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DEVELOPMENT OF THE CREATIVE ECONOMY, ITS RELATIONSHIP
WITH THE INNOVATION ECONOMY IN THE REPUBLIC OF BELARUS
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Summary - Creative economy — an economy that embodies new ideas in a product and formed by the synergetic ef-
fect of innovations. This economy is closely interlinked with the innovation economy, which presupposes a certain strat-
egy for the development of scientific and technological developments. It is also important to note the high role and
specificity of financing in this area: a common assessment is formed through various types of agreements and agree-
ments between countries. In addition, the creative economy depends directly on the creative product, and its basis is
intellectual property. As for the Republic of Belarus, according to the Martin Prosperity Institute (USA), our country
ranked 37th in the Global creativity index, the highest indicator among the CIS countries. According to the World Intel-
lectual Property organization (WIPO), Belarus increased its rating by 14 positions in 2019 and took the 72nd place out
of 129 economies in the world. Thus, Belarus is currently only at the initial stage of formation of a creative economy,
but has a high potential for development in this area, taking into account the increase in innovative developments and
attracting investments from abroad.

Pesiome — Kpeamuenasi 59KOHOMUKA — IKOHOMUKA, BONIOWAIOWAsl HOBble UOeU 8 NPOOYKM, KOMOPYlo (hopmupyem
cuHepzemutteCKmZ 3d)d)ekm Hoeutecme. ﬂalma}z IKOHOMUKA NJIOMHO 63aUMOC6AA3dHA C uHHO@aquHHOlZ 3KOHOMMKOL7,
npednozzaza;oweﬁ onpedeﬂeHHyio cmpamecuro no passumulo Hay4Ho-mexnoaocu4ecKux pa3pa60m0K. Baorcno maxoice
omMemumy GblCOKYIO POlb U CHEYUPUYHOCHb DUHAHCUPOBAHUS 6 SMOU chepe: eOUHAst OYeHKA POpMUPYemcst nymem
PAazuuH020 pooa CONAMEHU U 002080p08 Mexcdy cmpanamu. Kpome mozo, kpeamueHasi 5KOHOMUKA HANPIMYIO 346U~
cum om meop4ecKkoco npodykma, a eé ocHoesol CAYIAHCUM UHMEIIEKNTY ATIbHAA cobcmeennocms. Umo xacaemes Pecny6—
auxu Benapyce, coenacno Martin Prosperity Institute (USA), nawa cmpana 3ansna 37 mecmo no I nobanvromy unoekcy
KpeamueHocmu, camulil 6blcokuti noxkazamenv cpeou cmpan CHI. A coenacno World Intellectual Property
Organisation (WIPO) no Io6anvrnomy unnosayuonnomy unoexcy (Global innovation Index) Benapyce ¢ 2019 200y
nosvicuna ceou peiimune Ha 14 nosuyuil u 3auana 72 mecmo u3 129 sxonomux mupa. Takum obpazom, Benapyce na
OQHHBIL MOMEHIM HAXOOUMCS MOJIbKO HA HAYAILHOM dMane Cmano6/1eHUs eramusHod OKOHOMUKU, HO Umeem BbICOKUL
nomeHyual paseumusl 6 OaHHou cd)epe, C yuemom yeeiudeHusl UHHo8ayuOHHbLX pa3pa60m01< u npuejied4eHusl uHeecmu-
yutl us-3a pybesica.

Introduction. Today, the UK is recognized as the leader in the development and application of the creative econo-
my, which successfully develops various types of documents through cultural, social and economic interaction. The
creative industry means not just the emergence of new ideas, but also the implementation of these ideas into a product
that will be in demand on the market. The synergistic effect of innovations creates a creative economy — an economy
based on ideas and knowledge.

Main part. It should be mentioned that the creative economy is in direct interaction with the innovation economy,
because innovation is the product of the creativity development result. The innovative economy, first of all, allows a
country using this type of development to be competitive among other countries around the world, to reach a new level
of development, economic and social, ethical and moral [1].

The innovation economy, for the most part, is supported by a certain strategy and focuses more on the formation and
development of scientific and technological developments, and may not fully cover all areas of the creative economy.
However, this does not in any way prove that there is no strong link between the innovation and creative economies.
Without ideas and creativity, the most important scientific and technological projects cannot be created, just as without
innovation, the creative economy will be slowed down [2].

