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This article studies the industry of recreation with its structure and peculiarities. The
analysis is given of the sphere in Ukraine. Specific features of American and European
recreation industry are considered. In the United States and European Countries the
recreation industry is the prospective branch of economy including art, cinema, purpose
amusement parks, games, etc. The notion of recreation means having one’s leisure-time
for getting pleasure and new impressions inflow thus contributing in relaxation and delight
supply. The place and importance of trade recreation centers (TRC) in the field of
entertainment are determined, and the most popular malls are identified which are
considered to be the most quality trade and recreation areas in Ukraine. The main tendencies
are reviewed of recreation services development in Ukraine, such as Integration of recreation,
improvement of recreations cultural level, etc. Factors are exposed that restrain the Ukrainian
branch’s advance, such as sensitivity to changes of macro-economic indices, high risks of
doing business, which reduce the investment attractiveness of the entertainment industry
in Ukraine. The article analyzes the volumes of the entertainment industry markets in
Europe for the period 2013—2018 and trends are identified in the entertainment industry
in the world. Most of the life of modern man takes place in the digital world, so the desire
to receive new feelings often replaces the need for material things. This contributes to the
emergence of a new innovation trend in the recreation industry with embodied in virtual
reality technologies utilization. Potential directions of the recreation business development
in Ukraine are determined including modern innovation AR/VR technologies as well as
other forms of recreation through transformation of existing ones.
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Introduction and problem statement

The life of an up-to-date individual is dynamic
and associated with regular stresses initiated by various
problems both of personal and social-economic
character. Another feature of the modern time is
that people have a good deal of spare time due to
achievements in science and technology. The latter
has become the grounds for the rapid development
of the industry of recreation and entertainments.
However the rate of the Ukrainian recreation sphere
development is lagging behind the existing world
ones. Despite the fact that the sphere is prospective
for national economy the attention paid to it by
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scientists and people of business is not satisfactory.
Its structure, peculiarities of activity and prospects
in Ukraine lack investigation. Thus, the issue requires
more profound study either form scientific and
practical viewpoint.

Analysis and examination of publications

It is quite low attention that is paid to the
study of recreation industry by modern Ukrainian
science. Modern national authors having dealt with
the issue of the recreation sphere include as follows:
Gerasymenko V.G., Golovko O.M., Zadorozhniuk
N.A., Kampov N.S., Koval P.F., Krul G.K., Patsiuk
V.S., Makhlynets S.S., and Symochko G.V. As for
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foreign authors whose research works related to
theoretical provisions, problems and innovations of
the recreation industry one should designate
Adamian A.A., Dulikov V.Z., Naumova S.A.,
Pesahina E.V., and Stalnaia V.A.

The aim of the article

The head aim is the study of development
peculiarities of the recreation industry in Ukraine,
as well as problems identification and determination
of the role of an innovation component in the given
sphere at the present time.

Statement of basic material

Entertainments are important for society
because it is through them people satisfy their
intellectual, spiritual and physiological requirements,
and get new feelings with the supply of various
emotions. The progress of recreation industry
demonstrates the availability of free funds with
population being the direct consequence of the
certain incomes level achieved by society.

The notion of recreation in general terms means
having one’s leisure-time for getting pleasure and
new impressions inflow thus contributing in relaxation
and delight supply. The product of the recreation
industry could be understood as impressions obtained
due to consumption of goods or services in the course
of recreation.

It is accepted in the world practice to specify
the recreation industry through the REST
abbreviation meaning Recreation, Entertainment,
Sports, and Tourism. It includes business specialized
in recreation, entertainments, tourism and sports.
The sphere contains both production and distribution
of all-format movies and video-games, arrangement
and conduct of entertaining events like exhibitions,
festivals, concerts, amusement zones, and creative
areas, services rendering in the organization of
catering through cafiis, restaurants, and fast-food
places, etc. The list could be extended. Any chosen
form of recreation determines specific directions of
activity for its subject.

