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SYSTEMATICS OF THE DEVELOPMENT OF E-SPORT ORGANIZATIONS AND COMMUNITIES
IN UKRAINE

MeTor0 CTAaTTi € BUAIAEHHS Ta ONUC CMCTEMATUKY POIBUTKY CIOPIAHEHOCTi Ki6epCMOPTUBHMX OPTraHi3aliil Ta CiABHOT
B Ykpaini. MeTa 06ymMoBMAa MOCTAHOBY TaKMX 3aBAAHb AOCAIAKEHHS: BU3HAYEHHS 0COOGAMBOCTEN POIBUTKY CIIOPiAHEHOCTI
Ki6epCcrOpTMBHMX OpPTaHi3alili Ta CiAbHOT; BU3HAYEHHS POAi po3po6HMKa /BUAABLS UMPOBMX irop y PO3BUTKY CHOpiAHE-
HOCTi Ki6epCcnOpTMBHMX OpraHisanii Ta COiABHOT; OMUC CUCTEMATUKN PO3BUTKY CIIOPIAHEHOCTI KiGepCOPTUBHMX OpraHi-
3anini Ta cmiAbHOT B YKpafHi.

PesyAbTaTi AOCAIAKEHHS AO3BOAMAM KOHCTATYBATH, IO 0COOAMBOCTi pO3BUTKY KibepCropTy, sikuit 0pOPMMBCS K HOBA
cdepa eKOHOMIKM, MOB'I3aHi i3 mocTynoBuM ¢popmMyBaHHIM cnenudivHOCTI, MOAO 1oro BHYTpimHbOI opraHizoBaHocTi. s
puca dopmye notrpedy BU3HAYEHHS CUCTEMATUKM BHY TPIilIHBOT OPraHi30BaHOCTI Ti€l CMOPIAHEHOCTI, [0 BAACTUBA AASI KOH-
KpPeTHMX KibepCcnopTMBHUX MPOAYKTIB, CPOPMOBAHNX CYKYIHOCTAMMU i3MIHUX, OPUAMIHUX OCi6 9M CHiABHOT.

ABTOpPOM KOHCTATOBaHO, IO PO3BUTOK BM3HAYAE HE3BOPOTHA, CIPSIMOBaHA, 3aKOHOMIpHA 3MiHa, OPiEHTOBaHA Ha MO-
rAMGAEHHSI CIIOPiAHEHOCTI.

ITepcnerTMBM MOAAABIINX PO3BIAOK y IIbOMY HampsMi MOASTAaIOTh Y AOCAIAJKeHHi BIAMBY Ha €KOHOMIKY €HAeMIiYHUX
cexkTopiB uudpoBoi irposoi iHAycTpii.

The peculiarities of the development of e-sport, connected with the gradual formation of specificity, according to its
internal organization. This creates a need to define the systematics of internal kinship, which is characteristic of specific
e-sports products formed by natural and legal persons and specific social entities in Ukraine. The purpose of the article is
to highlight and describe the systematics of the development of kinship of e-sports organizations and communities in
Ukraine. The objective of the study was to determine: 1) the development of the kinship of e-sports organizations and
communities; 2) the role of the developer/publisher of digital games in the development of the kinship of e-sports
organizations and communities; 3) the description of the systematics of the development of kinship of e-sports
organizations and communities in Ukraine.

The results of the study showed that the characteristics of the development of e-sport, which has evolved as a new
sphere of the economy, connected with the gradual formation of specificity, according to its internal organization. This
trait creates the need to define the systematics of the internal organization of kinship that is inherent in specific e-sports
products formed by a combination of natural, legal persons or communities.

The authors have noted that development determines irreversible, directed, legal change, and is oriented towards
the deepening of kinship. This is due to the fact that in e-sport all organizations and communities form formal groups, the
target formats of which are formed according to the need of the publisher / the game developer, is an e-sport discipline.
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The systematization of the kinship development of certain e-sports organizations and communities are based on the
fact that the agents of influence develop their target formal groups, aiming at the betrothal of e-sports athletes and their
retention within gaming communities synthesizing a sense of community, by their activities.

The prospects for further research in this area are to investigate the economic impact of the endemic sectors of the

digital gaming industry.

Kao4o06i caoba: xibepcnopmubui opzaniszayii, cniavnomu, xkibepcnopmubui npodyxmu.
Key words: e-sports organizations, communities, e-sports products.

NMOCTAHOBKA MPOBJIEMWU Y SATAJIbHOMY
BUrNAA4l TATI 3B'A30K 13 BAXJIMBUMU
HAYKOBUMU YN NPAKTUHHUMU
SABAJAHHAMU

Oco6AnBoCTi pO3BUTKY KiGepcmopTy, KU
o opMuBCs AK HOBA chepa eKOHOMiKM, HOB'A3aHi
i3 mocTynosuM popMyBaHHAM cHelu@iYHOCTI
IOAO #OTO BHYTPIimHBOI opra”izoBanocTi. IIa
puca ¢popmye norpeby y BU3HAYEHH] CHCTEMATH-
KJ BHYTPIIIHBOI OpraHi30BaHOCTi CIOPiIAHEHOCTI,
sIKa BAACTMBA AASI KOHKPETHMX KiGe pCIOPTUBHMX
IPOAYKTiB, cOOpMOBaHUX (PI3UIHNMIY, IOPUANY-
HUMYU ocobamy Ta cuenudiYHUMM COLiaABHUMMU
yrBopeHHsaMH (cniapHOTaMu) B Yrpaini. 3o0kpema
PO3BUTOK BM3HAYAIOTH HE IPOCTO N POLeCH IOAO
BUAIAEHHS KiGepCrOpTMBHUX OpraHizarnii, a He-
3BOPOTHA, CIIPSIMOBAaHA, 3aKOHOMipHA 3MiHa, Opi€H-
TOBaHa Ha MOTAMOAEHHS 1X ciopiaHeHOCT (100
BIMKOHaHHs IeBHUX 3aBAAHb, AOCATHEHHS 3aTaAb-
HUX 1jiAen po3BuTky nudposoi rpu) [38]. Lle mo-
B'sI3aHO 3 TUM, 10 y Kibepcrnopri Bei opranizanii
Ta CHiABHOTY QOPMYIOTh POPMaAbHI TPyIH,
1iAbOBI hOpMaTH SKUX BU3HAYAIOTHCS NOTPeba-
MU BUAABIsL/ po3po6HMKa TPH, KA € KiGepcrmop-
TUBHOIO AVICIIMIIAIHOIO.

