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Camble M3BECTHbIE M HE HAaCTONIbKO M3BECTHbIE MPOM3BOANTENN BUAEOUTP M CNELManbHOro
0b0opya0BaHNSA, OPUEHTMPOBAHHOIO Ha KNHBEPCNOPT, YXKe AaBHO NepecTanu BblaenaTbCca CBOeM
OPUTMHANBbHOCTbBIO, YTO COOTBETCTBEHHO NMPMUBENO K KOMMOAMTU3ALMN Ha PbIHKE.

PasymeeTcs, 3TO TO/IbKO CMOCOHBCTBYET TOMY, YTO KOHKYPEHLMA CTPEMUTEIbHO NON3ET BBEPX U
nobyXaaeT HEKOTOpble KOMMaHWK OCYLLECTBAATL Habern Ha CBOMX KOHKYPEHTOB, NOPOW
OCYLLEeCTBNAA COBEPLUEHHO BeccMbICIeHHble NpUobpeTeHumA.

Ho 3Ta gesTenbHOCTb He Bceraa Asnaetca 3GGeKTUBHOM 414 aKLMOHEPOB TOM UAM MHOMN
KomnaHuu. Kak npasunno, Tpebyetca Bpems, 4ToObl OLEHUTb HaBbIKM PYKOBOACTBA,
BO3rNaBAAOWErO 3Ty AEATENbHOCTb Ha STOM MONpULLE.

CyTb B TOM, YTO KOMMOAMTMU3ALMA 0OPa30Bafacb HE TO/IbKO B JAHHOM HULLIE, OHA TaKKe
3aTparMBaeT 1 Lenblid paa, Apyrnx oTpacaen sKOHOMUKK, B TOM YMCe TaKUX KaK: MPOM3BOANTENN
oAexapbl  0byBM, aBTONPOM3BOANTENN N TaK Aanee.

Korpa-To, onpeaeneHHaa NpoayKLUmMs, Haxoaawaaca B AeduunTe U HeAOCTYyNHaA AN LMPOKMX
Macc, cTana obuweaoCTynHOM U ee NPUoBbPeTEHNE MOXKET MO3BOINTL CEDE MPAKTUYECKU KaXKabll,
M 3Ta NPOAYKLMA, MPOU3BOAMTCA LE/IbIM PALOM NPOU3BOAMTENEN.

TaK BOT, YEM A0/KEH BblAENATLCA TAKOM NMPOAYKT, CKaXKem — HOYyTOYK 04HOro Npomn3BoAnUTENS, OT
TeX e HOyTOYKOB Apyrnx Npon3BoanTenemn?

ECTb MHOXECTBO KpUTepMEB, KOTOPbIE B AaHHbIN MOMEHT BPEMEHM BbIAENAOT OAHMX
Npou3BOAMTENEN N AeNatoT COBEPLIEHHO HE3aMETHbIMM, APYTUX.

Ho no ¢akKTy, 31O BCe TOXe...
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PaHee Oblna NnpeaoctasaeHa BBogHanA MHGopmauma:

BupTyanbHble umnepun | Knbepcnopt v Buaeourpsi

Jlydlian urpyLliKa — 31eKTPOHHbIM NAaHLWET.

B HblHEWHMX peanusx, KUBEPCMNOPT n BUAEOUTPbI, 3TO yxe He NPOCTO MaccosBoe xo661 ot
MaJsia 40 BEMKA, 3TO TaKKe HONbLON N AOBOALHO-TAaKN NPUBbLINbHBIN BU3HEC ANS Lenoro psaa
neatenen JaHHOTo HanpaBaeHus.

CTaTuCcTMYecKme AaHHble TOBOPAT O TOM, YTO YMC/IO FEIMEPOB HEMPEPBLIBHO PACTET U MHAYCTPUA
BMAEOUTP OCTAETCS OAHUM M3 CaMblX ObICTPOPACTYLLMX HanpaBAEHU.

Be3ycnoBHO, NPOM3BOANTENN OPUTMHANIBHOIO, KaYecTBEHHOro 06opyA0BaHMA,
OPWEHTUPOBAHHOTIO Ha KMBepcnopT, He OCTAlOTCA B CTOPOHE...

NHTepec K KnbepcnopTy 1 BUAEOUTPam, HENPEPLIBHO HabupaeT 06opoThI.

