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E®EKTUBHICTDb METAYI'OJA Y HU®POBY EIIOXY:
YIHHPABJIIHHA AKTUBAMMU TA CTBOPEHHSA BAPTOCTI
B KEMCI MICROSOFT — ACTIVISION BLIZZARD!'

Anoranist. CraTTsl NPUCBAYCHA OLIHIOBAHHIO CKOHOMIYHOI eheKTUBHOCTI LU(POBOI yroan B oOnacti iHAy-
cTpii po3Bar, a came npubanHio kommaniero Microsoft Activision Blizzard. JloninbHiCTh H0CIIKCHHS 00yMOB-
JieHa HeOOX1IHICTIO aHANi3y Pe3y/IbTaTHBHOCTI JaHOI yroiu B yMOBax LUU(POBUX TpaHC(OPMALIi LIIIXOM OLi-
HIOBaHHs BapTOCTi HEMATepialbHUX aKTUBIB TA BIANOBIAHMX EKOCHCTEMHHMX e(ekTiB. MeToto cTarTi € po3podka
KOMIUICKCHHX IIJXOAIB OLIHIOBAHHS CKOHOMIYHOI e()eKTHBHOCTI MErayrox y un(bpompl CKOHOMILI (Ha MpUKIA/
yrozgu Microsoft — Activision Blizzard), sixa 6 103Bonuna IHTErpyBaTi B TpaAuUiiHui (pIHAHCOBUI aHAIi3, HOAAT-
KOBI JipaiiBepy PO3BUTKY Ta 0OMEIKeHb, 10 BIUIMBAIOTH HA CTBOPCHHS BAPTOCTI HEMATEPiaTbHUX AKTHBIB B II0CT-
iHTerpamiiHmii mepion. IlpoaHanizoBaHo MiaXOnU A0 OLIHIOBaHHS €()eKTHBHOCTI OMeparii 3MUTTS Ta MOTITNHAHHS
MiX KoMmaHietro Microsoft Ta Activision Blizzard. Bxiroyaroun nepeayMoBH, MOTUBHU Ta PETYIISITOPHI 0COOINBOC-
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Ti yroau. JIoIUIBHICTh YrOAM PO3MISIIAETHCS 3 TPHOX HANpPSMIB: TUBepcUdikaliis Oi3HeCy 3a paXyHOK OTpUMAaHHS
JOCTYIly Ha pUHKY MOOINBHHUX irop; 3MIiIIHEHHS TO3UIIH y CETMEHTI XMapHOTO TelMIiHTy 32 paXyHOK IOCHJICHHS
exocucremu Game Pass; pO3BUTOK CTPATEri4HOrO MOTEHIaTy GI3HECY 3@ PaXyHOK JOBIOCTPOKOBHX IHBECTHIUIN y
PO3BUTOK METaBCECBITIB. JI0CIiKEHO OCHOBHI CKIIaI0BI CHHEPreTHYHOTO e(eKTy yroau: J0XijHa, onepawiiita, (1)1-
HAaHCOBA, YNPaBIHCHKA. [liATBEP/OKEHO, 110 HAHOIIbLLY YaCTHHY CHHEPTeTHIHOTO edekTy ckiazae came J0XiaHuH
MAXI. Kle TOTO, BU3HAYCHI OCHOBHI PH3MKHU Ta OOMEKCHHS YTOJIH, IO OB s3aH i3 IHTErpalliiHiMK BUTpaTaMi
Ta PEry/IsTOPHAMU OOMEKCHHAM. BUCHOBKHU MIATBEP/UKYIOTh JOCSTHEHHS ONEPALIHOL Ta CTPATErT4HOl CHHEpri,
aJie 0CTaTOYHA OLiHKA CEKTUBHOCTI Yro HAIIPSIMY 3aJICKUTh BiJl IIOJ0JAHHS IHTCrPALIHIX BUKIVKIB Ta peaji-
3arii moTeHmiary NpuI0aHUX aKTHUBIB B YMOBaxX PETyISTOPHUX 0OMEKEHb.

KirouoBi ciioBa: BapricTh, 3nmuTTsa Ta nommmHaHHS (M&A), mudpoBa eKOHOMIKA, YNPABIIHHSA AKTUBAMU,
€KOHOMIYHa e()eKTUBHICTb, CHHEPIeTUYHUH e(eKT, HemarepiajdbHi aKTHUBU.

Beryn Ta mocranoBka mpooJjemu. Cepen KITto4o-
BUX ONEpaliil 37UTTS Ta TOMIMHAHHS, 10 BiIOymHCs
B cepi uudpoBoi eKOHOMIKH CITiJl BUALTUTH YTOAY MIXK
xoMmmaniero Microsoft Ta Activision Blizzard i3 cymoro
68,7 Mminbsapna nonapis, sika Oyia 3aBeplleHa y KOBTHI
2023 poky. Ha croromni 1ie HaiiOinbpIIa TpaHCAKIIi€
B icTopii iHAyCTpii po3ar. OHAK, TOCBIJ TaKUX OIe-
paniit cBiTuHTh, MO OJU3bKo 70 BIACOTKIB TaKUX YTOJ
a00 He JocsraroTh 3alUIaHOBAaHUX Lijed ado BU3HA-
IOThCSI HeBIATUMH. Lle B cBOTO 4epry CTaBUThH MUTAHHS:
SIKIM YMHOM Hapa3i 00'€KTHBHO BU3HAYUTH EKOHOMIYHY
e(eKTUBHICTh IU(POBUX OMEpariil 3MUTTI Ta MONIHU-
HaHHS, B CyJaCHUX YMOBAax, KOIW TPaJUIHHI MiIX0AN
JIO aHaJi3y BXKE HE 30BCIM pElIeBaHTHI, a OCHOBHA Bap-
TICTb (POPMYETHCA 3a PaXyHOK HEMATepialbHUX AKTUBIB
Ta eKOCUCTEMHUX €(EeKTiB, 110 B CBOIO YEPIy CKIIAIHO
OLIIHUTH.

TpaauiiiiHi miaxoau MI0A0 OI[iHIOBAHHS CKOHOMid-
HOi €(DEeKTHBHOCTI yroj 3IUTTS Ta IMOTIHMHAHBb BKIO-
YarTh KOMIUIGKCHUH 1HCTPYMEHTapii, 110 0a3yeThes
MepeBaKHO Ha MarepiaJbHUX aKTHBaX Ta OIEparii-
Hiid cuneprii [17; 18; 19]. 1 e nilicHo crpanpboBy-
BaJi0 B yMOBax iHIycTpianbHOi enoxu. [IpoTe mudposi
TpaHcopMmaii KapAUHAIFHO BIUIFIIM Ha BCi MPOIIECH,
B TOMY YHCIIi Ha IPHPOAY BapTOCTi aKTHBIB Oi3HECY, 110
CTBOPIOETHCS B TaKMX oOmepamisx. Tpeba Bin3HauuTH,
o y nudpoBUX oneparisx 3 sBISIOThCS MPUHIIUIIOBO
HOB1 (DaKTOpU: TEXHOJOTIYHI PU3MKH, BIAMOBIJAHICTH
IT-cTparerii 3aranbhiii Oi3Hec-cTpaTerii KoMmaHii,
3[aTHICTh 10 MacmTaOyBaHHS HUGPOBHUX ILIATHOPM,
a TakoX KiOepOesreka sIK HEBiJl'€MHHUH €JIeMEHT Bap-
TOCTI aKTHUBY.