AHANI3 OCTAHHIX A4OCNIAXEHDb
I NYBNIKALIA

ITpo6aeMy I{OAO OIIUCY CHCTEMATIKY PO3BUT-
Ky ciopiaHeHOCTI KiGepCIIOpTMBHMUX OpraHizaiit
Ta CHiABHOT B YKpaiHi BUCBiTAEHO y mpanax ta-
Kux exoHoMicTiB i mpakTukis: Mark J. P. Wolf [8,
c. 103], Jiji Gaho Sha [7, c. 57], Jason Whittaker
[6, c. 122], CraBpouceka I.B., Mauasin A.P. [4],
Ao6punnu A.IT. [1], Koasaenko C.B. [2]. V uux
npansax BUCBiTAeHI 0cO6AMBOCTI BIAMBY 1 poO-
BOT eKOHOMIKM Ha cmopipHeHi KiGepcmopTusHi
opranizanii Ta cniabHOTH. CAiA 3BepHYTH yBary
Ha npamio CkaBponcskoi I.B. ra Manasin A.P.
AKMMY 3BePHEHO yBary Ha HasfBHICTb cIOpiAHe-
HOCT] KiGepCOpTUBHUX OpraHi3alii Ta COiABHOT,
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y 3B'SI3KY 3 TUM, IO pO3POGHMKNM/BUAABL 1id-
pOBHMX IrOp HparHyTh AO IepcoHaAizanii ix npo-
Aykuii [4, c. 759]. YacTkOBO 1ji HOAOSKEHHS BAAC-
tusi npanam Koasaenko C.B. [2]. Boanouac Ha-
ABHI AJKepeAa AOCUTH y3araAbHeHi Ta 3a4inaioTh
npo6AeMATUKY PO3BUTKY ClOpiAHEHOCTI KibGepc-
IOPTMUBHMX OpTaHi3aliif Ta CHiABHOT B YKpaiHi
AMIIe YaCTKOBO.

META 1 SBABOAHHY CTATTI
MeTo10 CcTaTTi € BMAIAEHHA Ta ONMMUC CUCTEMa-
TUKY PO3BUTKY CIOPIAHEHOCTI KiGe pCropTUBHMX
opranisauniit Ta cmiapHOT B YKRpaiui. Mera 06y-
MOBMAA IOCTAaHOBY TaKMX 3aBAAHb AOCAIASKE@HH:
1) Bu3Ha4YeHHs 0OCOOAMBOCTEN PO3BUTKY CIOPIiA-
HeHOCTI KibepcmopTuBHMUX opraHizauiit ta
CHiABHOT; 2) BU3HAYEHHS POAi PO3POGHMKA/ BU-
AaBIIsI irOp y PO3BUTKY CIIOPiAHEHOCTI Kibepcmop-
TUBHUX OpTraHizaniif Ta cmiApHOT; 3) omuc cucre-
MaTUKM PO3BUTKY CIOPiAHEHOCTI KibepcmopTuB-

HYX OpTaHi3arnii Ta coiAbHOT B YKpaiHi.

BUKJIAL OCHOBHOIO MATEPIANY
AOCNIAXXEHHA 3 NTOBHUM
OBrPYHTYBAHHAM OTPUMAHUX
HAYKOBUX PE3YJIbTATIB

PosBuTok cnopianeHoCTI OKpecaeHux KiGep-
CIIOPTUBHMUX OPraHisaniit Ta CoiAbHOT 06yMOBAE-
Ha TUM, IO CYYaCHi areHTH BIAUBY (po3po6HuKN/
BMAQBILi irop) po3BuBa0Th CBOT 11iAbOBI hOpMaAbHi
Tpynyu, OPi€HTYIOYMCh HA 3aPYYEHHS ILiAbOBUX
kibepcmopTcMeHiB, KuM ikaBuit X KiGepcmop-
TUBHUI NPOAYKT, Ta IX BTPUMAHHA Yy iTpOBUX
CriApHOTaX, KOMaHAAX, KAyOax, Airax. AissabHIiCTH
pPEeTryAIO€THCA TaKMMM areHTaMy i BUKOHYETBCSA
kibepcmopTMeHnamu B 0OMiH Ha rpowoBi a6o iHmi
ninHocTi. Ile 3AiMicHIOETBCA KOWITOM PO3BUTKY
criopiaHeHOCTI KibepcmopTUBHMX Oprauizarii ta
CHIABHOT 3a AOTIOMOTOIO TOEAHAHHA POAEH olle-
paTopis: KiGepCHOPTUBHMX MOAIi; COLIaABHOTO
HETBOKIHI'Y; OCHOBHMX KiGePCIOPTUBHMX apeH i3
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Ta6nuusga 1. CTpyKTypa KibepcnopTMBHUX opraHi3auili Ta cninbHOT B YKpaiHi cTaHOM
Ha 2020 p., %

Kin“.dcn?u CrpykTyHa
fer op rﬁ}&l)sgum qacTka,%

Valve Corporation 840 74,87

Riot Games 99 8,82

Blizzard Entertainment |75 6,68

PUBG Corporation 62 5,53
Electronic Arts 6 0,53

Jisiinet 40 3,57

Pazom 1122 100,00

Asxepero: cpopmoBano aBTopom Ha ocHOBI [3; 9].

Ta6nuusga 2. CTpykTypa goxony
KioepcnoprtcmeHiB y LLOT Valve Corporation
B YKpaiHi, ctaHom Ha 2020 p.

YacTtka 10xomiB, y ix
CrartTi noxoxis 3arasibHOMY 00¢5131,%
CS:GO Dota 2
3apobiTHa riata 81,45 64,81
OO6MiH iHpOpMAIIIEI i TOCBiTOM 5,89 14,25
VYuactp y KibepcHOPTHBHUX 3aX0aX 2,35 10,16
VYuactp y KibepcHOPTHBHUX 3aX0/aX Y
MEKaxX THMYACOBUX/IIOCTIHHUX CKIIA/IIB
3aKOPJOHHHX Ta IHTEPHAL[OHAIBHUX
CKJIaJ(iB KOMaH/I 10,31 10,78

Asxepero: cpopmoBano aBTopom Ha ocHOBI [3; 9].

(b paH4IaN3MHrOBUMY MepesKamy; PpaHIIM3HNX Air;
yInpaBAiHHS irpOBOIO po6OTOIO 32 KibepcmopTUB-
HOIO AMCIIMIIAIHOIO.