KnbepcnopTnBHble COPEBHOBAHMA M NMOTPACAIOLLE YBAEKATE/IbHbIE CIOXKETbI BUAEOUTP, MPUHOCAT
3penLLHbIe WOy CBOMM BONeNblLIMKAaM, YNCIO KOTOPbLIX MOCTOAHHO yBeAnYMBaeTca. MNpn sTom
roHopapbl KMOepcnopTCMEeHOB BbIBOAAT STO yB/eYeHMEe Ha COBEPLUIEHHO MHOWM YPOBEHb.

lNpounssoauTenu snoeourp:

Activision Blizzard, Inc. (npnobpeteHHas komnaHunen Microsoft Corporation)
Electronic Arts Inc.

Take-Two Interactive Software, Inc.

Sony Group Corporation

Microsoft Corporation

Nintendo

Mpon3BoACcTBO KOMMNBLIOTEPHOTO 060PYA0BaAHNA, OPUEHTUPOBAHHOIO Ha KnbepcnoprT:
Logitech International S.A.

Corsair Gaming, Inc.

Dell Technologies Inc.

HP Inc.

Razer Inc.

Mo ¢aKTy, HM 0AHA M3 KOMMAHWI He NPOU3BOANT KM3HEHHO-BAXKHOM NPOAYKLMM, KOTOPas:
NPUHOCKUT pe3ybTaT, ObICTPO 3aKaHYMBAETCSA M TpebyeTca BHOBD.

Ho y 3TOIh Mefanu ecTb Be CTOPOHbI...
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CTaTUCTMYECKME AaHHbIe FOBOPSAT HaM O CAeAYHOLLIEM:

PbIHOK KMbepcnopTa - CTaTUCTUKA U daKTbl

Jan 10, 2024

KnGepcnopt — 3T0 opraHn3oBaHHLIe MEPONPUATIS UK TYPHUPLI MO BUOEOUrpam, KyrbMUHaLmel
KOTOPLIX SIBNAKTCA YEMNMOHATLI PETVIOHANBHOTO U MEXAYHapOAHOIO YPOBHS, B KOTOPLIX
npodheccroHanbHkLIe UIPOKK 1 NKBKTEN COPEBHYTCS APy ¢ ApyroM. BeicTpopacTyliee
sIBreHune, CBA3aHHOE C KMGepCcropToM (3NeKTPOHHLIM CMOPTOM), NpoAomkaeT HabupaTb 060poTl,
MOCKOTbKY NepecedeHine Urp 1 criopTa npeanaraeT MHHOBALIMOHHYIO BONHY BO3MOXHOCTEN
BpeHauHra, MHTEPECHLI KOHTEHT 1M aKTUBaLMIO NS MUNMOHOB 0en No BCemy MUpy.

KEY INSIGHTS olln
eSports market revenue worldwide 1.08bn USD
Leading region based on eSports revenues China

Media rights - the second highest grossing
segment of global eSports

207.8m USD

TaKe, rTOBOPUTCA: PbIHOK KMbepcropTa NepexvBaeT 6bICTPbI pOCT, HECMOTPS
Ha TO, YTO OH BCe eLlle HaXOAUTCS Ha OTHOCUTENIbHOI CTaAUN CTAHOB/EHMS.
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3 FORTUNE

BUSINESS INSIGHTS

eSports Market Size
KTHOYEBAA UHOOPMAUWA O PbIHKE

Obbem MMpoBOro peiHKa kKnbepcnopTa oueHvsanca 8 1,72 munnmapga gonnapos CLUA B 2023 rogy v, no nporHosam,
BblpacTeT ¢ 2,06 mvnnuapga gonnapos CLLUA B 2024 rogy go 9,29 munnvapga gonnapos CLUA k 2032 rogy, npw 3ToMm
cpeAHerofoBoi Temn pocta coctaBuT 20,7% B TedeHue nporHosa (2024-2032 ropgel). B 2023 rogy pbiHo4YHas
ctoumocTs CesepHoi Amepuku coctaBwna 0,50 munnnapga gonnapos CLUA. Pactywiana TeHfeHUMs npamon
TPaHCAUMU  Urp, WHBECTUUMIA B WIPbl, POCT 3pPUTENbCKOR  ayauTopuK, npogaxu bunetos, akTUBHOCTb
B3aUMOZEMCTBMA 1 CNPOC Ha WHGPACTPYKTYpy TYPHUPOB UM ABNATCA GakTopamu, BAUAIOWMMMU Ha POCT pblHKa
kmbepcnopTa. PbIHOK W3BNeKaeT BbIrogy W3 pacTyLyMx BO3MOXHOCTell MoayyeHWA JOX0A3 3a CYeT yBenu4eHus
y4acTva reliMepoB, opraHvW3aTopoB, BAMATENbHbIX N1l W paspaboTunkoB urp. MNpriBnekatenbHble MeXayHapogHble
MPpU30Bble 1N BOSMOXHOCTW NONYYeHUA BbICOKMX AOXOA0B caenani knbepcnopT npodeccoHanbHoli kapbepolt cpean
monogexn. Kpome Toro, Konnemkn n yHMBEPCUTETbI Hadanu npegnaraTe cneyvanbHble NporpamMmel AN pasBUTHA
MIROBbIX HaBbIKOB Cpeau cTyAeHToB. Hanpumep,

