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AHATNI3 3MATANBHOI AIANBHOCTI B KIBEPCMOPTI TA BU3HAYEHHS HANPAMKIB AOrO PO3BUTKY

Akoeenko 0.0., Wunkapyk O.A., Minvyk B.M., Ky3bmenko [.C. AHanis 3amazanbHoi disnbHocmi e Ki6epcnopmi
ma eusHayeHHsi HanpsiMkie (io2o possumky. [ocnidxeHo ceHomeH kibepcnopmy sk 00HiET 3 Halbinbw OuHaMIYHUX i
nepcnekmugHuUX 2anysell cydacHoi cnopmueHoi iHdycmpii. PosansaHymo ocobnugocmi 3mazanbHoi QisibHOCMI, Wo 0XONmomb
KonekmusHy 83aemolito, 8i0CYmHiCmb (hi3U4HO20 KOHMAKmy ma MmexHiyHy 3anexHicmb. [lpoaHanizaosaHo nonymspHicmb
kibepcnopmugHux ducyunniH. BecmaHoeneHo nesHi meHAeHUii posgumky kibepcnopmy. poaHanisogaHo KinbKiCHi NOKa3HUKU,
maki fiK Kinekicmb epaeuig, mypHipie ma nepeensidis, wWo 0038075 U3HAYUMU HalnonynspHiwi ducyunniHu (Hanpuknad,
Counter-Strike: Global Offensive, League of Legends, Dota 2) ma HanpsiMu ix po3gumky. BuokpemneHo xaxpose pisHoMaHimms,
iHmezpauyis mexHomnoeili i 3any4eHHs aydumopii yepes cmpumiHa08i NnamgopMUu SIK KTo4osi hakmopu nodanbuwio2o 3poCMaHHs
eanysi. lidmeepdxeHo anobanbHull xapakmep kibepcnopmy, (i020 EKOHOMIYHY 3HaYyWicmb ma CouiabHO-KyIbmypHUl ennue.
CohopmynbosaHi pexkomeHOayji w000 nonynsapusauii ducyuniiv, wjo cnpusmume cmanomy posgumky yiei eanysi.

Knroyoei cnoea: kibepcnopm, 3macansHa OisiibHicmb, NnonynaspHicms OucyunmiH, — po3sUMOK  KibepcnopmugHoOi
iHAycmpil, puHoK Kibepcnopmy

Yakovenko 0.0., Shynkaruk O.A., Pinchuk V.M., Kuzmenko D.S. Analysis of competitive activity in e-sports and
determination of directions of its development. The research also analyzes the popularity of specific esports disciplines,
identifying key trends such as the rise of team-based strategy games like League of Legends and Dota 2, as well as tactical
shooters like Counter-Strike: Global Offensive. A detailed evaluation of quantitative indicators such as the number of active
players, tournaments, and viewership on platforms like Twitch provides insights into which esports are most popular and why. For
instance, Counter-Strike: Global Offensive continues to dominate in terms of player participation, while League of Legends holds a
significant lead in terms of global viewership. These disciplines show strong growth patterns, reinforced by the support of
professional tournaments, high-profile sponsorships, and the extensive fanbase these games maintain.

The paper highlights genre diversity as a significant driver of esports' growth, showcasing the distinct appeal of
multiplayer online battle arena (MOBA) games, first-person shooters (FPS), and card games. This genre variety not only attracts
different player types but also enhances the overall viewer experience. Streaming platforms such as Twitch are identified as
essential tools for the expansion of esports, offering a means of engaging global audiences through live broadcasts, real-time
interactions, and fan-centric content.

The study confirms the global reach of esports, underscoring its significant economic impact and its growing cultural
influence, particularly among younger generations. Esports is not just a form of entertainment but also a vehicle for technological
innovation, social interaction, and professional development, offering opportunities for players, coaches, analysts, and various
professionals within the industry. The findings further highlight how esports has become a critical part of digital culture, with
countries like South Korea, China, and the United States leading the way in the formalization and institutionalization of competitive
gaming.

