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Annotation

Introduction. Esports has gained the status of a global phenomenon in the modern world, integrating tech-
nology, culture, and economy while becoming an integral part of youth life. The globalization of esports ensures
regional integration, stimulates economic growth, and expands audiences, but it also introduces challenges related
to regulation, health impacts, and commercialization.

Objective. To explore modern trends and determine the influence of economic, social, and technological factors
on the development of esports in the context of globalization.

Methods. Analysis of scientific and methodological literature, Internet data, comparison, systematization, and
generalization.

Results. The analysis revealed that the global esports market shows a high growth rate (CAGR 26.8% by 2030),
driven by investments, sponsorships, crowdfunding, and the development of monetization models (free-to-play,
microtransactions). Mobile games dominate the market (83%) due to their accessibility. The largest segment of
players is in the Asia-Pacific region (53%), while Europe and North America lead in monetization levels. The imple-
mentation of hybrid tournaments, such as ESL One and League of Legends Championship Series, ensures a balance
between online and offline formats.

Social trends indicate active participation from younger generations, who shape interactive engagement mod-
els with brands through platforms like Twitch and YouTube. Technological advancements (5G, VR/AR) enhance
gaming experiences and attract new audiences. Saudi Arabia and China illustrate different approaches to es-
ports development: the former focuses on infrastructure, while the latter emphasizes integrating local and global
leagues.

Conclusion. Esports is evolving into a multidimensional ecosystem combining economic, social, and technolog-
ical innovations. Its development is shaped by the integration of hybrid tournament formats, adaptation to changes
in viewership, and the implementation of innovative technologies that foster the globalization of esports.

Keywords: esports, trends, globalization, professionalization, technology, economic impact, audience, games,
tournament models.

AHoTanis

Beryn. KiGepcnopt y cydacHOMY CBITI HaOyB CTaTyCy TIIOOATBHOTO SIBHINA, SKE IHTETPY€E TEXHOJOTII, KYIbTypy
Ta EKOHOMIKY, CTAIOUM HEBi/I’€MHOIO YaCTUHOIO XKHUTTS MoJofi. [Tmobamizatis kibepcmopTy 3a0e3neuye iHTerpalito
PETIOHIB, CTUMYITIOE€ €KOHOMIYHE 3pOCTaHHS Ta PO3LIMPIOE AyTUTOPIIO0, ajle BOXHOYAC TOPOIKYE BUKIUKH, TTOB’sI3a-
Hi 3 peTymIi€ro, BILIMBOM Ha 3I0POB’s 1 KOMepIiaii3ami€ro.

Mera. JlocmiauTu cydacHi TEHACHIIIT Ta BU3HAYMTH BIUTMB EKOHOMIYHHX, COI[IAJIbHUX 1 TEXHOJIOTTYHUX YMHHH-
KiB Ha PO3BHUTOK KibepcropTyB yMOBax Tiiobaizaii.
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Metoau. AHali3 HayKOBO-METOAWYHOI JIITEpaTypH, JaHUX Mepexi [HTepHeT, MOpiBHAHHA, CHCTeMaTu3alis Ta
y3araJbHEeHHS.

Pe3ysibraTH. AHai3 MoKa3as, 110 CBITOBUI pUHOK KibepcropTy JeMOHCTpye Bucokuid Temn 3poctanHs (CAGR
26,8% 1o 2030 poKy), YoMy CHPHSIOTH iIHBECTHIII1, CIIOHCOPCTBO, KpayA(aHIMHT Ta PO3BUTOK MOAENIEH MOHEeTH3AMi]
(free-to-play, mikporpanzakuii). JlomiHyrody 9acTKy puHKY (83%) 3aiiMaroTb MOOUIBHI irpH, 110 CIPHYMHEHO iX J10-
CTYMHICTIO. HalOibIIHii cerMeHT rpaBIliB 3HAXOAUThCS B A3ilicbko-TruxookeaHchbkoMy perioHi (53%), omHak €Bpora
ta [liBHIUHA AMepHKa JIiANpPYyIOTh 3a piBHEM MOHeTH3allii. BripoBakeHHs riOpuIHUX TYpHIipiB, Hanpuknag, ESL One
i League of Legends Championship Series, 3a0e3neuye Oananc Mixk OHIIaiH- Ta oduaifH-popMaramu.

ComianpHi TSHICHIIT BKa3yIOTh HA aKTUBHY y4acTh MOJIOZOTO ITOKOJIHHS, SIKi (JOPMYIOTh IHTEPAKTHBHI MOAEINI
B3aeMolii 3 Opernmamu uepe3 miargpopmu Twitch i YouTube. Texnonoriunuii nporpec (5G, VR/AR) nokpamiye
ITpOBHIA TOCBIJ 1 CIIpUs€E 3allyueHHIO HOBUX ayauTopiid. CayniBcbka ApaBis Ta Kuraii imocTpytoTs pi3Hi miaxoan
JI0 PO3BUTKY KiOepcIopTy: IepIiia 30CepeKy€eThCs Ha iHPPaCTPYKTypi, TOMI K ApyTra — Ha iHTErpamii JOKaIbHUX
1 100aIbHUX JIT.

BucnoBok. KiGepcmopt TpanchopMyeThesi y 6araToBUMipHY €KOCHCTEMY, Jie TIOEAHYIOTHCS €KOHOMIYHI, CO-
iagbHi Ta TEXHONOriuHi iHHOBamii. IOro pO3BHTOK BH3HAUAETHCS iHTErpariero ribpumHUX (GOPMATIB TYpHIpiB,
aJIaTTaIli€ero JI0 3MiH y DIAIAIbKil ayuTopii, a TAKOXK YIPOBAKCHHSIM 1HHOBAIIMHAX TEXHOJIOTIH, IO CIIPHUSIOThH

mobanizauii kKibepcnopry.

Kirouosi caoBa: kibepcropt, TeHIeHIII1, obanizalis. nmpodecionanizailis, TEXHOJOTIi, CKOHOMIYHHI BILIHB,
IsiAalbKa ayAuTopis, irpy, MO TypHIpiB.

Berym.

VY cydacHoMy CBITI KibepcropT
NIEPETBOPUBCS HA II00AIbHE SIBHUIIIE,
SIKE OXOIUTFOE MUIBLHOHW TpaBIliB,
msgadiB Ta iHBecTopis. Llel deno-
MEH TO€EHY€E THHOBAIIIHI TEXHOJIO-
rii, KyJa6Typy 1 pO3Baru, CTaBIIN He-
BiJ1’€MHOI YaCTMHOIO MOJIOIIKHOTO
KUTTA. [ToOamizamist KibepcmopTy
3a0e3Medye IHTErpali pi3HUX pe-
TiOHIB, PO3IIMPIOE AyAMTOPiI0 Ta
(hopMye HOBI MOYKJIMBOCTI JUISI €KO-
HOMikH. BogHowac i3 #ioro moryssi-
PH3ALI€I0 TOCTAIOTh HOB1 BUKIIMKH:
OUTaHHsI PEryJsisiilii, BIUIMBY Ha 3110-
POB’s1, TEXHOJIOTIYHOTO IIPOTPECY Ta
KoMepIiasizanii.