B mapTe 2023 roga Cypakyscknii yHneepcuTeT B CLUA 06BABWA, YTO BCKOPe NPeAnoXuUT HOBbIA Kypc,
NOCBALLEHHbI 31eKTpoHHOMY cnopTy. C NOMOLLHO 3TO NporpamMmbl YHUBEPCUTET CTPEMUTCA NPEIONUTL HOBOE
COBepPLUEHCTBO A4NA By AyLLNX MHCTPYMEHTOB U TeHAeHLMA.

Benbiwka COVID-19 ycununa cnpoc Ha oHNalH-urpsl 1 B3anMogelicTere nonb3oBaTeneii ¢ MHOronob3o0BaTeNbLCkMMU
nrpamn. [loxodbl WrpoBbiX KOMNaHWA 3a 3TOT Mepyod 3Ha4MTeNbHO BbIPOCIW, MOCKONbKY HECKOIbKO 4Yenosek
0bpaTunnce K 31eKTPOHHOMY CMopTy B KayecTBe passnedeHus. Kpome Toro, MockoNbKy HOpPMbl COLMaNbHOro
ANCTaHLMPOBaHNA 3HAaYNTEABbHO CHUSWAKW AeNoBYH 1 NoTpebnTenbckyo akTBHOCTE, UMPkl CTaNN NPUBAeKaTenbHbIM
paseneyeHnemM AN N0AeR, NLLYLIMX COLMaNbHOro B3auMmogeicTBms 4oMa.

List of Key Companies Profiled:

o Twitch Interactive, Inc. (U.S.)

o Activision Blizzard, Inc. (U.S.)

+ Tencent Holdings Limited (China)

— Riot Games, Inc. (U.S.)

o Gfinity plc (U.K.)

«— X1 Esports and Entertainment Ltd. (U.S.)

o Loco (Stoughton Street Tech Labs Private Limited) (India)
o Caffeine (U.S.)

o— DLive Entertainment Pte. Ltd. (U.S.)

»— Sony Corporation (Japan)
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BbIxoA4, HOBbIX BUAEOMUIP U NOCTOSIHHOE, Heobxoanumoe 0b6HOBNEHME 060PYA0BAHNA, KOHEYHO Ke
CTUMYZIMPYIOT NPOAAXKM, YTO Ha PYKY NPOM3BOAMTENAM. HO NPW 3TOM, KOHKYPEHLMA UTPAET CBOIO
POb.

Kak 6bI110 yXe 0TMeYeHo, 3HauMTeNbHaA 4acTb 060PYy/A0BaAHNA LENOro paaa
BEeAyLMX NpeanpusaTnii, nponssoamnTca B A3mm, 4To caMmo no cebe He aABaseTca
HOHCEHCOM, HO 3TO OnpeaeNeHHbIN U HEMA/bI PUCK, KOTOPbIM HEOHXOAMMO
YUYUTbIBATD.

B Ll,aHHOVI CUTYyaUUNN HaN4Me NMaTeEHTOB, MOXET HE UTPaTb 60NbLWIOro 3HaYeHMA...

CeroaHA 3T0 yrKe 04eBUAHO, MHAYCTPUA UMDPOBbIX Pa3BAEYEHNN OTHMMAET 3HAYUTENbHOE
KOoAM4ecTBO noTpebutenein y npomssoamtenein GUanYecknx UrpyLiek n Tem caMbiM, BOBAEKAET
3TUX Ke NPOM3BOANTENEN B YBAEKATENbHbIN LMDPOBON MNP pa3BaeUYEHN.

Takune KamnaHuu Kak: Hasbro, Inc., Mattel, Inc., Funko, Inc., JAKKS Pacific, Inc. u
Apyrue, OWwyTUAN 3TO BAMAHME Ha CODCTBEHHOM LLIKYpPE.