The task of the recreation industry is to create
conditions for recreation that is the complex of
phenomena whose presence determines the process
of recreation. Origination of a need in recreation
initiates a person’s activity in finding such recreation.
Dynamics of the need development is accompanied
by the change of emotional background. A person
looks for the subject of recreation and feels
discomfort, while a person feels joy having found it.
Emotional orientation of the recreation industry
assists in the formation of new personal and social
requirements under formed preconditions [1].

The basic functions of recreation and relaxation
industry could be specified as follows:

— to supply jobs for population including people
with advanced approach and creative thinking;
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— to replenish the budget revenue part due to
incomes from subjects of economic management;

— to provide comprehensive individual
improvement;

— to provide population with various emotional
spectra;

— to improve attendants’ emotional condition
[2, 3].

The social function of the recreation industry
is in formation of new personal and public needs.
Solving universal problems the industry of recreation
forms and improves individuals. When a man uses
the own time-off for recreation he restores himself
as a unit of a labor force. Satisfaction with the quality
of recreation and relaxation, and their accessibility
are indicators of a person’s social status, and indices
of the general development of national economy with
a country [4].

For Ukrainian business the sphere of recreation
is a quite new market that started its active formation
in 2005—2006 from the development of
multifunctional recreation centers [5]. At the present
time the recreation industry is not well-investigated
that could be explained by the following;

— complexity of economic signs’ determination
for an enterprise of the recreation industry. A great
number of enterprises creating conditions for
recreation operate in different branches of industry.
Such kind of services is not basic for their activity:
sometimes it is the main one for an enterprise,
sometimes it is secondary, and sometimes it is
collateral;

— the lack of clear classification of kinds of
activity within the recreation industry considering
modern world tendencies of new types of services
appearance of intellectual and recreational character
that are difficult to identify [4].

Investigation of the recreation sphere allowed
its peculiarities establishment, and namely:

— variety of kinds of services;

— high rates of the industry changes due to
innovation technologies orientated towards the
regular changes in vogues and trends;

— dependence of economy objects’ activity on
external financing;

— risky business conduct;

— the demand in services depends on the range
of factors like spare time, season, population’s
solvency, personal preferences, etc.;

— the product of the industry has specific
properties requiring preliminary preparation prior to
its consumption taking into account individual
physical and psychological features of consumers.

Products of the recreation sphere can be
conventionally divided into two large groups:

— one-person entertainments;

— group or mass entertainments.
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The second group of services shall be considered
in the detailed manner. In the course of technologies
development among the consumers of different ages
VR (virtual reality) amusements have become very
popular including 7D movies, rides, cubes and others.
At the same time various quests (also called off-line
quests and escape-rooms) got very popular too. They
could be divided into two types:

— reality quest when people are situated in real
premises where they can get emotional impression
from the interior or environment;

— escape-room with one or several rooms to
escape from. The head task is the search and solution
of various brainteasers leading to the exit.

Cinemas are not less popular (2D/3D/IMAX)
as well as anti-cafit (public area where payment
depends on the time spent but not on the number of
services rendered), food-courts (alterative to snack
bars and restaurants), family recreation zones (fly-
park, aqua-park, play-land, etc.).

Following the growth of recreation kinds
number trade centers (TC) became the most popular
areas for their placement. They have advantageous
preferences in their location, as a rule, in the center
of a town or in other places considering main
directions of people flows and crosses of transport
arteries. Consequently, the attendees’ turnover is
increased for each sales outlet within such TC. It
was due the appearance of recreation kinds of services
on the territory of TC that they replaced their title
by TRC (trade recreation center).

Today in Ukraine there exist about 300 TRC
of different areas and fullness. The most popular
“giants” are represented in the Table 1. They
comprise just 3 per cent of the total number but are
considered to be the most quality trade and recreation
areas in Ukraine.

In accordance with research in Ukrainian
market there are the following clearly detected
tendencies of recreation services development:

— extension of recreation offer;

— integration of recreations that is universal

centers are built with multifunctional orientation;

— improvement of recreations cultural level,

— tendency of integration of national markets
of recreation services into the global system of leisure
time organization [4].

