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AHoTauis. Beryn. KibepcnopT nepeTBOPMBCS Ha OAHY 3 HAMAWHAMIYHILIMX rany3en irpoBoi iHOYCTPIl, LEMOHCTPYE LUBWUAKE 3POCTAHHA Ta PO3LLNPIOE
BNAcHy iHgpacTpyKTypy. 3a NporHo3amu, CBITOBUIA PUHOK Ki6epcnopTy MoXe CArHyTi 5,48 minbapaa gonapis 4o 2029 poky a nokasHukom CAGR
6113bKo 26,8%, L0 CBig4MTb NMPO MOCUIEHHS iHTepecy 3 60Ky iHBECTOpIB, MeAia Ta LUMPOKOi ayautopii. Meta JOCTmKEeHHS — BU3HAYUTW BB
KNO40BWX CBITOBUX TEHAEHL HA OpraHisauito Ta npoBefeHHs KiGepCrnopTUBHUX 3MaraHb Ta 00rPYHTYBATW OCHOBHI YMHHUKM, LLO BU3HAYAOTh iX
YCMILWHICTb | pe3yNnbTaTuBHICTb. MeTogu JocnigkeHHS. BUKOPMCTaHO TeOPETUYHIIA aHani3, eKCnepTHe oninTyBaHHA (N=13) 3 po3paxyHKom KoedilieHTa
KoHkopgauii (W). Ons ouiHku 3HavyLLoCTi koedilieHTa KOHKOpAALi BUKOPUCTOBYBANW KpUTEPIil y3romxkeHHs MipcoHa x2. CouionoriyHe onuTyBaHHA
(n=43) BKNtOYaNo rpasuiB (N=27), TpeHepiB N OpraHisatopis. Pe3ynbratm 06po6AsIMCca CTaTUCTUYHAMU METOAAMU [N BU3HAYEHHS PiBHSA iXHbOI
3HadyLlocTi. Pesysbraty. AHanis niaTBepanB AMHAMIYHE 3POCTAaHHS CBITOBOrO PUHKY (3 mepcrnekTusoilo Ao 5,48 mnpa pon. y 2025 poui), ske
CyNpoBOKYETbCA MpodbecioHanisauieto rpasuis (3,38 mnpa reimepis y 2024 p.), rno6anisauieto (odikyBaHe AOCArHeHHs 640,8 mMaH rnspayis
y 2025 p.) Ta 3miHoto gemorpadii (nepesaxkaHHs ayautopii 16-35 pokis). Mangemis COVID-19 npuckopuna nepexia 3maraub 40 oHnaiH-chopmary
Ta cnpusna 3poCTaHHI iHBECTULIN, Tofi AK y 2024 p. NPOBIAHUMM MKepenami LOX04Y NNLWANNCS CNOHCOPCTBO Ta Mefianpasa, fiki, 32 NPOrHo3amu,
306iNbLUYBaTUMYTbCA HA NOHAA 22% CAGR. 3’scoBaHo, L0 rpasui HafaloTb NPIOPUTET TEXHIYHUM i pernamMeHTHUM acrekTam (irpoBa nnatcopma,
npu30BUiA (OOHA, NpaBmna), TOAI IK OPraHi3aTopy Ta CNOHCOPM OPIEHTYIOTHCA HA BUAOBULLHICTb | MAcLWITAbHICTb 3axofiB (irpoBi hopmatu, B3aemogis
3 rnafa4amun, MOXnMBOCTI po3LumpeHHs npas Ha 3MI). BucHosku. KibepcnopT opmyeTbCs K 6araTOKOMMNOHEHTHA CUCTEMA, LU0 IHTErpye TeXHIYHi,
OpraHi3aujiiHi Ta MapKeTUHroBi YuHHUKKM. CTPIMKe 3pOCTaHHA PUHKY, 3aNy4eHHs MKHApoAHNUX 6peHfis, rnobanisaig Ta 3MiHa fgemorpadii rmaaayis
BN3HAYal0Tb CYy4aCHi BEKTOPW PO3BWUTKY KiBEpCrnOPTUBHOI iHAYCTPIl, @ 34aTHICTb A0 LUBWAKOI afganTalii CyTTEBO NMOCUIOE ii KOHKYPEHTHI nepesaru
MOPIBHAHO 3 TPAAMLIAHNMY BUAAMMN CMOPTY.

Knro4osi cnoBa: kibepcnopT, CBITOBI TeHAEHLLI, OpraHisauis 3maraHb, npodecioHanisauis, rnobanisauis, rmsagalbka ayauMTopis, CoHCOPCTBO, Npasa
Ha 3MI, mogeni TypHipis, irpoBa nnatchopma.
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GLOBAL TRENDS AND FACTORS INFLUENCING ESPORTS COMPETITIONS

