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Abstract: This article examines the evolution of the internationalization
strategy of digital creative companies, using the Chinese video game developer
MiHoYo (HoYoverse) as a case study. It analyzes the company's transition from
a low-risk export-licensing model to the establishment of a global network of
wholly foreign-owned enterprises. Special attention is paid to the application of
the "glocalization" concept to overcome cross-cultural barriers, as well as the
strategic role of the Singapore headquarters in mitigating geopolitical and
institutional risks. The study substantiates that in the highly competitive
environment of the digital economy, direct control over the product ecosystem,
fan community, and financial flows is a critical condition for successful global
expansion and lays the foundation for building a future global metaverse.
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B onoxy rmybokol mudpoBod TpaHchOpMalUM MHUPOBOM IKOHOMHKHU
TPaeKTOpPUM HMHTEPHALIMOHAIM3ALMA KOMIAaHWM, pabotarommx B cdepe
KPEaTUBHBIX UHAYCTPUH U MUPPOBOTO KOHTEHTA, GyHIAMEHTAIBHO OTOPBAIINCH
OT  KJIACCHMYECKUX  MapajgurM,  XapakKTepHbIX  JJs  TPaJAUIMOHHOTO
MPOU3BOJACTBEHHOTO M  TOPrOBOr0  CEKTOPOB. TpaauuuMoOHHBIE TEOpUU
MEXIyHapOAHOrO Ou3Heca, Takue Kak YHIcalbCKas MOJElb MO3TAIHOTO
NPOHUKHOBEHUS WM OKIekThueckas mnapaaurma Jlanauara (OLI), mpwu
OOBSICHEHUH TIOBEJCHUSI COBPEMEHHBIX IM(PPOBBIX IUIATGOPM, B BBICIIEH
CTENIEHU 3aBUCAIIUX OT CETeBBIX 3(PPEKTOB, HDKOCHCTEM COOOIIECTB U
HEMPEPHIBHOTO ONEPAIMOHHOTO IMKJIA, YaCTO OKAa3bIBAIOTCS HEAOCTATOYHBIMU
[1]. B TOM HOBOM KOMMEpPYECKOM MPOCTPAHCTBE KIIOUEBBIM CTPATErMYECKUM
BBI30BOM JUJIsl TPAHCHAIIMOHAJIBHBIX KOPIOPAIIUA CTAHOBUTCS TIOUCK UICATIBHOTO

OamaHca MeXJy IVIOOAJIbHOW CTaHIApTU3alMEed NPOAYKTa M €ro TIiIyOOKou

"Teopusi U NPAKTHKA COBPEMEHHON HAyKH" Ne6(132) 2026



COLIMOKYJBTYPHOM ajamnranueid, a Takke BBIOOp ONTHUMAIBHOIO PpPEeXKHUMa
MPUCYTCTBUSI, MO3BOJISIONIETO MAKCUMHU3UPOBATh CKOPOCTh AKCHAHCHUU MpHU
COXpaHEHUU TOJHOTO KOHTPOJIA HaJ HHU(PPOBBIMU aKTUBAMH W JIOSIIbHOCTHIO
aynutopud. OHUM U3 HauOoJiee IPKUX U aKaJEeMUUYECKU 3HAUYUMbBIX TPUMEPOB
YCIEIIHOTO PENICHHUS JAaHHOM 3aJa4d  SBJSIETCS CTpPATervus KUTaNCKOU
KoMMaHuu-pazpaboTunika  Bugeourp  «MiHoYo»  (omepupyromeit  Ha
MEXAYHapoJAHOM pbeiHKEe 1oa  Opengom  HoYoverse). Ee  mpouecc
WHTEPHAIIMOHAJIM3AIMK HE TOJIBKO MPOJAEMOHCTPUPOBaN (eHOMEHAIbHbIC
(bYHaHCOBBIE PE3YJIbTATHI, HO U YCTAHOBWJI HOBBIE CTAHIAPTHI B 00JIACTU KPOCC-
KyJIbTYPHON KOMMYHUKAIIMHA ¥ TTIOCTPOCHUS TJIO0ATBHBIX ITU(POBBIX SKOCHCTEM.
I{ens MaHHOM CTaThM — BBIWTH 3@ PAMKHU y3KOTIO IPOAYKTOBOIO aHajau3a H,
OMUPAsICh Ha COBPEMEHHBIE TCOPUU LUPPOBON IKOHOMUKH U MEKIYHAPOTHOTO
MEHEDKMEHTa, HccienoBath, kKak «MiHoYo» B  ycCIOBUSIX  BBICOKOM
HEOIPECICHHOCTH U KECTKOM KOHKYPEHIIMHM CyMmena TpaHChHOPMUPOBATHCS U3
JIOKaJIbHOW CTyIMU B Tri00adbHOTO MpoBaiaepa LU(pPOBOro obpasza >KU3HH,
UCIIOJIb3YSI MEXAHU3MbI «TJIOKAIU3ALUW» U CTPATETMUECKUN MEepexo] K MOJENn
MPSIMOTO BJIaJICHUS 3apyOeKHBIMH AKTUBAMHU.