In spite of the fact that activity in the sphere of
recreation is quite profitable it is connected with the
high degree of risks. First of all, it relates the risk of
reputation loss, decrease of demand, and weakening
of a company’s competitiveness due to the quick
appearance of new kinds of innovation products in
the market. There is always the risk that a new kind
of a product may fail to bring the expected level of
profit with the growth of costs. The demand decrease
brings financial risks like the loss of income and
profit. The recreation industry is one of the branches
that are most sensitive to the changes of macro-
economic indices (national economy state,
population solvency level, or the range of force-
majeure circumstances including war, ecologic
disaster, epidemic, etc.), and this increases the risk
of bankruptcy for subjects of economic management.

The high risks of activity decrease companies’
creditability. Financial institutions do not see
crediting opportunities, so financing of development
is provided using own funds. In Europe and USA
there exists venture market to support the recreation
industry that provides money for various spheres,
companies-beginners and small-scale business.
Ukraine lacks a developed infrastructure of ecosystem
for venture financing. Such system exists in USA
allowing funds attraction by companies either at their
initial or further stages thus business gets quicker
resources for scaling, quicker growth of capitalization,
and income for investors. As for Ukrainian market
the rights of investors are not so protected.
Unfortunately, neither legislative nor tax base
promote new companies arrangement and venture
investments attraction from the world. When a
beginning company is orientated towards European
or global market it has to register in the more
favorable jurisdiction, for example, in Delaware State

Table 1

Rating of TRC with top attendance in Ukraine [on the ground of 6—8]

No Name Place |Opened| Total area in sq m | Attendance in 2017, M | Attendance in 2018, M
1 |Ocean Plaza |Kyiv 2012 165,000 22.0 20.5
2 [Prospect Kyiv 2014 44,100 20.0 20.4
3 | Gullver Kyiv 2013 155,000 20.4 20.0
4 | Sky Mall Kyiv 2007 88,000 16.4 17.9
5 |Fabrika Kherson [ 2012 82,000 9,5 17.2
6 | Globus Kyiv 2001 35,277 13.0 15.2
7 |Lavina Mall | Kyiv 2016 144,000 18.4 15.1
8 [Most-City | Dnipro 2008 117,000 14.6 14.7
9 |Riviera Odesa 2009 85,000 6.9 6.6
10 | Hollywood | Chernigiv| 2015 53,800 9.5 11.1
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of USA [9].

Is the further development of Ukrainian
recreation industry expedient for Ukrainian economy
even considering the abovementioned factors? Today
the world economy annually gets USD billions from
the recreation industry. In accordance with yearly
findings by international company PwC
(PricewaterhouseCoopers) the sum of the world
recreation industry comprised in 2013 and 2015 USD
1.7 trillion annually while in 2018 the sum was USD
2.1 trillion [on the ground of 10 to 12 source].

Table 2 and Figure 2 demonstrate information
of the recreation markets largest by volume during
three years and estimated forecast for 2021 formed
based upon findings by PwC [on the ground of 10 to
12 source]

Table 2
World recreation markets largest by volume
in 2013—2018, USD M

Market | 2013 | 2016 | 2018 ES“;nOaztfd n
USA 572.8741670.575| 687.113 | 804,532
Japan 168.862|169.488] 174.914 | 185.179
China 130,934|213.698] 331,166 | 318.195
German __ |112.833] 99.153 | 100,020 | 108,569
Great Britain| 90,514 | 87.044 | 87.965 | 100,988
Russia 27.701 | 17.082 | 21.676 | 24.154
Ttaly 43,013 | 35,737 42.134 | 43.163

As one can see in the Table 2 the industry
brings substantial income to business owners thus to
national economies. Market volumes of the recreation
industry in different countries tend to increase
(Figure). The industry provides national budgets
replenishment via taxes thus influencing the general
change of GDP (gross domestic product) and
countries’ economy as a whole. Here enterprises
begin to change their strategy of exit to new markets
striving for independent development and new
products initiation.