OcHOBHa BIJIMIHHICTh BiJ TpaJMIIHHUX T1IXO-
JIB TOJIATAE B TOMY, IO KJIFOUOBI JpaiiBepu BapTOCTI
B yroai Mixk Microsoft Ta Activision Blizzard 3miawnmm
MPUPOAY 3 MarepiaJbHUX Ha IMEPEBAKHO HemaTepi-
anbHi. Jlo OCHOBHHX HeMmaTepiaJbHHUX JApaiBepiB i€l
YroAW MOXKHA BiJHECTH IHTEIEKTyalbHY BJIACHICTh
y BUIVISAL IrpoBUX (paHmM3 i3 0araToMinbHOHHOIO
JIOSATBHOIO ayAUTOPi€r0, EKOCUCTEMHI e(DeKTH Bif iHTe-
rpauii KOHTEHTY B HiAnucKoBy Mmonenb Game Pass,
JOCTYII 0 HOBOTO PUHKY MOOIJIBHOTO FeiMIHTY Yepe3
cryniro King, a Takox JaHi Ta KOPUCTYBAIbKi CITijb-
HOTH, 1110 BUMIPIOIOTHCS MUTBHOHAMH aKTHBHHUX KOPHC-
TyBa4iB momicsns. [Ipu mpomy Tpeba 3a3HaYNUTH, IO
TpaJIMIIHHI METOJIM OIIIHKH, SIKi 3aCHOBaHI Ha JTUCKOH-
TYyBaHHI TPOINOBUX TIOTOKIB a00 aHai3i MYJIbTHILII-
KaTopiB, HE 3aBXIM MOXKYTh aJI€KBATHO BpaxyBaTH Iii
(hakTOpH Ta BIAMOBITHO MMOB’A3aHI 3 HUMHU PU3UKHU. SIK
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HACIiJIOK, MOKYIII IIU(PPOBUX aKTHUBIB YaCTO 3aCTOCO-
BYIOTh TiJIBUIICHI CTaBKW JMCKOHTYBAHHS N10 O1JIbII
PHU3UKOBAaHUX Oi3HECIB, 110 B CBOIO YEPry MPHU3BOAUTH
JIO TepEeTUIaTH Ta MOJaJIbIIOro 3HEIIHEHHS TPUI0aHIX
aKTHBIB.

OxpeMoi yBard 3aciyroBYIOTh MPOOJIEMH 3 YIpaB-
JIHHSIM aKTUBaMM Oi3HeCy B MOCT-iHTErpariiHui
nepion. JlocaiKeHHsT CBim4ath, 1o Jjwmiie 14 Binco-
TKIB KOMIIaHIi JTOCSTAlOTh MOBHOTO YCIiXy B iHTErpa-
1ii OIHOYACHO 32 BCiMa BUJIaMU IIJICH(CTpaTeriYHUMH,
ornepariifHiMu Ta (hiHaHCOBUMHU). [HTErpanis iHpopma-
IHAX CHCTEM, Y3TODKEHHS KOPITOPATHBHUX KYJIBTYD,
30epeKeHHS KITFOYOBHUX TAIAHTIB Ta TIO0JIAHHS PETyIIs-
TOPHUX 0OMEKEHB CTAIOTh KpUTHYHUMH (haKTOPaMH, 110
BU3HAYAIOTh, UM Oy/ie CTBOPEHO TOAATKOBY BapTicTh 060
K BiOy/neThes ii 3HeuiHeHHs. Y BUManky 3 Microsoft
ocobnuBoi Baru HaOyBaloTh Oe3NpeleeHTHI perys-
TOPHI YMOBH, 30KpeMa BHUMYIICHA Iepeada MpaB Ha
XMapHUH cTpuMiHT irop Activision komnanii Ubisoft Ha
M'SITHAALSTG POKIB, IO CTBOPIOE IONATKOBE HaBaHTa-
JKCHHS TSI TIPUIOAHOTO aKTHUBY.

TakuM 9uHOM, TIpoOJIeMa JOCIHIKCHHS TOJsITae
Yy HEOOXIJHOCTI pO3pPOOKHM Ta 3aCTOCYBAaHHS KOMII-
JIEKCHOT METOJI0NIOTii  OIIHKK EKOHOMIYHOI edek-
TUBHOCTI Merayrox y Iu(poBiii ekoHomimi, sika O
JI03BOJIMJIA IHTETPYBATH B TPaAULiNHUNA (iHaHCOBMI
aHaji3, A0AaTKOBI ()aKTOpH, TakKi AK: OLIHKA CHHEpPTil
BiJ iHTerpamii nudpoBuX IMIATGOPM Ta EKOCHCTEM,
VIpaBIiHHS HEMarepialbHUMH aKTHBaMHU, a TaKOXK
BpaxyBaHHsS PETYSTOPHUX Ta IHTErpaliiHUX pU3HU-
KiB, CHCHU(IYHUX TSI TEXHOJOTIYHHUX Tirantis. Jami
Ha TIPUKIAAI KOHKpeTHOi yromu Mik Microsoft Ta
Activision Blizzard MoxxHa Oyzie TPOCTEKUTH TPaHC-
dopmMariiro BapToCTi Ha BCIX eTalax I[OYNHAIYH
3 MepeyMoB orepallii Ta 3aKiHYYIOUYH pe3yiabTaTaMu
nocT-iHTerpanii Ha (GoHi Oe3NpeneaeHTHOTO Peryis-
TOPHOTO TUCKY Ta aKTUBHOTO ()OPMYBAHHS HOBHX ITpa-
BUJI TPU Ha CBITOBHX TEXHOJIOTIYHUX PUHKaX.

AHaji3 ocTaHHIX J0CHiIKeHb Ta myoGJiKauiii.
Cepen myOmikamiii 3a TEMaTHKOIO IMO-TIEPIIE MOXKHA
BigmiTuTU podoty Conape ['ypnena JIvorecena (2025)
«[Ipundanns Microsoft Activision Blizzard: onopry-
HICTMYHA TOMWJIKA YM CTpaTeriyHui Burpam?» [5].
[Mocunennst exkocucremMu Xbox Game Pass posmisiaa-
€TBCSI aBTOPOM SIK CTpaTeTidHe OOTPYHTYBaHHS IaHOI
YTOJM 3JIATTSI Ta MOTIMHAHHA. Y POOOTI MpoaHaii3o-
BaHO KiJlbKa KJIFOYOBUX BHKIUKIB YrOAW TIPW OIIHII
(biHAHCOBMX TOKa3HWKIB €(EeKTHBHOCTI Ta CHHEpre-
TUYHUX e(EeKTIB: YMHHUKM KyJIBTYpHOI iHTerpamii Ta
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peryasTOpHI eperkou. L{IHHICTD 10 CITiKSHHS OIS
ra€e B pO3yMiHHI TOCT-IHTErpaIlifiHOT CKJIAIHOCTI JaHOl
YTOAW Ta KOHKYPEHTHOI JUHAMIKH Ha PUHKY XMapHOTO
TeMIHTY.

[Ty6mikamis  «JlocmimkeHHs: e(eKTUBHOCTI MpHU-
n6anHs Microsoft Activision Blizzard» [8] y3aranb-
HIOE [IMPOKUHM CHEKTp KUTAHCBKUX JIOCIHIHKEHb
20222024 pokiB, pu IIbOMY aHaJi3yl0O4d MOTHUBALil
YTOMIW, PU3UKH JJIS 3TUTTIB Y HOBHX TaIy3sX B yMOBax
IHTePHET-EKOHOMIKH, a TaKOX PEryJSATOPHI BUKIHKH,
Hanpukia, 3 0oky €C Ta IHIIUX FOPUCIUKIIIN.