Cranom Ha 2020 p. crpykrypa OUTI kibep-
CHOPTMBHMX OpraHizanii Ta cuiabHOT B YKpaiHi
He € AOCUTb pidHOMaHiTHOIO (TabA. 1). B ocHOBHO-
My BOHA IIPeACTaBACHA I[iAbOBUMM (POPMAABHUMMA
rpynamyu komnanii Valve Corporation (74,87%),
xomnanii Electronic Arts (0,53%), komnanii
Blizzard Entertainment (6,68%), komnanii Riot
Game (8,82%), PUBG Corporation (5,53%). Boa-
HOYaC HaiGIABII PO3TOBCIOASKEHNMI 33 CTPYKTYP-
HUM CHiBBiAHOLIEHHSM € IIiAbOBi (pOpMaAbHi Ipy-
nu Valve Corporation. 3a panumu Qepepanii
kibepcmopty Vkpaium HasiBHI cipo6u pO3BUTKY
iHIMX KiGepcnOpTMBHUX OpraHi3anili Ta CIiABHOT.
Pazom 3 ™um, Hapasi Taki rpynu He cdpopmoBaHi
[5]

PosragaeMo cucreMaTuKy pO3BUTKY CIOPiA-
HEHOCTI KibepCIOPTUBHNUX OpraHi3amii Ta criab-
HOT y Meskax Hait6irbumx LIOT pospo6umnkis/Bu-
AaBILiB irop, mo € Ki6epCIOPTUBHUMIU AUCIIUIIAI-
Hamu B YkpaiHi.

CucremaTuka po3BUTKY BHYTPIIIHBOT CIIOPiA-
nenocti LIOT Valve Corporation 3a6e3neuyers-
CSl MASXOM BUKOHAHHS BUAABIEM/ PO3POGHUKOM
irop poai omeparopa coriaAbHOTO HETBOKIHTY. B
LI®T Valve Corporation BXOAATh OCTiNHI CKAA-
AV MYABTUI€MIMiHTOBMX KOMaHA, IO IPaIoOTh

camocTiitHo a60 3a pisHumu ppanmmuzamm. OCHOB-
HUM Y4aCHMKOM TaKMX TPy B YKpaiHi € mocTinHi
CKAAAM MyABTUT€/AMIHTOBMX KOMAaHA, IO OPi€HTO-
BaHi Ha irpoBi ciAbHOTH 32 KiGepcnopTHBHI AMC-
munaiau CS:GO ra Dota 2. Cranom Ha 2020 p. y
LT BXOASATH TOCTINHI CKAAAY MYABTUTENMIHTO-
BUX KOMaHA, 110 IPeACTaBASIOTSH [3]:

1) irposi cniaproTi CS:GO. Aie 92 nocrintanx
ckAaAM Komana, 3okpema: NaVi Youth (oprauisa-
uis Natus Vincere, Zero Gravity Group), CR4ZY
(opranizanis Valiance), 6raTBa, CULT (oprawni-
sanis CULT Esports), Kyiv (oprauizanis Esports
Club Kyiv), Kryvbas (opranizanis Kryvbas
Gaming), MAJESTY, Marlian, Monte, Project X,
Sobraine, State 21, The Incas, Windigo Academy,
cis ghouls, Evolution, FlipSid3 Tactics, NAVI 2010
ta in. Peryaspuux air 3 CS:GO nema. V rpi € pis-
Hi pe>XMMM OPiEHTOBAHI Ha: KOMAaHAM CKAAAM 3
10 oci6 (Classic competitive, Classic casual, Death-
match ra War Games); Ha oanandHy rpy a6o Ha
KoMaHAHI ckaaau 3 2—3 kibepcnopremenis (Dan-
ger Zone);

2) irposi cmiapHoTN Dota 2 B Vkpaiui. Aie
19 mocriitHux ckAaan Komana i3 18 kay6iB, 30K-
pema: NAVI ra T1 NAVI.0 (Natus Vincere.CIS),
BULLS (CIS BULLS) ra in. V¥ Dota 2 rpators
nocriitei ckaaay o 5 oci6. Iianit psaa BiTan3us-
Hux Kibepcmopremenis 3 Dota 2 mparmooTs K y
KAyOHINI cucTemi, Tak i mo3a Hero (a came y me-
SKax TMMYaCOBUX KOMaHAHUX CKAaAiB). CTaHOM Ha
2020 p. rak npamoe 103 i3 214 (a6o 48% xibepc-
IOPTCMEHIB, IO 3aHATI Y TMMYaCOBMX KOMaHA-
HUX CKAAAAX).

KiapKicTh MOCTIMHMX CKAAAIB TaKMX KOMAaHA
HEBEeAMKa, Y 3B'A3KY i3 BHYTPIIIHIMYU HepOAIKaMu
miskHapoaHOT ekocuctemu Dota 2, 30kpema: 1) in-
AuBiAyaabHMM ce30HHMM ¢dopmarom (mo obme-
KY€ 4ac I'pM AASA KOMaHA, KOO HEMa€ TypHipiB
BiA cTOpoHHIX opranizauii); 2) HepiBHOMIpHUM
po3mnoairom npu3oBux GOHAIB (KOMaHAA-TIEpEMO-
SKeIlb OTPUMYE BeCh Ipu30Buit PoHA); 3) BiACyTH-
icTio TYpHIpiB, AKi BUNIAAYYIOTH IPU30Bi 3a yIacTh
y kBaAiikanisnx; 4) HasBHiCTIO cucTeMu KBaAidi-

IlepeanraTunit inpexc 21847

N

N\



N

\\

kaniit 3 3-ma eranamu Bia6opy. loao CS:GO,
1103a KAy6HOIO cucremoro cranom Ha 2020 p. mpa-
uioe 74,38 % Bia 3araapHoi KiabKOCTI KiGepcmop-
TCMEHIB, 11O 3aMHATI y TMM4YaCOBUX KOMaHAHUX
ckaapax [5].