Mo cyTv Aena, aTo Ta TeHAEHUMA, KOTOPas TO/IbKO HabupaeT 06opOoThI.
M Koraa nosb30BaTeM BOKPYT 3TOrO YBEYEHMA HaYMHAIOT BbICTPamnBaTb CBOWM BU3HEC 1
3apabaTblBaTb AEHEMXKHbIE CpeacTBa, 6e3yCN0BHO, 3TO TOILKO CTUMYIMPYET Pa3BUTME CODbITUN.

He cTOMT Tak»Ke oCTaBAATb He3 BHMMaHWA 1 yaaneHHyto paboTy, KoTopas noanunTbiBaeT bmusHec
Npou3BOAMTENEN PA3IMYHOTO OPUTMHANBHOTO, KaYeCTBEHHOro 060pyA0BaHMA.

To, uTO BbI10 paHbLLE, 3TO YXKe UCTopUA...

HeobxoamMmo NoBTOPUTb:

Hot Wheels npunapnexawmin Mattel, oamH ns mHoroumcneHHbIx Npumepos Toro, Kak ¢
MOMOLLbIO Pa3paboTYMKOB MOMYAAPHAA UIPYLLKA CTAHOBUTLCA rPaxkAaHMHOM MUPa BUAEOUTD.

YacTnyHan MUTPaUMA BbllUEYKA3aHHbLIX KOMMaHUM B Ll,l/ld)pOBoe NPOCTPaHCTBO, ABNAETCA
HEeoTbeMIEMOM YacTbio 3KcnaHcuu. Ho ctout y4€CTb, YTO UM NMPNAETCA TONTKATbCA JIOKTAMM...
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Ko/nnm4ecTso BOBAEYEHHbIX nepCOHameM B 3TOT aneKaTeanbM MWP HEMPEPbLIBHO PacTeT U
BO3MOXHOCTb 3apa60TaTb Ha 3TOM, TOJZIbKO NOANNTbIBAET NMHTEPEC K AaHHOMY HalNpaB/IEHUIO.

Mo HEKOTOPbIM OLIEHKaM, MUPOBOE YMC/I0 reiMepoB YXKe COCTaBAAET OKO/I0 3 MUN/IMAPA0B.

KonnyecTso nonb3oBaTenei Buaeourp 8o scem mupe ¢ 2019 no 2029 rog, (8 Munanapaax)
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Konnyectso Bugeoreimepos B Mype B 2019-2029

Apr 8, 2024

MporHo3upyeTcs, YTo rnobasibHOe YMC/I0 Mob30BaTeNie B CermeHTe
«rpbl» MeamnapblHKa byAeT MOCTOAHHO YBENNUYMBATLCA B MEPUO C
2024 no 2029 rog, B 06LWer CNoXHOCTU Ha 0,4 Munnnapaa
nonb3oBatenen (+15,5 npoueHTa). o oueHkam, nocie ceabMOro roga
NOAPAL 3TOT rnokasartesib AocTurHeT 3,02 MuAAnapaa rnosibdoBartesiei
N, cnepoBaTenbHO, AOCTUTHET HOBOro nuvka B 2029 roay.
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YTO KacaeTcs CAMAHWUIA U NOTNOLWLEHNIA B A@aHHOW OTPAC/IM SKOHOMMKM, 3TO yBAEKaTebHOe
3aHATME HabupaeT 060pPOThI.

KoHeyHo, Heobx0AMMO MMETb NPeACTaBNEHE KOMY B MEPBYIO 04epeb 3TO BbIrOAHO,
PYKOBOACTBY KOMMaHMM, OCYLLECTBAAOLLEN LWOMMHT 1 33 A@MOHCTPaLMIO PaboTbl, 3ddEKTUBHOM
MW HET 3TO HONbLLIONM BONPOC, MMetoLLLee BO3SMOMXKHOCTb NONYYUTb CONUAHBIE BOHYCbI UK 3TO
BbIFOAHO BAAAENbLAM 3TON e KOMNaHWM — aKLMOHepam?

KpynHble nprobpeTeHns B nocaeaHee BpemMsa Hadaam BCTpeYaTb HEKOe CONPOTUBIEHNE CO

cTopoHbl PeaepansHoit Toprosoi komuccum (Federal Trade Commission, FTC), Ho sto mano
KOro OCTaHaB/IMBaeT.