JUis ToOHMMaHHsA MAacIITaboB MeXAyHapoaHoi oskcnancuu «MiHoYo»
HEOOXOJMMO B TIEPBYIO Ouepedb IMPOAHAIMU3UPOBATH €€ HSKOHOMUYECKUN
dbyHIaMEHT U MPOAYKTOBYIO JIOTHKY. B oTiiMuMe OT TpaJAMIIMOHHOW Mojienu
Pa30BbIX MPOAAX MPOTPAMMHOTO OOeCIiedeHUs, OM3HEC-apXUTEKTypa KOMITAHUH
onupaeTcst Ha cxemy «free-to-play» (OGecrmaTHast UTpa) ¢ MHTErpaleil MEXaHUK
MukpoTpanzakiuii (gacha). /lannas mozens TpeOyeT HENMPEPHIBHOTO BBIMYCKa
KOHTEHTHBIX OOHOBJICHHMM (MoOjenb live-service) U (EeHOMEHAIBHOTO YPOBHS
yAepKaHUus ayautopuu [5]. DkoHOMHYeEcKas oOTaada oOT TaKoro IoJaxo/a
KOJIOCCaJIbHA: TOJIbKO 3a mepuon 14-i nstunerku (2021-2025 rr.) Hamorosbie
OTYHCIICHHS KoMIaHuU B Oro ket Kurtast qocturiu 15 MuimuapoB roaHei, 4To

DKBUBAJICHTHO mnpumepHo 2,1 mumnmmapaa posapoB CIIA. dparmaHckuii
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npoekT kommnanuu, Genshin Impact, Beimymennusii B 2020 roay, COBEpPIIHII
PEBOJTIOIUIO HAa PBIHKE MOOUIILHBIX U MYJIBTHILUIAT(OPMEHHBIX Pa3BICUCHUN; K
2025 romy, CIycCTS MATh JIET TMOCTE peiu3a, TOJIbKO €ro MOOWJIbHAs BEpCHs
creHepupoBasia 523,3 MWUIMOHA JOJUJIApOB 3a TOJ, a COBOKYIIHBIC
IIOJI30BATENILCKAE PAaCXOAbl 3a BECh MEPUOJ IPEBBICWIN 27 MWUIMAPIOB
noJjutapoB npu Oosiee yeM 115 mwmmonax 3arpysok. Ilocnenyromue penusb
MOATBEPININ YCTOMUMBOCTH 3TOM Mozenu: mpoekT Honkai: Star Rail npeogonen
OTMETKY B 2 MUJUIMApJa JI0JIJIapOB MOOWIILHOM BBIPYYKH BCETO 3a 23 Mecsa,
nemoHcTpupyst mnokaszatenib ARPDAU (cpemnsis BbIpydka Ha aKTHUBHOIO
noJib30BaTessi B JeHb) Ha ypoBHe 0,77 posuiapa, 4TO 3HAYUTEIBHO BBIIIE
CPEIHUX 3HAYEHUH N0 UHIyCTPHH.

