEHHUTE
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3a0paHH Jia ce HaIyCKaT JJOMOBETe, ce yBenuuu 3Hauntenno (Pogorel & Preta,
2020).

B Ta3m cratus HapacTBamoTo Ch3JaBaHe U TMOTpeOIeHHE Ha
ayIMOBH3yaIHO CHABPKAHUE 3a KOMIIOTBPHU UIPH Cce€ OOBBpP3BAa C
MOKOJICHUSTA, POJICHU B YCIOBHU I'paHulld OT 80-T€ roJIMHA Ha MUHAJIUS BEK
1o kpast Ha 20-te roguau Ha XXI| Bek. 3a menTta ca M3MOI3BaHU JaHHU OT
IIpOy4BaHMsI B FTEMIMHUHT ceKTopa, HanpaBeHu oT 2020 r. 1o 2022 r. , 1aHHU OT
Google Trends, YouTube aHaauTuKu 1 pe3yaTaTd OT npoy4BaHus Ha IPSOS u
Statista. OCHOBHHST HW3CJIEIOBATEIICKH BBIPOC, KOWTO IENU Ja OTKPOU
CBBp3BalllaTa HUIIKA MEXIY BCHUKH HAJUYHU JIAHHU €. Ha KaKBO C€ JBIIKHU
TEHACHIUATA MOTPEOUTENNTE HAa KOMIIOTHPHH UTPH Ja TIEeAaT TOJIKOBA

MHOI'O ayJUOBU3YyaJIHO CbAbpPKaHUEC, HAIIPABCHO 3a KOMITIOTHPHU I/Il"pI/I?

Makpo norneg - notpeébutenu

Global Player Forecast
2020-2025

3,534M

3.057M 3,198M 2022 PC Players
2,879M 1,045M
2022 Mobile Players
2,675M
2022 Console Players
603M

2020 2021 2022 2025

M3moyHuK: Newzoo Global Games Market Report 2022

®urypa 2: Newzoo Global Games Market Report 2022

3a na pa3bepeM Ha KakBO C€ JBJKAT BCUUKH T€3M IMPOLECH, ITBPBO
TpsiOBa J1a ce oObpHE BHMMAaHHWE Ha TEHACHLMHUTE CPEJ MOTPEOUTETUTE.
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Cnopen mpoyuBaneto ‘Global Games Market Report 2022° B riobanen
Marad mporuo3ata € OposT Ha UrpacliuTe KOMIIOTBPHU UIPU Ja MPOIBIDKU
na pacre mone 1o 2025 1. B Hawamoro Ha maxaemusTa OposST Ha
NOTPEOUTENNTE HA IPOLYKTH U YCIIyTH, Ch3AaIeHH OT TeHMUHT MHLyCTpUATA
e 6un 2,9 munmapaa nymu. Ogaksa ce OposT UM Ja HAAXBBPIU 3,5 Muarapaa
B Kpast Ha mbpBaTta 4eTBbpT oT XXI Bek. [lo Bpeme Ha manaeMmus, KoraTo
MHOT'0 OT XOpara 110 cBeTa 0sxa MPUHYJICHH Ja OCTAaHAT MO JJOMOBETE CH U JI0
rojisMa CTEMeH Ja MOJYUHSAT €KETHEBUETO, paboTara, CBOOOTHOTO BpeMe,
BPEMETO ChC CEMEWCTBOTO IIPEJ MOHUTOPUTE BKBIIH, JIOTUYHO € FEHMUHT
UHAYCTpUATA J1a 0TOEIeKH HOBH PEKOPAU B MPOJaKOUTE U MOTPEOIECHUETO.
KbM komntorspHuUTE UrpH B iepuoaa 2020-2022 r. ce npucheMHsIBaT MHOTO
HOBU WIrpayd, KakTo M OuBmM reiimMbpu. [lanmemusara Bce ome He €
OTUIyMsUIa, HO Hal-peCTPUKTHUBHUTE MEPKH OTMaJaT Ha BCE MOBEYE MECTa.
Brrpekn ue xopara Bede MOrat CBOOOIHO J1a U3JIU3aT, Ja Ce Cpemar ¢ OJU3Ku
U NpUATENH, Aa CHOPTyBaT HAa OTKPUTO U Jla Ce BbpHAT KbM OOHMuaiiHHUTE
JEMHOCTU OT >KMBOTa CH MPEAU MaHAEMHSITa, MHO3MHA NIpPOABIDKABAT Ja
OTHENAT BpeMEe 3a KOMIIOTBPHUTE WMIPHU, KOUTO Ca Urpajd IO BpeMe Ha
JokaayHute. [IpuunHaTa € B SBICHUETO ,,IpuiiernuuBocT™ (Stickiness) kbm
KOMITIOTBPHUTE WUIPH, KOETO ce u3pas3siBa B TOBa IOTpeOUTENUTE Ja
U3rpaXIaT IBJITOTpaiiHa Bpb3Ka ¢ mo0umara cu urpa. B cBoero usciensane
,»OKHBABaHE Ha pas3kaza. 3BYKBT BbB Buueourpute” Bspa AHremona
pasriexaa ApYyr KIYoB e(peKT Npu TeMHHT ChIBbPKAHUETO, a MMEHHO
MOTAIsIHETO — YCELIAaHETO 3a OTKbCBAHE OT pPEaJHOCTTa TYK W cera u
npeHacsiHe W3IS0 B cBera Ha urpara (Anrenosa, 2023). ,EmHa oT Haii-
pa3snpOCTPaHEHUTE XaPaKTEPUCTUKH Ha BUJIEOUTPUTE KATO 1510 U HA 3ByKa B
YaCTHOCT € HErOBOTO CBOWCTBO/KadecTBO/(DYHKIIHS/TIPETEHIUS HAIIBJIHO Ja
noTanst (immersion) mOTpeOuTeass B HUrpoBusi CBIT. CHCTOSHHETO Ha
JIOBOJICTBO C€ OCHUTYpsiBA OT KOMOMHHMPAHOTO BB3ACHCTBHE HAa BU3YaJIHO U
3BYKOBO chIbpkanue. [I[pousBoautenute Ha UrpH (reiim qu3aitHepu) rOBOPSIT