JocmmKkeHHsT TeHAESHIIH OB’ s-
3aHEe 3 HHU3KOK YHHHHKIB, 30KpeMa
€KOHOMIYHHMH, TEXHOJIOTYHUMHU,
coliaibHUMHU  Tomo. Tak, po3mip
CBITOBOTO PHHKY KiOepCropTy mpo-
JIOBKY€E 3pOCTard, [0 BHMarae
IIMOOKOTO  aHami3y EKOHOMIUHHUX
MojieNiel, 30KpeMa  iHBECTHIIii,
CIIOHCOPCTBAa Ta MoOAEJed MOHETH-
3amii. BnpoBamxkenss 5G, xmMapHUX
cepsiciB, VR/AR 1 mtyyHoro iHTe-
JIEKTY KapAWHAIBHO 3MIHIOOThH Ki-
OepCrIOPTUBHY 1HAYCTPItO, pOOIATH
i1 OLNBII TOCTYITHOIO Ta HMPUBAOIH-
BOIO JIJIS pI3HUX ayauTopii [8, 11].

KibepcnopT cnpuse ¢dopmysan-
HIO CIIUIBHOT 1 HOBUX COLIAJIBHUX
3B’5I3KiB, alic TAKOXK MOPOIKYE BU-
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KJIMKH, SIK-OT TOKCHYHICTh y CIiJb-
HOTaX Ta 3aJIeKHICTh BiJ BiJICOIirop.
[ommpennst kibepcnopTy y Takux
perionax, sik Asis, JlaTuHcbka AMe-
puxa ta bamspkmii Cxim, cTBOpIOE
HOB1 (hopMaTu B3aeMOIIl MiXk Kpai-
HAMH Ta KyJIGTYPHHUMH TPYIIaMH.
AHani3 myOmiKamii — CBIAYHTH
PO JOCHIPKCHHSI HAyKOBI[SIMH OK-
peMUX HampsMiB, iXHI poObOTH (Bop-
MYIOTh 0araToBUMipHYy KapTHUHY
KibepcropTy, MO IO03BOJISE Kpalle
3pO3yMITH HOTO Cy4YacHUH cTaH i
Mail0yTHE B yMoBax Iyio0aizarii
[3]. HocmimxyBaBcs EKOHOMIUHHIA
BIUIUB Ki0OepCropTy, aKIEHTYIOUH
yBary Ha iHBECTHILIAX 1 CIIOHCOp-
CTBI, aHaJII3yBaB MOJE]Il MOHETH3a-
mii (free-to-play, MikpoTpan3axuii)
Ta IHBECTHIIHI CTpaTerii BETUKUX
KoMIaHii, Takux sk Tencent i Riot
Games. Karhulahti V.M. po3risHys
MOZEJI BIAaCHOCTI KiOepCIIOPpTUBHUX
KOMaHJI 1 BIUTUB (DIHAHCOBMX CTpaTe-
riif Ha pO3BUTOK iHAYCTpii [19].
Kowert R., & Quandt T. Ta ixrmi
aHAJI3yBaJIM COLIaJbHI Ta KyJb-
TYpHI acreKkTH KibepcropTy, 30Kpe-
Ma BIUTUB HAa MOJOAb. Y poboTax
HaykoBIIB [2, 20] po3mismaerbes
3pOCTaHHA DISAIBKOI  aynuTopii
kibepcriopty (10 640 MuH Tisna-
giB 10 2025 poky). AHamizyeTbcs
MoJiofikHa aemorpadis (16-35 po-
KiB), sIKa BIUIMBAa€ Ha (DOPMyBaHHS

HOBUX MAapKETHHTOBUX CTpPATErii.
Newman J. 1., Xue H., Du J. [26]
posrsganu (GopMyBaHHS CIIJIBHOT
IpaBIliB 1 MIAga4diB dyepe3 mudposi
iaTopmMu, B3aEMOMIIO KyIBTYP Y
17100a1i30BAaHOMY  CEpPEIOBHIII  Ki-
OepcriopTy; MomiOHMI aHami3 3po-
omwm Kowert R., & Quandt T., sxi
JIOCITI/DKYBAJIM  COIialibHI  aCHeKTH
0araToKOpPHCTYBAIlbKUX 1rop, TICH-
XOJIOTIYHMH BIUIMB irop Ha TpaB-
iB, MOOYIOBY COIIaJbHUX 3B’S3-
KiB uepe3 irposi miardopmu [21].
Kowert R., Festl R., Quandt T.
JOCIHIDKYBaJIM  CTEPEOTUIIH  LIOJI0
IpaBlliB OHJaMH-irop [22].

Kuss D. J., Griffiths M. D. 3xitic-
HIUIM CHUCTEMATHYHHUH OIVIAH EMIIi-
PUYHUX JOCTIDKEHD BILIMBY 3aJICiK-
HOCTI Ha TICHXi4He 310poB’s [23].
Hocnimkenns De Grove F., Breuer J.,
Ta CIIBaBTOPIB MOB’s3aHi 3 (opmy-
BaHHSIM MOTHBAIii IPaBIiB y U po-
BHX Irpax y pi3HHUX KpaiHax, MopiB-
HSIHHSIM KYJIBTYPHHX BiIMIHHOCTEH y
MoTuBaliiHuX (aktopax [13].

HayxoBui pociimKyBajiu eKoCH-
cTeMy Kibepcrmopry, #oro iHTerpa-
1il0 B CIOPTHBHE cepenoBulne [0,
27]. Yu H. po3rmisigaB po3BUTOK Ki-
6epcropty B Kutai sik ctpareriyanii
HanpsIMOK, BiH aKIEHTY€ yBary Ha
MOJITHUIN, 1HBECTHIISAX Ta KYJIBTYp-
HOMY BIUTHBI KuTaro y Mi>kHapoIHO-
My kibepcmoprti [30].
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Taylor T.L. nocmimkyBas npode-
cioHamizamiro KiGepcropTy, BIUTHB
3MaraHb 1 JIr Ha PO3BUTOK 1HIY-
CTpii, Mojeni koMepmiamizamii [29].
Anoxin E. Ta iHII BU3HAYWIM Ki-
OepcropT K JUCHUILIIHY, HOTO B3a-
€MO3B 30K 13 TpaauLiHUM CIIOp-
ToMm [1, 4].

BuBueHHs TeHJAEHIIH PO3BUTKY
KibepcropTy € KIFOYOBUM ST POp-
MyBaHHS CTpaTerii pO3BUTKY Tajy3i,
i1 iHTerpalii B Mib>KHapOIHY CUCTEMY
CIOPTY Ta 3a0e3MeYeHHs CTaloro
3pocranHs. [Tudoxwii anami3 myoui-
Kaliid 03BOJIsIE BUIUIUTH OCHOBHI
mpoOIeMHI MTUTaHHS Ta THEPCIIEKTH-
BH, MOB’s13aHi 3 miodami3ariero i€l
iHmyCTpii.

Hocnimxenns MIPOBOJMITUCS
BiJIMOBITHO JI0O TEMAaTUYHOTO TUIAHY
HAP HY®BCY Hna 2021-2025 pp.
3a temoro 1.7. «Teoperuko-merto-
JIOJIOTIYHI 3acajd PO3BHUTKY Kibep-
CIIOPTY Ta IHTEJICKTyaJbHUX BHJIIB
cnopty», Ne nep:kaBHOi peecTparii
0121U108211.