Abstract. Introduction. Esports has evolved into one of the fastest-growing sectors of the gaming industry, demonstrating rapid expansion and an ever-
widening infrastructure. According to forecasts, the global esports market may reach USD 5.48 billion by 2029 with a CAGR of around 26.8%, indicating
heightened interest from investors, media, and a broad audience. Research Objective. To determine the impact of key global trends on the organization
and conduct of esports competitions and to substantiate the main factors that define their success and effectiveness. Methods. The research employed
theoretical analysis, an expert survey (n=13) with the calculation of the concordance coefficient (W), and Pearson’s chi-square test (x?) to assess the
significance of this coefficient. In addition, a sociological survey (n=43) was conducted, involving players (n=27), coaches, and organizers. The results
were processed using statistical methods to determine their level of significance. Results. The analysis confirmed the dynamic growth of the global
market (projected to USD 5.48 billion by 2025), accompanied by player professionalization (3.38 billion gamers by 2024), globalization (an expected
audience of 640.8 million viewers by 2025), and demographic shifts (a predominant audience aged 16-35). The COVID-19 pandemic accelerated the
transition of competitions to online formats, spurring greater investment. Meanwhile, in 2024, sponsorships and media rights remain leading revenue
sources, anticipated to grow at over 22% CAGR. Findings indicate that players prioritize technical and regulatory aspects (gaming platform, prize pool,
rules), whereas organizers and sponsors focus on the spectacle and scale of events (gaming formats, audience engagement, and expanding media
rights). Conclusions. Esports is evolving into a multi-component system that integrates technical, organizational, and marketing factors. Rapid market
growth, increasing participation of international brands, globalization, and shifts in audience demographics define the modern vectors of the esports
industry, while the ability to quickly adapt significantly boosts its competitive advantages compared to traditional sports.

Keywords: esports, global trends, event organization, professionalization, globalization, audience, sponsorship, media rights, tournament formats,
gaming platform.

AkTyanbHicTb. KibepcnopT HWHI NepeTBOPMBCH HA OfHY
3 HanauHaMiYHiLKMX rany3en irpoBoi iHAYCTPIl, JEMOHCTPYHOYU
LUBUAKE 3POCTAHHSA Ta PO3LLUMPIOIOYN BNIACHY iHCDPACTPYKTYPY.
3a mporHo3amu, CBITOBWA PUHOK KiGEPCMOPTY MOXE CArHYTH
5,48 minbapaa ponapis go 2029 poky 3a nokasHukom CAGR
6113bK0 26,8%, LU0 CBIfYUTL NPO NOCUIEHHS iHTEpecy 3 6oky
iHBECTOPIB, MeJja Ta LUMPOKOi ayauTopii. BogHovac BigbysatoTh-
CS CYTTEBI 3pYLLEHHS B Aemorpadyii raaadis, popmarax TypHi-
piB, CTpaTteriyHin B3aemomii 3 6peHaamm Ta Moaesi MOHeTU3aLlii.
Lli npouecn yHaouHIoTh rnobanbHUi BRMB KiBepcnopTy K
COLjiTbHO-eKOHOMIYHOr0 Ta KyJbTYPHOro siBuLLa [5, 19].
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LLBKAaKe 3pocTaHHA KibepcnopTy pobuTtb HEOOXiAHUM BU-
BYEHHS YMHHUKIB, L0 BNAWBAOTb HA OpraHi3aLito Ta NpoBe-
JIEHHS 3MaraHb. 30Kpema, akTyanbHUM € JOCTiIKEHHS TOrO,
AK 3MiHa aemorpadii rnspadis, npodecioHanisauia rpasuis,
rno6anisalis Ta po3LNPeHHs iHHOBALIA K BipTyanbHa pe-
aNbHICTb, HBECTULLIAHNX MOXIMBOCTEN BW3HAYaAOTb Maii-
OYTHIN PO3BMTOK iHAYCTPI [2, 8, 22]. Kpim TOro, naHaemis
COVID-19 3acsigyuna 3gatHicTb KibepcnopTy agantyBaTucs
[0 OHNanH-YopMaTiB, LLLO LLe BiNbLLe NOCUINAO AOF0 KOHKY-
PEHTHI nepeBarn NOPiBHAHO 3 TpAAULIAHAMN BUOAMUN CRIOPTY.
BogHovac 3anuiiaeTbCsl BIAKPUTUM MUTAHHS OMTUMANbHNUX
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MoJenei TYPHIpiB, PO3LIMPEHHS CMOHCOPCbKUX MOXUBO-
CTeil Ta TpaHcnAuinHMX npas [4, 14, 19].

Kibepcnopt noefgHye cneunddiky BipTyanbHWX irop i Tpa-
ONLiAHNX BUAIB CcNOpTY, (hOPMYHOYM HOBI MpaBua opraxisauii
Ta nposefeHHs 3maraHb [1, 16]. Mpo6nema nonsrae y Bu-
3Ha4YeHHi CMCTEMMW YUHHUKIB, IKi HAWGINbLL CYTTEBO BMIMBA-
t0Tb Ha YCNILLUHICTb KiBepCnopTUBHUX TYPHipiB, — Bif BUGOpPY
irpoBoi nnarcgoopmu Ta hopmary Ao nuTaHb NPU30BOro POH-
Ay, MNAAaUbKoi ayguTopii, TpaHcnAauwin i poni opraizaTopis.
PO3YMiHHA LMX YMHHUKIB LO3BONUTL PO3PO6UTM edDEKTUBHI
cTparerii 4na BCiX y4aCHUKIB PUHKY — rpasLiiB, OpraHisatopis,
pOo3p0o6HUKIB irop, iHBecTopiB i cnoHcopis [3, 13].