3aciyroBye Ha yBary ctarTs «Uu BiomBae nudposa
TpaHchopMallisi Ha KOPHOPATUBHI 3IUTTS Ta IOTIIH-
HauHs? [lepcriektuBa  iHdopMariitHOT acumeTpii»
(2025). PoboTa nocnimkye BIuMB UQPpoBOi TpaHCchop-
Mallii Ha 3JUTTS Ta TIOTJIMHAHHS SIK SBUINE, a caMe: Ha
M&A-aKTUBHICTH KOMITAHIM, IIJITXOM OOCSTIB Ta MacCIII-
Tab yroj, 3aBISKH 3HIKEHHIO 1H(pOpMamiiHOI acume-
Tpil MK MOKyMIEeM i 1iboBoto (ipmoto [15]. 3oxpema
BUSIBJICHO PO MEPCICKTUBU VIS MOPIBHSUIHOTO aHa-
N3y 3aBASKH BIUIMBY PIiBHS PO3BUTKY PEriOHAIBHOTO
IHTEepHETY Ha IIell 3B’ SI30K.

Exonomerpuune nocnimkenus Jxuninn ['aOpienn
[Ipoman «BrumB 1udporizamii Ta peryiaroBaHHS Ha
3IMUTTS Ta OTHHAHHSY (2025) 6a3yrounch Ha MaHelb-
HUX naHux kpaid L{enTpanpHoi Ta CxigHO1 €BpoIy BUs-
BHJIO CYTTEBUH HeraTMBHHMU BIUTUB [Haekcy mudpoBoi
ekoHoMikH Ta cycninbeTBa (DESI) Ha akTHBHICTH yron
3MUTTS Ta NomIMHaHHA. lIpore mormmOneHmit aHami3
KOMITOHEHTIB 1HJIEKCY JTI03BOJIMB BUSBUTH PI3HOCIPSIMO-
BaHUH BIUIMB (Bif iHTErpamii HUPPOBUX TEXHOJIOTIH —
MO3UTHBHUN Ta BiJl JIIOACHKOTO KamiTalxy W piBHS Mia-
KIIIOYEHHS — HeraTuBHui [11].

Hocmimkenns [apBapacekoi Oi3HEC-IITKOIH « YIpaB-
JIHHS Ta auHamika ¢ipm» (2025) mpornoHye MakpoeKo-
HOMIYHHH aCIIeKT POJIi ONIepaIliii 3TUTTS Ta MOTJIMHAHHS
B IIEpepo3No/Ii akTuBiB Oi3Hecy [1]. ¥V poboty moBe-
JICHO, 1110 Kpalle KepoBaHi (GipMH € TUHAMIYHIIIAMU
B MPUAOAHHIX Ta MPOAa)xax IMiAPO3ALTiB, a 3MUTTSA Ta
MOIVIMHAHHS ITiIBUIYIOTh 3arajbHy MPOMYKTHBHICTH
€KOHOMIKH, TEpPEepPO3MNOMAIISAIOUN aKTUBH Ha KOPHUCTb
¢ipM i3 BHIIMMH YHPABIIHCBKHUMHU 3710HOCTSIMH.
[InsxoM MOJENIOBaHHS 3aCBITYEHO, IO TiOTETHYHA
3a00poHa yroj MOTIMHAHHS Ta 3JIMTTS Mpu3Bena O 10
nainas BBII npubnusuao Ha 15%.

Kpim Toro, HacTymHe NOCIi/KEHHS BIUIHBY TpPaH-
CKOPJIOHHUX oOrepaliii Ha e()eKTHBHICTh IHBECTHIIII
BKa3ye Ha BaKIMBICTh CTPYKTYPU YTOIU: IOBEACHO,
0 TMTO3UTUBHUK €(EKT BiJl YTOIU IMiJICHIIOETHCS, KON
gacTKa BOJOAIHHS mepesumrye 50%, a kpaiHa moxo-
JOKEHHS [1JThbOBOT KOMITAHI1 € pO3BUHEHOIO €KOHOMIKOIO.
MexaHnizMaMu MiABUIIECHHS ¢()eKTHBHOCTI BUCTYIAIOTh
ONTUMI3allisl KOPIIOPATUBHOTO YIPABIiHHSA Ta Kpalie
IIPOTHO3YBAHHS IHBECTULIIITHUX MOXKIIMBOCTEH [7].

IIpoBenena manensHa quckycis YHiBepcutety IliB-
nennoi Kamidophii «KoHkypeHI1is Ta Biieoirpu: 3auTTs
Microsoft/Activision Blizzard» (2025), mo 00’exnana
MpOBIAHUX (DaxiBIiB 3 aHTUMOHOIOIBEHOTO MPaBa, eKo-
HOMIKM Ta ctparerii [3] y3arajibpHuia, 110 yroja po3-
DISIIAETHCS SIK OJTHA 3 TICPIINX BETUKIX «EKOCHCTEMHUX
YTOm», 1Ie AOMiHYIOUHH IpaBelb Y IeKiTHKOX BEPTHKAIIIX
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IHTETpy€e HOBI aKTHBH JJISI PO3MINPEHHS CBOTO BIUIHBY.
[Tpu oMy HiHHICTH yroau Oyne Pi3HUTHCS B 3aJICK-
HOCTI BiJl TUIy KOHTEHTY: 0araTOKOpHCTYBAIlbKi irpu
BUTPAIOTH Bl KPOC-TIAT(OPMHOI AOCTYMHOCTI depe3
MepexeBi epeKTH, TOoIi SK OJHOKOPHCTYBAllbKi IMpPO-
€KTH MOXYTh CIIyTYBaTu iIHCTPYMEHTOM Au(epeHmiarii
wiaTopmH.

Po6ota PorrepaamMchbKoi IKOIH MEHEIKMEHTY 111010
BIUIUBY OIIEpAIIiil 3TUTTS Ta MOIIMHAHHS HA MAapKETHH-
roBi pimenns (2025) 3acBiguye 1 KOMITaHIH-MOKYIIIB
CKOPOYCHHSI BHTPAT HA MPOCYBAHHS NMPHIOAHUX IIPO-
JIyKTiB, IMiJBUIICHHS IIIHU Ta JOCATHEHHS 3POCTaHHS
€IACTUYHOCTI MAPKETUHTOBUX BUTPAT IICISI yToau [6].

Omisi oCTaHHIX MyOJiKarmii 3acBigdye, IO TMPo-
OnmemaTtuka EKOHOMIYHOiI e(EeKTHBHOCTI YTrOgu Mk
koMmaHisimu Microsoft Ta Activision Blizzard # Hapasi
3aIUINAETHCA AKTYAJILHOI Ta CBOEYACHOK. OIIHIOIYN
pe3ynbTaty 1i€i omeparii A Oi3HeCy Ta eKOHOMIKH
B LIJIOMY, aBTOpH PO3INISAANM Taki acmekTu: 1) crpa-
TEriyHi MOTMBHM Ta €KOCHCTEMHI e(eKTu; 2) peryins-
TOPHI BUKJIMKHA Ta aHTUMOHOIIONBHI aclekTH; 3) MocT-
IHTEerpaliifHa JWHAMIiKa Ta YIPaBIiHHA aKTHBAMU.
Bongnouac Ha meil yac Opakye KOMIDICKCHHX JOCITi-
JUKEHB, K1 O JO3BOJIMJIM IHTETPYyBaTH B TPATUIIHHUN
¢diHaHCOBUH aHaIi3, JOMATKOBI ()AKTOPH, IO € CIICIH-
biyEMME J171s1 yMOB 1M poBoi TpaHchopmarii.