Aisiapricts ki6epcnopremenis CS:GO ta Dota 2
3AlNiCHIOETHCSE B 0OMiH Ha rpouwoBi a6o iHmi
uinHocti (mepep6ayae OTPUMAHHS AOXOAY).
CTpykTypa AOXOAY MOCTINHUX KiGepCropTCcMeHiB
3 CS:GO ra Dota 2 B Vrpaiuu cranom Ha 2020 p.
dopmyeTbes 3 KIABKOX Askepea (Taba. 2):

1) 3apo6itHa nmaara (sika Mae HaGiAbury
CTPYKTYpPHY 4acTKy. Tax, y CTpyKTYpi HOCTiHMUX
ckaaaiB 3 CS:GO Ha 1o cTaTTIO AOXOAIB puna-
Aae 81,45%, a B cTpyKRTYpi MOCTIMHUX CKAAAIB 3
Dota 2 — 64,81%);

2) rpouoBux BUmAAT 3a 06MiH iHpopmarieo i
Aocsipom (e 5,9% AAS MOCTIMHMX CKAAAIB 3
CS:GO ra 14,25% aas ckaaais 3 Dota 2);

3) aoxia Bia ydacti y kKibepcnopTuBHMX 3aX0-
Aax (2,35% aas mocriitanx ckaaais 3 CS:GO ra
10,16% aast moctiitnux ckaaais 3 Dota 2);

4) poxia Bip y4acTi y KiGepcnopTUBHUX 3aX0-
AaX y Me>Kax TMMYaCOBMX CKAAAIB 3aKOPAOHHUX
Ta iHTepHAI[lOHAABHMX CKAAAIB KOMaHA (1x gacT-
Ka ckaapae 13,341% aag Dota 2 ta 10,78 % aas
CS:GO).

3a aHaAi30M 3araAbHOTO AOXOAY MOCTiN-
HUX CKAAAIB Bip yuacTiy kibepcnopTuBHux 3a-
xopaax 3 CS:GO moskHa 3p06UTH BUCHOBOK, 1[0
y IOT neit nokasuuk He Bucokuit. ¥ 2020 p.
HasfBHO BChOTO KiAbKa OCHOBHMX CKAAAiB, IO
Ha pisuux typuipax 3 CS:GO, mo 3pobuan
nouaa $10 tuc.

[IToao 3araAbHOTO AOXOAY OCTiVIHUX CKAAAIB
Bia yuacri y kibepcmopTuBHux 3axopax 3 Dota 2
3a 2020 p. mo>kHa 3pO6GUTH BUCHOBOK, o y IJOT
BiH He BucOKMit. Bukntouenusam e anme NAVI.

Aoxia ki6epcnopremenis 3 Vrpainu Bia yuacTi
y Ki6epCrnopTUBHUX 3aXOAAX Y MEXKAX TUMYACO-
BUX CKAAAIB 3aKOPAOHHMX Ta iHTe pHALilOHAABHUX
CKAAAIB KOMaHA € 6iabm 3HauyHuM. Aast xiGep-
cnoprcmeHiB 3 Dota 2 3HayeHHs 3a Iji€lo cTaTTeio
y 2020 p. ckaaparo $294697,1 [5]. Aas kiGep-
cnoprcmeniB 3 CS:GO 3HayeHHS 3a 1i€10 CTATTIO
y 2020 p. ckaaparo $200879 [5].

Valve Corporation onepaTtop mepesx coriaab-
HOT'O HETBOKIHTY, BIATaK aKTMBHO 3aAydYa€ AO
KiGepCIOPTUBHUX MOAIN TOCTINHI CKAAAM MYABTH-
reiiMiroBMx KOMaHA, fKi € AlpepamMyu AYMOK Ta
HaM6iABII AKTUBHI y cepBicax MOTOKOBOI mepepadi
irop Steam, Valve Anti-Cheat, SteamOS, Steam
Audio Bip Valve Corporation. B Vkpaini rakumu
ckarapamu komaHp €: NaVi (CS:GO), CR4ZY
(CS:GO) ra BuFi 2.0 (Dota 2). Lli ckraau oTpumy-
10Th npsame 3anpomenHsa Valve Corporation Ha
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ocHosHi ki6epcnoptusai moail CS:GO ra Dota 2.

Valve Corporation mae cucremy TpOMIOBUX
BMIAAT KiGepcropTcMeHaMm 3a CTpiMiHT irpoBOro
npoiecy Ta yoro tpancasauii 8 lOry6i, mocuran-
HA-3alpPOIIEHb Y TPy HOBUM TPaBIM, BEACHHS
irpoBux yaris. Taxkirpomosi BunAaty € Askepeaom
AOXOAY IOCTIHUX CKAAAIB KomaHA. Kibepcnopr-
cmenn 3 CS:GO 3 2015 p. mo 2020 p. 36irpmman
HAaAXOAKEHHs 32 0OMiH iHpopMmanieo i AoocBiaoM
3 $26700 a0 $114800 a6o na 329% [5; 6]. Ki6ep-
cnoprcmenu 3 Dota 2, 3a okpecaeHnit nepioa,
36iapmuAn Taki HapxoAkeHHs 3 $15900 ao
$389600 [3; 9]. OcHoBHA YacTKa TAKOTO AOXOAY
— Ije HAAXOASKEeHHs BiA cTpimiHry irpoBoro npo-
uecy ta Tpancasuii 8 FOry6i [9].

IHIMM AsKepeAoM AOXOAY MOCTIMHMX CKAAAIB
myapTHTrenmirosux komaua 3 CS:GO ta Dota 2 B
Vkpaiuu € ix 3apobirna naara. 3a panumn 3 2017—
2020 pp. aras DT minimaarbamit mopir 3apmaar
apic 3 320 po $ 853 ma micsup [9]. Biarak cykymn-
HUI piyHMI 3apO6ITOK NOCTIMHMX CKAAAIB 3
CS:GO y 2020 p. ckaas $1,58 man. Cykymnumit
piuHmit 3apo6itox nocrinanx ckaaais 3 Dota 2 3a
ueit nepioa ckaas $1,77 man [9]. Sapuaara 3are-
SKUTh BiA AOXOAIB KAYOiB.

Aoxia kay6iB Bia komanaHUX ckAaAiB 3 CS:GO
ta Dota 2 popmyeThcs 32 paxyHOK KOHTPAKTIB HA
TUTYABHE CIIOHCOPCTBO, PiYHMX KOHTPAKTIB 3 KO-
MepLifHMMYU DapTHepaMy, IpoAaxi mepyis. Boa-
HOYac AaHi MOAO TaKMX HaAXOA’KEHb Hapisi He
PO3KPUBAIOTHCA.