Finally, the research provides recommendations for the sustainable development of esports, emphasizing the need for
continued genre diversification, the strengthening of technological infrastructures, and the expansion of viewer engagement
through interactive and immersive experiences. This will ensure that the esports ecosystem remains robust, attracting new
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participants and maintaining the interest of both players and fans in the long term. The paper also proposes strategies for
improving the accessibility of esports in emerging markets, where the necessary technological and financial resources are still
developing. By addressing these factors, esports can continue to grow and solidify its position as a mainstream, globally
recognized form of entertainment.

Keywords: esports, competitive activity, popularity of disciplines, development of the esports industry, esports market.

MoctaHoBka npobnemu. CoborogHi kibepcrnopT € OAHIE 3 HakAMHAMIYHILIMX ramy3eit CNOpTUBHOI iHAYCTpIi. B OCHOBI
110ro NONynspHOCTI NEXWUTb YHiKanbHe NOEAHAHHS TEXHOMOrIN, CTPATENYHOr0 MUCMEHHS, KOMAHHOI B3aeMOZii Ta BULOBMLLHOCTI.
LLlopiuHnin MpupicCT KiNbKOoCTi rpaBLiB, KOMaHA, TYPHIpIB Ta yOoniBanbHWKIB CBIZYMTL NPO CTIKMA PO3BUTOK LIbOrO BIAY CNOPTUBHOI
JinbHOCTI.  AHanis 3maranbHoOi JisnbHOCTI B KiDepcropTi € BaXMBUM iHCTPYMEHTOM ANt PO3YMiHHS TEHAEHLLi, OLiHKM
e(heKTMBHOCTI KOMaHA i rpaBLjiB, @ TaKOX NnaHyBaHHA MarbyTHIX HaNPSMKIB PO3BUTKY ranysi. CuctemMaTniHui nigxia A0 BUBYEHHS
TaKWX acrnekTiB, SK CTPYKTypa 3maraHb, MiAroTOBKA rpaBLiiB, MCUXOMONiYHi Ta (Ii3NYHI YMHHUKMA, [O3BONSE BUSBAATU CUMbHI Ta
cnabki CTOPOHM Cy4acHoro kibepcrnopry.

AHani3 ocTaHHix gocnigkeHb i nyénikauin. 3a pesynbtatamu JOCMIMKEHb, 3MaranbHa gisnbHICTb Y KibepcnopTi Mae
HW3Ky crneumdiyHnx xapakTepucTuk. BoHa nepefnbayae KonekTBHy B3aEMOLIH0 Y BipTyanbHOMY CepeaoBULLi, BUKMKYAE GidNiHUiA
KOHTaKT MK y4acCHUKaMm, MPOBOANTLCS B peanbHOMY Yaci Ta 3HAYHOK MIpOH 3aneXMTb Bif TEXHIYHMX YMHHMKIB, TaKMX SK SKICTb
iHTepHEeT-3'eAHaHHS Ta obnagHaHHs. OpHiel 3 KMYoBMX CknagoBux kibepcnopTy € aobpe opraHizoBaHa TypHipHa cucTema, Lo
BKIMIOYae PpisHi popmaty, 30Kkpema Kpyrosy, nnei-opd i LWBeMUapCbky cuctemu, siki 3abesnedytoTb CrpaBeanvBiCTb |
KOHKYPEHTHICTb 3MaraHb [1; 4; 9]. KibepcnopT geMoHCTpye cTabinbHe 3pOCTaHHsl, WO BUPaxaeTbCsl B 3DiMbLUEHHI KiNbKOCT
3maraHb, po3Mipy Npu3oBux OHLIB, @ TAKOX KINbKOCTi yyacHuKiB i rnsaavis. OcobnmBO iHTEHCMBHUI PO3BMTOK CMOCTEPIraeTbCs B
Asii, ge kibepcnopT oTpuMye MIATPUMKY Ha OEpPXaBHOMY PiBHi, CIMPAETbCA Ha PO3BUHEHY IH(PACTPYKTYPY Ta iHTErpyeThes B
KyNbTYPHWUIA KOHTEKCT PerioHy, L0 Cnpusie MOoro nonynsapuaaLii Ta CTpiMKOMy po3LumnpeHHio [3; 7].