800000
700000
600000
500000
400000
300000
200000
100000

w2013
m 2016
m 2018

Estimated in 2021

World recreation markets largest by volume

According to findings by PwC represented in
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their “Survey of recreation industry and media:
forecast on 2019—2023” it is expected that the volume
of the world recreation industry in the period till
2023 is to grow with around 4.3 per cent average
annual increment to reach USD 2.6 trillion. In this
period the main trends of the sector progress in the
global economy will become digitization and
personalizing of products and services, the active
increase of content from mobile devices designed
for consumers, and, of course, consolidation, vertical
integration and formation of large digital ecosystems
in partnership with traditional businesses like
telecommunications, banks, etc. possessing great
clients’ databases. An additional market pulse could
be represented through the valid commercial
introduction of various technologies, for example,
5G, Internet of goods, large data analysis, and others
[12].

A new innovation trend in the recreation
industry is embodied in virtual reality technologies
utilization (VR technologies). They were developed
at the end of the twentieth century but got their
active use just in 2012 when American company
founded by Palmer Luckey, Brendan Iribe, Michael
Antonov and Knight Mitchell represented its virtual
reality Oculus Rift Helmet in the world market.

Trade centers picked up that new trend, and
started to place VR entertainments in their areas.
Thus they increased the number of visitors and the
average time spent by them in TCs. The daily number
of people comprises around 10 to 20 thousand coming
for new impressions the fact influencing directly a
TC’s rating.

According to the report by CB Insight for 2019
the VR entertainments placed within TRCs increase
the flow of attendees not only in a recreation zone
itself but in a TRC as a whole [13]. Fifty seven per
cent of attendees who got acquainted with VR in
this or that form use to visit a given trade center for
purchasing.

Tendencies of VR recreation are based upon
investigation of consumers’ interests for which they
are ready to pay money. So, the highest demand
belongs to cult computer games with the possibility
to play for main characters and virtual parks in USA
associated with super-heroic subject matter. In
American TRCs there is a tendency detected of
opening parks based on subject matters of poplar
movies, for example, “Jurassic Park” or “Star Wars”.

The demand of VR technologies in the
recreation industry is conditioned by two world
trends: Experience Economy and Living Digital
Lives. A major portion of life occurs in digital world.
The requirement appears not of material things but
of new feelings obtainment, and as the virtual reality
satisfies such requirement its popularity grows
substantially.
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With the increase of demand in the virtual
reality a new need appears with people to transfer a
part of the new virtual world to reality. Thus, after
the advent of VR an AR (augmented reality) came
supplementing the surrounding world with 3D objects
by means of computer mobile programs and
applications. Microsoft Holo Lens and Project Glass
of Google are the largest companies developing
glasses and accessories for reality augmentation.

Museums with virtual pieces and excursions
supplementing the current time may exemplify AR
technology utilization. So, in London Natural History
Museum one can conduct individual excursion or
get detailed information about pictures. Besides, both
in Europe and America virtual assistants are appearing
in TRCs that substitute traditional maps and pointers.

In 2018 the volume of the world VR/AR market
was evaluated at USD 19.3 billion of which USD
11.14 billion belonged to the augmented reality while
USD 7.9 billion to the virtual reality. There exists a
forecast according to which the market of virtual
reality in 2023 will reach USD 34.08 billion thus the
growth comprising 33.95 per cent. The main driving
force of the VR market is the ease of access, accessible
VR devices, widened use of HMD (virtual reality
helmets) in games and entertainments, progress of
technologies, digitalization and high investments in
VR technologies [14].

Today according to data by Digi-Capital
consulting and analytical company the general global
evaluation of the AR/VR startup comprises USD 45
billion. This Digi-Capital emphasizes that the
majority of such evaluation is in papers. About a
half of this paper treasures is concentrated in less
than 20 companies including We Work AR/VR and
Magic Leap of above USD 6 billion value [15].

The growth of demand leads to the growth of
offer and the number of VR products. Together with
Oculus Rift belonging to the high price category some
cheaper goods appeared in the market including HTC
Valve, Sony Play Station VR, Google Cardboard,
Google Daydream, Samsung Gear VR, etc.
According to forecasts the volume of production will
increase annually. In 2019 the virtual reality covered
about 5 per cent of the world game sector.