Valve Corporation onmepaTop Ta cnmoHCOp
kiGepcnoptuBHuX moAii. Menaskopu a6o oc-
HoBHi moaii — me the International ra Counter-
Strike: Global Offensive Bia pospo6uuKa/Buaas-
us irop. loao maitHopiB (a6o perioHaArbHUX
moAiit) Ars ix npoBepenHsa Valve Corporation
3aAydae TypHipHUX oneparopis. OapHaK came B
Vkpaiui B @I Hemae mocTitHux TypHipHUX
oIepaTopiB Ta opraHisanii-mapTHepiB, IO
TpaHCAKIOTh MatHopu. Hait6irpmi kibepcnop-
tuBHi moAif 3 CS:GO ra Dota 2 npoxoaaTs 3a-
KOpAOHOM. BoHM opraHisyorscs 3a miATpUMKK
Valve Corporation Ta niroro pAay iHmmx Kom-
nauin. B Vkpaiui Typuipui oneparopu nposo-
ASTh NEePeBaskHO AOMAIlHi moy-MaTdi. 3aX0AM
nposBoanTs Gameinside.ua, miskHapoAHMI GyK-
Mekepchkuit XoAAuHT Parimatch Vkpaina, @e-
Aepauis kibepcnopry Ykpaiuu [9]. Cucremarn-
Ka pO3BUTKY BHYTpimHbO{ cnopianenocti HOT
Valve Corporation 3a6e3nedyeTscs y Meskax 3a-
raAbHMX 3aXOAIB 3 opraHizanii Ta BepeHHS Ta
Tpancasnii ki6epcmopTuBHux noain. Valve
Corporation, six onepatop Ki6epcrnopTUBHUX
IOAiN, BUCYBA€E BUMOTHM I[OAO: peecTpanii kibep-
CIIOPTCMEHIB, sIKi 6a3Ka0Th TPAHCAIOBATY MATYi
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Ta6nuusa 3. CTpykTypa poxoaie Kioepcnoprcmedie LD Blizzard Entertainment Ta LI Riot Games
B YKpaiHi, ctraHom Ha 2020 p.,%

YacTka J0X0iB, y iX 3arajibHOMy 00csi3i,%
Crari goxoxis Hearthstone | Overwatch League of
Legends
KopoTkocTpoKoBi KOHTPAKTH 3 0,38 0,107248 0,54
BITYM3HSHUMH KIyO0aMu
VYuactb y kKibepcHopTUBHUX 0 0 8,34
3aX0/lax y MeXax THMYaCOBHX
CKJIaJliB 3aKOPJJOHHHUX KOMaH/|
B3aemuuit o6Min indopmanicroi |0 0,022 0,2
JIOCBIIOM
OtpumaHi y mpotueci rpi 99,62 99,874 91,64
Bceworo 100 100 100

Asxepero: cdpopmoBano aBropom Ha ocHOBI [3].

noaif; o6miny iHpopmaniero i poocBiaom kiGep-
cnoprcmeHiB Ha TypHipi. Ao3Bia Ha KiGepcmop-
tusHi 3axoau Valve Corporation 6e3naaTHuii.

LI®T Blizzard Entertainment ta Riot Game ma-
10Th crenyivHmit PO3BUTOK CIOPiAHEHOCTI Kibep-
CHOPTMBHUX OpTaHi3alii Ta CoiAbHOT B YKpaiHi.
Taxkirpynu (popMyIoTbCs epeBaskHO He3aAeKHM-
My Kibepcmoprcmenamu (a came: IX CriAbHOTaMM
3 Overwatch, Hearthstone ta League of Legends).
PosBuTok cnopiaseHocti B cniabHOTax po3po6-
HUKM/ BUAABIi P GOPMYIOTH 32 AOTIOMOTOIO YII-
paBAiHHSA poLEecOM AlSIABHOCTI KibepcrnopTcMeHiB
(Ha ocHOBI 3aX0AiB MaTepiaAPHOTO CTUMYAIOBAH-
Hs y mporeci Tpu).

3 inmoro 60Ky, Blizzard Entertainment ta Riot
Games € onepaTopamu OCHOBHUX KibepCHOpTHB-
HMX apeH i3 ¢ppaH4Ial3MHTOBUMY Mepe>KaMM, 10
y3araAbHIOITh OAHOGOpPMATHI KibepcnopTuBHi
KAYOU, KAYOHI KoMaHAM a60 Tx ckaaan. Taki me-
pesxi B Vkpaiui Maropossuneni. O6MeRyOTh po3-
BUTOK Mepesk ppandain3i KAy6iB OKpeCAeHUX PO3-
poG6HuKis/BuaaBLiB irop [3]: 1) KopcTki BUMOTH
AO HOTeHIiHNX ppaHvait3i (HasAiBHI BUMOTH, IIOAO
MicIjsl 3HAXOAJKEHHS, 3araAbHOI NAOMmi NpuMi-
eHH); 2) BUCOKI CTaBKM POSAATI 3a ppaHmN3010;
3) morpeba y mepBUHHMX iHBECTULfX; 4) peTyAi0-
BaHHA KOHTPAKTHNUX BIAHOCHH MiX KAyGamu Ta
KoMaHAHMMY cKAaapamu. OKpecaeHi po3po6Huky/
BUPOOHUKM irOP PETYAIOIOTh KOHTPAKTHI BIAHOCHK-
HY Mi3K KAy6amy Ta KOMaHAHMMY CKAaAaMy (BCTa-
HOBAIOIOTh MiHIMaAbHMIT piBeHb 3apO6ITHOT mAATHI
KibepcmopTcMeHiB, TpeHepiB, IpaBuAa y4acTi KO-
MaHA y 3MaraHssx). AoAaTKOBO 06MesKeHuit po3-
BUTOK (DPaHIIM3HUX AT, OCKIABKM HasABHi: BUCOKA
IAaTa 3a CAOT; BUMOTY AO TPEHEPCHKOTO CKAAAY
[3].

Sk pe3dyapTaT (PpaHUYaM3MHTOBI MepesKi
Blizzard Entertainment (ix onepatopowm € Blizzard
Arena) B Vkpaiui o6meskeni kay6om Ukraine, mo
NepiOAMYHO 3aAyYa€ TMMYACOBi CKAAAM KOMaHA
UKR Hearthstone ra UKR Overwatch. ®panyaii-
3uHrosi mepesxi Riot Games (ix omepatopom €

¢dinriaau Riot Games) o6meskeHi KAyOHUMYM Opra-
Hizanisamuy, mo nepioAnyHo 3aryyaTs 10-Tb THM-
4acoBMX CKAaAiB komaHnp League of Legends, ce-
pea skux: NAVI CIS ta NAVI (Natus Vincere.),
UKR (Ukraine), FPP (Future Perfect Purple), FPD
(Folleng Perfect Down); POP (POP Corn); MMR
(Might Makes Right); FPU (Future Perfect UA).
NUR (XapkiBchkuit HaljiOHaABHUI YHiBepCcHUTET
paaioeaextpoHnikn), skuit He ysacuuk LIOTI Riot
Games. Mepeska Valorant Riot Games Hapasi ne
chopmosana. biapmicTs KAY6iB nparuyTh 3aAy4ya-
™ KibepcmopTcMeHiB Ha KOPOTKOCTPOKOBUI
TepmiH. 3HauHA KiABKiCTB KiGepcrnopTcMeHiB mpa-
I[I0€ 03a Meskamy KAy6HoT cucremu. Tak, cranom
Ha 2020 p. no3a kay6amu nparioe 49 kibepcnopt-
cmeniB 3a nanpsmkom League of Legends, 60 3a
nanpsimom Hearthstone, 10 3a nanpsmom Over-
watch [5]. Oxpecaeni oco6AnBOCTi BHAMBAIOTH HA
CTPYKTYPY AOXOAIB yuacHukis LIOT.