Mera — JOCHIIUTH Cy4YacHi
TCHJCHIII Ta BHU3HAYUTH BIUIUB
€KOHOMIYHHX, COIIiaJIbHUX 1 TEXHO-
JIOTIYHUX YHWHHHUKIB Ha PO3BHUTOK
KibepcropTy B yMOBax rio0anisarii.

Jis MOCATHEHHST METH JIOCIiJI-
YKEHHS BHKOPUCTaHO KOMIUIEKC Me-
TOMIB: aHaJli3 HAyKOBO-METOAMYHOI
JiTepaTypu Ta JaHUX Mepexi [HTep-
HET, TMOPIBHSIHHSA, CHUCTEMaTH3aIlis
Ta y3arajibHEHHS.

AHaiz HayKOBO-METOIMYHOI JIi-
TepaTypu Ta AaHUX Mepexi [Hrep-

HeT OyB CIPAMOBAHHMN Ha BUBYCHHS
ICHYIOUHX JIOCJIJKCHb 1 KOHIICTIIIIi,
MOB’A3aHUX 13 PO3BUTKOM Kibep-
CIIOPTY, 30KpeMa €KOHOMIYHUX, CO-
IiaJbHUX Ta TEXHOJOTIYHUX, IS
300py aKTyaJibHOi CTaTUCTHYHOI
iH(popMalii Mpo 3pOCTaHHA PHUHKY,
KUIbKICTh TPaBIIiB, TOMYJISAPHICT
mw1atopM 1 perioHayibHi OCOOH-
BOCTI PO3BHUTKY Kibepcmopty. CuH-
Te3 — 3acTOCOBYBaBCS JUIs 1HTe-
rpaiii OTpUMaHHUX JAaHUX 13 Pi3HUX
JDKEpell 3 METOI0 CTBOPEHHS €MHO-
TO YSBIICHHS IPO KJIFOYOBI TCHACHITI T
PO3BUTKY KibepcropTy.

[NopiBEsHHS OynO BHKOpPHCTAHE
JUISL OILIHKU PI3HUX MOJeNeld po3-
BUTKY KiOepCropTy, TakuX SIK peri-
oHanbHI ocobnmuBocTi CayaiBChKOi
Apasgii Ta Kurato, i miaxoznis 1o op-
rasizauii TypHipiB. Cucremaruzauis
JI03BOJIHJIA BIIOPSAKYBaTH iH(popMa-
Li}0 PO OCHOBHI HaNpsSMHU PO3BUT-
Ky KibepcropTy, 30KpeMa 3pOCTaHHS
PUHKY, BIPOBAJKEHHS HOBUX TeX-
HOJIOT1H 1 commianbHi 3MiHA. Y3araias-
HeHHs Oyio cripsMoBaHe Ha Gopmy-
BaHHS BHCHOBKIB MO0 CYYacHOTO
CTaHy 1 NEepCHEeKTHB PO3BUTKY Ki-
OepcriopTy B yMoOBax Iyio0aizaiii,
BpaxoOBYIOYM BUSBIIEHI TEHACHLII Ta
BukiuMku. Ili Meromu 3a0e3meuniin
KOMILIEKCHUH TIIX1]] IO aHATi3y, 1110
IO3BOJIVIO JETAJIBHO BUCBITIIMTHA
Cy4acHi TEHIEHLIl po3BUTKY Kibep-
CTIOPTY.

Pe3yabraTn gocaiasKeHHs.

Po3BuTok KibepcropTy B yMOBax
ro0anizanii 00yMOBIEHH B3aEMO-

JIIE€I0 CKOHOMIYHHX, TEXHOJIOT1YHHX,
COIiaIbHUX 1 KYyNBTypHHUX (hakTo-
piB, 11O CIIPHUSIOTH HOTO MOMYJISpPH-
samii. OCHOBHI TeHAEHINI, Takl fK
3pOCTaHHS PHHKY, podecionaniza-
1is1, TI00aizaltist, 3MiHa emMorpadii
[ISAa49iB 1 BOPOBAPKEHHS HOBUX
MozeJel TypHIpiB, IEMOHCTPYIOTb,
SK KibepcnopT TpaHchopMmyeTbes y
MibKHapogHui GenomeH (tadm.1).
PosmisHemo TennmeHwii Ta iX
BIUIMB Ha TOMYJIApHU3aIliio Kidep-
cnopry. OuikyBaHUIl  cepenHbO-
pIUHUA TEeMIT 3pOCTaHHS CBIiTOBO-
ro puaky kibepcnopry (CAGR) y
26,8% mo 2030 poky € pe3ynbTaromMm
301IbIIEHHS] JOCTYMHOCTI 1HTEepHe-
Ty, PO3BUTKOM irpoBoi iH(pacTpyK-
TypH Ta 3pOCTaHHAM ayautopii. Pu-
HOK, SIKHH jocsrHe 5,48 minbspnaa
noiapiBy 2029 poui, CTUMYTIOETbCS
aKTHBHHUM 3ay4CHHSIM 1HBECTHIIIH,
TEXHOJOIIYHUMHU I1HHOBAIIIMHA Ta
MOIYNSAPHICTIO  KiOepCIIOPTHBHUX
3axofiB. OcHOBHI goxomu 3a6e3-
MEYyIThCI  4Yepe3  CIIOHCOPCTBO,
MeianpaBa, BHYTPIIIHbOITPOBI Mi-
KPOTpaH3aKIIii Ta MpoIax TOBapiB.
3pocTaHHs PUHKY irop IoB’s3a-
HO 3 OTPUMAaHHIM JIOXOMIB BiJl irop,
30kpeMa y 2024 pori HaAOLIbIIHIA
JOXi crocTepiraBcsi 3a PaxyHOK
MOOLTEHUX PUCTPOIB — $92,6 MIp
(49%), TIK — $43,2 miapm (23%) i koH-
coneit — $51,9 mupz (28%) (puc. 1).
[Ipodecionanizamis  moB’s3a-
Ha 3 PO3MIUPEHHSIM iHPPACTPYK-
TypHW Jir, 1o 3a0e3neuye CTamicTh
1 mepenbayyBaHICTh IS KOMaH 1

Tabnuys 1.

XapakTepuCTHKA CBITOBUX TeH/eHIIil KidepcmopTy

Tennenuis

XapaxkTepucTuKa

Bmuus

3pocTaHHs PUHKY

CepennbopiuHuil TeMIl 3pocTanHs 26,8%,
noxin y 2029 porti $5,48 mipn

3amyueHHs iHBECTUILi}, PO3BUTOK BHYTpILl-
HBOITPOBUX MIKPOTPAH3aKIIiil, CHOHCOPCTBO

[Ipodecionanizartis

Po3BuTOK Jir, 301NTBIICHHS ayAUTOPIi, BH-
COKi CTaHJapTH Oprasizauii TypHipiB

®opMmyBaHHS CTaOLIBHOCTI IHAYCTPil, 30111B-
HIEHHSI [VI1JALbKOTO IHTEpeCy

T'moOanizaris

IHTerpartis M>KHapOIHUX JTUCIHIUTIH, PO3-
BUTOK puHKIB y Kurai, CLIA, Snonii

3poCTaHHS KiJIbKOCTI TPABIIiB, 3MilIHEHHS

MDKHApOJHHX 3B SI3KiB

3mina ngemorpadii

Aynuropist 16-35 pokiB popmye HOBI cTpa-
Terii B3aeMOIii uepe3 TpaHCIIALIT Ta COoIli-
anbHi mIaThopMu