VYcnex cronb MacmITaOHOM  MOHETHM3AallMM Ha 3apyOEKHbBIX PBIHKaX
HEpa3pbIBHO CBsI3aH C KOHIEMIUeH «riokamu3zanum» (glocalization), kotopas B
npaktuke «MiHoYo» monyuuna MakcumanbHO KOHKpeTHoe BorutonieHue. Kak
OTMEUAIOT MCCIIEIOBATENH I100aJIN3allMOHHBIX MPOLECCOB, IU(PPOBONA KOHTEHT
IpU TEPEeCEUCHUU HAIMOHAIBHBIX TPaHUI] HEU30€KHO CTaJIKUBACTCS C
«KyJBTYPHBIM TUCKOHTOM)» — CHHKEHHUEM IPUBIICKATEIbHOCTU MPOAYKTA M3-32
pa3uuuii B KYyJBTYPHBIX KOJAaX, HEHHOCTAX M ICTETUUYECKUX MPEANOUYTECHUSIX
notpeduteneit [4]. Hns mpeomosieHus 3Toro Oaphepa KOMIIAHUS BBICTPOMIIA
VHUKAQJIBHBI ~ KyJbTYpPHBIA ~ CHUHTE3:  COXpaHsisd  €IuHOEe  IJ100aibHOE
TEXHOJIOTUYECKOE SAPO M BBICOYAMIINE CTAaHAAPTHI KAYECTBA, OHA UHTEIPUPYET
B BUPTYaJIbHbIE MHUPBI 3JIEMEHTHl MHOXKECTBA pEalbHBIX KyJIbTyp. Tak, B
urpooit BceneHHou «TeiBat» (Genshin Impact) pervon Jlu FO> otpaxkaer
KUTAUCKYI0 Pritocopuio u ACTeTUKY, MoHAITAAT 6a3upyeTcsi Ha eBpONEHCKOM
CpeIHEBEKOBbE, MHan3ymMa pEKOHCTPYUPYET 3MOXY SIMOHCKOro CEryHara, a
Cymepy n DoHTEH BOUTHIBAIOT KYJIbTYpHbIE Mapkepbl bamxnero Bocrtoka,
HOxHo# A3uu u @paniuu. Jta cTpaTerusi, NoJKpeIyIeHHAs BBICOKOOIOHKETHON

JIOKalu3alMed W MHOTOS3bIYHBIM O3BYUYMBAHUEM (AMOHCKUN, aHTJIMHCKUM,
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KOPEHMCKUIA), MO3BOJISET MOJIH30BATEISAM U3 PA3HBIX YTOJKOB IUIAHETH HAXOIUTh
B TMPOAYKTE 3HAKOMBIE COLIMOKYJbTYPHBIE OPUEHTUPBI, YTO PATUKAIBHO
MOBBIIIAET YPOBEHb UX BOBJIECUEHHOCTH U SMOLMOHAIBHOW MPUBSI3aHHOCTH [2].
[lonoOHBIM MOAXOJ TO3BOJISET KOMIIAHMM HE MPOCTO AKCIOPTHUPOBATH
MPOTPAMMHBIM KO, HO M OCYHICCTBIATh S(PPEKTUBHYIO MEKKYIbTYPHYIO
KOMMYHHKAIIUIO, TIOBBIIIAs II00aJbHYI0 Y3HAaBaeMoCTh Opena [3].