Ukrainian projects like Pixelated Realities,
Augmented Pixels, Deep VR-Tech and others
appeared on the ground of European experience.
Regardless of the fact Ukrainian virtual reality market
is just on the stage of formation. Besides, existing
companies tend to work abroad. It is due to the lack
of necessary equipment and financial support that
the majority of companies are unable to produce
components themselves. Some of them deal with
graphics and animation while others develop only
software parts of products.

VR/AR technologies have become head
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technologic trends, Ukrainian companies started to
pay special attention to the development of own
AR/VR products for recreation, architecture,
education and other spheres. Presentation of own
Ukrainian products at national and international
exhibitions and fairs gives an opportunity to
strengthen own positions and demonstrates to be a
worthy competitor of the market consequently
making Ukraine more attractive for foreign
investments.

Conclusions

The industry of recreation is the important part
of the world economy. It arranges jobs, new space
for investments and new technologies appearance.
These factors contribute in general development of
countries. Formation of modern recreation industry
occurs in the conditions of quick changes of advanced
digital technologies and keen demand on them.

The recreation business in Ukraine has
prospects of development and expansion. It requires
reduction of risks level for business conduct. One of
the influence tools against risks could become
introduction of the system for entrepreneurs’
motivation on the level of state regulation to support
the stable development of the industry, to encourage
experience exchange with European countries, and
to attract investors. Together with the growth of
stability in national economy the purchasing power
of population will grow due to the regular demand
on the service, and the number of recreation places
and centers will increase. One of the head prospective
directions of the recreation industry in Ukraine could
be realized in implementation of up-to-date
innovation technologies and development of new
formats of recreation, not only absolutely new but
integration of already existing ones.

REFERENCES

1. Sovremennoye sostoyaniie i perspectivy razvitiya industrii
razvlechenii [Modern state and development prospects of
industry]. http://
www.marketingweek.ru/31.html [in Russian].

2. Golovko, O.M., Kampov, N.S., Makhlynets, S.S., &
Symochko, G.V. (2012). Organizatsiia gotelnogo gospodarstva:
navch. posib. [Organization of hotel management: tutorial] Kyiv:
Condor Publishing House [in Ukrainian].

3. Koval, P.F. (2010). Rozvytok rozvazhalnogo sektoru
turindustrii yak zasib zmitsnenia turystychnogo potentsialu

recreation Retrieved from:

Ukrayiny. [Development of recreation sector of tourist industry
as the means of strengthening of tourist potential of Ukraine].
Aktualni problemy economiky — Actual issues of economy, 6(106),
78-82 [in Ukrainian].

4. Zadorozhniuk, N.A., & Kovtun, K.V. (2015). Problemy
i perspektivy razvitiya industrii razvlechenii v Ukrayini . [Problems
and prospects of development of recreation industry in Ukraine].

FExonomiunuii eichux JJBH3 YIXTY, 2020, Ne 1(11)



Ukrainian Recreation Industry: problems and prospects of development

Globalni ta natsioyalni problemy economiky — Global and national
problems of economy, 7, 350-353 [in Russian].

5. Industriia razvlechenii nabirayet silu [Industry of
recreation becomes stronger]. Retrieved from: http://vtorio.com/
articles/topic/57 [in Russian].

6. Nagorskyi, V. Chas gygantiv: top-20 naibilshykh
torgovelnykh tsentriv Ukrayiny [Time of giant: top-20 of the largest
trade centers of Ukraine]. Retrieved from: https://rau.ua/novyni/
20-torgovelnyh-tsentriv-ukraine/ [in Ukrainian].

7. Padal proshlogodnii sneg: Samyie poseshchayemyie
torgovyie tsentry Ukrainy 2018 goda [It was last-year snowing:
The mostly attended trade centers of Ukraine in 2018]. Retrieved
from: https://retailers.ua/news/partneryi/9794-padal-
proshlogodniy-sneg-samyie-poseschaemyie-torgovyie-tsentryi-
ukrainyi-2018-goda—reyting [in Russian].