Opratisauist kibepcrnopTUBHUX 3MaraHb BUCOKOTO piBHA noTpebye 3amyveHHs ksanidhikoBaHuX (haxiBLiB, cepen SKux
aHaniTukW, KOMEHTAToOpU Ta TEeXHIYHWM nepcoHan. Y 6araTbOx kpaiHax, L0 PO3BMBAKOTLCS, MUTAHHA AediuuTy Takux Kaapis
3anMwaeTbCsl FOCTPUM | BUMarae CTpaTeriyHoro BupillieHHsl. BogHouac focnimkeHHs BigsHa4atoTb 3HaYHMIA BNNMB KibepcrnopTy Ha
KynbTypy Monoai, 0cobnmBo B perioHax i3 po3BMHEHOK iHTEpPHET-iHpacTpykTypoto [2, 8, 9]. Nlinepamu y po3suTky Liei iHaycTpii
BMCTYNalTb kpaiHu Asii, 3okpema [liBgeHHa Kopes ta Kutai, Lo 3aBOskM akTWBHIN gepkaBHii nigTpumui Ta nomynspusawi
kibepcnopTy Sk CyChinbHO 3HAYYLLIOrO SBULLA 3aKPINWAKW CBOI Noauuji B Ui cdhepi. Pesynbtati nonepeaHix gocnimkeHs [1, 6, 8]
MoKasytoTb, L0 KIBEPCNopT € He nuLe Po3BaXanbHUM, ane i EKOHOMIYHO 3HaYYLMM SBUMLLEM, LLO cnpuse rmobanbHii iHTerpauii,
PO3BMTKY TEXHOMONIN Ta HOBUX (DOPMATIB CMOPTUBHIX 3MaraHb.

MeTa gocnigkeHHs - BU3HA4NTW NONYNSPHICTb KiGepcnopTy B CBITi Ta HANONyNSpHILLI KIGEPCNOPTUBHI ANCUMNAIHK, L0
[03BOMUTb BCTAHOBUTY OCHOBHI HANpsiMKU PO3BUTKY LIbOro BUAY CMOpTY.

Buknag ocHoBHOro matepiany pocnimkeHHs. [ns aHanisy AuHamiku nonynsipHocTi kibepcnopTy 6yno 3ailicHeHo
BOCIMKEHHS PUHKY KibepcnopTueHOI iHAYCTpii [B] 3a ocTaHHi M'aTb pokiB (puc. 1). Y pamkax AOCMiMKEeHHs posrnsganvcs 4sa
KITHOYOBI iHAMKATOPM: KiNbKICTb rpaBLiB, siki Gpanu y4acTb B OiLiiHNX MiXKHAPOLHNX 3MaraHHsIX, Ta KibKiCTb MPOBEAEHNX TYpHIpiB
Y pi3HIX KIDEPCMOPTUBHIUX AUCLMMIIHAX.
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Puc. 1. KinbkicTb rpaBuiB Ta KinbKicTb NpoBeAeHMX TYPHIpiB 3a OCTaHHI 5 pokiB 3a BciMa KibepcnopTUBHUMM
aucumnniHamm

Fk nokasaHo Ha pUCYHKY 1, KinbKiCTb rpaBLiB i TypHipiB 3a ocTaHHi 10 pokiB cTabinbHO 3pOCTaE, 3a BUKMIOYEHHAM
[EKinbKOX eTarniB, Ha siki BAIMHYNM NEBHI 30BHILLHI (hakTopK, SIK OT HaNpuKag NaHaeMis, CpuYMHeHa nowmpeHHsam Bipycy CoVid-
19. Y 3B'A3Ky 3 TakuMm CTPIMKMM pO3BWTKOM KiBepCropTy K iHAYCTpii, MiHig TpeHgy NiATBEpAXye NepcreKkTUBy MOAAnbLUOrO
PO3BUTKY LIbOTO BUAY CMOPTY 3@ PaxyHOK 30iNbLUEHHS rediMepChbKoi ayauTopii Ta KinbKoCTi BMpOBaZKyBaHUX TypHIpiB. KinbkicTs
npogecinHux kibepcnopTCMEHIB 3Ha4HO 3pocna 3a octaHHi 10 pokiB y 3B'A3Ky 3i CTPIMKM PO3BUTKOM KibepcropTy sk iHAYCTPil.
Hanpuknag, y 2020 poui 6yno 3apeectposaHo noHag 30000 npodpeciiHmx rpasLis, ki 6panm y4acTb y MXHApOAHUX TypHipaXx i3
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Takux gueumnnid, gk “Dota 2”, “League of Legends” i “CS:GO”. 3a paHumu Ha 2021 pik, us undpa 3pocna yepes 36inbLUeHHs
KiNbKOCTi TYPHIpPIB Ta AUCLMNAIH, LLO aKTUBHO PO3BMBAOTLCS Y kibepcnopri.