Tem He MeHee, MeXIyHapoJHas OIEpalMOHHAs Cpela XapaKTepusyercs
HapacTaronieil KOHKYPEHTHOM SHTpONHe U OeCIHpereICHTHBIM JIaBICHHUEM.
PoiHok ACGN (aHMMe, KOMHUKCBI, UTPbI, HOBEJIbI), HEKOTJa CUWUTABIIUNCA
HUILEBBIM, CETOJIHS IMEPEHACHIIEH U KOHCOJIHUJIUPYETCA BOKPYTI HECKOJIBKUX
UTPOKOB C OrPOMHBIMHU Oroxetamu. KOHKypeHTHas mMmapagurmMa MeEHSETCS:
TUTaHThl UHJIYCTPUH, Takue Kak Tencent, OTKa3bIBAIOTCS OT TAKTHUKHA MaCCOBBIX
WHBECTULIMI B MEJIKHE CTYANH B IIOJIb3Y CO3AaHUS COOCTBEHHBIX JOJITOCPOUYHBIX
«evergreen»-XuToB (BEYHO3ENEHBIX MPOoeKkToB). C Apyrod CTOPOHBI, MpPSIMbIC
KOHKYpeHThI, Takue kak Kuro Games co csoum npoektom Wuthering Waves,
atakyiorT suapo aynurtopun «MiHoYo», mnpemnaras Oornee AMHAMUYHBIE WU
riiyookue Oo0eBble MEXaHWKH (IapupoBaHUE, TMpepbIBaHUE aHUMAIMH) U
YCKOpPEHHBIE CIOCOOBI MEPEMENIEHUSI B OTKPBITOM MHPE, YTO TMO3BOJMIIO 3TOM
Urpe BOUTHM B JECATKY CcaMbIX MNpUOBUIbHBIX TmpoekToB 2025 rona.
JIOTIOHUTENbHYIO YIPO3y MHPEJCTABISAIOT FOTOBSIIHUECS K PEIU3y MPOEKThl OT
NetEase u Perfect World na 6a3e asmxka Unreal Engine 5, koTopbie OTXOAST OT
(GAHTE3UIMHONW CTHJIMCTUKM B CTOPOHY JETAIM3UPOBAHHBIX CHUMYJSITOPOB
COBPEMEHHBIX MErarnojucOB M TECTUPYIOT OTKa3 OT TpaAMIMOHHOM gacha-
cuctemMbl. Ha (oHe »TuX oTpaciieBbIX BBI30BOB, a TaKXKE YCHUIUBAIOIIMXCS
IEONOJUTUYECKUX PHUCKOB W BHYTPEHHUX PETYJISATOPHBIX OrPaHUYEHUU,
«MiHoY0» akTUBHO MHTETPUPYET TEXHOJIOTUN T€HEPATHBHOTO UCKYCCTBEHHOTO

unremekra (GenAl) ayisg ycKopeHHs MPOW3BOACTBA KOHTEHTAa M CHHXKEHUS
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U3JIEPKEK, YTO J1aeT €l KPUTHUYECKOE MPEUMYILIECTBO B CKOPOCTH OOHOBIICHUM
nepen 601ee KOHCEPBATUBHBIMU SITOHCKUMH U3/1aTEIISIMU.