Y HaykoBuMX [Kepenax [24, 25] cnocTepiraeTbCa nocuneHa
yBara 0 MacluTabyBaHHA PUHKY KIBEPCMOPTY Ta CTPYKTYPHMX
ocobnueocTen iHaycTpii. 3okpema, J. Smith, 0. LUnHKapyK 3i
cnisastopamu [10, 28] Bif3Ha4al0Tb, L0 NOKASHUKK ayLuTOpii
3p0OCTalOTh 3aBAAKM rN06anbHUM CTPIMIHIOBUM NnaTghopmam
i nosBi NiroBOi MOJeENi TYPHIpiB Bif Takux KomnaHin, gk «Riot
Games» Ta «Activision Blizzard» [17, 27]. Kpim ToOro, y npa-
usx [20, 29] BU3HA4EHO BNIMB CErMEHTY MiKPOTpaH3aKLii Ha
tbopmyBaHHs NpubyTKy N NiaTBEPAXKEHO, WO Mogenb free-to-
play CTUMYNIOE 3any4yeHHs HOBUX reMmMepis. BogHo4vac aBTopu
A. Tsukts ta L. Jiang & X. Wei [23, 31] aKkuUeHTYIOTb yBary Ha
NUTAHHAX MeAdianpas Ta Pofi CMOHCOPCbKNUX KOHTPAKTIB, 3a-
3Ha4ao4y, Lo came Liei Hanpsam Lae Kibepcrnopty HanbinbLi
NepcneKTMBN 3pOCTaHHA. AfanTauia KibepcnopTy nif Yac naH-
nemii COVID-19, Ha nymky aBTopiB R. Gonzalez Ta J. Park [21,
26], CBig4MTb NP0 HaA3BUYANHY THYYKICTb ranysi, Lo 3abeane-
4ye il KOHKYPEHTOCMPOMOXXHICTb Ha CBITOBOMY PUHKY pO3Bar.

TakMM YMHOM, 3pOCTaHHS 06CArIB PUHKY, aKTUBHA y4acTb
iHBecTopiB i GpeHAiB, mpoddecioHanisauig Ta rnobanisadis,
a TAKOX AMHAMIYHUIA PO3BUTOK npaB Ha 3MI niaTBEpAKYIOTh
AKTYa/IbHICTb AOCNIIXKEHHA CYTHOCTI i 0COBIMBOCTEN Kibep-
CMOPTY K YaCTUHW CBITOBOI irpoBOi iHAYCTPII.

MeTa gocnigXeHHs - BU3HA4YMTU BNJIMB KITKOHOBMX CBIiTO-
BMX TEHAEHL Ha OpraHisauito i NPoBeeHH: KibepcropTus-
HUX 3MaraHb Ta 06I'PYHTYBATK OCHOBHI YUHHUMKM, LLO BU3HAYa-
t0Tb 1X YCMILLIHICTb | Pe3yNbTaTUBHICTb.

MeToau pocnigXeHHs. Y JOCNiLKeHHi 6ynn BUKOPUCTaHI
TaKi METOM: TEOPETUYHIA aHaNi3 Ta y3ararbHeHHs ny6nikauin

- T [

3 NUTaHb PO3BUTKY Ki6EPCMOPTMBHOIO PUHKY, MOHETM3aLii,
CTPYKTYPW TYpHipiB, BNNKUBY MaHAeMii Ta 3MiHU gemorpadii
rnajavie; ekcreptHe onuTyBaHHA (n=13), y Mexax fKoro
BW3HAYEHO BarOMiCTb OKPEMMUX YWHHUKIB [N NPOBEAEHHS
3maraHb; po3paxoBaHo KoediLlieHT KoHKopAauii W. [ing ouiH-
KM 3HAYyLLOCTi KoedoillieHTa KOHKOPZaLii BUKOPUCTOBYBanu
KpuTepiin yaromkeHHs MipcoHa x2. CouionoriyHe onuTyBaHHS
(n=43) BKkno4ano rpasuis (n=27), rmsgadis, TpeHepis, opra-
Hi3aTopiB 3af/1A MOPIBHAHHSA OLiHOK YMHHUKIB Y Pi3HUX rpy-
nax. bys npoBefeHWi CTAaTUCTUYHWIA aHani3 (BMKOPWUCTaHHS
NPOrPamMHOro 3a6esneyeHHs 4 06pO6KM OTPUMAHUX AaHWX
i BU3HAYEeHHSA PiBHA CTATUCTUYHOI 3HAYYLLOCTI).

Pesynbtath. 3 METOK0 OTPUMAHHA O6'E€KTUBHMX [aHUX
LLOLO CBITOBMX TEHAEHLIN Yy MPOBEAEHHI KibepcrnopTMBHUX
3maraHb, fKi € YaCTMHOK CTPIMKO 3POCTato40i irpoBoi iHAY-
CTpii, 6yNo 3AiMCHEHO BiAMOBIAHWIA aHani3 i BU3HA4eHO OC-
HOBHi YMHHWKIU PO3BUTKY. [10 K/TKOYOBMX CBITOBMX TEHLEHLIN
Hanexarb: AWHamivyHe 3POCTaHHA CBITOBOrO PUHKY Kibep-
cnopty, npodecioHanisauia Ta rno6anisadia Kiéepcnopry,
3MiHa gemorpadii ragadis, TpaHcdopmallis Mogeni TypHipis,
B3aemofis 3 iHBectopamu Ta 6peHgamu, snnus COVID-19 Ha
PO3BUTOK KiBEPCNOPTY, POSLIMPEHHSA CMIOHCOPCTBA Ta NPaB Ha
3MI (puc. 1).