8. Samyie poseshchayemyie torgovyie tsentry Ukrainy 2017
goda [The mostly attended trade centers of Ukraine in 2018].
Retrieved from: https://retailers.ua/news/spetsproektyi/7265-
samyie-poseschaemyie-torgovyie-tsentryi-ukrainyi-2017-goda—
reyting [in Russian].

9. Sravneniye ekosistem venchurnykh inverstitsii SShA,
Ievropy, Azii i Ukrainy [Comparison of eco-systems of venture
investments of USA, Europe, Asia, and Ukraine]. Retrieved from:
https://inventure.com.ua/analytics/articles/sravnenie-ekosistem-
venchurnyh-investij-ssha-evropy-azii-i-ukrainy [in Russian].

10. Vsemirnyi obzor industrii razvlechenii i SMI: prognoz
na 2014-2018 gody [Global Entertainment&Media Outlook 2014-
2018]. Retrieved from: http://www.pwc.ru/ru_RU/ru/
entertainmentmedia/publications/outlook-2014.jhtml [in Russian].

11. Vsemirnyi obzor industrii razvlechenii i SMI: prognoz
na 2017-2021 gody. Kliuchevyie tendentsii mirovogo i rossiyskogo
rynkov [Global Entertainment &Media Outlook 2017-2021. Key
trends of the world and Russian market]. Retrieved from: https:/
/www.pwce.ru/ru/assets/media-outlook-2017-rus.pdf [in Russian].

12. Obzor industrii razvlechenii i SMI: prognoz na 2019-
2023 gody [ Entertainment &Media Outlook 2019-2023]. Retrieved
from: https://www.pwc.ru/ru/publications/media-outlook/
mediaindustriya-v-2019.pdf [in Russian].

13. How Online Retailers Are Leveraging AR/VR To
Enhance Experiential Shopping. Retrieved from: https://
www.cbinsights.com/research/ar-vr-online-shopping/ [in English].

14. Global Augmented Reality (AR) and Virtual Reality
(VR) Market. Retrieved from: https://www.businesswire.com/
news/home/20180508005963/en/Global-Augmented-Reality-AR-
Virtual-Reality-VR [in English].

15. AR/VR Hardware Startups That Took Fundingin 2019
Retrieved from: https://www.nanalyze.com/2019/12/arvr-
hardware-startups-funding-2019/ [in English].

Received 20.04.2020
Reviewer: Doct. of Econ. Sc., Prof. Tkachenko A.M.

ISSN 2415-3974. Exonomiunuii eichux JABH3 YIXTY, 2020, Ne 1(11)

YKPATHCBKA IHAYCTPIS PO3BAT: ITIPOBJIEMU TA
IIEPCITIEKTUBU PO3BUTKY

Boponina O.E., Swxina H.B.