HekoTopbie o4eHb xopoLwo nomHaT snoneio M&A Microsoft Corporation & Activision

Blizzard Inc, npeBpaTUBLUEECA B Mbl/IbHYHO ONepy U U3pAAHO MOMOTaBLUEE HEPBbI

apbuTparkepam.

@) XBOX + Adviion | BIZER) \ing

WE&RLD

DVERWATCH Di1gsLO CALL'DUTY WARCRAFT STARCRAFT

T0YS:BOB

Microsoft npuobpetaet Activision Blizzard, 4tobbl npuHecTn

pPagocCTb U COO6LLI,€CTBO Urp Kaxxgomy, Ha Kaxaom YCTpOﬁCTBe
January 18, 2022

PEAMOHJ, wrart BawwuHrroH, n CaHta-MoHuka, KanndopHua — 18 auBapsa 2022 r. — CerogHa, Korga Tpyu Muiavapaa
YeNoBeK akTVBHO WIParT B MIPbl, @ HOBOE NOKO/IEHNE, OKYHYBLUEECA B PAA0OCT MHTEPaKTWBHLIX Pa3BNedeHuid, NpespaTtnno
WIPbl B CaMYH KPYTIHYR M BLICTpORaCTYLLYH Gopmy pasenedeHnid. CerogHa kopnopauna Microsoft (Nasdaq: MSFT) o6baguna
0 niaaHax npunobpectm Activision Blizzard Inc. (Nasdaq: ATVI), nnaepa B paspaboTke Urp v N34aTens MHTepPakTMBHOTO
pa3B/eKaTelbHOrO KOHTEHTA. JTO NpUuobpeTeHne YcKopuT pocT Urpoeoro BrnsHeca Microsoft Ha MmobunbHelx ycrporicreax, MK,
KOHCONAX W B 06NaKe, a TaKoKe CTaHeT CTPOMTENbHbIMK 610KaMK ANA MeTaBCeNleHHOMA.

Microsoft npuobpeteT Activision Blizzard no uene $95,00 3a akumio, B pe3ynbTaTe CAeNKW, CTOMMOCTb KOTOPOI OLLEHWUBAETCA B
$68,7 MAp4, BKJIHOUYAA YMCTble aeHexHble cpeacTea Activision Blizzard. Korga caenka 6yaet 3aBeplueHa, Microsoft craner
TpeTeel Mo BeAnYMHe UrPOB0A KOMMNaHWel B Myupe nocae Tencent 1 Sony. 3annaHwWpoBaHHoe NpuobpeTeHne BKAKOYAET B
ceba Takme 3HakoBsle dpaHwWwW3bl oT cTyaumid Activision, Blizzard v King, kak «Warcraft», «Diablo», «Qverwatch», «Call of Duty» n
«Candy Crush», a Takoke rnobansHyo KMOEpCNoPTUBHYHD AeATenbHOCTE Yepes Major League Gaming. KoMnaHua vveeT cTyanm
no BCeMy MUPY, B KOTOPbIX paboTaeT okono 10 000 COTPYAHUKOE.
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TakK BOT, BO3BPALLASACh K CTAaTUCTUYECKMM JaHHbIM, Mbl BUAMM Caeaytollee:

4 WIKIPEDIA
Yom - The Free Encyclopedia

Cnncok KpynHenwux CAMAHUA U NOTNOLWEHUM BUOEOUTD

3TO CNMCOK KPYMHENLWINX CANSIHUIA 1 nornoweHnn (M&A) B MHOyCTpUn BUOEOUTP, CTOUMOCTb COENOK
KOTOpbIX NyOnmMyHO packpbiBaeTcs. [NpnobpeteHne Microsoft komnaHmm Activision Blizzard sBnsietcs
CcaMbIM JOPOrMM NpUoBpeTEHEM BUOEOUTP 3a BCIO UCTOPUIO, 3@ HUM CriegytoT

cnuanne Activision n Vivendi Games v npuobpetenne Take-Two Interactive n Zynga.

14 13 20 cambIx JOPOrMX NOKynokK BMAeourp B uctopun sugeonrp npomnsownun mexay 2020 n 2023
rogamu.