[linBuIEHHS IHTEPAKTUBHOCTI TYpHIpPIB,
PO3BUTOK KOHTEHTY JUISI MOJIOJI

Monerni TypHipiB

BrpoBakeHHs (hOpMAaTiB JIT, SK-OT
League of Legends Championship Series,
Overwatch League

Po3mmpenHs jkepen J0XoiB, 301IbIIeHHS
Yy4acTi CIIOHCOPIB Ta OpeH/iB

306

© Ilunkapyk O., 2025



CnopTtuBHui BicHWK MprnaHinpoB’s
HayKoBO-NpakTU4YHWIA XXypHan

Ne 1. 2025

rpaBuiB. 301IbIIEHHS OHIAWH-TPaH-
CIAIINA  JTO3BOJISIE  PO3LIMPIOBATU
ayAUTOPil0, OCOOIUBO cepex Mo-
noni. Bemmki TypaipH, Taki sk The
International i League of Legends
World Championship, ve nume 3a-
JaloTh CTaHAApTH MpodeciiHuX
3Marafb, a ¥ CIIPUSIOTh 3aTy4YCHHIO
CIIOHCOPIB Ta 1HBECTOPIB.

IaTerparmisi pi3HHX pETIOHIB Y
CBITOBY KiOEpCIOPTHBHY CHCTEMY
€ HACTIIKOM MIXHAPOAHHUX 3Ma-
raub 1 mnaptHepcTB. Haiibinpmi
punkn, Bkmoyatoun CHIA, Kurait
1 SImoHiro0, 1EMOHCTPYIOTh, K peri-
OHANBHI 0COONMBOCTI TANTYIOTHCS
J0 MDbKHapoAHUX TpeHuiB. Kurtaii,
HaNpUKJIIaJ, aKTHBHO MPOCYBAE JIO-
KaJibHi irpy, Taxi gk Honor of Kings,
BOJHOUYAC IHTETPYIOYM MDKHApPOI-
Hi AUCIHMIUTIHUA Yepe3 CHIiBIpaIio 3
Riot Games Ta Valve.

CayniBcbka ApaBis  aKTUBHO
MO3UITIOHY€E cebe K MiKHAPOTHHHA
LIEHTp KiOepcropTy, M0 IOSICHIO-
€TbCS 11 CTpaTeriYHNM IparHeHHAM
JI0 muBepcudikallii eKOHOMIKH B Me-
’kax i”imiatusy Vision 2030. 3HayHi
iHBecTHLI y KiOepcrmopT cBimyarh
PO Aep>KaBHUMN MiIX11 10 3MillHEH-
HS KYJIBTYPHOTO Ta €KOHOMi4HOTO
BIUIMBY 4Yepe3 IHTerpariro nugpo-
BUX 1HHOBAIIIH.

[Mpunbanns  Savvy  Games
Group ESL FACEIT Group € ogaum
i3 KmodoBux KpokiB CaymiBChKOT
Apagii. Lls yroma mosBoisie Kpaini

KOHTPOJIIOBATU OpraHizalilo Macui-
TaOHUX MIKHApOAHUX TYpHIpIB, 3a-
Jy4yaTd MDKHApOAHY aylIuTOpilo Ta
CTBOPIOBATH CIPUSATINBI YMOBH ISt
inBectopiB. IIpoBenenns Gamers8
3 mpu3oBuM dormom $45 miH cra-
JI0 BOXJIMBUM MapKepoOM 3JaTHOCTI
KpalHH OpraHi3OByBaTH IOl Haii-
BULIOTO PiBHS, IO CTUMYIIIOE 3aI1y-
YeHHS TPOQeCciiiHuX KOMaHa 1 -
JIa4yiB 3 YChOTO CBITY.

AMOITHMH IUTaH ~ CTBOPEHHS
MicTa JJisi TeiMepiB € TIe OJHUM
MiATBEPDKCHHSIM ~ JOBTOCTPOKOBO-
ro migxony CayniBchkoi Apasii 110
po3BuTKy Kibepcmopty. Lleit mpo-
€KT CHIPUATHME MOOYIOBI KOMILIEK-
CHOI iH(PaCTPYKTypH, BKITIOYAIOUN
TpeHyBaJIbHI 0a3u, apeHu Ta odicu
JUTS KiOepPCIIOPTUBHUX OpraHi3allii.
3anyyeHHs MDKHApOJHHX KOMaHI
1 CIIEIiaJIiCTIB CTBOPIOE YMOBH ISt
0OMiHYy JOCBIJIOM 1 TiJABUIICHHS
piBHS mpodecionamizamii MicueBux
KOMaHJI.

Kuraii 3anuimaerscsi KITIO4OBUM
rpaBlEM Y CBITOBiH KibepcrnopTUB-
Hi iHDyCTpii, aKTUBHO pPO3LIMPIO-
IOYM CBOKO Y4acThb y MIKHApOAHHUX
3MaraHHsIX 1 IHTETPYIOYM JIOKaJbHI
IHII[IaTUBY B MI>KHAPOJAHUN KOHTEKCT.
OCHOBHHMH CTUMYIIAMH JJISI TAKOTO
PO3BUTKY € MacuITaOHa BHYTPILIHA
ayJIUTOPIsA, IHHOBAIIIMHUK TIXiJ 70
TEXHOJIOTIH Ta MATPUMKA YPSTY.

PosmupenHs nokanbHUX Typ-
HipiB, Takux sk IEM China 2024

Pucynoxk 1. loxonu Bix irop y 2024 poui 3a cermeHTamMu

© Ilunkapyx O., 2025

ta Perfect World Shanghai Major
2024, neMOHCTpY€ 3pOCTAOUYHM 1H-
Tepec A0 3alTy4eHHS MIKHApOIHUX
mucruiorie. Ui TypHipH ciayryroTe
mnargopMor0 s AEMOHCTparlii
TEXHOJIOTIYHUX MOXJIHMBOCTeH Ku-
Tal0, PO3BUTKY JIOKAJIbHUX KOMaH]
Ta IPOCyBaHHs OpEeHIiB.

BnpoBamkeHHs Jir s Mixk-
HapoAHUX irop, 3o0kpema Valorant
Champions Tour ta VCT 2024:
Masters Shanghai, mokasye, sx Ku-
Tail aJanTyeTbcsd [0 TIOOAIBHUX
¢dopmaris kibepcnopry. Takuit min-
XiI CTUMYNIOE PO3BUTOK BHYTpill-
HBOI  iHPACTPyKTypHu, 3aimydae
MDKHApOJHHUX TPABIB Ta 301UIbIIyE
IHTEerpamnito KpaiHu y CBiTOBY €KOCH-
CTEMY.

IaBectumii y momymsipHi MOOLTB-
Hi irpu, sx-or Honor of Kings, mia-
KPECITIOIOTh BaXITUBICTh MOOUITEHOTO
cermenTy B Kurai. Kommanist Tencent
aKTUBHO IIPALIOE HaJ CTBOPEHHSIM
MDKHapOOHOI TYPHIPHOI eKocHcCTe-
MH, BUKOPHUCTOBYIOUH MOOLIBHI irpn
SIK OCHOBY IS TOJAJIBILIOTO TI100aJIb-
HOTO BILIHBY (Ta0I. 2).