KibepcnopTuBHa iHOyCTPis AEMOHCTPYE ANHAMIYHE 3pOCTaHHS Y BCbOMY CBITi (puC. 2), WO pobuTb ii 0aHieto 3 HanbinbL
NepcneKkTUBHUX Chep CyvacHOi eKoHOMIkW. HaibinbLu CTpiMKe 3pOoCTaHHs cnocTepiraeTbest B AsiaTChbKO-TUXOOKEAHCKOMY PErioHi,
SKMA € NinepoM 3a KinbKiCTHO rpaBLiB, TYpHIpiB i po3mipom npu3oBux GoHAaiB. 3okpema, y Takux kpaiHax, sk Kutan, CLUA Ta
MiBoeHHa Kopes, € Hambinblii CninbHOTM NpOECIHUX TpaBLiB, ki AKTMBHO MIATPUMYIOTHCS MicLeBuMK  (heaepaLlismu
kibepcnopTy.

1474 I B 26 013

Puc. 2. KinbkicTb npodpeciitHux refiMepiB Ta ix po3nogin B CBiTi

Ha oCHOBI OTpUMaHNX JaHUX MOXHa 3pobUTH BUCHOBOK, WO iHAYCTpis KibepcnopTy BinbLL XapakTepHa Ans PO3BUHEHMX
KpaiH, HiX 475 Kpai, Wo po3BMBaOTLCA. Lie NOSACHIOETLCS TWM, WO ANS y4acTi B KIGepCOpTUBHIN AISNbHOCTI Ha PisHUX PIBHSX
HeobXxigHi 3HauHi thiHaHCcoBI pecypcu. Bonn noTpibHi Ang 3akynieni cneuianisoBaHoro obnagHaHHs, 3abesneyeHHs JOCTyny Ao
BMCOKOLLIBIAKICHOTO [HTEPHETY, @ Takox A4N15 (hiHaHCYBaHHS BIAPSIXeEHb Ha MiXKHAPOAHI TYPHIPK.

Ak Hacnigok, BUAHO, WO iHAycTpis kibepcrnopTy Ginbl TMNOBA AN1st PO3BUHEHUX KpaiH, BKIOYaouM i YkpaiHy, Hix ans
kpaiH, L0 PO3BMBAITLCS, BPAXOBYHOUM iHBECTWULi, HeoOXigHI Ans 3pocTaHHs uiei ranyai. Kpim Toro, yyacHukam Liei iHaycTpii
noTpibHa NeBHa Cyma rpoLLen Ans rpu, Wo MOXIMBO NULLE ANS HACENEHHS, SiKe MPOXMBAE B PO3BUHEHMX KpaiHax, Ha BiAMIHY Bif
KpaiH Lo po3BMBaOTLCA, A€ OCHOBHA YacTka BloaxeTy inae Ha 6a3osi notpedn.

[ns BU3HAYEHHS HaNNONYNAPHILLMX KIGepCNOPTUBHUX AUCLMNAIH ByNo npoaHanisyBaHo BCi AMCLMNAIHM, Ta BU3HAYEHO
Ti, B SKMX MpUAMae y4acTb Ha 3MaraHHsX Hambinblua KinbkicTb reimepis ctaHom Ha 2023 pik (puc.2) [5]. Takox 6ynu
npoaHaniaoBaHi AaHi nepernsgis 3MaraHb 3 pisHUX Aucumunni Ha nnatgopmi Twich (puc.3) [10].