Aoxoan xi6epcnoprcmenis @I Blizzard
Entertainment ta IIOT' Riot Games cnenudiuni
(ra6a. 3). V ix crpyrTypi Hai6iAbIIOW € YacTKa
HaAXOAJKEHb BiA IIpoIecy I'piu.

Crpyxkrypa A0X0AiB Kibepcnoprmenis y LIOT
Blizzard Entertainment ta LII®T Riot Games 06y-
MOBA€HA HACTYITHUMMU OCOOAUBOCT AMI:

1) kibepcopTCMEHY MaAO IPALIOIOTh Y MEKAX
MOCTIMHMX KOMaHAHUX CKAAIB KAYOHMX OpraHi-
3anin, BiATaK He OTPUMYIOTh BMCOKOI pivyHOT 3a-
po6itaoinaatu. 3a 2020 p. o6¢siru pivHOTO AOXO-
Ay 3a KOHTPaKTaMM CKAAAiB KOMaHA 3 BiTUM3HA-
HUMM KAYO6aMy He3HAYHWIL;

2) koMaHAHI CKAAAM, IO 3aAydYeHi B OKpec-
Aenux JOT Vkpaiuu, He 3aiiMaAu Ipu30BUX MiCIlb
y BeAMKNX TypHipax. Aoxia 3a HanpsaMKOM
BiACYTHI;

3) kiGepcnopTCMEHN PALIOIOTh Y TUMYaCOBUX
KOMaHAMX CKAAAaX 3aKOPAOHHUX KAYOGiB 3
Overwatch ra League of Legends;

4) AoXia BiATOBiAHMX CKAQAIB Bia cTpimiHTy, SK
eAeMeHTY B3a€MHOTO 06MiHy indopmarieio i poc-
BiAOM, € He3HauHUM (cTpiminr Ta FOTy6inr kiGep-
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Ta6nuus 4. CTpykTypa aoxoaie kKibepcnoprtcmeHie y LI PUBG Corporation
B YKpaiHi, ctraHomMm Ha 2020 p., %

Crarti 10X0iB

YacTtka JOXOiB,
y iX 3aranbHOMY

OJWHHYHA I'pa

00cs3i, %
3apobiTHa iara 16,51
3aranpHuUit 0XiJ CKIaIiB KOMaHI B YKpaiHi Big 4,76
y4acTi y KibepCIOPTUBHUX 3aX0IaX
HaaxomkeHHs 32 CIIJIBHUMHE TpOrpaMaMu A0XiaHocTi | 28,08
Y BITUM3HSHUX CKJIaJax
VYyacTp y KiOepCIIOPTUBHHX 3aX0/1aX y Mexkax 1,7

TUMYACOBHX (3aKOPAOHHHX) CKJIaJ[iB KOMaH[ abo

HanxomkeHHst 3a CIIbHUMHE IIPOTpaMaMy A0XiqHOCTI | 7,2
Y 3aKOPJIOHHHUX (THMYaCOBHX) CKJIaax

OtpumaHi y nponeci rpu

35,2

O06MmiH iHpopMati€ro i JOCBiTOM (CTpiMiHT, I0TYOIHT) | 6,6

Beboro

100

Asxepero: cpopmoBano aBTopom Ha ocHOBI [3; 9].

copTcMmeHiB 3piaka Habupae moHaa 1000 nepe-
TASIAIB, IOTO CKAAAHO MOHETM3YBATH);

5) xiGepcnopTcMenn 3apo6ASAIOTH y mpoueci
Tpu.

Oco6auBocti possurky LIOT BuszHayawoTsh
CTPYKTYPY AOXOAIB Ki6epcrnopTUBHMUX KAYGiB-
dpanyaitzi. Bouu meHme 3apo6ASIOT HA TPOAAIKI
CIIOHCOPCHRUX nakeTiB. Kayou oTpumyrors 3uayni
HaAXOASKEHHS BiA HAAQHHA IOCAYT AAS TeiiMepiB,
kiGepcroprcmeHis (cepea sikuX: opraHizanis Tpe-
HYBaABHOTO IPOLIECY; OPEHAA IrpOBOTO 06N AHAH-
H5).

II®T PUBG Corporation pocuts po3BuHeHi,
pisnomauirsi. Ile 06ymoBaene cuegudikoro rpu,
y sikiit rpaBui B kiapkocti Ao 100 oci6 60proThes B
PUBG. Boanouac kiGepcrnoprcMeHy MOKYTh 061~
paTy, AK yBiATHM B MAaT4: IOOAMHI, B Iapi, B Tpio
a60 KOMaHAHUM CKAaAOM 3 4-0x oci6. Cnenndika
TPY IPOAYKYE NOTPeOy y pisHOMaHITHOCTI poAeit
OKpecAeHOro po3po6HuKa/BupobHUEKa irop.
PUBG Corporation oneparop kibepcnopTuBHMX
apeH i3 ¢ppanyain3unrosumu mepexxamu. y HOT e
dpanyainzi kay6u PUBG i kay6m inmmx dpanmms.
V mesxkax HOT PUBG Corporation aitots 3 ¢ppan-
qaiau kayou 3okpema Not So Serious Bip PUBG
(NSS), BorisNeBanPIs Bia United Gamers (komaH-
Aa PLS), NOT TODAY Bia True Gamers (komas-
Aa NOT TODAY) ra Natus Vincere (mocriituuii
ckaap NAVI).

