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AnHoTauus. Passutue cetu VIHTEpHET, nepexom K YeTBepTOMY TEXHOSIOMMYECKOMY YKMady CroCcoOCTBYHOT
KOJINYECTBEHHOMY M Ka4eCTBEHHOMY U3MEHEHUIO BUPTYaSibHbIX OpraHu3aumin. 0co60e MecTo B BUPTYasbHOM
cpefie 3aHMMAaeT UrpoBOM cermMeHT, 06bem Kotoporo B 2018 roay npesbicun 116 TpUINMOHOB [0NIAPOB,
MPaKTUYECKM YABOMBLUKUCHL 3a nocnegHue natb net. COVID-19, HECOMHEHHO, Chirpan Ha PyKy UrpoBoOi
OHNANH-UHAYCTPUM, YBEJIMYMB NPOAAXKN MO BCEM CerMeHTam. B JaHHOM ucCnefoBaHUN aHaNU3upyoTCs
MaccoBble MHOI0MOb30BaTeNbCKIUE ponieBble oHNaiH-urpsl (aHrn. MMORPG, massively multiplayer online
role-playing game), co3faslune DeHOMeH BUPTYanbHOro mMupa. IMEHHO BUPTyasnbHbIE UTPOBbIE MUPbI
CCHOpPMUPOBANI HULLY BAPTYANbHbIX MIPOBbIX KOMMepYecknx KomaHg (BMKK), koTopble creunanuanpyoTes Ha
NPeAOCTaBEHNN YCNYT N0 OCBOEHUIO KOHTEHTA, BbIMYCKAeMOro OpraHn3aLmnaMmu-paspaboTinkamit Ans Urpokos-
nonb3osatenen. OAHaKo N1 YCNewHoro YHKLMOHNPOBAHMS B YCNOBUAX XKECTKOW BUPTYaSibHO MIPOBOI
KOHKYPEHLMN KOMMePYeCcKoil KomaHae TpebyeTca Kak nmoHumanue 6U3Hec-npoLecca, Tak u npuBJieveHne
CTOYHUKOB ee (OMHAHCUPOBaHMs. B cTaTbe paccmarpuBaeTcs cTpaterus )OpMUPOBaHNS MHBECTULMOHHON
npusnekarensHocTy BUIKK kak 04HOr0 13 KITHO4eBbIX aCMEKTOB KOHKYPEHTOCMOCO6HOCTM. Lienb ncenenosanns
3aKNYaeTcs B pa3paboTke NMOAXOA0B K ONPeAeneHn0 UHBECTULIMOHHON npuBnekatenbHocT BUKK
B Creungu4ecKnx yCnoBuax SKOHOMIUKN BUPTYaSTIbHOTO MMPA MHOMOMOJb30BATENIbCKUX Urp. 0CTaHOBEHA
3a7a4 060CHOBAHUS HEO6X0ANMOCTM YNpaBeHNa ryABUIOM BUPTYaNbHOM OpPraHn3aLni Kak 0CHOBHOMO
VHCTPYMEHTA MOBbILLEHUS €€ KOHKYPEHTOCMOCO6HOCTU. [1aHO onpefenieHne SKOHOMVKN BUPTYa/IbHOr0 UrPoOBOTO
MUpa MHOronoJIb30BaTENbCKMX POEBbIX OHMAMH-UrP. PackpbiTa CYLWHOCTb NOHATUS «MHBECTULMOHHAA
NPUBJIEKATENbHOCTb» NMPUMEHWUTENBHO K Crieundnyeckomy 06beKTy UCCNea0BaHNs — BUPTYanbHON UIPOBOK
KOMMeEpYeCKOl KoMaH/e, OCYLLECTBIIEHA ee OLEHKA B pa3pe3e BHELUHUX U BHYTPEHHMX (DAKTOPOB HA OCHOBE
SWOQOT-aHanu3a. OnpeaeneHo, 4To OCHOBY WHBECTULIMOHHON npuBnekatenbHocTi BUKK cocTasnset ryasunn,
a 3aja4a NoBbILLIEHNS KOHKYpeHTocnoco6HocTy BUKK Hepa3pbIBHO CBsA3aHa C ynpasfieHUeM ryaBusiom Kak
COBOKYMHOCTbIO HEMZEHTU(MPYEMbIX aKTVBOB.
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Abstract. The development of the Internet, the transition to the fourth technological order contributes to the
quantitative and qualitative change in virtual organizations. A special place in the virtual environment is occupied
by the gaming segment, the volume of which in 2018 reached over 116 trillion dollars, nearly doubling in the
past five years. COVID-19 has undoubtedly played into the hands of the online gaming industry, increasing sales
across all segments. This study analyzes the massively multiplayer online role-playing game that created the
phenomenon of the virtual world. It is the virtual game worlds that have formed the niche of the virtual gaming
commercial teams (VGCT's), which specialize in the provision of services for the development of content produced
by development organizations for user players. However, in order to successfully operate in the face of tough virtual
gaming competition, a commercial team needs both an understanding of the business process and attracting
sources of funding. The article discusses the strategy of forming the investment attractiveness of VGCT, as one
of the key aspects of competitiveness. The paper presents the author's definition of the investment attractiveness
of VGCT, carried out SWOT analysis of the working VGCT “Zeta”, assessed the investment attractiveness on the basis
of unidentified assets. The purpose of the study is to develop approaches to determining the investment attractiveness
of VGCT in the specific conditions of the economy of the virtual world of multiplayer games. Brief statement of the
problem is to substantiate the need of managing goodwill of a virtual organization as the main tool for increasing its
competitiveness. The article used general scientific methods and methods of SWOT-analysis. The definition of the
economy of the virtual gaming world of multiplayer role-playing online games is given. The essence of the concept
of “investment attractiveness” is revealed in relation to a specific object of research — a virtual gaming commercial
team, its assessment is carried out in the context of external and internal factors. It was determined that goodwill
constitutes the basis of VGCT’s investment attractiveness, and the task of increasing the competitiveness of VGCT
is inextricably linked with the management of goodwill as a set of unidentifiable assets.
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BBepeHue

HOMWK MpenAcTaBngeT coboil MHOro-
aTanHbIn B3aMMOOOYCNOBNEHHbIN MyThb,
MexX[dy HMMW CyLLecTByeT ycTol4nBasi B3au-

Pasamme BUPTYaslbHOM U peasibHOM 3KO-

MOCBA3b. B pasHbix cTpaHax gong BupTyanb-
HOWM aKoHOMUKK B BBl pasnuyHa n 3asucut
Kak OT CTPYKTYpPbl PeasibHOM 3KOHOMMKM, Tak
1 OT HaUMOHaNbHOM MeHTaneHocTh. CoBpemeH-
Hbl€ UCCnefoBaTenn neiTaloTcd onpenennTb
napameTpbl Takmx nponopunn. B yactHocTw,
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