B konTekcTe BbpIOOpa CTpaTernu MPOHUKHOBEHUS Ha 3apyOeKHbIE PBHIHKU
(entry mode) 3BoJIIOIMS KOMITAHUM JAEMOHCTPUPYET KIACCUUYECKUU MEepexo OT
HU3KOPHUCKOBBIX KOHTPAKTOB K CTPYKTYpaM IOJHOI'O KOHTPOJISI, YTO OJIHOCTBIO
COrJacyercss ¢ COBPEMEHHBIMU 3MIUPHUUYECKUMHU HCCIECIOBAHUSMU LU(POBBIX
TpaHCHAUMOHAIBHBIX KoMnaHuil [1]. Ha panHuX 3Tanax nHTEpHAIMOHAIA3ALINH,
Hanpumep, npH BeiBoze urpsl « A3 U8 %= 2» B 2014 roay Ha peiHkE SnoHUM U
Oro-Boctounoit Azun, «MiHoYo» monaramace Ha JUUEH3HOHHYIO MOJENb,
JeNerupyst nmpaBa Ha JUCTPUOYLMIO M MapKETHHI JIOKAJIbHBIM H3JIATEIISAM.
JlaHHBINA SKCMOPTHO-KOHTPAKTHBIM MOAX0J MUHHUMHU3UPOBAN MEpBOHAYAIbHbBIC
KalMUTAJIbHBIE 3aTPaTbl W MO3BOJIUI HMCIOJIB30BATH HKCIEPTU3Y IAPTHEPOB B
HE3HAKOMOW MHCTUTYLIMOHAJIBHOM Cpee, OJTHAKO €r0 CTPATErMYEeCKUE H3bSHBI
BCKOPE CTaJld OYEBHUIHBIMU: DPa3padOTUMK TMOJIy4daa Jullb okoyio 25% ot
KOHEYHOM BBIPYYKH, TIOJHOCTBIO YyTpauuMBas MpU 3TOM KOHTPOJIb HaJ
1IEHOO0pa30BaHUEM, CKOPOCThIO OOHOBJIEHUH M, YTO HauOoJiee KPUTUYHO, HAJl
npsiMOM  CBA3bIO ¢ aHaTckuM cooOmecTBoM. [l mudpoBBIX HPOTYKTOB-
CEpBHUCOB pa3pblB MEXJy CO3/JaTejleM U MOTpeOUTeNeM BEIeT K MOTepe
HEHHEHIITNX TAHHBIX U CHUKEHUIO JIOSIIBHOCTH [5].

Oco3HaB 3TH CTPAaTETMYECKWE OrPAHUYEHHUs, KOMIIAHUS COBEpIIMIIA
pajMKalIbHBI  pa3sBOPOT B CTOPOHY MOJEIM  CO3JAHUS  ITOJHOCTBIO
KoHTpoJupyembix JouepHux obmectB (WFOE — Wholly Foreign-Owned
Enterprise). Pybuxkonom crtan 2020 rox, korma penus Genshin Impact Obun
OCYILIECTBJICH CHHXPOHHO BO BCEM MHUPE Ha MHOXecCTBe TiaThopm (MOOUIBLHBIE
yctporictBa, IIK, PlayStation) ¢ omopoii Ha CcOOCTBEHHBIE CTPYKTYpHI
koMmranuu. B 2022 romy 5TOT Kypc ObUT WHCTUTYIHOHAIM3UPOBAH uepes
KOHCOJIMJIALIMIO BCEX MEXIYHApPOJHBIX OIepanui MoJA €IUHBIM INI00aTbHBIM

opeamom HoYoverse. CrparermdyeckuM I[EHTPOM HOBOM  IJ100albHOM
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apXUTEKTYyphl cTana mrad-kBaptupa B Cunranmype (Cognosphere Pte. Ltd.).
Beibop »3TOl IOpUCAMKIMM OBLI MPOJUKTOBAH HE TOJBKO HAJOTOBBIMU
npeepeHIusAMU, HO M TIJIyOOKMM TOHMMAaHHUEM TEONOJUTUYECKUX U
opuauueckux peanuil: CuHranyp oOecrneuus KOMIAHUU MOJUTHYECKU
HENTpaIbHBIA, KOCMOMOIUTHYHBIN UMUK Ha 3amaje M MO3BOJHMI BBICTPOUTH
MHOPACTPYKTYPY XpaHEHHUs JaHHBIX B CTPOTOM COOTBETCTBUHU C €BPONEHCKUM
pernamenToM GDPR, 4TO cHsio Gapbepbl HEAOBEPUS CO CTOPOHBI 3aIaJIHBIX
PETYISATOPOB U ToJIb30BaTese. OTHOBPEMEHHO C 3TUM Oblla pa3BEepHYTa CETh
pernoHanbHbiXx oducoB B Tokuo, Ceyne, Jloc-Anmkenece u Monpeaine.
[TonoOHas neneHTpan30BaHHAs ONEPAIMOHHAS MOJIENb TO3BOJIMIIA TPUBIIEKATD
JYUYIIUX JIOKATbHBIX CHEIUAIUCTOB IS HACTPOMKH TapreTUPOBAHHOTO
MapKeTuHTa (0T Hapy»XKHOHU pekiambl B Akuxabape 10 uHterpanuii Ha Twitch B
CIODA) wu rmy0Ookoit paboOTBl C MECTHBIMH COOOIIECTBAMHU, IPEBPATUB
TEOPETUUYECKYIO IIIOKAIU3AIMIO B peabHbIN OM3HEC-UHCTPYMEHT.