PUBG Corporation onepatop coniaapHOro
HETBOKIHTY Ta OIlepaTop AlAbHOCTI KibepcmopT-
cMmeHiB y npoueci cepii maruiB 3 rpu PUBG. ITo-
Tpe6a y pO3BUTKY TaKUX POAeit po3po6HuKa,/ By~
po6HuKa irop o6ymMoBAEeHA TUM, IO 3HAYHA
KiABKiCTB KiGepCIOpPTCMEHIB AIIOTH 032 KAYGHOIO
cucreMolo. Bonnu € yqacHMKaMm AMIIe TMMYaCOBUX
CKAAAIB 3aKOPAOHHMX KOMaHA a60 HAAAIOTh IIe-
pesary oanunyHii rpi [ 3]. Ars MoneTnzanii 3ausTs
KiGepcropTcMeHiB COLjiaAbHUM HETBOKIHTOM PO3-

N\

po6aena cucrema pedeparbunx nporpam PUBG.
PUBG Corporation, Ak onepaTop AifiAbHOCTI
ki6epcnoprcmenis 3 rpu PUBG, 3a6e3neuye mo-
TUBYBaHHA AO IPOXOAYKEHHS cepil MaT4iB KOIITOM
MaTepiaAbHOTO 3a0XOYEHHS CKAaAiB KOMaHA (3a
AOIIOMOTOIO AOXOAIB Bia mpoIecy rpu).

PUBG Corporation oneparopis ki6epcmop-
tuBHux mopinn. ¥ LIOT Vkpaiuu He 3arydeno ne-
3aAeKHMX TYPHIpHUX ONlepaTopiB i3 TypHIpHUMU
naatrdopmamu. 3 2020 p. po3po6HUK/ BuAABEIb
IpM MAAHYE PO3BMBATH L€l HAIPAMOK B YKpaiHi
3a AONIOMOTOIO 3aAy4€HHA CTOPOHHIX TypHipHMX
omnepartopis AAd mapTHepcbkuX TYpHipiB [9]). Cue-
undivHMUM € Te, 10 KOUITOM OllepaTopis Kibepc-
MOPTUBHMX TOAi po3po6Huk/suaasens PUBG
PO3BMBA€E CIOPiAHEHICTh YYaCHUKIB I'PyNy, KOPU-
CTYIOYNCH 31 CIIABHMX IIpOTpaMm AOXiAHOCTI peri-
OHaABHMX KibepcmopTuBHMX MOAiN. Aast kiGepc-
NOPTUBHUX KOMaHA HafABHI CHiABHI IpOTpamu A0-
XiAHOCTI.

Biarak cTpykTypa AOXOAIB KibepcmopTcMeHiB
y HOT PUBG Corporation B Ykpaiui cranom Ha
2020 p. (ra6a. 4) GopMy€ETHCS IEPEBASKHO AOXO-
Aamu oTpuMmanumu y npoueci rpu (35,2%), Hapxoa-
SKEHHSIMM 3a CIIABHMMMY IIpOTpaMaMiu AOXiAHOCTI
y BiTunsHsHux ckrapax (28,8%) y 3akoppoHHMX
TUMYaCOBUX cKAAAAX (7,2%).

Tak, AAf KiGepcIOPTHBHMX KOMaHA HasBHI
CHiABHI HpOTpamMm AOXiAHOCTI, 0 mepeA6adaoTh
BUIIYCK Ta IPOAAX BHYTpimHbO irpoBux PGC—
IpeAMeTiB, KOITOM AKMX BiTYM3HAHI KOMaHAU
orpumaan y 2020 p. $354032. Ckraam komMaHA, mo
3aMHAAY NIPU30Bi MiCIIA TAKOK OTPUMYIOTH IIPH-
308Bi Bia yyacTi y kiGepcnopTuBHUX 3aX0AaX 3
PUBG.

HaaxoaskeHHs Bia 3apo6iTHOT mAaTH CRAAAIB
komauA PUBG B Vkpaiui minimaasHi (y 38'3Ky i3
HEe3HAYHOIO KiABKICTIO KAYOiB, IO IPALIOIOTH Y Iiiil
cdepi). 3a 2020 p. us cyma He mepeBuUIjyBaAa
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$208200. Ki6epcrnopTcMenyu OTPUMYIOTh 3araAb-
HUIT AOXiA Bia ydacTi y KiGepcnopTUBHMX 3aX0AAX
3 PUBG ckaaai TMMyacoBux (3aKOpAOHHMX Ta
iHTepHanioHaApHNUX) CKAAAiB KoMaHA. OAHAK y
2020 p. Taki AOXOAY € BIAHOCHO HEBMCOKMMMU. 30K-
pema, 3a aHaAi30BaHUM NepioA MPU30Bi CKAAAAAK
$21096, yacTka BiA HAAXOAKEHD 3a CIIIABHUMM IPO-
rpamamu poxianocti — $90360. e nos'szane He
TiABKM 3i ckacyBaHHAM psAAY TypHipiB PUBG
Corporation, are i HOBMMYM IpaBUAAMY yIaCTi KiGep-
ciopTcMeHiB y TypHipax mia eriaoro PUBG Corp.

Takosk KiGepcropTCMeHN MAIOTh 3MOTY OTPH-
MyBaTU AOXOAM BiA Ipolecy I'py, 3a YMOBU pee-
crpauii Ha naardopmi kibepapern PUBG, ae npo-
BOAATHCA HeBeAVKi TypHipu Ta matyi. Lli Aoxoan
3pOCTalOTh y 3aA€KHOCTI Bia IrpOBOro paHTry
Ki6epCIoOpTCMEHy Ta BUIAATH O pedeparbHUM
nporpamam. 3araAbHi BUIIAATY 32 Ii€I0 CTATTEIO Y
2020 p. ckraan $444167 [9].

Oxpecaeni 0CO6AMBOCTI BIAMBAIOTH HA CTPYK-
Typy AoxoAiB yuacHukis LIOT. Ki6epcnopremenn
MalTh TAKOK MOJKAMBICTH 3apoG6iTKy Ha 0OMiHI
inpopmaniero i pocsiaom 3 PUBG yepes PUBG
Mobile, oanak PUBG Corporation He mae cucre-
MM BMHAropoA CIOPTCMEHIB 3a LJi€l0 CTATTEIO.
Hapasi aoxoan kiGepcnoprcmenis Ha oOMiHi
indopmaniero i pocsiaom 3 PUBG ne3nausi, y
3B's13Ky i3 BiACyTHOCTI HeOOXiAHOTO OOAAAHAHHS
AASL OHAQMH-TPAHCAALM.