3a HEero Karo 3a camopa3OupaeMa uacT OT NOTpeOsIBAaHETO Ha HIrpuTe*
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(Anremnora, 2023: 12). Or riaemHa TOYKa Ha WHAYCTPHSATA, ePEeKTUTE HA
MOTaTsTHE U PUJICITYMBOCT C€ TIOCTUTaT, KOTaTo C€ HHBECTUPA B HAPATHB U B
cTpareruu 3a 3aabpxane (retention) nHa BHuManuero. M3BoabT, KOMTO MOXeE
Jla ce HampaBH, €, Y€ YeCTO BHJICOMTPUTE MMAT CHIIHA TIPUTETaTellHa CHJIa,
KOSITO M3TPak/ia ABJITOTpaiiHa Bpb3Ka Ha MOTPEOUTEIIS C UTPaTa U OOIIHOCTTA
OKOJIO Wrpara, a TeAMHHI CTyJMaTa ca MPOAKTHMBHM B HAMHPAHETO Ha
MEXaHM3MH J1a yIbJDKAT €PEKTUTE Ha IMOTAaIsTHE, IPUIICITYUBOCT U 3aIbpiKaHe.
IMoaxom 3a pa3bupaHeTO Ha aKTyaJHHUTE TCHICHIUH IPU Pa3BUTHETO HA
TeMHUHT HHIYCTPUSTA € 1a ObJie pasriiefiaHa Ta3h OrPOMHA Maca OT TeiMbpH
npe3 mpu3Mara Ha TEOPUUTE 32 CHBPEMCHHHUTE T[OKOJCHHUS H

HOTpe6I/ITeJ'ICKI/ITe HaryiaCu, KOUTO MpOosABABA BCSIKA Bb3paCTOBA I'pyIia.

[lokonieHna noTpebuTenm

A
,? Gen Z: ot 10 fo 24 roamHu ‘j. Gen X: ot 41 go 55 rogmHu
[ oY

~IN
D Millennials: ot 25 go 40 roguHu @ Baby Boomers: oT 56 40 65 roauHu

o ks

% Leisure Time Spent per Entertainment Platform (Outside of Work)
Base: Total sample