[lepexonq K TJIOOQJIBHOM apXUTEKTYpe NPSIMOTO KOHTPOJS MOTpedoBal
OTPOMHBIX HHBECTHIIMI, OJHAKO (UHAHCOBass M CTpaTeruyeckas oOTaaya
MHOTOKpAaTHO mpeB3onuia uznepxku. Coxpanss 3a coboit 100% Bbeipyuku (3a
BbrueToM 20-30% wxomuccuii mudpossix miathopm App Store, Google Play u
Ap.), KOMMaHWs JA00WIach BIEUATIIAIOIIMX IOKa3zaTenel: oO0Iias BBIpyUYKa
BbIpocna Ha 300%, a MmexayHapoaHble J10xoAbl yBenuuwinuch Ha 700%, 4dto
MIPUBEJIO K POCTY JOJIH 3apyOeKHOM BRIPYUKH B CTPYKType kKommnanuu ¢ 40% mo
80%. Ilokazatenb peHTAOEIBHOCTH MEXAyHapoaHbiX onepanuii  (ROI)
nogusicst ¢ 35% no 50%, a koddduimeHT yaep:KaHHs TOJIb3oBaTenen
(Retention Rate) m ux mnoxwusHenHas neHHoctb (LTV) Bospociu nHa 20
MPOLIEHTHBIX NMYHKTOB U 137% COOTBETCTBEHHO, AOCTUTHYB 95 n0i1apoB Ha
nosib3oBatenst.  Co3manHas HWHPPACTpyKTypa OQGHUCOB, HaTa-IIEHTPOB W
IJI00AIbHBIX  TAPTHEPCTB TEMEph CIYKUT MOIIHEUITUM KOHKYPEHTHBIM

O0apbepoM U MIaTGOPMON ¢ HYJIEBBIMU MPEACTbHBIMU U3AEPKKAMHU JJIS 3aITyCKa
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HOBBIX TPOEKTOB, TakuX Kak Zenless Zone Zero. boiee Toro, 3TM akTHUBBI
GOpMHPYIOT TEXHOJOTUYECKYI0O W COIUANbHYIO 0a3y Il JOCTHIKEHUS
JOJITOCPOYHOM  CTPATETHYECKOM  I[€IM  KOMIIAHWHW,  O3BYYCHHOW €€
ocHoBaTensaMu: co3fgaHusd K 2030 rogy NOJHOLEHHOIO BHUPTYaJIbHOTO MHpA-
METaBCEJIICHHOM, CIMOCOOHOT0 OOBEIMHUTH | MUJUIMApA YEJIOBEK IO BCEMY
3eMHOMY I1apy. B aToil HOBOHM mapagurme KOMIIaHUS MEPECTAeT ObITh MPOCTO
MIPOU3BOAMUTENIEM KOHTEHTa, TPAHCPOPMHUPYSICh B aApPXUTEKTOpa TI00ATBHOM
upoBOl MHPPACTPYKTYpHI, TJE Pa3BUTHUE TOJIH30BATEIHCKOTO KOHTEHTA
(UGC) obecrieuut el yCTOMYUBOCTD HA JIECSTUIICTHS BIiepen [6].