0O6csr  CBITOBOrO  PMHKY  Ki6epcnopTy  OLiHIOBABCA
B 1,88 minbapga gonapis y 2022 poui. 3a nporHo3amu, BiH
3poctatume 3i weuakictio CAGR Ha piBHi 26,8% Yy nepioa
3 2023 1o 2030 poky. MNporHo3m TakoX CBig4arth Npo Te, L0
PUHOK MOXe cArHyTn 5,48 minbapga gonapis go 2029 poky
[24]. Taka MO3MTWMBHA [MHAMIKA MOSACHIOETLCAH, 30KPEMa,
30iNbLWEHHAM 06CATIB OHNANH-TPAHCNAUIA irop, 3HA4YHUMU
iHBECTULIAAMMW, 3POCTAHHAM KiNbKOCTI rnsgadis, NiABMLLEHO
AKTUBHICTIO Y4aCHUKIB i PO3LUMPEHOID iHGPACTPYKTYPOI Ans
NPOBEAEHHA JIirOBUX TYPHIpiB. Lle CBigYMTb NMPO BWU3HAHHSA
KiGepcnopTy K MOBHOLIHHOIO CermMeHTa irpoBoOi iHLYCTPIi Ta
BWUAY CMOPTMBHOI LisNbHOCTI (puc. 2).

Y 2024 poui Bif6yBanocs nofasblie 3p0CTaHHA NpogIeci-
OHanizalii B Mexxax cuctemu KibepcnopTy, Hacamnepep cepef
nigepis 4yMOK, reimepis, OpraHizaTopis nogiii i po3po6HMKiB
irop. KinbKicTb reiimepiB y CBiTi Tofi carana 3,38 Minbsp-
na, npuHocayn poxig y 184,0 minbapaa gonapis. MokoniHHA

3pOCTaHHS
CBITOBOTO npodecionaniza niobam3arnis
PHHKY 1is kibepcropty Kibepcropty
Kibepcropry
B3aEMOJIIS 3 . . 3MiHa
. 3MIHH MOJIEII
1HBECTOPAaMH Ta I nemorpadii
TYpPHIpiB .
OpeHmamMu TISIa4iB
BILTUB PO3IIMPEHHS PO3IIUPEHHS
COVID-19 CIIOHCOPCTBA npaB Ha 3MI

Puc. 1. CBiTOBi TEHAEHLii NpoBeAEHHA 3MaraHb 3 Kibepcnopty
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Puc. 2. lunamika punky Kibepcnopty

MifieHianiB yce 4acTille po3rnagae Kibepcrnopt AK nepcnek-
TUBHY Kap’epHY MOXI/IMBICTb 3aBAAKU MONYNAPHOCTI irpoBuX
TYPHipiB, CNOHCOPCbKUX Yrof, AOXO0LiB Bif CTPIMIHTY Ta 3Ha4-
HUM NPU30BUM (POHLAM HA MIDKHAPOAHMX 3MaraHHsX. Oyiky-
BAaHHA 3POCTaHHA rnsjaubkoi ayautopii no 640,8 minbioHa
y 2025 poui LeMOHCTpYe nocuneHHs rnobanisaii Ta MacoBoi
npmBabnueocTi KibepcnopTy. Lliein npoLec cynpoBOLKYETHCA
PO3LUMPEHHAM reorpadii npoBeAeHHN TYPHIPIB i 3pOCTaHHAM
KiNIbKOCTi rnafjaviB i3 Pi3HUX perioHiB cBiTy. MonogikHuii
cKnap ayauTopii 3 nepeBakaHHAM BikoBoi rpynu 16-35 pokis
BiAPI3HAETLCA Bif TpaauLinHuxX Buais cnopty. Lle ctumynioe
pO3p06MeHHs HOBKX MiLXOAIB 4O MAapKETUHTY Ta onTUMmizadii
KOHTEHTY, AKi 6 MakCUManbHO 3a[0BOSTbHANN NOTPe6U MOJIo-
J0i ayaumTopii.

3anpoBafKeHHs  NiroBoi  Mofeni  TypHipiB, Hanpu-
knag, «Riot Games» y aucumnnini «League of Legends» Ta
«Activision Blizzard» y «Overwatch League», cnpusno cTBo-
PEHHIO HOBMX [XKEepen [OX04Y Ta 3a6e3MeYeHHI0 3araibHoro
PO3BUTKY KiBepcnopTMBHOI iHAYCTpIii. Taka MoAenb po3Luu-
proe hopmaTn 3maraHb Ta POBUTH iX BifbLL CTIRKUMK 1 NpU-
BAONMBUMM A1 YHACHUKIB i rNsiAadiB.

Ki6epcnopTuBHi TypHipyn Aedani yacriwe npusabniolTb
iHBECTULT 3 BOKY BENUKUX MiKHAPOAHMX OPEHAIB Ta CMOH-
COpiB, OCKINIbKM BOHW 326€3Me4yt0Tb 3Ha4YHWIA PiBEHb 3ayye-
HOCTI (paHariB. lMpoTAromM OCTaHHIX POKiB Yy L0 ranysb 6yno
iHBECTOBAHO ICTOTHI KOLUTW, 30Kpema TPaguuinHUMUN BEeH-
YYPHUMU QDipMamMK, CTpaTeriYHUMmM iHBECTOpaMu N NpAMUMU
iHsectopamu. Mopgenb irop free-to-play npogemoHcTpyBana
BUCOKY €CDEKTMBHICTb, a[pKe BHYTPILIHbOIrPOBi MiKPOTpaH-
3aKLii ICTOTHO 36iMbLUYIOTL LOXOAWN KOMMAHIN, MigTPUMYHYM
3aranbHUn po3BUTOK ranysi. Taki irpu, ak Counter-Strike:
Global Offensive, League of Legends i Fortnite, 3acTocoBY0Tb
mogenb free-to-play Ta mMicTATb MiKpOTpaH3akL,i, WO cnpuse
06’€JHaHHI0 MOJIOAMX TeiiMepiB B eKOCUCTeMi KibepcnopTy
i po3wwuptoe 3aranbHy ayauTopito. MikpoTpaH3akuii HUHi Bigi-
rpatTb BUpiLIANbHY POfb Y reHepauii JOXOA4IB Ha PUHKY.