Y 0aniti cmammi docaidacero indycmpiro poseae, ii cmpyk-
mypy i ocobausocmi. Bukonano ananiz cmany daroi cghepu ¢ Yk-
paini. Budineno xapaxmepri ocobaueocmi amepuxancbkoi ma espo-
neticokoi indycmpii poszsae. Y CIIA i kpainax €eponu indycmpis
Dp036ae € NepCneKmMUSHUM CeKMOPOM eKOHOMIKU KU 8KAIOHAE MU-
cmeumeo, KiHo, memMamuHi napKu ampakuyiowis, izpu moujo. Omoxce,
«po3gazu» — e NPo8edeHH s GiNbHORO Yacy, W0 00cmaease 3a0060-
AenHs, 3a0e3neuye HAOX00MNCeHHs HOBUX 8PAJICeHb ma JONomazae
poscaabumucs i ompumamu 3a0o6onenus. Busnaveno sxe micye ma
3HAYeHHS 3aUMAarOMb MOP2060-PO36ANCANbHI YeHmPU Y cghepi po3-
6ae (TPL]), ma suseaeni naunonyasapriwi TPL] sxi nozuyionyroms-
¢, K HAUOinbw SKICHI Mope08o-po3eancarvHi niowi 6 Yxpaii.
Pozensinymo ocrnoeni menOeHyii po36UMKY po38asCanbHUX nocaye 8
Ykpaini, maki sk inmeepauis possae, nidguujeHHs Kysbmypu po3-
6ae mouwjo. Buseneno pakmopu axi cmpumyoms po3eumox ykpai-
HCbKOI IHOYycmpii, maki sk yymaugicmo 00 3MiH MAKPOCKOHOMIUHUX
NOKA3HUKIB, BUCOKI pU3UKU 6e0eHHs Oi3Hecy, w0 3MeHUyIomb iHee-
cmuyiuny npugabausicme indycmpii poseae ¢ Yxpainu. Y cmammi
Npoananizoeano 06 °emu puHKie iHoycmpii possae kpain €eponu 3a
nepiod 2013—2018 pp. ma euznaueno mpenou 6 indycmpii pozeae y
ceimi. binvwa wvacmuna scumms cyuacHoi a00unu 8id6yeacmocs 6
yughpogomy ceimi, momy OQNICAHHS OMPUMAHHS HOBUX NOYYMMIE
uacmiuie 3aminioe nompe6y y mamepiansHux peuax. Lle cnpusie nosei
H08020 IHHOBAUIIHUM MPEHOOM 6 IHOYCMDIT po36ae 3 3aCMOCY8aAHHS
mexHonoeill gipmyanvtoi peasvrhocmi (VR-mexnonoeii). Aesmopamu
chopmMYNbOBAHT MONCAUBE HANPAMU POZGUMKY PO3BANCANLHOL0 Oi3HECY
Ha mepumopii Yxkpainu maki sk 3acmocy8aHHs Cy4acHux iHHO8a-
yiunux AR/VR-mexnonoeiil i pozeumox Hosux gopmamie possae
wasxom mpancgopmauii exce icHyrouux eudis.

KimouoBi ciioBa: iHmIycTpist po3Bar, TOProBo-po3BaxkaibHi
LIEHTPH, aTpaKIlioOH, KBECT, BipTyaJlbHi TE€XHOJOTII, TEXHOJOTii
PO3LIMPEHOI peasIbHiCTh, pU3UK-iHBECTYBaHHSI.

VKPAMHCKAS MHIYCTPUA PA3BJIEUYEHUIA:
ITPOBJIEMBI U ITEPCIIEKTUBBI PASBUTH

Boponuna E.D., Awrxuna H.B.

