JICHTeiH Ke3eH-Ke3eHIMeH 3-4%-Fa JCiiH TOMEHACTY KOHIHAEC MaHBI3bl MIHICT
TYD.
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KA3AKCTAHJIAFBI )KOHE ©JIEMJIEI'T BEMHE OMbIH MHY.CTPUSCHI

Kazipri yakpITTa OMBIH HHIYCTPUACH! aKMapaTThIK TEXHOJIOTHUSIIAD CAaChIHIAFbl €H
KApKBIHJBI JaMbIIl KeJe JKaTKaH cajajapiblH Oipl  OOJBI  TaOBUIAABl  KOHE
MYITBTUMEAMSIIBIK OWBIH-CAyBIK HapbIFbIHAA HETI3T1 OpBhIHAApAbiH OipiH amagsl. 20
FACBIPJBIH COHFBl OHJKBUIIBIFBI KapCaHBIHAA >XaHA TEXHOJOTHSIIAP/BIH AllbLTYbIHBIH
apKachlHIAa OWBIH HWHAYCTPHUACHI OCJICeHII TYpJEe MaMblll, SJE€MIIK HapbhIKKA IIIbIFa
Oactaapl. Coi Ke3/1H ©31H/Ie dJIEMIE KOMITbIOTEPIIIK OMBIHAAP/IbIH CAThUIBIMBI IIIaMaMEH
25 mummapna gojiapabsl Kypaabl. ByriHri Tama. OWbIH HHIYCTPHUSACHI HETI3T1 OWBIH
Kyhenepl MeH ocipece OWBIHAAPIbIH YJIKEH CaThUIBIMIAFbl TAaOBICHIHBIH apKachIHJA
»kahaHIBIK DKOHOMHKAra aWTapibIKTail yiec ‘Kocyma. Meicansl, arakTel Grand Theft
Auto V onem 6oitpiama 130 MUUIMOHHAH deTaM KelllipMe caThUIbII, opTalia 6aracel 40
JOJIIapIbl Kypar, maMaMmeH 5,2 MuwuIvdapja mosuiap naiga okenai . Ocwuiaiiiia, Oip
OMBIHHBIH TMai1achl KUHO TapUXBIHAAFbI €H KON TaObIC oKeNreH (PHIIbMHIH TaObICHIHAH
achlIl TYCTI .

Kasipri yakpITTa 0ilbIH HHAYCTPHUACH KAHIIAJIBIKTHI TUIM/1? Newz00o aHaJIUTUKAIIBIK
arenTTirinig (Newzoo 2022 sxahaHNIbIK OHMBIHAAD HApPBIFBIHBIH ece0i) MoJTiMerTepi
OolibIHIIIA, COHFBI OeC >KBUIHA dJeMe OWbIH caTylaH TyckeH Kipic 80%-ra Hemece 68
MuMapa fojutapra ecin 2022 xputbl pekopATHIK kepceTkimke - 203,1 mummmapa
noyapra xeTTi. CoHrbl NEWzO0O0-HbIH FallaMJIbIK OMBIHIAP HapbIFbl Typalibl eceOiHe
cotikec, Kazakcran obIH MHAYCTpUsChIHAA 44-1111 opbiHaa. Kazakcran 183 muH gosiap
KipiciMeH OeliHe OWbIHap HAPBIFRIHBIH Kipici OoibiHIa [IIsiFeic Eyponanars anramkbl
5 enaiH KaTapbiHa Kipe/.