When discussing this topic, it is impossible not to mention the topic of financing. Funding plays a key role in the
proper development and sustainable growth of creativity. However, it should be noted that at the moment there is no
single assessment of the creativity of capital in all sectors of the economy engaged in the creative sphere due to the lack
of agreement between organizations, as well as due to the differences in the legal and legislative bases of countries. It
leads to the fact that a single assessment is formed by various agreements and agreements between countries.

International cooperation in creative industries is also developing on the basis of the Convention, which means at-
tracting foreign capital.

From all of the above, we can conclude that the creative economy, as well as innovation, directly depends on the
creative product and the amount of financial investment to support and develop this type of economy.

Speaking about the Republic of Belarus, it can be noted that the country has a great potential, which is revealed in
sustainable knowledge, innovation, as well as in human resources, which have a huge potential in the field of creativity.
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According to the Martin Prosperity Institute (USA), Belarus is ranked 37th in the Global creativity index — the high-
est place among the CIS countries. Parameters such as technology, talent, and tolerance were examined. According to
the world Intellectual Property organization (WIPO), Belarus increased its rating in 2019 and took the 72nd place out of
129 economies in the world. This is 14 positions higher than it was last year, which indicates the growth of innovation,
investment and improvement of the state's scientific and technical base.

Conclusion. Thus, the creative economy is a developing and emerging mechanism of the post-industrial economy,
which has replaced the industrial type of development of society, and is inextricably linked with the innovation econo-
my. The basis of the creative economy is intellectual property. In Belarus, the creative economy is still in its infancy,
but the country has a good chance to develop this type of economy, taking into account the available resources and op-
portunities, as well as increasing innovation and attracting investment from abroad.
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HOW RAY TRACING AFFECTED NVIDIA
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Summary - in this article, we will talk about how the entry of a new video card segment into the market affected the
profit of one of the most famous video card companies. And also whether the market itself is ready for such innovations.
Analysis of what this technology does and how it can help developers.

Pestome — 6 oannou cmamove peub nouoem o mom, Kak 8bIX00 Ha PYIHOK HOB8020 ceamenma 6udeOKapm noeauAl Ha
npu6bl]lb OOHOU U3 CAMbIX U36ECTNHBIX KOMNAHUL NO 8blNYCKY gu()eOKapm. A maxoce 2omoé i cam POIHOK K maxKkum
HoBo66eoenuam. Ananus moceo, Ymo oenaem ma MexHoN02UA U KAK OHA MOICem NOMOYb pa3pa6omuuKaM.

Introduction. On September 20, 2018, a new video card segment from Nvidia, namely the 20 series, entered the
shelves of electronics stores. It included video cards: RTX 2060, RTX 2070, RTX 2080 (as well as manufacturer-
accelerated versions of Ti). This is a completely new type of video card on the market. The fact is that they are the first
to introduce RTX technology. They allow the user to work with ray tracing.

The main part. Ray Tracing is a set of algorithms that allow you to achieve photorealistic graphics, they allow you
to implement next-generation lighting effects that look as realistic as possible: scattered shadows, background darken-
ing, reflections, refraction..., and much more in fact. It's also worth adding that ray tracing simplifies the video game
development pipeline. Rasterization also requires additional game resources, which are worked on by a lot of artists and
designers, adjusting reflections and other things in the graphics editor so that they look realistic in the game. Rasteriza-
tion outputs objects in turn, one after the other, so there is no relationship between the objects. You can also use this
technology in conjunction with Al: for example, use it to calculate the vision of bots-launch beams from bots and see
where they collide with objects. This is necessary so that bots can determine where other objects are located in the
three-dimensional scene. This allows bots to behave more correctly than in the case of scripted behavior. You can also
use ray tracing technology to calculate physics: for example, use rays to calculate the point where objects collide with
each othery,

As an example, we can present a game production company. Graphic design plays a major role in creating a new
product. We can also say that about 30-40% of the budget spent on the game is made up of graphic effects. Video cards
with this technology allow you to spend much less time and money on this type of work.. A clear example of how this
technology works. In this case, it does everything automatically, without spending time creating these things manually.

RT TECHNIQUE WORKLOADS
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Ilustration 1- RT techique workloads
Source: Invidia.com. An example of the work technology.
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