Gen Z Millennials Gen X Baby Boomers

Traditional entertainment

14%
Reading
15% Listening to music

Watching broadcast TV

Modern entertainment

18% Streaming movies/series

14% Social networks
ﬁ 25% 18% % Playing video games
10%

®@urypa 3: JlaHHN ¥ BU3yaJIu3anus

M3rounnk: Newzoo How Different Generations Engage with Gaming 2021

Moske 1a mpociieJMM HavaloTo Ha TEOPUUTE 3a MOKoeHusTa ot 20-Te
u 30-Te roguHu Ha MuHanus Bek Ha Xoce Oprera u ['acet, kakro u Ha Kapn
ManxaiiM. OCHOBHMST €JIEMEHT B TEXHUTE TPYJOBE € CXBaIlaHETO, 4e
pa3IMYHUTE TIOKOJIEHUS CE PaMKUpPAT OT CXOJEH KUTEHCKU U UCTOPUYECKU
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neT. B cBos Tpya ,,IlpoGremMbT Ha mokoneHusTa” ManxaiiMm u3ciensa
KOHIIENIIMUTE 3a  ,JI0O3UTUBHATa“ W  ,,pOMAHTUYHO-UCTOpPUYECKATA"
dopMmynupoBKa Ha TpoOjeMa ¢ IMOKOJEHUeCKaTa TEOpHs, B ThpCEHE Ha
OOSICHCHHETO 3a OCHOBUTE M TPEANOCTaBKHTE 3a IMPOTPEC, Pa3BUTHE HA
obmecrBata u commanHa upomsHa (Mannheim, 1952). TI'epmanckust
COIMOJIOT  OTpe/ies TOKOJEHUsATAa KaTo COIUAICH (EHOMEH, KOHTO
NpEe/ICTaB/IsIBA HUIO IOBEYE OT ONPEICICH BHUJ JIOKAIHA HICHTUYHOCT,
BKJIIOYBAIllA CBBP3aHH BBH3PACTOBM TPYIH, BBBICUCHH B COIHAIHO-
ucropudecku mporec (Mannheim, 1952: 292). Jlanu e ce nepuHrpa HOBO
MOKOJICHHE Ha BCSKA rojuHa, BceKu 30 TOAMHU, BCEKH CTO TOJUHM MJIH AN
u300110 TOBa M€ C€ CJIyuBa PUTMHUYHO 3aBUCH OT JPACTHYHOCTTA Ha
HacThIIBaIaTa MPOMSHA B COLMAITHUS U KyITypeH mpoiiec (Mannheim, 1952:
310). 60-te rogmuu Ha XX Bek ca Oes3aHU OT MPOTECTH M COIHAITHH
BBIHCHHS. ToraBa ce o)opMs TEOPHS OKOJIO YCEIIaHETO 3a MPOMACT MEKIY
TIOKOJICHUSATA, a OT cpenara Ha 90-Te, ¢ mosiBaTa Ha MPEKOBOTO OOIIECTBO, CE
HOSIBSIBA U TEOPHUATA 32 IUKIMYHOCT/TIOBTOPSEMOCT Ha IMOKOJCHHsTA. T
CBBIIaJ]a ChC CHUTYyallUsATa, B KOATO MJIQJUTE TOKOJICHUS Ca TO-HAmpea OT
CTapHUTe TOKOJICHUS B WHOBALMUTE, CBBP3aHU C JUTHTATHUTE TEXHOJIOTHUU
(Leccardi, Flexa, 2010: 7). Taka ce 060co0sBaT HIKOJIKO MOKOJEHUS, KOUTO
ca JOOWJIM MPUEMCTBCHOCT B MAPKETHHIOBHTE MPOYYBAHUS OT HAYaJIOTO HA
XXI Bex karo ,,beiton Bymbpu* (Baby Boomers), ,Iloxonenne Xwukc*
(Generation X), ,,Munenusiu‘ (Millennials) u ,,[Toxonenue 3et* (Generation
Z). B Te3u KaTeropuu momaaaT ChOTBETHO X0OpaTa Ha Bb3pacT MEKIY 56 u 65
roquan (Baby Boomers), Bw3pacroBara rpyma ot 41 10 55 romuHH
(Generation X), crmeaBanu OT MOKOJeHHETO Ha 25 1o 40-roauiiHuTe
(Millennials) u Haii-mnagoTo mokojenue — toBa Ha 10 10 24-TOAUIIHHUTE
(Generation Z).

Ot nanaute BbB dur. 3 Moxke SCHO Ja ce OTKPOSAT OOIIU MOJCTH Ha
MOBEJICHUE TMPH Pa3IHYHUTE BH3PACTOBU TIPYIH, KOTaTO CTaBa BBIPOC 3a

norpeOiieHue Ha ChAbpXKAHME 3a 3a0aBleHUE B CBOOOJHOTO BpEME.
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[loxonenue 3er 1 MuwieHWBIM NPEANOYUTAT Taka HAPEUYEHUTE ,,MOACPHU
3a0aBieHUA‘, KaTO CTPUUMHUHT TUIATGOPMUTE, COIHATHUTE MPEKH U
BUJICOUTPUTE 32 CMETKA HA CMATAHU 3a MO-TPaJAULIMOHHU JEHMHOCTH KaTo
YyeTeHe, CiyllaHe Ha My3uKa M TleAaHe Ha TeneBusus. I[lo-mmanute
IIOKOJICHUSI TIpeKapBaT IOBEYE OT IMOJIOBHMHATAa CH CBOOOJHO BpeMe B
UHTEPHET, KaTo €/lHa YeTBBPT OT HEro OTIENAT 3a KOMIIOTHPHHU HIPH.
[loctura ce HsAkakBa (opma Ha OalaHC MEXAYy MACUBHO U aAKTHUBHO
3a0aBienue. I[IpocTpaHCTBOTO, KBAETO C€ pasrpbllla Hai-MacoBO TOBa
3a0aBlieHHe, € HMHTEpPHET, KaTo OHJIAH IUIaTGOpMHUTE ca OT KIIOYOBO
3HaueHHUE 3a paz0MpaHeTO HAa MPUUYMHHUTE 32 BB3X0J/la HA ayJAMOBU3YaTHOTO

CbAbpPIKaHUC 3a KOMITIOTBbPHH UTPH.