Mangemis COVID-19 3ymoBMna ckacyBaHHS abo nepeHe-
CEHHs 6araTbox 3MaraHb, a TakOX nepexig A0 BipTyanbHUX
(hopmaris nposefeHHA nogii. Llei YMHHWMK cnpuss 3poc-
TaHHIO KiNIbKOCTi OHNANH-rAs4a4iB i 36iNbLUEHHID iHBECTULL

I -

197,1
-y

2024 (MporHo3) 2025 (MporHos) 2026 (MporHo3)

B iHAYCTPIt0. 3a YaciB KapaHTUHHWX 0OMEXeHb HWU3KY Besu-
Knx 3maraHb, Takux sk Epicenter Major 2020, Combo Breaker,
Pokémon Championship Series, ESL Americas Pro League,
California Overwatch League, ESL One Rio 2020 Counter-
Strike Ta iHLwi, 6yno ckacoBaHo. 30Kpema, 8% nogii y npamo-
My edpipi mignaranu NOBHOMY CKacyBaHHI0, 53% 6ynu nepe-
BeJleHi Ha BipTyanbHi nnatgopmu, 26% — nepeHeceHi, a 13%
3aNULWNAKCA B NOYATKOBIX YaCOBUX paMKax. Xo4a Lji npoLecu
BMJIMHYNW HA NPOJAX KBWUTKIB | MepYyaHAan3uHr, nepexig 6inb-
LLOCTi 3aX0[iB Y PEeXMUM OHJAIH 3yMOBWB 3POCTAHHSA KiNbKO-
CTi rnafadviB Ha CTPIMIHrOBMX niatgoopmax. 13 oM’ aKLWeHHAM
KapaHTUHHKX 3axofiB y 2021 poui pUHOK NMpOLEMOHCTPYBaB
CTifKe 3pOCTaHHS.

Hai6inblunin BiACOTOK rnobanbHOro 4oxony Kibepcrnopty
y 2024 poui CTaHOBMB Came CErMeHT CMOHCOPCTBA. 3aBAsKM
LIbOMY 6peHan MOXYTb 6e3nocepeaHb0 B3aEMOAIATU 3 MO-
TEHUINHUMK CNOXMBAYaMK 4Yepe3 OHNaiH- Ta OghnanH-Ka-
Hanu, BWKOPUCTOBYIOYWM CTEHAW, IHTEPAKTUBHY peknamy,
nnakaTu 4n Bigeogucnnei. Cepen BigoMux 6PeHAIB, L0 BXe
YKNanu CnoHCOPCbKi yroay 3 Ki6epcrnopTMBHUMMK firamMmu Ta
komangamu, — Nvidia Corporation, Red Bull, BMW AG, The
Coca-Cola Company T1a BIC CLUA. 3pocTaHHsi KOHKYpeHLii
y cpepi CNOHCOPCTBA CNOHYKAE KOMNAHIT WYyKaTW aBTEHTUYHI
(bopmati B3aemMogii 3 LinboBOK ayguTopieto. [ns 6araTbox
HeeHAEMi4HMX 6peHIB BUXiA HA KiGEPCrOPTUBHUIA PUHOK Bif-
OyBaeTbCA Yepes UMGPOBE LOMNOBHEHHS TPAAULINHUX CMOH-
COPCbKNX NPOEKTIB (Hanpuknag, yToosbHi KNyéun po3wwmnpro-
I0Tb CBOIO HisnbHICTb Y FIFA).

Y cermenTi npas Ha 3MI nepef6ayeHo HaibinbLuy nep-
CMeKTUBY 3 TOYKU 30py peHTabenbHoCTi 3i wengkictio CAGR
noHag 22,0% y nporHo3osaHwii nepiod. Lleit cermeHT oxo-
NAKE OX0AM, WO HAAX0AATb KOMaHAaM, firam i oprauisato-
pam 3axofiiB 3a npasa TPAHCNALi Ki6ePCNOPTUBHOIO KOHTEH-
TY. 3HA4YHUIN BHECOK Y (DOPMYBAHHS LibOT0 PUHKY 3LiIACHIOKTb
OKpeMi perynspHi flirn, 4eMnioHaty i nogii, AKi TPAHCNIOKTb-
CS NepeBaXKHO Ha CTPIMiHroBuMx nnatdgopmax. HanonynspHi-
LU0 NAaTdopMOoto ANs nepernsaay TYPHIPiB HAXXUBO 3aniLUa-
eTbca Twitch Interactive, Inc. OTxe, KiGepcnopT hopMyeTbCA
fK BMANBOBA CKNafOBa YacTWHA Cy4acHOI irpoBoi iHAYCTPi,
CYTTEBO BMNIMBAOYN HA Meflia, peknamy i rnobanbHy KynsTypy.
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3 ypaxyBaHHAM HaBe[eHWUX CBITOBMX TEHAEHLIN ekcnep-
Tam 3 KibepcnopTy 6yno 3anponoHOBAHO OLiHWTK X BMAKUB Ha
Opratizadito 1 NpoBefeHHsa 3maraHb y Kibepcnopti (Taésn. 1).
PospaxoBaHuit KoedpillieHT KoHKoppauii ctaHosus W=0,88,
L0 NiATBEPLKYE BMCOKMIA PiBEHb Y3rOAKEHOCTi OYMOK eKC-
nepTiB. Mpwn LUbOMY po3paxyHKoBMiA NokasHuK x? (N=13; df=8)
JopisHioe 91,26, Wo nepesuLLye TabanyHe 3Ha4eHHs 15,507
3a piBHA 3HadywocTi p<0,05. Po3noain Aymok niaTBepaxye
HaLi JaHi WO BNANBY TEHABHLiA HA OpraHisauito Ta npose-
JEHHA 3MaraHb y Kibepcrnopri.