Metorw crarTi € po3poOKka KOMIUIEKCHUX ITiJ[XO-
JIiB OIIHIOBaHHS EKOHOMIYHOI e()eKTUBHOCTI Mera-
yrog y I1udpoBiii ekoHOMII( Ha MNpPUKIALl yroau
Microsoft — Activision Blizzard), sika 0 1o3Bonuiia iHTe-
rpyBaTy B TPaIULiHUN (iHAHCOBUH aHai3, JOAATKOBI
JpaiiBepy pO3BUTKY Ta OOMEXKEHb, 10 BIUIMBAIOTH HA
CTBOPEHHSI BapPTOCTI HEMaTepialbHUX aKTUBIB B IIOCT-
IHTErpamiiHui mepios.

Pesyabratn pochaimkennsi. TpaauuidHUM miaxin
IIOJI0 OIIHFOBAHHS EKOHOMIYHOI €(eKTHBHOCTI KJia-
CUYHHUX OIepalliidi 3IUTTA Ta MONIUHAHHSA 0a3yeThCs
Ha KOHIICTIIIiI CHHEprii, sKa nepeadadae, 1o BapTiCTh
00'elHaHO KOMITaHIi MEpeBHIy€E CyMy BapToCTel il
OKpeMHUX 4acTuH (MpuHIUI «2+2=5y»). Cyd4acHi Jite-
parypHi JpKepena J03BOJISIOTh BUOKPEMHUTH TPH OCHO-
BHI THITA CHHEPTIi: onepauiiny, 10XiJHY, YIPaBIiHCbKY
Ta (hinaHcoBy [2]. OmepamiiiHa cuHepris Oi3Hecy BiX
YIrofx 3yMOBIICHA €KOHOMIEIO BHUTpPAT, HANPUKIA, 3a
paxyHok edekrty Bix macmraly. JloxigHa oOymMoBiIeHa
3POCTaHHSM MPOIAXKIB 32 PAXyHOK PO3IIMPECHHS YaCTKU
pUHKY a00 KOMOIHYBaHHSIM B3a€MOJOMOBHIOIOUUX
pecypciB KoMIaHii. YmpaBiiHCbKa CHHeEpris Oi3Hecy
BHCTYIIA€ PE3YJIbTATOM ITJIBUIICHHS €(QEKTHBHOCTI
MEHEIDKMEHTY KOMIaHii, Toxi K (iHaHCOBa CHHEPTis
3 SBIISIETBCS 32 PAXyHOK ONTHUMI3aIlii CTPYKTYypH KarTi-
Taiy 0i3Hecy, HOIaTKOBHX IIepeBar ado 3HIKECHHS Bap-
TOCTi (piHAHCYBaHHSI.

OpnHak, Tpeba 3a3HAYUTH, 110 3aCTOCYBAHHS TPAIH-
IAHUX KUTBKICHUX METOIB LIOA0 aHai3y eKOHOMIYHOT
e(EKTUBHOCTI yrOj 3JIUTTS Ta MOIIMHAHHS Y BHUCOKO-
TEXHOJIOT1YHUX Tally3sX Ma€ CyTTeBi oOMexenHs. Lud-
POBi TpaHChOpMAITii 00yMOBIIOIOTH ITOSIBY IIPHHITUIIOBO
HOBMX JIpaiiBepiB BapTOCTi, TAKUX SK: EKOCHCTEMHI
e(hekTH, MepekeBi 30BHIIIHI BIUIMBH, KOHTPOJIb HaJ
VHIKQJIBHOI IHTEJIEKTYaJIbHOI BIACHICTIO Ta JOCTYII

49



HayxoBmii BiCHHK Y>KrOpOACHKOI'0 HAIIOHAIILHOTO YHIBEPCHUTETY

JI0 KOPHUCTYBAaIbKUX CHIMTBHOT. lle BHMarae cyTTeBOTO
JIOTIOBHEHHST (DIHAHCOBOTO aHANI3Yy CTpaTeTiYHUMHU
aCTIeKTaMH, 10 JO3BOJISIE JOIATKOBO BPAXyBaTH CHEIIU-
¢ixy nnposux miarhopM Ta BIUIMB HEMaTepialbHUX
AKTHUBIB.

Amnaniz yromm Microsoft — Activision Blizzard.
VY ciuni 2022 poxy kommadis Microsoft oromocuna
npo mnpundaHHa kommaHii Activision Blizzard 3a
68,7 Mupa JoJapiB TOTIBKOIO, 3alPONOHYBABLIM LIHY
95 nonapie 3a aKIiito, MO CTAHOBUJIO IIpeMito y 45% 1o
PUHKOBOT BapTOCTI LiJHOBOT KOMITaHii HA MOMEHT Oro-
nmomeHHs. L{g omeparnis ctana HaHOLIBIIOK B icTOpil
IHAYCTpii po3Bar Ta HAWOUIBIIUM MPUIOAHHIM KOM-
naHii Microsoft, 3HaYHO MEPEBUIIUBIIK YTrOAy KYITiBIIi
LinkedIn 3a 26 mupn monapis y 2016 poi [13; 14; 9].

JouinpHicTh peamizanii miei omeparii MoXHa po3-
DJISIIATH 3 PI3HUX HATIPSIMIB.

— JluBepcucikarist 6i3Hecy 3a paxXyHOK OTPUMAHHS
JOCTYIly Ha PUHKY MOOUIbHHX irop. Microsoft orpu-
MaJia KOHTPOJb Haja MopTderneM KyIbTOBHX IrPOBUX
¢panmms, cepen axkux Call of Duty, World of Warcraft,
Diablo, Overwatch ta Candy Crush [10]. [Ipunbanns
cryaii King, pospoonuka Candy Crush, Bimkpuiio
Microsoft moctym 10 puHKY MOOUIBHUX irOp, SKAN OIli-
HIOETBCS y 92 MIIpJI ToJIapiB 1 Jie KOMITaHis paHiie Oyia
MpeJICTaBlieHa CI1a0Ko.

— 3MilHEHHs TIO3MIIA Yy CEerMEHTI XMapHOro Tei-
MIHTY 32 paxyHOK ITOCHJICHHS ekocuctemu Game Pass —
HiMICKOBOTO CEPBICY, KUl HA MOMEHT OTOJIOIICHHS
yroau HajlidyBaB 25 MIIH MiMUCHUKIB. [HTErpamnis irop
Activision mana meperBoput Game Pass Ha «omuH
3 HAWMPUBAOIMBIIIMX Ta HAHPI3HOMAHITHIIINX KaTajo-
TriB iIrpOBOTr0 KOHTEHTY B 1HIYCTPIi».