AHanis faHWx Npo KiNMbKiCTb rpaBLiB 3a KiOEPCMOPTMBHUMK AWCLMNMIHAMM MOKA3aB, WO Haibinblw nonynspHolo €
Counter-Strike:Global Offensive. Lia gucumnniHa Mae HanbinbLuy KinbkicTb yyacHukis — 15 315 rpasuis, L0 CTaHOBUTbL BIN3bKO
28% Big 3aranbHOI KinbKOCTI NMPeACTaBMeHUX B aHanisi gucumnni. Lie cBiguuTb Mpo BMCOKY MOMYNSAPHICTb rpW 3aBasku ii
BaratopiyHii icTopii, NpoCcTUM NpaBunam Ta LWMPOKIKA rsaaLbKin ayauTopii. Jpyry i TpeTio nosuuii 3aitmatotb League of Legends
(8600 rpasuis) i Fortnite (5828 rpasuiB), Lo pa3om cknagae 6nm3bko 26% Big 3aranbHoi kinbkocTi. League of Legends € ogHum i3
NPOBIAHUX KOMaHOHMX KibepCrnopTMBHUX HanpsIMKIB 3aBOAKA CUIbHIA TYpHipHIA nigTpumui, a Fortnite gemoHcTpye cTabinbHy
nonynspHIiCTb cepea MOMOAi 3aBAsKW iHTepakTUBHOMY irpoBomMy cepegosuily. Rocket League, Hearthstone, i StarCraft Il matoTs
MeHLLe rpasyis (8ig 2000 go 3000), npoTe 3anuLIaloTbCH BAXMMBAMM ANS NEBHUX CMINbHOT 3aBASKN YHIKANbHOCTI CBOTO irpOBOro

npouecy.
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Puc. 2. Ton-10 kiGepcnopTUBHUX AUCLIMNIIH, 33 KiNbKICTIO rpaBLiB Ha 3MaraHHAX

MoxHa cTBepmKyBaTH, L0 KiGEPCMOPT OXOMMOE Pi3HOMaHITHI irpoBi aHpW, MPUYOMY OCHOBHWIA aKLEHT pobuTbca Ha
KOMaHAHUX irpax i3 cTpateriyHum abo TakTuuHUM yxunom. [ligTeepmkeHo, wo aucumunninm xaHpy MOBA (League of Legends,
Dota 2) ta FPS (Counter-Strike: Global Offensive, VALORANT, Overwatch) fomiHytoTb cepen AucumnniH, Wo NiATBEPAXYE iXHI0
KIH04OBY ponib y kibepcrnopTuBHIN iHAYCTpii. Pa3om BOHK 0XONMI0KTh BinbLUICTb aKTUBHUX rpaBLjiB.

Overwatch

9,3%

Counter-Strike:

16,2% League of
40,0%

Hearthstone

16,8%
Dota 2
17,6%

Puc. 3. HanonynsipHiwi kibepcnopTUBHI gucumnniHm, 3a pesynbtatamm nepernagie Ha Twitch.tv y 2023 poui

AHania faHux nepernsgis nogii Ha nnatcopmi Twitch 03BONMB BU3HAYUTI OCHOBHI TPEHAM Yy BNofobaHHsAX ayanTtopii
cepeq kibepcnopTuBHUX aucuunnid, ae League of Legends 3aitmae neplue Micue 3 yacTkoro nepernsgis 35,82%. 3Haynni Bigpus
Bif iHWMX irop nigkpecntoe rnobanbHy nomynsipHicTs League of Legends, 3yMOBReHy BWCOKMM piBHEM oOpraHisauii TypHipig,
IHTPUTYIOYMM FEMMMNEEM | aKTUBHOIO MIATPUMKOLO CRiMbHOT. HacTynHumu 3a nonynspHicTio nayTe Dota 2 (15,77%) i Hearthstone
(15,08%). Xoya 0buasi AMCLMNMIHM MaloTb Maike OOHAKOBI MOKa3HWKM, BOHM BIOpi3HAOTLCA ayauTopicto: Dota 2 mpusabnioe
LIaHyBamnbHWUKIB CTpaTerin y peanbHOMy uaci, Tofi sk Hearthstone € HilLeBOK rpoto, OpiEHTOBAHOKW Ha KapTKOBI cTpaTerii. I3
nokasHukom 14,5% CS:GO nigTeepaxye CBOIO NONYNAPHICTb ceped rMsaaadvis 3aBAsky AMHAMIYHOMY FeMMNNetd Ta perynspHoMy
NPOBELEHHI0 BENMUKMX TypHipi. 3amukae m'atipky Overwatch i3 yactkow 9,32%. Hessaxaloum Ha HWXYMA piBEHb nepernsais
MOPIBHSHO 3 IHWMMK AUCLMNAIHAMM, Tpa 3anuLLAeTbCs BaroMUM Y4YacHUKOM KibepcropTUBHOI EKOCUCTEMU 3aBOsKM CBOIM
YHIKaInbHUM MeXaHikaM i BisyasbHili npuBabnmBocCTi.