M&A with deal value of at least US$1 billion [edit]
Acquirer % Target 4 Year ¢  Deal value (US$) ¢ | Inflation adjusted (US$) ¢ | Reference

== Microsoft == Activision Blizzard | 2023 | 75,400,000,000 75,400,000,000 12
== Activision B § == Vivendi Games | 2008 | 18,900,000,000 26,746,000,000 18]
== Take-Two Interactive == 7ynga 2022 | 12,700,000,000 13,223,000,000 1]
Bl Tencent o= Supercell (81.4%) 2016 | 8,600,000,000 10,918,000,000 8]
E= Microsoft E= ZeniMax Media 2021 | 8,100,000,000 9,108,000,000 6]
E= Activision Blizzard = = King 2016 | 5,900,000,000 7,584,000,000 7
Bl Savvy Games Group == Scopely 2023 | 4,900,000,000 4,900,000,000 18]
Bl ByteDance Bl Moonton 2021 | 4,000,000,000 4,000,000,000 [91r10]

® == Sony Interactive Entertainment | 2= Bungie 2022 | 3,700,000,000 3,852,000,000 min2)
E= Microsoft == \ojang 2014 | 2,500,000,000 3,218,000,000 3]
== Electronic Arts == GJu Mobile 2021 | 2,400,000,000 2,699,000,000 114
== Facebook == Qculus VR 2014 | 2,000,000,000 2,574,000,000 [15]
== 7ynga Peak 2020 | 1,800,000,000 2,119,000,000 [16]

e Bandai @ Namco 2005 | 1,700,000,000 2,652,000,000 7]
[l Tencent Leyou 2020 | 1,500,000,000 1,766,000,000 18]
B Savvy Games Group M ESL 2022 | 1,500,000,000 1,562,000,000 9]

£f= FACEIT

== Electronic Arts == Playdemic 2021 | 1,400,000,000 1,574,000,000 120]
== Embracer Group E= Gearbox Software | 2021 | 1,300,000,000 1,462,000,000 121]
[l Tencent Sf= Sumo Group 2021 | 1,270,000,000 1,428,000,000 122]
= Flectronic Arts Si= Codemasters 2020 | 1,200,000,000 1,413,000,000 23]

Cyaa no scemy, konmndectso M&A B 1aHHOM OTPaC/IM SKOHOMUKIN MOXKET

3Ha4YMNTEJIbHO BO3PaCTUN, TaK CKa3aTb, MOSTY4YUTb IJTOTOK BO34YyXa, 0COHEHHO ecnu

FTC HeckonbKo CHU3UT CBOKO OMMO3ULUIO.
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KnbepcnopT 1 Buaeounrpbl co3aany HOBYHO, pa3BMBatoOLLYOCA M HbICTPOPACTYLLYO OTpacib
9KOHOMMWKM, TEM CaMbIM BOB/IeKas BCe 6O/iblee KOMYECTBO YY4AaCTHUKOB, M 3HAYUTEIbHO MEHAA
YCTOABLUMECA NPABUIA UTPbI B UHAYCTPUM PA3BNEYEHWNN.

[laHHOMY HanpaBAeHWO HEOBXOAMMO OTAaTb AOKHOE...

3HaunTenbHan Nnpobsema COCTOUT B TOM, YTO OFPOMHOE KONMYECTBO AEMCTBYHOLLMX
/L, TeaTpa, @ UMEHHO XO3ANCTBYIOLLMX CYObEKTOB, HE MMEIOT No daKTy
NPaKTUYECKM HUKAKON OPUTMHAIbHOCTM M BCE 3TO, YTOObI OO HE OMUCHIBATD,
3HAYMTENIbHO CHUMKAET HOPMY NPUDBLINN.

Ha aTOT roployeKk ¢ Megom cnetenocb CIMKOM MHOMO )enatowmx!
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Electronic Arts SONY
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OTKa3 OT OTBETCTBEHHOCTU

[aHHbIN MaTepman NpeaoCTaBNAETCA UCKAOUUTENBbHO ANA MHOOPMALIMOHHbIX Lenein n He
ABNAETCA NPeANOKEHMEM UK NPOCLOON KYNUTb, MAM NPOAATL LUEHHble Bymarn Kakon-nmbo
KomnaHuu. Jlloboe MHBECTULIMOHHOE pelleHre, CAENaHHOE BaMM, HE O/IKHO ObiTb CA€NaHO Ha
OCHOBaHMM MHGOPMALMM, ONMUCAHHOM B AaHHOM MCCNef0BaTENbCKOM OTYeTe. ABTOP He HeceT
OTBETCTBEHHOCTb 33 NOTEPU UAN NPUDLINM NONYHYEHHblE BaMM B XO€ TOProBbix onepaumnii Ha
dMHAHCOBbLIX pbiHKax. HekoTopasa MHGOPMaLLMA MOXKET He COOTBETCTBOBATb AENCTBUTEIbHOCTM.

24.04.2024
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