— PosButok crpareriuHOoro moTeHmiamy Oi3Hecy
32 paxyHOK ITOBFOCTPOKOBHX IHBECTHUIIH Yy PO3BHUTOK
METABCECBITIB, TaK 3BaHHX HUPPOBUX MPOCTOPIB, e
MTOETHYETHCSI (DI3MUHMIA Ta BIpTyaJIbHUI CBITH i JIe irpo-
BHI KOHTCHT BiJ[irpaBaTuMe KJIFOYOBY POJIb.

Peryasitopui Bukauku Ta dinanizanis yromm.
[Ipomec oTpuMaHHS PETYNIATOPHUX JO3BOJIIB TPHUBAB
Maibke 22 micsii Ta craB O0e3npereIeHTHUM BUIIPOOY-
BaHHAM JuIs yroau. Hai6inpimuii cnpoTuB BUHUK 3 OOKY
OpUTAHCHKOTO YMpABNIHHS 3 KOHKYPEHII Ta PHHKIB
(CMA), sxe criouaTky 3a0JI0KyBaJio Yroiy 3 MeToro 30e-
PEKEHHS KOHKYPEHIIIT Ha PUHII XMAPHOTO TeHMIHTY, IO
CTPIMKO pO3BHBAETHCS. €Bporeiicbkuii COr03 CXBAIHB
yrojy juiie B TpaBHi 2023 poky micisi TOro, K KomIa-
Hist Microsoft morouiacst HaaaTy JileH311 Ha CTPUMIHT
CBOIX Irop KOHKypEeHTHHMM Iuiaropmam 0Oe3 cIuraTi
postnti ipotsirom 10 pokie. Y CIILIA denepanbpHa TOp-
roBa kxowmicis (FTC) namaramacsi 3a0JOKyBaTu yromy
B Cy/Ii, aJie Tmporpara.

KirouoBuM  koMIpoMicoM, IO JO3BOJMB OTpHU-
MaTH OpUTAHCHKHUU [TO3BLN, cTaja Iepeaada MpaB Ha
XMapHUil CTPUMIHT ycCiX NMOTOYHUX Ta MaHOyTHIX irop
Activision Ha 15 pokiB ¢paniy3bkiii ctyaii Ubisoft. Le
PILIEHHS CTBOPWJIO MEBHUHM MPELEICHT Yepe3 HEeMOXK-
JIUBICTh OTPUMAHHS MOBHOI CKOHOMIYHOI BHIOAU Bij
MpUI0aHUX aKTHBIB, IO B CBOI YEpPry CTBOPIOE BiJ-
TTOBI/IHI PU3UKH Ta OOMEKEHHsI €()eKTHBHOCTI Y JIOBrO-
CTPOKOBOMY Tiepiofi Juist komraHii Microsoft. 3okpema,
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koMmmaHisi Microsoft He 3Moke KOHTpONIIOBaTH chepy
XMapHUX TEXHOJOTiH, mpuOyTkaMu Tpeba Oyme iinu-
THCS, a pimeHHs koopauHyBatu 3 Ubisoft. Lle crBoproe
VHIKaJIbHUAN TPEIeeHT 00TshKkeHHs akTuBy. Ocraroyne
3aKpHUTTS yroau BigOynocs 13 xxoBtHs 2023 poky micis
OTpPUMaHHS «3eJleHoro cBiTIa» Bix CMA. I'eHepanbHuit
qupekrop Activision Blizzard bo6i Kortik, sikuit 06i-
riMaB 1110 nocaay moHaa 30 pokiB, 3aJUIIUB KOMIIAHIO
TICIISl 3aBEPILCHHS YTOIIH.

Exonomiuna edexruBHicTb yroau. Cuneprerud-
HUN edekT BiJ omeparliii 3MUTTS Ta MODIMHAHHS BiJl-
HOCHUTBCS IO KITFOUOBHX MOTHBIB TaKuX yrox ta Qop-
MYETBCS 3a PaxyHOK 3HIDKCHHS BHUTPAT, 3POCTAHHSI
JIOXOJIIB, TOCWJICHHS PUHKOBUX TIO3WINA Oi3Hecy Ta
onTuMi3allii CTpyKTypu aktuBiB. [Ipu domy mist yron
3 MaTepiaJbHUMHU aKTHBAaMH MOYKHA TOBOPHUTH TIPO TIpi-
OpPHUTETHICTh OMepauiifHOi cuHeprii 3a paxyHOK 3HH-
JKCHHSI BUTPAT BUPOOHMIITBA, €KOHOMIi Bifl MacmTaly
Ta e()eKTUBHOTO BUKOPUCTAHHS PECypciB. Y omeparrisix
3 HeMarepiabHUMU aKTHBAMHU CHTYAI[is] 3MIHIOETHCS.
Ie MOXKHA IPOCTEKUTH HA HAIIOMY TIPUKIIAII.

KinpkicHa oOIliHKa MOTEHIIHHOI CHHEprii yroau
Microsoft — Activision Blizzard 0Oyma npenmeTom
KUTbKOX aKaJIeMIYHUX JOCHipkeHb. [lo-nieprre, Tpeba
BiJi3HaunTH jgociipkeHHs [loma IliMmmepa, BHKOHaHE
B Nova School of Business and Economics, ae Ha
OCHOBI JJMCKOHTOBaHUX IpoioBux notokis (DCF) Oyio
OIIIHEHO YHCTY MpuBeneHy BapTicTb (NPV) cuHeprii Bij
yroau y 8,21 mapa gonapiB 3 ypaxyBaHHSIM BHTpAT Ha
IHTerpaliio Ta pecTpykTypusamito. Tpeba BiaMmiTHTH
LiHHICTh PE3yNbTaTiB, 1[0 Oa3yBajucs Ha MHepeJiHTe-
rpauifHUX O4YiKyBaHHSX 3 MOXJIMBICTIO 1X MOJAJIbLION
Bepudikauii [16].

[Mo-mpyre, omiHKa OmepamiiHOI Ta YIPaBIiHCHKOI
CUHeprii BiJi yroau, mo Oyja OTpUMaHa I'PYHTYHUHCh
Ha aHaji3i MOCT-IHTEerpalifiHuX pe3yJbTaTiB, Mpel-
cramiieHa y npariii YeHa [2]. Ananmi3i (piHaHCOBUX JaHUX
Microsoft 3a n'siTupiYHAN MTEpio MOKa3aB MPUCKOPEHHS
3pOCTaHHs IrpoBOro Oi3HecCy, MiIBUIICHHS €(EeKTHUB-
HOCTI MCHEPKMEHTY Ta 3HIKEHHSI YaCTKH OTepanifHIX
BUTpar. Xo4a BUTPATH HA (hiHAHCYBAHHS Ta IOJATKOBE
HABaHTAXXEHHS CYTT€BO HE 3MEHIIMIUCS, (iHAHCOBA
CHHEpTisl TPOSBUIIACS dYepe3 IOKPAIICHHS BHKOPHC-
TaHHS IPOLIOBUX KOWITIB [2].

1 OLiHKY eKOHOMI4HOT e(peKTUBHOCTI YIou KpH-
TUYHO BaXJIMBO IMPOAHANI3YBAaTH IHHAMIKY OCHOBHUX
(iHAHCOBHX MOKA3HHUKIB IrpOBOTO Mijpo3aiay Microsoft
mics iHTerpanii Activision Blizzard. Huxde HaBeaeHo
3BEJICHY TaOJUIF0, MO JIEMOHCTPYE TpaHc(OpMAIlio
CTPYKTYPH JOXOJIIB.