Lli pesynbTtati nigTBEpaXyTh AaHi CTOCOBHO MOMYASPHOCTI AUCUMMAIH 3a KINbKICTIO y4yacHUKiB Ta TypHipis. [epesaru
rnsigadvie po3noginaTLCA MiX KinbkoMa xaHpamu, Big koMaHaHux ctpareriit (League of Legends, Dota 2) go TakTuyHMX LyTepis
(CS:GO, Overwatch) Ta kapTkoBux irop (Hearthstone), o AeMOHCTPYe pisHOMaHITHICTb Yy BnogoGaHHsX kibepcnopTuBHOI
ayauTopil.
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Ha ocHOBI npoaHaniaoBaHux AaHux npo NOnynspHICTb kibepCnopTUBHUX AMCUMNAIH cepef rpaBuiB i rMsaaadvis, MOXHa
BW3HAYNTM TaKi OCHOBHI HAaNpsIMK PO3BUTKY KibepcropTy:

- Po3wwpenHst %aHpPoBOro pisHOMaHITTS. [lonynspHiCTb AMCUMNNIH i3 pi3HWX aHpiB, Takux sk MOBA (League of
Legends, Dota 2), FPS (CS:GO, Overwatch), Ta kapTkoBux ctpateriii (Hearthstone), Bkasye Ha notpeby niaTpUMKW i pO3BUTKY
Pi3HOXXaHPOBMX KibepcrnopTMBHIX MoAil. Po3BMTOK HileBmx irop (Hanpuknag, Rocket League, StarCraft Il) cnpusitume 3any4yeHHo
LUMPLLIOT ayAuMTOpIl.

- 36inblueHHs 3anyyeHoCTi rnsagavie. 3aBaskn JOMiHYBaHHIO Takux nnatdhopm, sk Twitch, nonynspusauis gucumnnid
yepes CTPUMIHIOBI CEpBICK CTae KMKYOBMM HaNpsIMKOM Ans 3anyy4eHHst HOBOI ayauTopii. Po3pobka iHTepaKTUBHOTO KOHTEHTY Ta
opraHisadis haHaTCbKVX NOAIN MOXE 3HAaYHO NOCUIUTU NOANBHICTL rMsAadiB.

BucHosku. OTpumaHi aaHi ceigyaTh Npo MoCTiiiHe 3POCTaHHS MOMyNSPHOCTI KIGepCrnopTy, KM OXOME WMPOKUIA CIEKTP
kibepcnopTUBHMX AMCUMNAiH i 3anyyae aepani binblue yyacHWKiB i rmsaadvis. BcTaHoBNEHO, WO HAMMONYNSPHILLOO TPOK0 Cepen
reiivepis Ta rmsagavis € LOL, Dota2 Tta CS:GO. Po3wmpeHHs XaHpOBOro Pi3HOMAHITTS Ta 36inbLUEHHS 3anyyeHoCTi rnspavis
LONOMOXYTb KibepcrnopTy NPOAOBXKNTI CBOE 3POCTAHHS!, 3MILIHUTYU NO3ULLT IK NMOBHOLHHOTO CMOPTUBHOIO HanpsiMy Ta 3abesneunTu
CTanui iHTepec 3 oKy rpaBLiB i rMsaaviB.
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