B dannoii cmamoe uccaedosana undycmpus paseneuenuil, ee
cmpykmypa u ocobennocmu. [Iposeden anaiuz cocmosuus 0aHHOU
cpeput 6 Yikpaune. Bvidenenvt xapakmepHoie ocoberHocmu amepu-
KaHckoul u eeponetickoi undycmpuu paseaevenuil. B CIIIA u cmpa-
Hax Eeponvi undycmpus paseneuenuli seasemcs nepcneKmugHbim
CeKMOpoOM IKOHOMUKU 6KANUANOWAS UCKYCCME0, KUHO, MeMamu-
Yeckue napKu ammpakyuonos, uepst u m.o. Illoomomy, «pazeneue-
HUs» — 5Mo npoeedeHue c60000H020 epeMeHU, KOmopoe obecneyu -
6aem NocmynieHue HOBbIX 6NeHamaeHull U nomMo2aem pacciaoums-
¢ u noayuums yoosonscmeue. OnpedeneHo KaKkoe Mecmo U 3Have-
HUe 3aHUMANM MOope060-paseieKamenvhoie YeHmpyl 6 cghepe paz-
eaeuenuil (TPL]), u eviserenvt nonyasprvie TPL] komopsie nozuyu-
OHUPYIOMCSl, KaK HAuboee KayecmeeHHble MOpe080-pPa3eeKament-
Hble naouaou 8 Ykpaure. Paccmompenst ocHosHble menOeHyuu pas-
BUMUS PA36AEKAMENbHBIX YCAYe 6 Ykpaune, makue KaK unmeepa-
yus pasenevenull, nosvlieHUe Kyabmypsl pazeievenuti u m.o. Boi-
s6AeHbl hakmopbl coepacusarouue paseumue YKpauHCcKou uHdycm-
puu, maKue KaK 4yecmeumeabHoCms K U3MEeHeHUSM MAKPOIKOHO-
Mu4eckux noxkaszamesneli, 6bicoKuUe PUCKU 6e0eHus OGU3Hecd, KOmo-
Dble YMeHbUWAom UHEeCMULUOHHYIO NPUBAEKAMEAbHOCHIb UHAYCH -
puu pasenevenuli 6 Yxkpaune. B cmamve npoanaiu3uposamsi 006se-
Mbl DbIHKO6 UHOycmpuu paseneuenuli cmpan Eeponwt 3a nepuoo
2013—2018 e. u onpedenenvr mpeHobl 6 UHOYCMPUU PA36ACHEHUL 8
mupe. Boavwas wacme HCU3HU COBPEMEHHO20 Ye€A08eKA NPOUCXO-
oum 6 yugpoeom mupe, NOIMOMY HCeAaHUe NOLYHEHUS HOBBIX OUYY-
WeHUll uaue 3ameHsiem nompeOHOCHb 6 MaMePUANbHbIX 8euax. Dmo
cnocobcmeyem NoseAeHuU H08020 UHHOBAUUOHHBIM OPEeHOOM 6 UH-
dycmpuu pazeneyenuli o NPUMEHeHU MexHOA0Ul GUPMYAAbHOU
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peanvHocmu. Aemopamu cghopmMupoBaHsl 603MOINCHbIE HANPABACHUS
Dpaszeumus pazeneKamenvHo2o GuzHeca Ha meppumopuu Yxpaumvl,
makue Kak NpuMeHeHue coépemMeHHbX uHHosayuouHoix AR/VR-
MeXHOA02UL U pazeumue HOGbIX (HOPMAmMoe pazeneveHuli nymem
Mpancoopmayuu yice Cyuecmeyouux euios.

KioueBble clioBa: MHIYCTPUSI pa3BliedeHUI, TOProBO-
pasBjieKaTeJbHbIe LIEHTPHI, aTTPAKLMOH, KBECT, BUPTyalbHbIE
TEXHOJIOTUM, TEXHOJIOTUM PACIIMPEHHON pealibHOCTH, PUCK-
MHBECTUPOBAHUS.
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This article studies the industry of recreation with its structure
and peculiarities. The analysis is given of the sphere in Ukraine.
Specific features of American and European recreation industry are
considered. In the United States and European Countries the
recreation industry is the prospective branch of economy including
art, cinema, purpose amusement parks, games, etc. The notion of
recreation means having one’s leisure-time for getting pleasure and
new impressions inflow thus contributing in relaxation and delight
supply. The place and importance of trade recreation centers (TRC)
in the field of entertainment are determined, and the most popular
malls are identified which are considered to be the most quality
trade and recreation areas in Ukraine. The main tendencies are
reviewed of recreation services development in Ukraine, such as
Integration of recreation, improvement of recreations cultural level,
etc. Factors are exposed that restrain the Ukrainian branch’s advance,
such as sensitivity to changes of macro-economic indices, high risks
of doing business, which reduce the investment attractiveness of the
entertainment industry in Ukraine. The article analyzes the volumes
of the entertainment industry markets in Europe for the period 2013—
2018 and trends are identified in the entertainment industry in the
world. Most of the life of modern man takes place in the digital
world, so the desire to receive new feelings often replaces the need
for material things. This contributes to the emergence of a new
innovation trend in the recreation industry with embodied in virtual
reality technologies utilization. Potential directions of the recreation
business development in Ukraine are determined including modern
innovation AR/VR technologies as well as other forms of recreation
through transformation of existing ones.

Keywords: recreation industry, centers of trade and recre-
ation, amusement, quest, virtual technologies, augmented reality
technology, risk investing.
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