Cayniscpka Apasis Ta Kuraii Bu-
KOPHCTOBYIOTBh Pi3HI cTparerii s
PO3BUTKY Kibepcmopty, npote oOu-
JIBI KpaiHu aKTUBHO TIPAIIOIOTh HAJI
IHTErpaLi€elo y CBITOBY €KOCHCTEMY.
CayniBcbka ApaBisi 30CepeIKYETHCS
Ha 1HQPACTPYKTYpi, MDKHAPOIHIN
CHiBIIpaLi Ta oprasizamnii MacmTab-
HUX TIOJIH, Toxi sk Kuraii akiieHTye
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Tabnuys 2.
OcobnuBocTi inBecTuniii CayniBcskoi Apasii Ta Kuraio
[Tapametp CayniBcbka ApaBis Kuraii
Crpareriuna | JluBepcudikarlisi eKOHOMIKH, IHTETpaIisl y cBiTO- | Po3mmpenHs: Mi>KHAPOIHOTO BIUIHBY, PO3BH-
MeTa BY KiOEpCIIOPTUBHY CHUJIBHOTY. TOK BHYTPILIHBOI Ta [100aIbHOT €KOCUCTEMHU.
T a— IMpun6annsa ESL FACEIT Grioup, posBHuTOK i.H(i)- IaBecTHwii y MO6iJ‘{BHi irpu (Ho.nor of Kings),
pacTpyKTypH, CTBOPEHHS MicTa Jiisl TeiiMepiB. nokaneHi TypHipu (IEM China, VCT).
Opranizarist | Gamers8 3 pekopaHuM Ipu30BuM pormoMm $45 | PosmmpeHHs MbKHAPOIHUX JIIT Ta JJOKATBHUX
TYpHIpiB MUIH. TypHipiB (Perfect World Shanghai Major).
Dokyc CTBOpEHHS iH(bpaCprKTypH, 3aITydeHHs MiXKHa- IH.TeraI_Iii[ JIOKAJLHHIX KOMARy .Mi>KHapO,I[Hi
POMHUX KOMaH]I i CIIEI[iaiCTiB. JITH, TPOCYBaHHS MOOITLHOTO KibepCmopTy.
3aiyueHHs Is1a4iB, OpeH/iB 1 mpodeciiHmx . . .
Brnus Ha . . N oy CTBOpEeHHS MIXKHAPOJHOI TypHIPHOI €KOCHC-
TpaBIiB, 3MIITHEHH:I MTO3UIIH Y III00ATBHIN €KO- . .
PHHOK cHCTeM. TEMH, PO3BUTOK BHYTPIITHBOT ayUTOPII.

yBary Ha MoO1JIbHOMY CETMEHTI, JI0-
KaJIbHUX 1HIIaTHBaX 1 INIOOAIBLHUX
mirax. I{i mimxomu 3abe3nedyroTh
JBOM KpaiHaM MpOBiAHI MO3MLIi Y
CBITOBIM KiOEpCIIOPTUBHIA  1HJY-
CcTpil.

CyuacHa aymuTopist KibepcropTy
(16-35 pokiB) ¢opMmye HOBI Map-
KEeTUHIOB1 crparerii. MoiomnixxHa
neMorpacgis Bifgae nepesary iH-
TEPaKTHBHOMY KOHTEHTY, IPSIMHM
TPAHCIIALISIM 1 coLliabHii B3aeMOIiT
yepes wiatdopmu, Taki sk Twitch i
YouTube. Lle BuMarae Big opraniza-
TOpIB TYpPHIpIB amanTarii mj yro-
JNOOaHHS ayguTopii, IO BKJIOYAE
BIIPOBa KEHHS IHHOBALIHHUX (op-
MarTiB Ta iHTErparllio 3 COoLiaIbHUMU
MepesKaMH.

Kimpkicts TeiimepiB y 2023
poui gocsaria 3,38 wminbapaa, 1o
CBIJJYUTH TIPO MACIITAOHICTh BIUIH-
By irop Ha MDKHApOJHY KyNbTypY.
[Iporno3oBane 3pocranns 10 3,759
Minbsapaa rpasuis 10 2027 poky (i3
cepenmHiM TeMroM 3pocTaHHs 4,5%
Ha piK) € pe3yabTaToOM IiBUILCHHS
JOCTYITHOCTI irop uepe3 MOOUIBHI
npucTpoi Ta xmMapHi cepicu. lle
3pOCTaHHS MIATPUMYETBCA  TEX-
HOJIOTIYHMM TIPOTpPEecoM, 30KpeMa
po3BUTKOM Mepex 5G, mo mokpa-
LIYIOTh irpOBHH JOCBiA HaBiTh Y
perioHax i3 HU3BKOK KYIiBEILHOIO
CIIPOMOXKHICTIO.

AB3iiicbKO-THXOOKeaHChKHN  pe-
TiOH JIIUPYE 3a KUIBKICTIO TPaBLiB
(1,809 muH, 53%), MO TOB’S3aHO 3

Pucynok 2. KiibKicTh rpaBuiB 3a KOHTHHEHTAMM Ta pPerioHaMu, MJIH.
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BHCOKOIO TIOITYJISIPHICTIO MOOUIEHUX
irop, 3HaYHOIO KIIBbKICTIO HACEIeHHS
Ta JIOCTYIHICTIO cMapTQoHiB. [Hmi
perionu, Taki sk IliBHiuHa AMmepu-
Ka (7%) ta €spona (13%), nemon-
CTPYIOTh MEHIIY KIUJIBKICTh I'PaBIIiB,
OHAaK IIi PUHKU XapaKTEePH3YIOTHCS
BHCOKUM piBHEM MOHETH3AIIi] uepes
koHconpHI Ta [IK-irpu. JlaTmHChKa
Awmepuka (11%) ta bausekuit Cxin
i Adpuxa (16%) cTaroTs BaKJIHBHU-
MH perioHaM¥ 3aBJsKH LIBHAKOMY
TEXHOJOTIYHOMY PO3BHTKY Ta IIO-
IMPEHHIO MOOUTBHUX irop (puc.2).
MoOuTEHI  TIpUCTPOT  3aliMaroTh
JOMiHyIO4y 4acTKy puHKY (83%
abo 2,848 MuH rpaBmiB), MO 00y-
MOBJIEHO JOCTYIHICTIO CMapT(OHIB
Ta TONYJISApHICTIO Mozeneit free-

© Ilunkapyk O., 2025
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to-play. IIK i koHcomi 3aiimMaroTh
MEHIITy YacTKy, OJHAK IIi Iiatgop-
MH € OCHOBOIO I mpodeciiitHoro
KibepcropTy dYepe3 BHCOKY SKIiCTh
rpadiku, cTabiIbHICTh Ta 6araToKo-
puctyBarpki ¢yHKIii. Takwii po3mo-
I CBIAYUTS MPO 3MiHY apajurMu:
MOOUITBHI IrpH PO3LIMPIOIOTE PUHOK
3aBIIKH MacoBocTi, Tomi sk IIK
1 KOHCOJI 3aJHIIAIOTHCS EIITHUM
cerMeHToM (puc. 3).