MySpace YouTube Twitch
Facebook Twitter Reddit
Snapchat Instagram TikTok

®urypa 4: Jlannn: Google Trends — 2005r. go 2022r.

3a nga mpocieis TEHACHUUMUTE IMpU €AHU OT HAW-TIOMYJISIPHUTE
wiathopmMu oHNaiiH, u3noa3Bax manau ot Google Trends. Cer CtuBbHC-
JlaBu10BUIl € aMEPUKAHCKU YY€H, TOKTOP 10 MKOHOMHUKA OT YHUBEpPCUTETA
Xapsapa u ouBi ciyxuten Ha Google. Toii uscneaBa OrpOMHU MacMBH OT

undpopmanus (big data). B cBosita kumra ,,Beexku mpxe. KakBo mHTEpHET
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MOXX€ Ja HM Kake 3a TOBa KOM HAMCTHMHA CME€ BCBHIIHOCT CTHUBBHC-
JlaBuoBUIl TpeAU3BUKBA IUCKYCHS 32 TPAJIULIMOHHUTE METOIU 3a ChOMpaHe
Ha WH(OpPMAIIKS KaTO aHKETH U OOIIECTBEHU IO TBAHUS, KATO TH CHITOCTaBS
¢ manHu ot arperaropa Google (Stephens-Davidowitz, 2017). B nerosute
excriepuMeHTu oT 2016 r. uMa npsika Bpb3Ka MEKIy aMEpUKaHCKUTE 111aTH, B
KOWTO MMa Hal-ToJIsIM Opo¥ ThpCEeHUsI Ha AyMara ,,Hersp‘* B ['yrbi u marure,
kouto u3aurnaxa Jlonang Tpbmi 3a npe3uaeHT. MHOXECTBO NIPOYUYBAHMUS 110
MeTO/1a Ha OOIIECTBEHU JOMUTBAHMS KbM OH3M MOMEHT Ch3/laBaT KapTHHATa
3a mocrt-pacoBa yrtonuss B CAIll, HO B JEHCTBUTENHOCT pa3leleHUEe B
aMEpPUKAHCKOTO 00ILIECTBO BCE OIIe UMa U 110 TeMaTa pacu3bM. B kHurara ca
MOMECTEHU peAnIia MPUMEPH OT MOAOOHH U3cleABaHUs B cepara Ha CIIopTa,
MEIUIIMHATA U T.H., KaTO aBTOPBT MPaBU 3aKIOYEHHUETO, Ye: ,,MHPpOopMaLusTa
OT ThpceHuTe aymu B ['yrea cama mo cebe cu e mHpopmarus. Korato u
KBJIETO XOpaTa ThPCAT (HaKTH, IUTATH, IIETHU, MECTA, APYTH X0pa, Hellla Uin
MOMOIII, U37TN3a, Y€ TOBA MOXKeE Jia J]ajie MHOTO MoBeve MHPOpMaIus 3a KakBO
YOBEK MMCIIH, JK€JIae, OT KAKBO CE CTPaxyBa WUJIHU MPaBH, KAKBOTO HUKOU Ipyr
He Ou Mmoren gopu ga mpemmoioxu™ (Stephens-Davidowitz, 2017: 4).
AMEpPUKaHCKUAT M3CIIEI0-BaTeNl CMsTa, Y€ JJaHHUTE OT ThpceHusTa B Google
ca Haif-BaxHaTa KOJIEKIMS OT HH(QOpMalus 3a YOBEIHIKaTa TICUXUKA
(Stephens-Davidowitz, 2017: 14)

ArperaTopbT T1O3BOJISIBa O€3IJIaTHO HW3MOJ3BaHE HA JaHHU 3a
IIPOM3BOJIEH IEPUOJ OT BPEME OT CBIIECTBYBAHETO HAa Thpcauykara, KaTo
M3MepBa KOJIMYECTBOTO ThPCEHHUs HA JaJeHa AyMa B TO3u nepuod. Taka 3a
nepuona or 2005 r. o 2022 r. SICHO ce BWXKIAT TPU TEHAEHIMH. BisiBo Ha
®dur. 4 ca miaardpopMuTe, KOUTO ca OTOENsA3aM OTAaBHA CBOS MUK Ha
HOMYJIIPHOCT M Oenexxat cnan. B cpemara ca Tpu Tuma niaatdopMu, KOUTO
npe3 2022 1. ce HaMupaT B CBOs UK WJIM ca B IJIATO, Ciie/ OTOesI3BaHe Ha
CBOsl MMHK, KaTO MPOrHO3aTa € MO-CKOpO 3a CHaj Ha MOIMYJISIPHOCTTAa UM. A
BISICHO Ha rpadukara ce BWXKAAT TpU IUIaTGOpMH, KOUTO BCE OIIE HE ca