P03BuTOK KibepcnopTy CynpoBOMKYETHCA DOPMYBAHHAM
CUCTEMU 3MaraHb, IKa NOEHYE CneLndivHi pucu BipTyanbHMX
irop i3 MeToankamu Ta nigxoaamu, BacTMBMMM TPAANLIAHUM
BWAAM CMOPTY. 3BAXKAK0UK HA LIBWUAKE 3pOCTaHHA Kibepcnop-
TWBHOI iHAYCTPIT, MU NPOBENN JOCNILKEHHA 3 METOK BU3HA-
YeHHS N paHXXyBaHHSA YNHHUKIB, AKi BNIIMBAOTH HA YCNILLHICTb
i eCpeKTUBHICTb NPOBEAEHHA 3MaraHb. ocnimkeHHs (13 ekc-
NepTiB) BUABWUIIO YUHHWKW, LLO BM/IMBAKTL HA YCMILIHICTb
NnpoBedeHHs 3maraHb (kKoedpilieHT KoHkopgauii W=0,64;
X?=56,66>15,507; p<0,05). [lo HUX BigHeCeHO: irpoBy nnat-
thopmy, 4ac NpoBeeHHs 3MaraHb, NpaBmna Ta PerynioBaHHs,
OpratizaTopis, irpoBuin oopmar, nNpu3oBnii oHL, TpaHcns-
Lito, MicLe npoBefeHHa W ragaubky ayauTopito. HambinbLu
BaroMMMM BM3HAHO irposuii popmart (19 6anis), irposy nnar-
hopmy (29 6anis) Ta yac npoBeAeHHA 3maraHb (36 6anis).
Y 3aranbHOMY ONUTYBaHHI B3NN y4acTb 43 PEeCNOHAEHTH, L0
NPeACTaBNANN Pi3Hi CErMeHTU KibepcnopTUBHOI AiANbHOCTI:
rpasui (n=27), rnagayi, TpeHepu Ta aHaniTuku. OnuTyBaHHA
[ano 3mMory nopiBHATY OLIHKW YUHHWKIB Y MeXax piHuUX rpyn.
3aranbHa Bubipka (n=43) Bigaana nepesary irposomy ¢op-
maty (181 6an), rmagaubkiin aygutopii (184) Ta TpaHcnauii
(187), Toai Ak rpasLi (n=27) HanBaxIMBILLMMMN Ha3Banw irpo-
BY nnarcpopmy, npasuna i perynoBaHHA 3maraHb Ta irpoBuii
thopmar (no 122 6anu). PisHMUA NpiOpMTETIB NMOACHIOETHCA
cneundikot npoecinHoi AiSNbHOCTI KOXHOI rpynu (opraHi-
3auig 3maraHb, y4acTb Yy rpi, 3any4eHHs ayguropii). [pasLi 30-
CepePKeHi Ha TeXHIYHMX acnekTax i JOTPUMAaHHI npasusi, WO
6e3nocepeiHb0 NO3HAYAETLCA HA PE3yNbTaTi MaTyy.
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3aranbHa BUGIpKa, L0 BKIIOYAE TaKOX MMAgadiB i yHKLIO-
HepiB, Hafae BiNnbLUy Bary BMAOBMLLHOCTI (irpoBomy chopmary,
TpaHCNALi, rmagaubkin ayquTopii), amke Le BNIMBAE HA nony-
nspu3aLilo KibepcnopTy Ta komepuiiHuii yenix 3axomy. OTxe,
pesynbTati BKasyloTb Ha AudepeHLialilo NpiopuTeTiB L040
YWHHWIKIB, AKi (DOPMYIOTb e(PEKTMBHICTL Ki6EpCnopTUBHUX 3a-
X0AiB. [Ins opraHisaropis i LUMPOKOro KOMa PecrnoHAEHTIB BaX-
NnBiLLA 3aranbHa npuBabnMBICTb 3MaraHb (popmar, TpaHenai,
B3aEMOJif 3 rMAfa4amu), T4 K rpasLUi NiAKPECNOTb 3HaYY-
LLiCTb irpoBOi NatrdhopMu, perniameHTy i Npu3oBOro oHAy,
6e3MnocepeaHb0 NOB’A3aHNX i3 Pe3yNbTaTUBHICTIO KOMaHL.