Mornone nmokomninHs (1996 p.H Ta
cepeauna 2020-X pp. € OCHOBHUMU
PYIIISIMH  3pOCTaHHS KiOepcropTy.
80% TnpeAcTaBHUKIB LBOTO IOKO-
JiHHS PETryIspHO TPAIOTh y Bijgeo-
irpu, MPOBOISYH B CEpPENHBOMY 7
rogud 20 XBMJIMH Ha TWXKIEHL 34
rpoto. I'paBii aKkTUBHO B3aEMOJIi-
0Th 13 OpeHmaMu, IO pOOUTH iX
MpUBaOIUBUMH JJIs1 MAPKETHHIOBHIX
KoMIaHiii. 57% rpaBIiB MOJOIOTO
TIOKOJIIHHS Bi/IJIalOTh TIepeBary To-
Bapam, MPEJCTaBICHUM Y irpax, 1o
CBIJUUTH NMPO BUCOKHUU piBEHb iH-
Terparii irop y iXHIO HOBCSKACHHY
KYJBTYDY.

OTpumani JaHi  JIE€MOHCTpY-
I0Th, 10 KiOepcropT € modaabHUM
(eHOMEHOM 13 BHCOKHM piBHEM
perioHanbHOi Ta miaarGopMHOI Tu-
(epenmianii. 3pocTaHHs KUTBKOCTI
rpaBLiB OOyMOBIEHO TEXHOJIOTiY-
HUM PO3BHUTKOM, 0COOIMBO y cdepi
MOOIIBHHUX irop. BrummB monomoro
TTOKOJIIHHSL CTUMYJIOE€ 1HHOBAIll B
MapKEeTUHTY Ta PO3BUTKY KOHTEH-
Ty, II0 pOOHTH KiOEPCIIOPT HE JINIIIEe
po3Baroto, aje i MOTYKHUM 1HCTpY-
MEHTOM KOMYHIKaIlii Ta €KOHOMid-
HOT'O 3pOCTaHHS.

BaxxuBoro TEHIEHIIECIO € 3MIHU
Mozenel TypHipiB. [lepexin no gpop-
MaTiB JIT CHPUYUHEHUH HEOoOXiJ-
HICTIO 3a0e3reveHHsl CcTablIbHOCTI
JUIA KOMaHZ, 301JbIIEHHSIM CIIOH-
COPCBKHX KOHTPAKTIB 1 3pOCTaHHAM
iHTepecy rsgadviB. Jlirm, cTBOpeHi
Riot Games Ta Activision Blizzard,
JEMOHCTPYIOTb, SIK CTaHAAPTHU3ALis
cripusie 301IBIICHHIO JIOXOJIIB Yepe3
MpoAaX MelianpaB Ta 3aly4YeHHS
1HBECTOPIB.

Mogeni KiOepCrOpTUBHUX TYp-
HipiB 3a3HANN CYTTEBUX 3MiH ¥ Bij-
MOBiJb HA 3pOCTAHHS MOMYASPHOCTI
iHAYCTpii, 3pOCTaHHSA I1HBECTHIIIH,
BUKJIWKH, TIOB’A3aHI 3 TaHAEMi-
et0 COVID-19, TexHONOTIYHHI
mporpec. Lli ¢akTopu BHU3HAYMIH
HOBUH MiAXiJ JO OpraHizamii Typ-
HipiB, OPI€EHTOBAaHMW Ha MacluTad-
HICTB, CTa01NBbHICTh Ta IHTEPAKTHB-
HicTh. [Tonmynspusaris kibepcnopty
3yMOBMIIA 301IBIICHHS aynuTOpii Ta
MiABUIICHHS BUMOT 10 ¢dopmary
TypHipiB. lle copusio cramnmap-
TU3alii MoAii, sKi Ternep MOBHHHI
3JIOBOJILHATH OYiIKYBaHHsS MiXHa-
ponHoi aynurtopii. 3pocTaHHS iH-
BECTHIIIH BiJl CIIOHCOPIB 1 OpeHIIiB
CTUMYJIIOBAJIO BIPOBAKEHHS MPO-
(beciitHuX cTaHAApTIB s 3a0e3me-
YEHHS IPO30POCTI, PEryASIPHOCTI Ta
BHCOKOI SIKOCTI opraHizariii. Bruus
nangemii COVID-19 mnpuckopus
mepexiJi 0 OHJIAWH-MOJIENeH, 10
JO3BONIMJIO 30eperTd aKTUBHICTh
mig yac oomexenb. Llei qocsin 3a-
KJIaB OCHOBY JUISA TiOpHIHHX (op-
MatiB. TexHomoriuHMiA Tporpec
3poOHB MOXXJIMBUMHU 1HTEPAKTUBHI

Pucynok 3. KinibkicTs rpaBuiB Ha pisnux npuctposx y 2024 p., MiH

© Ilunkapyx O., 2025

TpaHciALlii, BipTyalbHy y4acTb Ta
BUKODUCTAHHS AHAIITHYHUX 1H-
CTPYMEHTIB Il ONTUMI3AIii rIis-
JAIbKOTO JIOCBiY.

HaBenemo mpuxiiagy HOBUX MO-
Jenel TypHipiB

1. ESL (Electronic Sports
League) 3ampoBaamia craHzapTH3a-
LiI0 TYpHIipiB 4epe3 (opmaTH, Taki
sk ESL One, sixi 3a0e30€4yI0Th YiT-
Ki MpaBuiia, CTAJICTh 1 BUCOKHM pi-
BEHb OpraHizaii.

2. Riot Games po3BuBae ¢op-
MATH JIiT JJIs1 CBOTX irop, HAIPHUKJIA],
League of Legends Championship
Series (LCS), aki 3amy4aioTh aynu-
TOPiIO 3aBOSKH DPETYIAPHOCTI MaT-
9iB 1 6araTopiBHEBiil CTPYKTYpi JIiT.

3. Valve Corporation ycrimHo
BITpOBagMiIa Kpayn(paHIAHTOBI MO-
neni nis The International i3 Dota 2,
IO ZI03BOJIMJIO BCTAHOBIIOBATH pe-
KOpZHI Mpu30Bi (OHIH, 3aTyHarouu
rpaBIiB i (aHaTiB yepe3 BHYTPIMI-
HBOIrPOBI MEXaHI3MHU.

[porec npodecionamizarii
kibepcniopty y 2024 poui € mpo-
JIOBKEHHSIM 3arajabHOl TEHAEHIT
po3BUTKY iHaycTpii. OCHOBHiI ac-
MIEKTH BKITIOYAIOTh PO3IITHUPEHHS JIiT,
BIIPOBAJKEHHS TOPUIHUX Mojesei
TYPHIpiB 1 KpayahaHIHHT IPH30BUX
¢doHmiB.