or0ens3and CBOS MUK W mHomyjspHoctta uM pacte. [lociaennute Tpu
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wiatopMu MOXKE YCIOBHO Ja ce Hapekar miaropMuTe Ha ObICHIETO,
JIWUTUTAJTHATE MPOCTPAHCTBA HA MJIAJUTE IOKOJICHHS, B KOMTO MOXE Jia ce
OYaKBaT HaW-OypHHTE pa3BUTHA. AKO pasrjieJaMe BCSKa OT COIMATHUTE
MpEXH MOOTACIHO, MOXE Ja Ce HampaBsT 3aKIIOYeHHs Ha Oa3zara Ha
KOHKPCTHU CTBIIKM WJIHW CII'BHKKM B PAa3BUTUCTO UM, KOUTO HACOYBAT
BHUMAHHETO 3al10 €/IHa UJIK JApyra ca ouim TMOMYJISIPHU B TOAVMHUTE U CIICI
ToBa ormupar. Ho ako morieHem mo-mamiadHaTa KapTHHA OT BPEMETO Ha
mIRC, ICQ, Skype, MySpace, Facebook, Twitter, Instagram, TikTok, csxart
MUMa MOJIeNl, 4ype3 KOMTO najeHa rmiaropma M3rpsiBa, yBINYa CbOTBETHHTE
NOKOJICHHST B pa3jiMyHa CTENCH, CJIeJ KOETO TEXHOJIOTUYHO WM
AITOPUTMUYHO C€ 3aJbXBa Ja 3aIbpKH BHHUMAHHETO EIHOBPEMEHHO Ha
MIIQIITe, KOMTO TOCTENICHHO OCTapsiBaT JIOKATO IOJI3BAT IUIaTGopMara u
MIIQIUTe, KOWTO TEIbpBa IMPOXOXKAAT B HpuiiokeHHeTo. O0ocoOsBar ce
HJIaT(bOpMI/I, B KOUTO CHOTBCTHH IMOKOJICHUS HJIM BB3PACTOBU I'PYIIU Ca II0-
aKTUBHH. B pe3ynTar nomyispHOCTTa Ha CTapuTe MIATOPMH OTIIYMSsIBA U HA
TAXHO MACTO CC HACTaHABAT IMIPUTIOKCHUATA, KOHUTO HOCAT HOBOTO,
MOJIEPHOTO, TEXHOJOTWYHUs Tporpec. Ciea KOETO LUKBIBT CE MOBTaps.
[Mnatdopmute u3rpsBaT M 3ajsA3BaT, HO HOCHTEIUTE Ha Mporpeca ca
HOTPEOUTENNTE U ChABPKAHMETO, KOCTO CIIOJEINAT WM MOTpedsiBaT. 3aToBa
cienBa Ja ce OObpHE MOIJIE] BBPXY TOBAa — KaKbB THIl ChIbPKAHUE €

HOIYJISIPHO Cpell TeiMUHT OOLIHOCTUTE B MHTEPHET?
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[loTpebneHue Ha ayanoBM3YyasIHO
CbAbpXKaHMe 3a KOMMIOTbPHU UTPU

Generation X

Overlap of Players & Viewers*
As a share of both groups combined

5%
Viewing
Only

Top gaming content watched
Base: Viewers

1. Gameplay (45%)
2. Tips & tricks (35%)

3. Comedic gaming videos/compilations (34%)

Baby Boomers

Overlap of Players & Viewers*
As a share of both groups combined

4%
Viewing
Only

Top gaming content watched
Base: Viewers

1. Reviews (31%)
2. Gameplay (28%)

3. Tips & tricks (27%)

®@urypa S: JlaHHM ¥ BU3yaIu3auus

Nsrounnk: Newzoo How Different Generations Engage with Gaming 2021

B moxmama “How different generations engage with gaming in 2021’
(,,Kak pa3nmudHuTE MMOKOJICHUS Ca aHTAKUPAaHHU C KOMIIOTHPHU urpu 2021 1.°)
ce OTKpMBa MHTEpECHA B3aUMOBPbB3Ka MEXKAY UI'PACHETO HAa KOMIIOTHPHU
UTPH U TJIEJJAHETO Ha ChIbp)KaHUE 3a KOMITIOTHPHU UTpH. beiloubymbpure
MOJX0XJAAaT MHOIO KOHCEpBATMBHO IO C€ OTHACS [0 ayJMOBU3YAIHOTO
ChIbpKAHUE 332 BUACOMIPH, KaTo easa 19% or moTpebuTenuTe Ha JajeHa
Wrpa rieaar ChIbpXKaHue, CBbP3aHO C Hesl B OHJIalH 1uiatdopmure. Orie mo-
JIOTMYHU €a U NMPUYUHUTE 32 TOBA — OCHOBHO ThPCAT B MpEKaTa PEBIOTA, 3a
Jla CE€ OpUEHTHpAT MpU CleABalla MOKylKa Ha Wrpa, reumIviedn u
pa3siCHUTEJIHM BHJea Kak Ja ObJe NpeMUHATO JajeHo HuBo. Ilpu
nokonenneTo Xukc (Generation X) Beue ce HaOMIOAaBa MPUIOKPHBAHE OT
51% BBB BpeMeTO 3a WrpacHe W TieAaHe, HO MPUYMHUTE HE ca MHOTO IO0-