Duckyciga. Pesynbrat AOCNIAKEHHA NigTBEPLUAN BU-
3HAYEHHS HWU3KWU KIHYOBWUX YUHHUKIB, L0 BMJMBAOTH HA
OpraHisalito Ta NpoBeAeHHA 3maraHb y Kibepcnopri, cepen
AKUX — irpoBWIA popmar, irposa niatopma, 4ac NpoBeeHHs
3MaraHb, NPU3oBUIA (DOHL, NpaBuna Ta PeryntoBaHHsA, TPaH-
cnauig, miclle NpoBefeHHs, OpraHisatopy 3maraHb i rnsga-
LbKa ayauTopis [2, 7, 10, 12]. 3rigHo 3 HaLWMMK BUCHOBKaMM
came irposmit cpopmar i nnargoopma Hairbinblue BNANBaKOTh
Ha 6e3nocepenHin irpoBuiA NPoOLEC, TOAI AK TpaHCnALii i rms-
JalubKa ayauTopia BU3Ha4alTb MacluTabd nonynapusauii Typ-
HipiB Ta X KOMepLiiiHi NepcnekTMBu.

HaBefieHi CMOCTEPEXEHHS  Y3rOMKYylOTbCA 3 LaHUMK
Newzoo [24], fe HaronowWwyeTbCsa, L0 CBITOBMA PUHOK Kibep-
cnopty akTueHo 3pocTtatme (CAGR 6nn3bko 26,8%) i Moxe
Jocartn 5,48 minbapaa gonapis Lo 2029 poky 3aBAsKM PO3LLK-
PEHHIO ayAMTOPIi Ta 36iMbLUEHHIO 06CATIB OHNANH-TPAHCNALIN.
AHanoriyHo Ao uboro J. Smith Ta iHWi chaxisui [28, 30] BKa3y-
I0Tb Ha Te, L0 Npod)ecioHanisadis rpasLis, MacLUTabHi NPU30BI
thboHau Ta niroBa Mofenb TYPHIpIB Bifl koMNaHii «Riot Games»
i «Activision Blizzard» [17, 27] cyTTeBO BNNMBAKOTH HA NPKBa-
6/IMBICTb 3MaraHb Ans NOTEHLiMHWUX iHBECTOPIB | NapTHepIB.

JlonatkoBo 3a3Ha4MmOo, L0 Hali faHi npo Baromy ponb
OpraHizatopis i CMOHCOPCbKOI MiLTPUMKKM BifNOBIfAOTb
BucHoBKam Tsukts i Jiang & Wei [23, 31], aki HaronowyoTb,
LLI0 CMOHCOPCTBO Ta Npasa Ha TPaHCNALi 3anuLialTbes oc-
HOBHUMW [pKepenamu Loxogis y kibepcnopri. Lii asTopm Ta-
KOX BifI3HA4al0Tb 3POCTAHHA KiNbKOCTI yrog i3 BenUKUMU

Tabnuus 1

Po3nopgin aymok excnepTiB WOA0 3HAYYLLOCTi CBITOBMX TEHAEHLI AN OpraHi3auii Ta npoBefeHHA 3maraHb y Kibepcnopri
(n=13), W=0,88, x?=91,26, p<0,05

Ne TenpeHuis Cyma panriB X A Panr
1 3pOCTaHHs CBITOBOr0 PUHKY KibepcnopTy 18 1,39 0,212 1
2 lpodbecionanisadlis kibepcnopty 37 2,85 0,1713 3
3 [mo6anizauia Kibepcnopty 33 2,54 0,1799 2
4 3miHa gemorpadii rnagadis 84 6,46 0,07066 6
5 3MiHM Mofeni TypHipis 45 3,46 0,1542 4
6 Bsaemopis 3 iHBecTOpamu Ta 6peHnaMu 65 5 0,1113 5
7 Bnnue COVID-19 Ha po3BuToK KibepcnopTy 95 7,31 0,04711 7
8 Po3LunpeHHs cnoHcopcTea 97 7,46 0,04283 8
9 Po3wupeHHs npas Ha 3MI 112 8,62 0,01071 9
> 585 1,0

[TpumiTka. LL{o MEHILIOK € CyMa PaHTiB, TO BULLE MICLIE MOKA3HUKA y PEITUHIY; X — CEDEAHS OLIHKA, 6a1; A — BaroBuii KOeqiLieHT 06’ eKTa, SKnii
BUKOPUCTOBYETLCSA MPU OLIHLI MOKA3HNKIB 4719 BPAXYBAHHS iXHbOI BaXX/INBOCTI.
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HeeHaemivyHumn 6peHaamu (Nvidia, Red Bull, BMW AG, The
Coca-Cola Company ToLL0), WO CBIiAYMTb NPO rNobanbHe BU-
3HaHHA Ki6epcnopTy i Moro noTeHuian Ans NapTHePCbKOro
mapkeTuHry. lMapanensHo 3 uum Nielsen [25] nigTBepaxye,
L0 HanbinbLWy NepcrnekTUBY 3 TOYKM 30pY PeHTabenbHOCTI
B HANBMKYi POKK Mae came cermeHT npas Ha 3MI, fiknit pos-
LUNPIOETLCSA 3i LWBKUAKICTIO NOHAA 22% Ha piK.