Po3Burok mir 3abesmeuye cra-
OUTBHICTH 1 CTPYKTypH3alilo IS
TPaBIliB 1 KOMaH/A. 3pOCTaHHS KiJib-
KOCTI pErioHajJbHUX 1 II00aIbHUX
JIr 703BONSE 3aiyd4aTd TPaBLiB i3
PI3HUX PETiOHIB, MiABUIIYIOUH KOH-
KYpEHTHICTh 1 SKIiCTh 3Marasb. [1i-
OpHuIHI MOzeli MOEAHYIOTh OHJIANH-
Ta o¢uaiiH-popMaru, 1e JO3BOJISE
ONTUMI3yBaTH BUTpaTH, 30epiraioun
e(eKT TMPHUCYTHOCTI I DISAIAdiB.
@diHanM Ha BENUKUX apeHax CTBO-
pIOIOTH  yHiKaJBHY arMocdepy i
3aJy4aloTh JIOKAJbHY ayaUTOPIIO.
Kpayndanmuar npusoBux ¢oHAiB
JI03BOJIIE TPaBISIM OE3MOCEPEAHBO
BIUIMBATH HA TYpHIp, 30UIBIIyIOYN
ixHIO 3arikaBieHicTh. [Ipukmagom €
The International, sikuii 3aBISKH ij-
TPUMLI I'PaBLiB BCTAHOBUB PEKOPI Y
2022 pomi 3 IPU30BHM (HOHIOM II0-
uag $40 mutn. Tpote y 2024 pori ta
Ha movarky 2025 BimOynacs HH3Ka
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3MiH, SIKi OyJM BBEJICHI BIIACHUKAMH
irop, 30kpema Valve (tab. 3).

3MiHU MoJeNeil TYpHIpiB 1 Mmpo-
rec npodecionamizarii kibepcropry
TICHO TIOB’sI3aHi 31 3MiHaMH B €KO-
HOMIYHOMY, COIiaJbHOMY Ta TEXHO-
noriuHoMy cepenoBuii. Ilepexin no
riopunaux QopmariB TypHIpiB 3a-
0e3neunB OUIbIIY THYYKICTh, a PO3-
BUTOK JIT ITIBHUIIWB CTAOUIBHICTE
iHpycrpii. Kpayndannuar nemon-
CTpy€e e(eKTUBHICTH HOBHX MEXaHi3-
MiB 3aJIyueHHs TpaBuiB 1 panaris. Li
3MiHH CHPHSIIOTH CTBOPEHHIO OUTBIN
iHTerpoBaHoi, mpodeciiiHoi Ta cra-
OUTHHOT EKOCUCTEMH KiOEpPCIIOPTY.

[Momanmemuii  po3BUTOK  Oye
OpIEHTOBAaHMW Ha BJIOCKOHAJICHHS
TEXHOJIOTi, PpO3IIMPEHHsI TIeorpa-
¢ii yJacHUKIB 1 MiABHUIIEHHS PiBHS
IHTEepaKTUBHOCTI 3 IISAa4aMu, LI0
3po0HTH KibepcropT e MpHBadIIH-
BIIIIUM JIJISI iHBECTOPIB, KOMaHI 1 ay-
JUTOPII.

Huckycis.

KibepcmopT y cydacHux yMmoBax
rnobamizamii JeMoHCTpye ©Oararo-
BEKTOPHUI PO3BHTOK, 00YMOBIICHHIA
3pOCTaHHSAM PHUHKY, IpodecioHati-
3ariero, rmobami3alicro Ta ajanTa-
LI€I0 10 CYYacHUX JAeMorpapidHux i
TeXHIYHUX TeHACHIi}. Po3mmpenns
pusky xibepcrnopty (CAGR 26,8%
no 2030 poky) Ta momyJspH3aiis
IHHOBallIMHUX MoOJeNell TypHipiB
(riOpumHUX, JIr) BHU3HAYaIOTh Ha-
MPSIMKH PO3BUTKY iHAycTpii. Ilpo-
nec npodecionarnizaiii 3abesnedye
cTaOlJIbHICTh Yepe3 PO3BUTOK JIiT,
30ibIIeHHS (PIHAHCYBAHHS Ta 3aITy-
YyeHHA 100ansHoi ayauropii [10].

Pesynsrat 1pOro J10CIHiIKEH-
HS MIATBEPIKYIOTBCI poOOTaMu
TaKWX JOCHIIHMKIB, sk Hamari and
Sjoblom Ta iHmMMMH JOCTiTHUKA-
MU, SIKi BHBYAIH DISNAIBKY ayau-
TOpifo KibepcropTy Ta BH3HAYIIIM,
[0 IHTEPAKTUBHICTh, TPAHCIAIIT Ta
SKiCTh KOHTCHTY € KITIOYOBHMH (pak-
TOpaMH 3aTy4eHHs. 3pOCTaHHS IJIs-
narpkoi aymutopii (mporno3 640,8
MJH 110 2025 poKy) Kopemntoe 3 ixHi-
MH BHUCHOBKaMH, 110 IEMOHCTPYIOTh
3poCTady posib Meaiaratdopm,
takux sk Twitch i YouTube, y ¢dop-
MyBaHHI KiOepCHOPTUBHOIO TMPO-
cropy [7, 9, 15, 28].

Hocmimkenas Holden, Roden-
berg, and Kaburakis akneHTyroTh
yBary Ha (IHAHCOBMX MHUTaHHIX
kibepcropTy, 30Kpema Kpayadas-
JIMHTOBUX MOAEIX (hiHAHCYBaHHS.
[puxiag Valve Corporation i3 npu-
3oBuMu Gouaamu The International
MiATBEPIKY€e €(PEKTUBHICTH TaKOTO
iIXOTY, JO3BOJISIIOYM TPABISIM 1
CIIIIBHOTI Oe31ocepeHb0 BIUTUBATH
Ha Macmta0 3maraus [16, 17, 18].

VY pobortax Seo JOCTIIKYEThCS
npodecionanizamis  Kibepcropry,
IO BIANOBIIA€ BHCHOBKAM HAIIIOTO
nociimkeHHs. CTBOpEHHS CTPYKTY-
POBaHMX JIT, sIK, HanpuKiazd, League
of Legends Championship Series
(Riot Games), 3abe3neuye cTadiIb-
HICTb 1 MOCTIMHUN MOTIK KOHTEHTY,
10 TPUBAOIIOE CIIOHCOPIB 1 Meria-
naprHepis [26].

Mopneni TypHipiB y KiGepcmop-
Ti 3HA4YHO EBOMIOIiOHyBaidu. Ha-
npukian, ESL (Electronic Sports
League) crBopuia CTaHIApTU30-

BaHi (opmaru, Taki sk ESL One,
mo 3a0e3nedyroTh IMPo30picTh Ta
peryaspuicte. lle meperykyers-
cs 3 BUCHOBKamHu Martoncik, sikwuii
CTBEpIXKYIOTh, IO CTaHAapTHU3a-
Iis MIBUILY€E PiBEHb JOBIpH cepen
YYacHHKIB 1 rsgaqis [24].

Bomnouac Tibpuani  opmaru
(ommaitH + oduiaiiH), OO0 aKTUB-
HO PO3BHBAIOTLCS MICS MaHAEMIi
COVID-19, mnigkpecnioTs 31aT-
HICTh 1HIYCTpil amanTyBaTHCA 10
o0aneHuX BUKIMKIB [5]. Lleit ac-
MEKT JoCIipKyeThess Freeman and
Wohn, siKi HaroJOMIyIOTh Ha BAXKJIIH-
BOCTI TEXHOJIOTIYHOI aJalrTUBHOCTI
y MiATPUMLI 1HTEpeCY ayauTopii mia
yac xpu3 [14].