Oco6ausocri possurky LI®T PUBG Corpo-
ration Ta #OTO BIAMB Ha PO3BUTOK CHOPIAHEHOCT]
KibepcmopTUBHMX Oprauizariif Ta CoiAbHOT B VK-
paiui Bu3Ha4arTh OCOGAMBOCTI AOXOAIB Kibepc-
MOPTUBHUX KAYOiB-ppaHyansi Ta iHmmx, mo Bxo-
Aa1b Ao LIOT PUBG Corporation B Yrpaini. Taki
KAYOM 3apOOGASIOTh Ha:

1) mpoaaski cnorcopcbkux maketis, Aki op-
myioTbcs nia komasAHI ckaaan PUBG (ui pooxoan
€ OCHOBHVMMU Ta CKAAAAOTh 86,5 % Bia 3araabHUX
AOXOAIB);

2) 3ycrpivax reitmepiB Ta pAomamHix KiGepc-
nopTuBHUX MOAISX (3,59 % Bia 3araAbHUX AOXOAIB);

3)3aadi B opeHAY KiMHAT AAS OHAQMH-TPAHC-
ASILif Ta reitmepcbkoro obaapHaHHA (9,8% Bia
3araAbHUX AOXOAIB).

LI®T Electronic Art Hait6iapm cnenudivsi,
IM[OAO PO3BUTKY CIOPiAHEHOCTi, OCKiABKM BUAA-
Be1lb/ pO3pOGHIUK irop OpieHTOBaHMIT OTIepaTOpei-
TUHT KiGepCIIOPTUBHMUX MOAIN, PETYAIOBAaHHS irpo-
BOi AisiabHOCTI, KOomToM peskumy Ultimate Team
FIFA International Soccer Ta onoBaenHs. Ars
ounoBaenus rpu Electronic Arts Boaoaie 6e3aivdio
AleH3iit Ha BUKOPUCTAHHS B TPi GYTOOABHUX Air
pi3HMX KpaiH i rpaBuiB, AKi BUCTYNAIOTh B [[UX YeM-
mionarax. ¥ mardi FIFA moskna Bu6paru crapios,
Ha SIKOMY 6YAe IPOXOAUTHM MaTd i Kl mpodecinui

N

KAyOu, rpaBii rpaTuMyTh B ibomy mMatyi. KiapkicTs
rpasuis 3 Ha 3 (6e3 Boporapis), 4 Ha 4, 5 na 5. He
3Ba’Kalo4yM Ha IOCTiliHe OHOBAEHHSA I'PU PEKUM
Ultimate Team FIFA norpe6ye 3HayHuX BUTpaAT
Ha popMyBaHH KOMaHAN. Biarak kiGepcnoprusHi
opraniszanii Electronic Art Ta ix cmiapHOCTH 3
FIFA maropo3BuHeHi.

Kpim Toro, yuacunkn okpecaenoi HOT rpymn
npeacTaBaeti: 1) cucremMoro KAy6iB i3 RAYGHUMMU
Ki6epdyT6OAPHMMY KOMaHAAMM, WO TPAIOTH Y
Airax Liga Pro ra Ausisioni Yeaenaskepc. Cucre-
My KAy6iB copmoBani Ha 6a3i BiTunsHAHUX DYyT-
60apHNX KAY6iB (Dynamo Kyiv, lllaxrap Aonensk,
"Aunamo", "Kapmnatu", "Bopckaa", "Mapiynoas",
"Auinpo-1", "Aecua", "Koaoc", "Oaekcanppisn”).
BirpwicTs yuacuukis LIOI' ne po3BuBaoThCs y
FIFA y 3B'si3ky i3 Tum, mo EA Sports nouas npo-
BoanTu TypHipu B peskumi Ultimate Team, 3amicTs
KAAQCHYHOTO; 2) TYpHIPHUX OmepaTopiB, WO €
Ainensiapamu Electronic Arts napasi B Ykpaini
HeMae.

BUCHOBKM 3 NPOBEAEHOIO
AOCNIAXXEHHA | NIEPCNEKTUBU
NOAAJNIbLUNX PO3BIAOKY LbOMY
HAMPAMI

Oco6AnBocTi pO3BUTKY KiGepcmopTy, SKUM
o opMuBCs AK HOBA chepa eKOHOMiKM, HOB'A3aHi
i3 moctynmosum popmyBaHHAM crnenudivHOCTI,
IOAO JiOTro BHYTpimHbOI opranizoBanocti. Taka
puca popmye noTpeby BU3HAYEHH S CHCTEMATUKA
BHYTPIIIHBOT OpraHi30BaHOCTI Ti€l cmopiAHEHOCTI,
110 BAACTVBA AASL KOHKPETHMX KiGepCropTUBHUX
IPOAYKTIB, COPMOBAaHNUX CYKYITHOCTAMY CY0 €K-
TiB mpasa, a came: (Hi3NIHUX, OPUANIHUX OCIO Uu
crnenudivyHMX COLiaAbHUX YTBOpPeHb B YKpaiHi
(cmirpHOT). PO3BUTOK BM3HAaYae He3BOPOTHA,
CIpsAMOBaHa, 3aKOHOMipHa 3MiHa, Opi€EHTOBaHA Ha
noran6aenss cnopiauenocti. Ile nos's3aue 3 Tum,
wo y Kibepcnopri Bci opranizanii Ta cniapHOTH
dopmyoTs popmarbHi Ipyny, LirboBi popmaTu
sakux GOPMYyIOThCA 3a MOTPe6OI0 BUAABISA/ PO3-
po6HMKA T'pH, 1[0 € KIGEPCIOPTUBHOIO AMCIIUIIAI-
Howo. CucreMaTnka pO3BUTKY CIOpPiIAHEHOCTI
OKpecAeHMX KibepCcnopTMBHMX opraHisauin Ta
CHiABHOT OOYMOBAEHA TUM, LIO areHTH BIAUBY
pO3BMBAIOTh CBOI IiAbOBI OopMaAbHI Irpymn,
OpiEHTYI0UNCh HA 3aPYUYEHHS KiGepCIOpPTCMEHIB Ta
iX BTpMMaHHA y Me>KaX irpOBUX CIIABHOT, KOMaH-
AHUX CKAaAiB, KOMaHA, KAY6iB, Air, 6iaburicTs
YAEHIB AKMX CMHTE3YIOTh HOYYTTA CHiABHOCTI
IOAO TX AiSIABHOCTI.

ITepcnekTuBY MOAAABIINX PO3BIAOK Y 3a3Ha-
4eHOMY HallpsAMi HOAATAIOTh Y AOCAIAKE€HHI BIIAK-
By Ha €KOHOMIKY eHAeMiYHUX CeKTOPiB udpoBoi
irpoBoi inpycTpil.
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