Hawwi pesynbratv TakoX AeMOHCTPYHOTb BWUCOKWIA CTYMiHb
BNAWBY rnobanbHuX npouecis, 3okpema navpemii COVID-19,
Ha CTPYKTYpY W AuHamiky puHKy. lNepexif 6aratb0x 3maraHb
B OHMaliH-(pOpMaT, 3a3Ha4yeHunid y LbOMY LOCNIIKEHHI, Y3rog-
XKYETbCA 3i cnocTepexxeHHamu R. Gonzalez Ta J. Park [21, 26].
BOHU LOBOAATD, LU0 FHYYKICTb KiBEPCNOPTY B KPU30BUX CUTYa-
LifiX cTana oOfHMM i3 KNOYOBUX YMHHWKIB AOTO CTPIMKOI nony-
NAPHOCTI Ta BU3HAHHA, OCKINbKI TpaguLinHi Buayu cnopry 3a-
3HanM CYTTEBMX 06MEXEHb ab0 B3arai CkacyBanm 3MaraHHs.

BogHo4ac posnogin npiopuTeTiB Cepea pisHMX rpyn pec-
NOHAEHTIB (rpaBuiB, OpraHisaTopis, rnajavis) nigTBEPAXKYE
6araToBMMipHUA XapakTep kibepcnopty. [pasui 3ocepe-
[DKEHI NEepPeBaXKHO HA TEXHIYHWX | PEernameHTHUX acnekrax
(irpoBa nnardoopma, npasuna, npu3oBuic POHL), TOLi fK
rafayis i opraHisaropis 6Gifblie LiKaBnsTb BUAOBULLHICTb
(irpoBuin cpopmar), AOCTYMHICTb (TPaHCNALiT) Ta KOMepUinHi
BUrOAM (CNOHcopcTBO, Megianpasa) [6, 11, 25]. Taka pisHu-
s B OLiHKax LinkoM Bignosigae igei Entertainment Software
Association [20] npo nonidyyHKLioOHaNbHICTb KiGEepCnopTy Ak
CMOPTMBHO-PO3BAXANIbHOTO fBWLLA, WO 3a0BOSIbHAE Pi3Hi
noTpe6u CBOET ayanTopii.

BucHoBku. OpepxaHi Hamu pesynstaTit  NigTBEPIXY-
l0Tb TaKi yCTaneHi CBIiTOBi TeHAEHLUIi: AMHAMIYHE 3POCTaHHS,

npodpecioHanisavito i rnobanisauito, 36inbLWEHHS PO Mefi-
anpas Ta CMNOHCOPCTBA, a TAKOX BMCOKY afanTMBHICTb PUHKY
10 30BHiLLIHIX BUKNNKiB. AHaNi3 CBITOBUX TEHAEHLN CBig4aTb
npo Te, L0 Ki6epcrnopT sK rany3b nepedysae y asi akTme-
HOrO 3pOCTaHHA Ta TpaHcdopmaLii. 3poCTaHHs PUHKY, NPo-
(hecioHanizauis, rno6anisauif, 3miHa gemorpadii rmagadis,
HOBATOPCbKi MOZENi NPOBEAEHHS TYPHIpiB, B3AEMOMIA 3 iH-
BECTOpaMM M CMOHCOpaMK, a TakoX adanTauis Ao rno6ans-
HUX BUKNMKIB (30KpPEMa, CnpuynHeHmnx naHaemieto COVID-19)
BW3Ha4at0Tb €BOJIIOLi0 KibepcnopTuBHUX 3axogis. Lli dhakTo-
pyu POPMYIOTb KOMNEKCHUIA MigXid B0 OpraHisadii 3maraHb,
[le BPAXOBYIOTbCA AK TEXHIYHI 0COONMBOCTI N 3a6e3neYeHHs
YeCHOI rpu, TaK i MApKETUHIOBI IHCTPYMEHTN ANA 3any4eHHs
LUNPOKOT ayanTOpii.

KiGepcnopTueHi 3MaraHHi € 6araTOKOMMOHEHTHOK CWC-
TEMOIO, B fAKiN e(DEKTMBHE NOELHAHHA OpraHi3auinHuX, Tex-
HIYHWX | MapPKETUHrOBUX CKIaAHWKIB 3yMOBJIHOE YCMiX MOAii.
[nd nojanbworo pPo3BMTKY KiGepcrnopty K MOBHOLIHHOI
CMOPTWUBHOI Ta KOMEPL,iiiHOI rany3i BaXIMBO BPaxoByBaTy pi3-
HUIA CTYMiHb BNJINBY KOXKHOMO YMHHUKA 3aNeXHO Bif LiNboBOI
ayanTopii Ta ponii y4acHuKIB (rpasui, opraHizatopu, rnsgadi).
Taki YAHHNKK CNPUAIOTL PO3BMTKY KiGEPCMOPTY He Jnwe K
OKPEMOro Hanpsmy CropTUBHOI AiANbHOCTI, @ i AK BNIUBO-
BOr0 CK/MafHMKa Cy4acHOI Mefia- Ta pO3BaxXanbHOi iHAYCTPIi
3 fepani 6inbluoto rno6anbHOK ayanuTOopIEtD Ta 3anyYeHHAM
3HAYHMX iIHBECTULHNX PecypeiB.

Mojanbwi LOCNIMKEHHA MOXYTb OYTM 30CepeKeHi Ha
aHanisi HaieeKTUBHiLLMX MOJENel TYpHipiB i cTparerii 3a-
NYYeHHs iHBECTULi, a TaKOX HA BMBYEHHi LOBrOCTPOKOBUX
HacnigKiB TpaHcdopmauii iHAYCTpii B NOCTKOBIZHWUIA NepioA.
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