OWBIH MHIYCTPUSCHIHBIH OJIEMHIH OPTYPJl €ACpPiHIH SKOHOMUKACHIHIAFBI YJIECIH
KapacThIpalibik. l-cyperTeri nuarpaMmara CyWeHe OTBIPBINN, €H THIMJI OWBIH
uHIycTpusichl Asusina ($96,3 mumnapn ) sxoHe Contyctik AMepukana ($54,3 mummap
) JIeTeH KOPBITBIHIIBI jkacayra Oonanel. Kepemer maiina, eH anabiMeH, eki (GakTOpMeH -
OCBI eJIICP/IIH ayMaFrbIHJIa TYPAThIH XaJBIKTHIH MOJIICPIMEH JKOHE TYTBIHYIIBLIAPIBIH
ToJieM KaOlneTTurriMeH OailmaHbIcThl. MebIcansl, KeiTaiiga MOOMIIBAl JKOHE OHJIAMH
OMBIHAP/IBIH €H 1pi mpoBaiiaepi 6osbin TadbutaThiH Tencent Games CUSKTBI aKIapaTThIK
annaybITThIH TaObIChl 2017 xbutbl 12,7 Mumuapa nosuiapasl Kypaasl. Kepemer Talsbic,
€H aJJbIMEeH, €Ki (pakTopFa-ochl eNJep/Ae TYpPaTbiH XaJblKKa OalIaHBICTHI. e€ljep,
TYTBIHYIIBUIAPABIH TOJieM KaOureTTuriri. Meicansl, KpiTaiiia MOOWIIB/I1 KoHE OHJIAMH
OMBIHAAPIBIH, €H 1pi1 IpoBaijepi OoibIm TaOBUIATHIH aKMapaTThIK almaybIT |encent
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Games 2017 xwbutbl 12,7 Munnuapa 10Ju1ap TaObIC TalThI.

2022 Global Games Market

newzoo Per Region With Year-on-Year Growth Rates

Middie East & Africa

$7.2Bn

& 50%

Europe of all consumer

$36.3Bn

spending on games in
2022 will come from
the U.S. and China

E US. Total

— $50.5Bn

China Total
Q $50.2Bn

Latin America

$8.9Bn

Asia-Pacific

$96.3Bn

2022 Total

$203.1Bn

+5.4%
Yoy

North America

$54.3Bn

Newzoo | Global Games Market Report | April 2022
newz00 com/globaigamesreport

1-cypeT - OJeMHIH dpTYpJli alMaKTapbIHAAFbl OWBIH WHIYCTPUSCBIHBIH A /1aChl

Jlerenmen, Oeny/l Mmaiijia >KarblHAH KapacaHbl3, HAPBIKTBIH €H YJIKEH YJIECiH
MOOWJIBJII KYpbUIFbUIAp ananabl. byn cMaprdonzgap MeH IUIaHIIETTEPIIH >KaHa
YATiIepiHiH OHIMAUTITIHIH 6cyiHe e, OJIApABbIH KOJDKETIMIUIITIHE ¢ OaiIaHbICThI
naifjlalanyibiap CaHbl KYH CalblH ocim Kele[l. XaJblKapajblK JACpeKTep
kopriopanusiceiabiy,  (IDC) 3eprreyine coifkec, OyriHme oyiemjae KyHIHE opTa
ecernmed 1 carar OWbIH OMHAY YIIIH HalJajJaHbLIaThIH 1,6 MHIITAAp] MOOWIIBII
KypbuUtrbl 0ap. Ockuraiima, 2019 KbUThl VsUTBI OaiiIaHbIC HAPBIFBIHBIH KBl Kipici
$68,2 Mipa Kypasl.

OMibIH UHTYCTPUSCHIHBIH YIKEH Taiaa okeneTiHl naycoi3. Ceb6ebdi, Oy canaHbiH
OHIMIEP1 KOFAPbl YTKBIPJIBIKKA W€ KOHE SPTYPJIl JaFJapbiCTap/laH QJICi3 acep €TeIl.
JlyHue Ky3lHIEri MHBECTOpJIap yuIiH Oys cana, ce3Ci3, oTe THUIMII HWHBECTULUS
ekeHiH aran oTkeH JkoH. CapammbuiapaeiH mikipiHme, Kazakcranma OeiiHe
OMBIHAAPBI 931pJiey HaphIFbl TOKbIpayaa. Omap ym kapamaiibiM cebem Oepeni.
bipiamrici - OIOMKETTIH JKOKTHIFBI, HHBECTOPJIAp aKIIa CaJIMaiabl, OHTKEHI enje
MYH7all canajapFa..aTapiblkTail akma >XKO0K. AAA jAeHreiinmeri (GKorapbl
OIO/DKETTIK) K00a Typasibl aTatbiH Oojcak, Oy 50-100 MUIUTHOH JoJiap >KoHE
onaHn-ma ken. ExinmiimeH, Oi31iH KOFaMbIMBI3 O€iHE OWBIHIAPABI JKacayra aca
KBI3BIFYINBUIBIK TAHBITHAWABI. YUIHIIACH - HOTWKECIHIE OWBIHIBI J31pJieyae
TOXKIPUOE a3 JKOHE J3IpIIeyIIiiep as.
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