AHaJi3 HaBeJICHUX JaHUX JI03BOJISIE 3pOOUTH BHCHO-
BKH, 110 OCHOBHHMW TPHUPICT JOXOAiB Oi3Hecy 3a0e3-
MEYMJIA came KOHTEHT Ta mociyru (+68.8%), Tomi sk
mponaxi oOnagHaHHs 3pocnu nuiie Ha 7%. Lle migTep-
JUKY€ CTpaTeriyHy Te3y Mpo Mepexija BiJl armapaTHoi 10
KOHTEHTHOT MoJieJli MoHeTH3alii. OcoOIMBO OKa30BUM
€ 3pocranHs joxony Xbox Game Pass na 78.6%, 110
CBIIYUTH PO YCHINIHICTH iHTerpamii irop Activision
Blizzard y mianuckoBuii cepBic.

Onepaniiina Ta crpareriuna epekTuBHicTb. Orre-
pariiiiHa e)eKTHBHICTD YTOIH POSIBIETHCS Y IEKITHKOX
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JAunamika noxoxis Microsoft Gaming, 2023-2026 (mapna go.1.)

Tabmuns 1

IMoka3ank 2023 2024 2025 2026 (mporHo3) |3mina 2023-2025
3aranbpHuit joxig Gaming 15.5 18.2 23.5 24.0 1 +51.6%
Joxin Xbox Game Pass 2.8 4.7 5.0 5.5 1 +78.6%
KoHnTeHT Ta mociyru 11.2 13.8 18.9 19.4 1 +68.8%
[Mponaxi obnaananss (Xbox) 4.3 4.4 4.6 4.6 1 +7.0%

IDicepeno: cknadeno agmopamu Ha 0cHo8i (hinancosoi 36imnocmi Microsoft

acnekrax. [lo-nepmre, Microsoft orpumaina nocrym 1o
Maibke 500 MUIH aKTHBHHX KOPHCTYBAuiB IOMICSIIS,
IO CTBOPIOE JOJATKOBI MOXKIIMBOCTI JUIsSl PO3BUTKY Ta
3aydeHHs ayauTopii 1o exocuctemu Xbox. Ilo-apyre,
iHTerpanis irop Activision y Game Pass Bxe fana nosu-
TUBHI pe3yibTaTu: Buxijg HoBux yacTuH Call of Duty
CYNPOBOJKYBABCS PEKOPAHUM 3POCTaHHSAM KiIBKOCTI
MiAMUCHUKIB.

InTerpaniss Activision Blizzard kapauHaabHO 3Mi-
HWJIA OTepalliifiHi MOKa3HUKU KommaHii Microsoft Ha
pHUHKY Bineoirop [14].

Oco0MMBO TIOKa30BUM € 3POCTAaHHS IOMICSYHOT
aktuBHOI aymuropii 3 120 mma g0 500 MuH KOpwHC-
TyBa4iB, IO CTaJO0 MOXIUBUM 3aBISKUA iHTErparii
MoOineHEX irop King (Candy Crush). Buxin na nepiue
MiCIle cepeq BHAABILIB Ha KOHKYpYIOWilf miaTdopmi
PlayStation neMOHCTpye YCHILIHICTB CTpaTerii Kpoc-
I1aT(GOPMEHOCTI, SIKa JO3BOJISIE MAKCUMI3yBaTH JOXOAU
Bil KIIOYOBHX (DpaHIIM3, HE3BAXKAIOYM Ha Te, IO Iie
MOXKE TTOCTAa0IIOBaTH KOHKYPEHTHI MO3MIii BIIACHOI
koHcoui Xbox.

BaxnmuBuM cTparerivHuM pilieHHsAM cTano 30epe-
JKCHHSI KPOC-TTaT(GOPMEHOCTI KIIIOUYOBUX (DpaHIIN3.
Microsoft yknama yrogy 3 Sony miomo Bumycky Call
of Duty na PlayStation, mo 103Bossie MakCUMizyBaTH
JIOXOAX BiJ I[bOTO aKTHBY, HE3BaXKaro4M Ha Te, IO 1€
MOKe MOCJIA0UTH KOHKYPEHTHY ITO3MIII0 BIIACHOI KOH-
coui Xbox. Lle pimeHHs TakoXk JJOIIOMOIVIO 3HATH Pery-
JSITOPHI MOOOIOBAHHS IIOJI0 MOHOMOMI3aMi1 puHKY [10].

Ha pucynky 1 npejicraBieHo rpadidny iHTEprpeTa-
IIF0 JMHAMIKH JIOXOJIIB, sIKa HA0YHO JIEMOHCTPYE TIpH-
CKOPEHHSI 3POCTAaHHS IICIIS 3aBEPIICHHS YTOIH Y JKOB-
THI 2023 poKy.

I'pacik HAOUHO ITIOCTPYE, IO OCHOBHHH ApaiiBep
3pOCTaHHS — CETMEHT KOHTCHTY Ta MOCIYT, SIKU 30171b-
mwuBces 3 11.2 mapa pon. y 2023 pori 1o 18.9 mupn noit.
y 2025 pomi. BigHocHa cTabinbHICTh NPOAAXKIB 0011~
HaHHA (4.3—4.6 Mupa 10i1.) MiATBEPIKYE, IO CTpa-
teriss Microsoft poOuTh cTaBKy He Ha 3ai30, a Ha
€KOCUCTEMY.

OCHOBHMH BHCHOBOK TIOJIITAE Yy TOMY, IO
3arajbHa CHHEPTisl YIOO¥ CKJIAaNa€Thes HE 38 paXyHOK

Tabmnust 2
BrnummB inTerpaiii Activision Blizzard na xio4uoBi onepaniiini mnokasHuku
IMoka3Huk Jo yroau (2022) | Iicas yroau (2025) 3mina
[omicsyni aktuBHI kopuctyBadi (MAU), MitH 120 500 A +316%
KinbkicTh irpoBux ()paHIIN3 3 10X0moM >1 Mipa goi. 5 12 A +140%
YacTka Ha pUHKY MOOIJIBHUX irop <1% ~8% A +700%
Micriie cepen BuaBiiB Ha PlayStation 5-Te 1-1ie A +4 nozumii

Jxcepeno: cknadeno agmopamu Ha ocrosi [9; 10]
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orepariiHoi, a 3a paxyHOK J0XijHOi cuHeprii. lle
JIETKO MOYKHA TOSCHUTH THM, IIO0 MH MAa€EMO CIIpaBy
3 nupoBuMHU akTUBaMHU. Ha BiIMiHHICTB Bin marepi-
aNbHUX aKTUBIB TPAaHWYHI BUTPATH, SIKi € MIATPYHTIM
JUs eKoHoMii MacmTaly, UIsi HeMaTepiaJbHUX aKTH-
BiB MPAKTHUYHO JIOPIBHIOIOTH HYMIO. 30KpeMa, T0JaTh
OJTHOTO MiANHUCHUKA a00 CKOMIIOBATU IPy MPAKTUYHO
HIYOro HE KOIUTY€E, TOMY U MPUHIMI €KOHOMIii BUTpAT
Ha MaciTadl TyT He cpanboBye. TaKuM YHHOM, OCHO-
BHUH BKIIQJ Y CHHEPTiI0 YrOIu POOHUTH HE CKOHOMI,
a 3HAYUTH U He omepalliifHa cKiiazoBa, a JoxigHa. Came
3a paXyHOK MOHETH3aIlii TaHUX, PO3IINPEHHS ayInTO-
pii KOpUCTYBaviB Ta 32 PaxXyHOK JIOJATKOBUX TOCIYT
nudpoBa yrojga OTPUMYE CUHEPreTHUHUH €QEKT.
OCHOBHI CKJIaJIOBI CHHEPTETHYHOTO €PEKTY HUPPOBUX
oreparii HagaHo y Taoi. 3.