[TogBoass WTOr WCCIEAOBAHUIO MEXKIAYHAPOJHONM CTpaTEerud KOMIAaHUU
«MiHoYo» (HoYoverse), MOXXHO yTBEp>KIaTh, YTO €€ yCHeX BBIXOJHUT JAJIEKO
324 paMKM  4YacCTHOrO  KOPHOPATHMBHOIO  Keilica, TMpEACTaBisAsl  CcOOOi
YHUBEPCATHHYIO MOJCIb I KPEaTUBHBIX HHAYCTPUH B 3MOXy IU(POBOMA
riodanuzanuu. AHanu3 JEMOHCTPUPYET, YTO B COBPEMEHHOW SKOHOMHUKE,
OCHOBAHHOW Ha TuiatgopMax M UU(POBBIX CEepBUCAX, TPATUIMOHHBIE METOJbI
AKCIIOPTA W JIUIEH3UPOBAHUSA TEPSAIOT CBOIO A(PGHEKTHBHOCTH, TaK KaK OHHU
JUIIAIOT KOMIIAHWIKO TJIaBHOIO AaKTHMBA — MPSIMOTO  KOHTPOJS  HAal
MOTPEOUTETHCKAM OIBITOM U JTAHHBIMHU coo01iecTBa. CBOEBPEMEHHBIN OTKAa3 OT
NOCPEAHUKOB B TIOJb3y  CO3JaHHUs  IVIOOATBHOM  CETHM  MOJHOCTBHIO
KOHTPOJIMPYEMBIX  JIOYEPHUX CTPYKTYp, HECMOTpPS Ha COMYTCTBYIOIIUE
KOJIOCCAJIbHbIE  (DMHAHCOBBIE W YNPABICHYECKHE H3ACPKKH, ITO3BOJIUII
«MiHoYo» He TOJIbKO MakCHUMHM3UPOBATH CBOIO JOJIIO B LIEMOYKE CO3JaHUs
CTOMMOCTH, HO W BBICTPOUTH HAACKHYIO 3alllUTy OT PEryJATOPHBIX U
TeONOJIMTHYECKUX IOKOB 0OJlarofaps CHUHTramypckoil apxutektype. CuHeprus
OECKOMIIPOMUCCHOTO MPSAMOrO0 KOHTPOJs HaJx OuzHecoM, riayOouaiiiien
«TJIOKAMHM3AIMW» KOHTEHTA, CTHUPAIONIEH COIHMOKYJIbTYpHBIE Oapbephl, U
arpeccuBHOro BHeApeHus nepenoBbix TexHosioruit (GenAl, UGC-mnatdopmbr)

oOecrieunia KOMIAHUM YCTOMYMBOE JOMUHUPOBAHHE HA BHICOKOKOHKYPEHTHOM

"Teopusi U NPAKTHKA COBPEMEHHON HAyKH" Ne6(132) 2026



mupoBoM pbiHKe. OnbiT «MiHoYo» ybenuTenbHO 0Ka3bIBaeT: B LU(PPOBOIL
KpeaTUBHOW MHJIyCTPUU MOAJIUHHO TI00aNbHOE JUAEPCTBO JOCTUTACTCS JHIIb
TEMM KOMIIAHUSAMH, KOTOPBIE TOTOBbl HMHBECTHUPOBATH B JTOJTOCPOYHYIO
MEXAYHApPOJHYIO0 UH(PACTPYKTYPY, OTHOCSCH K 3apyOE€KHBIM PBIHKAM HE KaK K
UCTOYHUKAM OBICTPOIl TOTOJIHUTEIbHOW MPHOBUIHM, a KaK K HHTErPaJbHBIM

AJIEeMEHTaM €IMHOM, TT100aNbHOM, HO KYJIbTYPHO aIallTUBHON MeTa-IIaT(OpPMBbI.
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