Po3BuTok kibGepcropty B A3ii,
o 3aiimae 53% rpaBiiB, TiATBEp-
moxye pociimkenass Cheung and
Huang, sxi ommcyroTe perioH sk
KIIIOYOBHUI LIEHTP PO3BUTKY MOO1Ib-
Horo Kibepcropty [12]. Bucoka mo-
MyJISIPHICTH MOOUIBHUX 1rOp Y LIBO-
MYy PerioHi KOpeiroe 3i 3pOCTaHHAM
m100anpHOi  aynuTopii MOOUIBHUX
rpasiiB (83% y 2024 pori).

CayniBcbka ApaBig Ta Kuraii
JIEeMOHCTPYIOTh Di3HI MigXODW 0
po3BUTKy iHgyctTpii. Skmo Cay-
JiBCbKa ApaBisi aKIICHTY€E yBary Ha
iH(ppacTpyKTypi Ta oprasizauii Be-
JUKUX TYPHIpiB, SK-0T Gamers§, TO
Kuraii inTerpye nokaibHi iHiLiaTH-
BH 3 MI00ATBHUMHU JIITaMH, 110 M-
TBepIXKyeTbcsi podoramu Cheung
and Huang [12].

Pesynbsrati nocnipkeHHS BKa-
3yIOTh Ha Te€, IO KiOepcropT € He
JIUILE PO3Barolo, a i crpareriuHo

Tabnuys 3

IopiBHsAHHSA 3MiH Y MofieJsIX TypHipiB Ta npogecionanizanii kidepcnopty

[Tapametp

3MiHM MojIeTiel TypHIpiB

[Ipodecionamnizaris kKibepcropty

MoruBaitis 3MiH

[Nonmynspuzauis, iHBeCTHLIT, TaHIEMi,
TEXHOJIOTIYHUI TIporpec

[ligBuiieHHs cTabIBHOCTI, 3a]y4eHHs TPaBLIiB,

PO3BUTOK JIiT

KurouoBi iHHO-
Banii

JliroBi opmaru, cTaHIapTH3AITIS, Kpay/-
(hanuHT, TIOpUAHI MOIEIT]

PerionaiibHi Ta m100aIbHI JIITH, IHTETPAIIis TIsI-

JladiB yepe3 OHJIaiH

Ipuxnagu

ESL One, LCS (Riot Games), The
International (Valve)

Overwatch League, League of Legends World

Championship

Bnnus Ha aynu-
TOPIIO

301IbIIEHHS IHTEPaKTUBHOCTI, JOCTYII-
HICTh Yepe3 oOHIalH-popMaTH

ITixBuIIEHHS 3aIliKaBICHOCT] Yepe3 perymsp-
HICTb 1 BUCOKI CTaHAApTH

DiHaHCYyBaHHS

CroHCcOpCTBO, IHBECTHIIIT, KpayAQaHIuHT

[apTHepcTBa 3 Openiamu, IIPoAaX Meianpas,
CHOHCOPCHKI KOHTPAKTH
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BKJITMBOIO 1HYCTPI€IO. TEHCHITis-
MU Ta

BucnoBku. BcranopieHo, mo
CyYacHHUMH TEHJICHIISIMU B yMO-
Bax TyoOamizaii €: MmepeTBOpeH-
Hs KibepcrmopTy Ha CTpaTeridvHo
BAXJIMBY 1HIYCTpilO, SIKa MOETHYE
IHHOBAIiitHI TexXHOJOTii, KyIbTypy
Ta €KOHOMIYHHMH PO3BHUTOK; CTPIM-
Ke 3pOCTaHHS PHUHKY, 0 00yMOB-
JeHe 301IbIIEHHSIM 1HBECTHIIMN,
CIIOHCOPCTBA Ta MOJENel MOHETH-
3anii. MoOinsHuit cermenT (83%
IPaBIiB) CTaB OCHOBHHM pYIIi€M
3pOCTaHHsl 3aBASKH JOCTYIHOCTI
irop Ta NOMyISPHOCTI Mopenei
free-to-play.

BusHayeHO BIUIMB €KOHOMIYHHX,
COLIAJIPHUX 1 TEXHOJIOLIYHUX YHUH-
HUKIB Ha PO3BUTOK KiOepCropTy.
Morone TOKONIHHS € TOJOBHUMH
PYIIISIMH  PO3BHUTKY KiOepcropTy.

Ixni BnomoGaHHs (GOpMYyIOTH HOBI

MapKeTUHTOB1 cTparerii, iHTepak-
TUBHHUN KOHTEHT i KOMYHIKaIliIO 4e-
pe3 miatrpopmu, sk-or: Twitch Ta
YouTube. Bnposamkenus 5G, VR/
AR 1 XMapHHX CEpBiCiB — CTBOPIOE
HOBI1 MOXIJIMBOCTI AJISI 1HTEPAKTHB-
HOCTI, PO3BUTKY TiOpuaHuX (opma-
TiB TypHIpiB Ta IiIBUIICHHS 3aITy-
YEHOCTI ayIuTopii.

A3is 3aNMIIa€ThCs IPOBIAHUM
pErioHoM 13 HaKlOIBLIO YaCTKOIO
rpaBuiB (53%), Toai sk €Bpomna Ta
[liBHiyHa AMepHKa IEMOHCTPYIOTh
BHCOKHUI piBeHb MoHeTH3arii. Ca-
yaiBcbka ApaBif 30CepelKyeThCs
Ha iHpacTpykTypi, Tomi sk Kurai
1HTerpye JOKajbHi iHI[IaTUBH 3 IJI0-
OaTbHUMH JIiraMu.

IIpouec mnpodecionamizarii Ki-
Oepcriopty 3abe3neuye cTadiIbHICTh
1 KOHKYPEHTOCIPOMOXHICTh 4epe3
PO3BUTOK PETiOHAIBHUX 1 I100alb-
HUX JIT, IHTErpalil0 OHJIAWH- Ta

odnaitH-popmariB, a TaKkOXK 3aly-
YeHHS Kpayn(paHIMHTOBIX MOAEICH
IUTs (piHAHCYBaHHS.

3MiHa Mopenel TypHipiB, ajam-
Tamis A0 AeMorpadidHMX 3MiH Ta
IHHOBAIIMHICTH MiATBEPIKYIOTh
KOHKYPEHTHY IepeBary Kidepcrop-
Ty B MDKHapogHOMy Macmrabi. Y
MailOyTHROMY PO3BUTOK KiGepcrop-
Ty Oyne BHW3HAUaTHCS IHTETPAIi€i0
OCBITHIX MporpaM, HOAAJIBIINM
BrpoBajpkeHHSIM VR/AR, Brocko-
HaJeHHAM TriOpuaHuX ¢opmariB i
po3mmpeHHsaM Treorpadii ydacHu-
KiB, III0 CHOPUSATHME CTaJIOMY 3pOC-
TaHHIO IHAYCTpil Ta ii eKOHOMIYHIN
3HAYYIOCTI.

IlepcnekTHBAMHU  MOAAJIBIINX
AOCJI/IZKeHb € PO3IVIsL] TEHACHIIN
PO3BHUTKY KiOepCIIOpTY B HAIPSMKY
TEXHOJIOT1H.

Kongaikr inTepeciB. Bincyr-
Hill Oynb-SKUi KOHQIIIKT iHTepECiB.
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