BpaxyBanns nudpoBHUX aKTHBIiB B OLIIHKY e(ek-
TUBHOCTI. /{11 BpaxyBaHHS HeMaTepiaJbHUX AKTUBIB
B OI[IHIOBaHHI EKOHOMIYHOI e()eKTHBHOCTI omepamuiit
3IUTTA Ta MOMIMHAHHA Tpeba BU3HAYUTH MEBHI KPOKH/
cranii (puc. 2).

[o-nepie, Tpeda BU3HAYUTHUCS 3 SIKUMU ITH(DPOBUMHE
AKTUBAMH MH MaEMO CIIPaBy B Yrojii, TOOTO i1eHTUDIKY-
Bary ix. lle BakiamBO 60 AJIST KOKHOTO BUIY IH(POBUX
AKTUBIB MOXXe OyTH CBili METOJ OIIHIOBAHHS, HAIpH-
KIIaJ, TpOTpamMHe 3a0e3NCUCHHS OIHIOEThCS depe3
BHUTpPATH, & KOPUCTYBAIbKi JIaHI depe3 jaoxin. Bsarami
BHOKPEMJIIOIOTh TPH MIJXOAHM JO OIIHIOBAHHS: JIOX1J-
HU, BUTPATHUH, PUHKOBUI. B pamkax KOXHOTO mij-
XOJy € CBOi METOAU OIIHKH yTOau, BUOIp SKOTO BILIH-
Bae 1 Ha KPI nudposoi yroau. Hanpuxiaza, mokasHUK
cepeaHboro goxoay Ha kopucryBada (ARPU). B pamkax
yronau Mix kommaniero Microsoft Ta Activision Blizzard
noka3Huk ARPU BusHauaBcs I MiAITACKOBOI MOIEN]
Game Pass ta cknaB 147 non. Ha piK, 111 MOOUTBHUX
irop King BiamoBigHO 2—5 10J. Ha MicCsIb, I TIpe-
MianbHuX (parmmu3 — 100-120 mon. Ha piK IUIATHOTO
KOPHCTYBada.

Hacrymumii eram — OIliHKa CHHEPreTHUYHOTO
edekty. YV pasi mudpoBux akTHBIB HaiibinbImry dac-
THHY CHHEPTeTHYHOTO e(EeKTy CKIaJae came JOXif-
HUP TiAXiA, 30KpeMa, OCHOBHHUII MPHUPICT JOXOIiB
yronu Microsoft — Activision Blizzard 3a6e3neunnn
came KOHTEHT Ta nociyru (+68.8%). He meHI Baxiu-
BUM €TarioM OI[IHIOBaHHSI €()EKTUBHOCTI yTOJl € BUMi-
proBaHHs pm3uKy. Tak, mepenaua mpaB Ha XMapHHU

CTPUMIHT YCiX IIOTOYHHUX Ta MAaHOyTHIX irop Activision
Ha 15 pokiB ¢paniy3bkiii ctyaii Ubisoft crano npukia-
JIOM O€3MpPEeIeIEHTHOTO PEryISITOPHOTO OOMEKEHHS.
Ile BmnwBae Ha €QEKTUBHICTH yTOAU B JOBTOCTPO-
KOBOMY MeEpiofi 3a PaxyHOK OOTSKECHHS aKTHBY IS
xoMmnaHii Microsoft. KpiMm Toro, koMmmnaHisi CTUKHYJIACs
3 HEOOX1THICTIO CKOPOYEHHS BUTPAT, IO MPHU3BEIIO 0
ckopoueHHs1 2800 cniBpoOITHUKIB Ta 3HAYHUMU iHTe-
rpauiiHUMH BUTpaTaMu. Bce Iie HEraTHMBHO BILIHBAE
Ha edekTuBHICTH yromu. OcTaroyHa OIiHKA cQeK-
TUBHOCTI NU(POBOT yroau Moxxe OyTH OILlIHEHA JIHINE
TICTIsS TOJIOJIAHHS 1HTETpaIliiHUX BUKJIMKIB Ta peai3a-
1111 TOBHOTO TIOTEHITIay TPHI0aHNX aKTHBIB B yMOBax
PETYIATOPHUX OOMEKEHb.

BucHoBku. [IpoBenenuii anami3 103BOISIE 3pOOHTH
TaKi BUCHOBKH IIOJI0 €KOHOMIYHOI €()eKTUBHOCTI ITH(]-
pOBO1 yroau:

1. CunepreTnyHuil eeKT BiA omepariiil 3mUTTS Ta
MOTVIMHAHHS BITHOCUTHCS JI0 KITFOYOBHX MOTHUBIB TAKHX
yrog Ta (hOPMYETHCS 332 PaXyHOK 3HMIKCHHS BUTPAT,
3pOCTaHHS JIOXO/(iB, IOCHJICHHSI PUHKOBUX TMO3HUIIIN 013-
HECy Ta ONTHMI3allil CTPYKTypH aKTHBIB.

2. JloninpHICTh yroam MK Kommadiero Microsoft
ta Activision Blizzard po3rmisgaerscst 3 TpbOX Hamps-
MiB: auBepcudikaiisi 0i3HECY 3a paXyHOK OTpPHMaHHS
JIOCTYIy Ha PHUHKY MOOUIBHHX irOop; 3MIIIHEHHS TIO3H-
il y CerMEHTI XMapHOTro TeHMIHTYy 3a paXyHOK TOCH-
neHHs1 exkocuctemu Game Pass; po3BHTOK cTpareriu-
HOTO MOTEHIliaTy 0i3HEeCy 3a paXyHOK JOBTOCTPOKOBHX
IHBECTHUIII} y PO3BUTOK METaBCECBITIB.

3.OCHOBHI CKJIQJIOBI CHHEPreTUYHOro edekTy
YroJau: JoXifHa, omepauiiiHa, (iHaHCOBa, YHpaBIiH-
cpka. HaiiOinplry 4YacTHMHY CHHEPreTHMYHOrO eQexTy
CKJIagac came JOX1THUM MiaxXis.

4. CtpykTypHa TpaHchopMalliss J0X0aiB. Ycmil-
HICTh CTparerii nepexoy Oi3Hecy 10 cepBicHOI Moeni
MiATBEPIKCHO CYTTEBUM 3POCTAHHSIM CETMEHTY KOH-
TEHTY Ta MOCIYT.

5.MacmtaOyBaHHsl MiANHCKOBOI Momem. Xbox
Game Pass mpoJeMOHCTPYBaB 3pOCTAaHHS JOXOIY
Ha 78.6% nmpu peKopIHOMY 3pOCTaHHI KiJIBKOCTI
MU CHUKIB.

6. Edext macmtaly aynutopii. InTerpamis Mo0iib-
Hux aktuBiB King mo3Bonnia 301IbIIUTH LIOMICSYHY
aKkTUBHY ayautopito Ha 316% mo 500 muH KopucTyBa-
YiB, III0 CTBOPIOE JOJATKOBI MO>KJIIMBOCTI JIISI PO3BUTKY.