paznuuHyu. OCHOBHO C€ ThpPCHU IeiiMILIEN ChAbpiKaHHUE, Pa3sICHUTEIHHU BUea
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¥ B Hali-MaJbK MPOLEHT — KOMOWIAIMU OT KaJpu OT WIPH, KOUTO HMMAT
pasBiekateneH xapakrep. Conuanu3upaniara QyHKIUS Ha ayIMOBU3YITHOTO
ChAbpXKAHUE 32 KOMIIOTHPHU UTPU HE € OT BOJICUIO 3HAUYCHHE MPU TE3M JIBA
THUIIAa TIOKOJICHHUS, KOETO € B MOJKpena Ha JaHHUTE OT Dur.3, KbIeTO SICHO Ce
OTKPOU TEHACHIMSATA — I[O-Bb3PACTHUTE TIOKOJEHUS Jla H3M0JI3BAT
CBOOOJTHOTO CH BpeME 3a ,,MIO-TPAJAUITMOHHU 3a0aBleHUA , MO-CKOPO HE B

OHJIAMH cpena.

[loTpebneHue Ha aygmMoBU3yasiHO
CbAbpXKaHUe 3a KOMMNITbPHU UMPKU

Generation Z Millennials

Overlap of Players & Viewers® Overlap of Players & Viewers*

As a share of both groups combined

4%
View
Only

As a share of both groups combined

4%
View
Only

Top gaming content watched Top gaming content watched
Base: Viewers Base: Viewers

1. Gameplay (53%) 1. Gameplay (53%)
2. Comedic gaming videos/compilations (44%) 2. Comedic gaming videos/compilations (43%)
3. Favorite streamers/content creators (43%) 3. Favorite streamers/content creators (39%)

®urypa 6: JlaHHU ¥ BU3yaJu3anust

Wzrounnk: Newzoo How Different Generations Engage with Gaming 2021

dur. 6 mpencraBs JaHHUTE OT CBIIOTO MPOYYBaHE, KBAETO
NPE/ICTABUTENINTE HA JBETE HA-MIIagu W3CJIEIBAHU TMOKOJICHHS ITOKa3BaT
3HAYUTENECH HHTepec — 3a npubmusurenno 70% oOT TAX TIETaHETO Ha
ayAMOBHU3YAJIHO CHIbP)KAaHHE, CBBP3aHO C JIOOMMHTE UM 3arjiaBhs € CHIIO
TOJIKOBA BaKHO, KOJKOTO M UTPACHETO Ha KOMIIOTHPHU UTPHU. B Tom Tpu Ha
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NPUYMHATE AaHKETUPAHUTE B TE€3U BBH3PACTOBU I'PYNH NIOCOYBAT IJIEJJAHETO HA
KaHaJM Ha MHQIYSHChPHU (TUAEpU HA MHEHHUE) U TEHMUHT BJIOT'BPH, PEIOM C
reMIUIEN BUEaTa U pa3BIICKAaTEIHUTE KOMIMIAMU. ToBa ca MOKOJIEHUATA,
YUATO COIMAJIHA Cpela TMpecKkada HeNpeKbCHATO TpaHUIaTa MEXKIY
BUPTYaJICH U pPeaJicH CBSAT, TOBA ca MOTPEOUTENHUTE, KOUTO THPCAT MOCTOSTHHA
BpB3Ka C MpeXaTa, 3a Jla ca CBbP3aHH C XOpaTa, KOUTO ca BaYKHH 3a TAX H ca
AKTUBHU OHJIAMH, 3a€THO ChC ChIBbPKAHUETO, KoeTo moTpedsBar. [Ipe3 2017
r. Exarepuna IlerpoBa u Hera I'poc myOnukyBar cratus B 6siora Ha ['yrbi,
Ha 0a3ara Ha pe3yiaTaTtu OT m3cieaane Ha IpsSos u Flamingo, usnon3Baiiku
naHHu oT twiatdopmara YouTube. M3cnenoBarenckust BbIIPOC, KOWTO ABETE
ABTOPKM CH 33]1aBaT, € 3aIll0 HIKOW OW TIiefan ayAHuOBU3YaTHO ChIbpiKaHUE
3a KOMITIOThPHA MTPa, KOTaTO MOKe IPOCTo ja s urpae (Petrova, Gross, 2017).
PesynTarure oT mpoy4BaHETO MOrar Ja ce 0000UIAT B 4 OCHOBHU KaTErOPHH:

1. 3a oOmiHoCTTa — 3apajii yCEUaHEeTOo Jla CH YacT OT HEIo, KOETO €
MO-TOJISIMO OT T€0 caMusl.