Tabnuus 3
Ck1a/10Bi cHHEPreTHYHOIO e(heKTy HH(PPOBUX YIrog
Tun cuneprii XapakTepucTHKA Jas keiicy Microsoft — Activision Blizzard
* 3poCTaHHS KUTBKOCTI ITiAIMMCHUKIB
Toxizna ?)pOCTaHEIﬂ ZlOXOIliB BIJI s I[OCT}.I"H JI0 PUHKY MOOLThHUX irop (MoHeTHu3arist MOOiLTBHOT
ICHYI04O1 Ta HOBOI ayautopil | ayauropii King)
 [HTerparist KOHTEHTY B ekocucTeMy Xbox
Onepaniiina Exonowmist Ha BuTparax yepe3 |* CxopoueHHs 2,8 THC. CHIBPOOITHHUKIB
edexr macirady * O0’eaHaHHS aMIHICTPATUBHUX CTPYKTYP
Dinancosa Onrtumizais KamiTainy Ta . BI/IKopI/I?}“aI.-IHSI TPOIIOBUX pe3epBiBﬂMiCI‘OS(.)ft
MOJIATKOBOTO HaBaHTakeHHs1  |* OrnepalliiiHi 30UTKH JJIsI TOAATKOBOT ONTUMI3aIli1
N . * Hoswii gocBin mis Microsoft B ynpaBiTiHHI TiAMTUCKaMH IJIs irop
TIpaBIiHCbKa | BloCKoHaNeHHs MEHEKMENTY | | n . . Core Al
pHU3HAYEHHST HOBOTO JIijiepa kepiBHukoM Core
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InenTudikyBaTn Bujg
HeMaTepiaJbHUX aKTUBIB

- [aTemeKTYapHa BIacHICTH( irpoBi
(dpaHmm3N)

- Texuosoriuni aktuBu(I13, TexHoMOTIi, irpH)
- [ToBemiHKOBI/KOPUCTYBAIIBKI aHi
-KmienTcepki BigHOCHHN

- ExocucremHi akTuBH(MepexkeBi epexTH,
MOTEHIIAT CYIyTHIX MPOJAXK)

2. BuzHauaTu MeTo]1 OIiIHKH

- loximHu#(B OCHOBI TIOTEHITIHIi
MOJKJIMBOCTI CTBOPIOBATHU JOXIT)

- ButpaTHnii(BU3Ha4a€eThCA BUTpPAaTaMH Ha
BiITBOPEHHS 200 3aMillleHHs aKTUBY,
Hanpukiam, [13 abo 6a3 maHMX)

- PunkoBuii( rpyHTY€eThCSI Ha MOPIBHSHHI,
HaIPHKIIA, 3 aHAJOTIYHUMH OTIePaIlisiMH )

l

3. Busnauntu KPI pasa
OLIiHKM(10AaTKOBI 10 (PiHAHCOBUX
NMOKA3HHUKIB)

- KinpkicTh miaNMMCHUKIB

4. Ouinka cuHepriu

- OnepauiiiHa( 00yMOBJIEHa EKOHOMI€IO BUTPAT)
- Hoxigna( 00OyMOBIIEHa 3pOCTAaHHAM JIOXO/IIB,
HAINPUKIIAJ 33 PaXyHOK 3pOCTaHHs ayIuTopil

. . ——>| abo0 mpomakoM CYITyTHIX TOBapiB/IIOCIYT)

- KinbKicTh aKTUBHUX CITOKHBAYiB . L :
. - @inaHcoBa(3a paXyHOK ONTHMI3aLiX KamiTaly
- /loxizi Ha O7HOTO KOpHCTYBaua 4Y T10IaTKOBOTO HABAHTAKEHHS)
- YnpaginiHcbka (BAOCKOHAJICHHS
MEHEPKMEHTY)
S. BpaxyBaHHsl pH3HKiB 6. Po3noaiyn winy npuadanHs
-MopainbHe CTapiHHS aKTHBIB (micms YrOZIu BUHHKAE HCO.6Xi;[HiCTI>
- PerynsTopHi pH3HKW(3 HACTIKOM PO3MOILINTH LiHY ONepauii Mix aKTHBAMH
OBTSKEHHS AKTHBY) HeMaTepiaTbHUMHU Ta MaTePialbHUMH )
—>

- KyneTypHi pusuku inrerpauii ( o0ymoBneHi
BTpaToOIO pernyTauii abo BiITOKOM (axiBLiB)

Puc. 2. Cranii BpaxyBaHHsl HeMaTepiaJibHUX aKTUBIB

7.1lonpu MO3UTHBHY JWHAMIKY JOXOMIB, Yronaa
CYIPOBOJDKYBaJIacs 3HAYHUMH 1HTETpaliiHIMHU BUTpA-
TaMH Ta PETYIATOPHAMHU OOMEKCHHSIMHU, 110 HETATUBHO
BIUIMHYTH Ha TIOTEHI[iall 3pOCTaHHS B JOBIOCTPOKOBIl
TIEPCIICKTUBI.

TakuM YMHOM, MEPII pe3yIbTaTH YTOAN MK KOMITa-
Hierwo Microsoft Ta Activision Blizzard nemMoHCTpyIOTH
JOCSATHEHHS OIEpaIliifHol Ta CTpareridyHoi CHHepTii,
CHHEPICTUYHUH €(EKT BHU3HAYAETHCS PI3HHUICIO MIiX
BapTICTIO KOMMAaHIi Ta BEJIMYMHOIO OKPEMHUX BapTOCTEH
3 ypaxyBaHHSAM PU3HKIB y BUIVISIII PETYIATOPHUX 0OMe-
JKeHb Ta IHTErpalliiHUX BUTpAT.
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THE EFFECTIVENESS OF MEGA-DEALS IN THE DIGITAL ERA: ASSET MANAGEMENT
AND VALUE CREATION IN THE MICROSOFT-ACTIVISION BLIZZARD CASE

Summary. The article examines the economic efficiency of a digital transaction in the entertainment industry,
namely Microsoft’s acquisition of Activision Blizzard. The relevance of the study is determined by the need to
analyze the performance of this transaction in the context of digital transformation, with a focus on the evaluation of
intangible assets and related ecosystem effects. The purpose of the article is to develop a comprehensive approach
to assessing the economic efficiency of mega-deals in the digital economy (based on the Microsoft—Activision
Blizzard case), which would allow the integration of additional drivers of development and constraints affecting
the value creation of intangible assets into traditional financial analysis in the post-integration period. The study
analyzes approaches to evaluating the effectiveness of the merger and acquisition transaction between Microsoft
and Activision Blizzard, including the prerequisites, motives, and regulatory aspects of the deal. The feasibility of
the transaction is considered from three perspectives: business diversification through access to the mobile gaming
market; strengthening positions in the cloud gaming segment through the expansion of the Game Pass ecosystem;
and the development of long-term strategic potential through investments in the metaverse. The main components of
the synergy effect of the deal are examined, including revenue, operational, financial, and managerial synergies. It is
confirmed that the largest share of the synergy effect is generated by revenue synergies. In addition, the key risks and
limitations of the deal related to integration costs and regulatory restrictions are identified. The conclusions confirm
the achievement of operational and strategic synergies; however, the final assessment of the deal’s effectiveness
largely depends on overcoming integration challenges and realizing the potential of the acquired assets under
regulatory constraints.

Keywords: value, mergers and acquisitions (M&A), digital economy, asset management, economic efficiency,
synergy effect, intangible assets.
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