2. 3apamyu mpuoOIIaBaHETO — YyBCTBOTO Ja ObJIEII TPHUET.

3. 3apamu 3a0aBIE€HHUETO — OATCTBO OT PEATHOCTTA.

4. 3apanu >KeJTaHUETO Jia ce pa3BUBAlll, Ja Mo00psBall YMEHHATA CH
U J1a yYUII HOBU Hella.

CTpyKTypHpaHu JaHHU OT U3CJIEABaHETO HA IPSOS mokasBar, 4e ole oT
2017 r. 61130 MOJIOBMHATA OT aHKETUPAHUTE reiiMmbpu B YOUTube criozersr,
Ye rpeKapBaT MoBeYe BpeMe B IUIe[aHe Ha TeIMHUHT ChAbP)KAaHHE, OTKOJIKOTO
B urpu. M3anon3pamure miatdopmara 3a BUAEO CIIOAEISHE, 3a J1a MOIbPKaT
BPB3Ka C TEXHUTE TeUMUHT 00ITHOCTH, ca 56%, a 73% TBBpaAT, ye obuyar aa
[JIeJaT Kak APYry Xopa Urpadrt urpu B Mpeskata. [Ipuunnute morat 1a 6baat
MHOT'0, HO BOJICIIIaTa, CIIOPE]] MEH, € B pa3IfKaTa My aKkTHBHO U TACUBHO
3abaBieHue. MrpaeHeTo Ha KOMIIOTHPHU MIPH aHTaXHUpa B rojsiMa CTENeH
ceTHBaTa, KOHIICHTpAIlMATa, yMa Ha UTpaenure. Buaeourpure umar cuiara
Jla Ch3JaBaT yCEIIaHETO 3a MBJIHO ToTamsHe (ImMmersive experience) B

UCTOpHUATA, CIOKETa WM WrpoBara curyauusa. MrpaeHero wu3ucCKBa
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ompeAeNeH yMeEHHUs, Obp3MHAa © CPBYHOCT, KOETO MOXe 1a Objae
HaToBapBallo 3a opranuzMa. OT apyra cTpaHa, CTOM IMaCUBHOTO 3a0aBlieHUE
— TJIEJIAHETO Ha TeMUHT ChIbpkaHue. [Ipu HEro opraHu3MbT U Chb3HAHUETO
ca MaKCHUMaJIHO pa3TOBapeHu, KaTo MOTPEOUTENSAT MOXKE J1a Ce Hacaaau B Io-
IIbJTHA CTETICH Ha HCTOPUSITA, CEOXKEeTa, MEXaHUKaTa UITK JlajieHa cutyarus. Jla
ChIIpEXKUBEE MbTS HA reposi, KOMTO ce pa3BHBa B UTpaTa, J]a ce€ Bh3XUIllaBa Ha
Obp3uHAaTa, YMEHUSATA U CPHYHOCTTA HA UTPava, KOUTO CTOM 3a]] ChOTBETHUS
repoil. [lonoOHO Hemlo ce HabM0AaBa U MU IJIelaHeTO Ha MAaCOBH CIIOPTHHU
CHOUTHS, KBJIETO rOJIIMa YacT OT IMyOJIMKaTa CIEIU MO TeJIeBU3UATa MAaYOBETE
Ha JIIOOUMHTE CH OTOOpPH, HO OTJETHUTE (PEeHOBE €/1Ba JIM CTHIIBAT HA TepeHa

TOJKOBA Y€CTO, KOJIKOTO HpO(l)CCI/IOHaHHI/ITC urpayvmu.

A 3all0 BCBLIHOCT XopaTa Urpasr?

Share of respondents
0% 10% 20% 30% 40% 50%

BarcTeo ot
eMeaHEBHETO

48%

3anbaBaHe Ha
Bpeme

MocturaHe Ha yeau
(MHCHKM B Mrpara)

MpuyuHa

WrpuTe ca
3aBnajasalm

OTKPHBaHE Ha HOBK
CBeToBE U MCTOPHHK

®urypa 7: lanuu — Statista 2020

Statista my6mukysa mnpe3 2020 r. mpoydyBaHe 3a HArjacuTe Cpej
reiimbpute B CAILl, kaTto enuH OT BoJCIIUTE BBIPOCH LIEIH Ja ce pazdepaT
OCHOBHMTE IIPUYMHU, IIOPAJH KOUTO XOpaTa UrpasiT KOMIIOTBPHU UIPH.

IIpoyuBaHeTo OTKpHBa MET OCHOBHU MOTHBA!

1. bsarcrBo oT exxeqHEBUETO.

2. 3ambiBaHe Ha BpeMe.

3. Tlocrurane Ha nenu/mMucHu B UTpara.
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4. MUrpute ca 3aBnaasBaiiy.

5. OrtkpuBaHe Ha HOBH CBETOBE U HCTOPUH.

AKo ce onuTaMe Jja HalpaBUM Iapajiell MeXly U3ciie/BaHeTo Ha |psSos
or 2017 r. u na Statista or 2020 r., OoTKpHBaMe MHOI'O CXOJCTBa B
MOTHUBAIMSITA HA TOJsIMAa YacT OT TeHMHHT OOIMHOCTHTE (OCHOBHO B
AHTJIOC3WYHMS CBAT, 3apaaud crnenudukata Ha CbOpaHUTE [aHHW 3a
NPOYYBAHUATA) Ja UTPAsIT U JIa TIeAaT ChIbpKaHUE 32 BUACOUTPU. SICHO e,
4ye eHOTO HE MOJXKE Ja 3aMeCTH JPYyroTo, HO KOMOWHAIMATa OT JBETE €
MpeIocTaBKa 3a OIle MMo-ManabHa eKCIan3usl Ha TeMMUHT UHaycTpusTa. Ha
JUIE ca: pacTAa Kato Opoil ayauTopus, OpaHIll C TOJIEMH BH3MOXKHOCTH U
KpEaTUBEH IMOTEHIMAaJ, TEXHOJIOTHs, KOSATO HENPEKbCHATO CE€ pa3BHBa B
MOCOKa TMO-TOJISIMAa JOCTBITHOCT M KAa4eCTBO HAa CTPUUMHUHT YCIYyTHTE U

yCTpOMCTBaTa, U300MIMe OT KaHAIM U TUIATGOPMHU 32 B3aUMOJIeHCTBHE.

B 3axmiouenue, or 70-te rommHu Ha XX BeK Jgocera I'eWMHHT
MHIYCTpUATA CE€ € pa3BWwiIa CTPEMIVIABO B KYJITYpEH, COLUUAIECH U
WKoHOMUYeCKH (eHomeH. ToBa moka3BaT JaHHM 3a MPUXOJUTE OT
KOMIIOTHPHA WTPH, KAaKTO W TEHJICHIMSITA 3a CTaOWJICH PBCT B Opos Ha
noTpeduTenuTe. Jlo HacTBIIBaHETO Ha Japyra OypHa collMaaHa MPOMSHA WK
poIIeC, JUTUTATHATA TpaHC(HOpMaIIHS 111e TUKTYBa TCHICHIIMHUTE 32 TIaBHO
MpeIuBaHe Ha TPAHULIMTE HAa BUPTYAIHHUS M PEaTHUS CBAT 3a HACTOSIIUTE U
ObaemuTe nmokosieHus. Ha ¢hoHa Ha Te3u mporiecu ce OTKPOsBa M BB3XOIbT Ha
ay/IMOBHU3YAIHO CHABPKAHUE 3a KOMMIIOTHPHU WIPH. XHUOPUIHO SBJICHHE,
KOETO MPEBPHILA €IHa KOMIIIOThPHA UTPa B CMECUIIA OT aKTUBHO U MacUBHO
3a0aBJieHNE, KAaKTO U B COIUAITHO MPEKUBSIBAHE 32 MUJIMOHH MTOTPEOUTEIH 110
cBera. ToBa BOIW 10 pa3BUTHE HAa HOBH W CHIIECTBYBAIIU IIaTrGopmu 3a
IJIAHUPAHE, TPOU3BOJACTBO U  PA3NMPOCTPAHEHHUE HA AyJUOBH3YaJIHO
ChAbpPXKAHUE 32 KOMIIOTBPHU UIPU C MHOTOMWIMOHHA ayJAUTOPHS.
[MutupanuTe B Ta3u craTust mpoyuBaHus ¢ qanuu ot Google, YouTube, Ipsos,

Statista u Newz00 oTkposiBaT CXOIHH IPUYHHU 3aII0 MTOTPEOUTEINTE UTPAsIT
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M B CBIIOTO BPEME IJEAAT ayJIMOBU3YaJHO ChIbPKAHHE 3a KOMIIIOTHPHU
urpu. CONMAITHUAT €IEMEHT — YyBCTBOTO JIa CH YacT OT OOIIHOCT, OSITCTBOTO
OT €XKEJIHEBHETO U PA3BUTUETO HA HOBM YMEHHUS — Ca TPU HACOKHU 3a ObJeIIN
u3cieaBanusi B cdepara Ha KOMIIOTHPHUTE UTPH U HA OTPOMHUS €(EKT,

KOMTO Te UMAaT BbB (JOPMUPAHETO HA CbBPEMEHHHUTE OOIIECTBA.
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