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THE ESPORTS ECOSYSTEM: DEVELOPMENT FEATURES
IN A GLOBAL CONTEXT

AHomauisi. Y cmammi npoaHanizoeaHo Krto4osi mpeHOu po3sumky iHOycmpii criopmy,
8U3Ha4YeHO Micue ma posb kibepcriopmy 8 ii cmpykmypi. Kibepcriopm — ye opzaHi3o-
8aHa 3maeasibHa OisfnibHicmb odeli i3 8UKOPUCMAaHHAM gideoizop 4Yepe3 iHmepHem
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JEL:

abo nokanbHy mepexy (JIKM). lNomimHo, wo kibepcrnopm dompumyembCsi NE8HOT icmo-
PUYHOI mpaekmopil, WO 8UIUIOCS 8 iX CydacHi XxapakmepucmuKu, 30KpemMa KOHKYPEH-
uisi, coujanbHa 83aemo0isi, EKOHOMIKO-KYfIbMYypPHi efiemMeHmu, po3eazu, nomnynspHicms
i npogbecioHaniam. Y cmammi eu3Ha4yeHo KII4o8i efleMeHmu ekocucmemu Kibepcrio-
pmy, Wo ekn4ae sgideoiepu, epasyie, kKomaHOu, 2s10adqi, iepoesi crninbHOMU, ycmaHosu,
sudasui ma 6y0b-sKi crioHcopu, noe’sa3aHi 3 Humu. Ekocucmema Kibepcriopmy € KoM-
M71eKCHOI Mepexet 83aeMOornos’sa3aHux efieMeHmis, Wo 8KYae epasyie, opeaHisa-
mopie mypHipie, komaHOu, crioHcopie, media, a makoxX rninamagopm 05151 mpaHcasauit ma
Hag4yaHHA. Po3sumok i€l iHOycmpii gidobpaxae He nuwe 3pocmaHHs nomnynspHocmi
gideoizop, a U 3MiHy Ky/bmypHUX ma eKOHOMIYHUX napaduam, 30Kpema 8 uugpposomy
npocmopi. Ocobnusicme Kibepcriopmy rionsieae 8 momy, wWo kibepcrnopm mae 6ci 308-
HiWHI ennemeHmMu, xapakmepHi 0551 3su4aliHo2o 8udy criopmy, oOHaK (1020 xapakmepu-
cmuku He 9o3g0risitomb 8idHocumu (io2o 00 cropmy sIK Kracu4Hoi gi3u4HOi akmueHo-
cmi. BusHayeHo kntodosi sudu ma kamez2opii Kibepcriopmy, (io2o efieMeHmu ma cmpy-
kmypa. Oxapakmepu308aHO PO3MIpU PUHKY 3a U020 eeozpaiyHUM MOWUPEHHSIM ma
OCHOBHUMU ceaMmeHmamu, wo ¢popmyroms 0oxid. BusHadeHo, w,o Kibepcriopm 0emMOoH-
cmpye OuHaMmiyHe 3pocmaHHs 1K PO3MIPY PUHKY, KilTbKOCMI y4yacHUKie, mak i O0XiOHO-
cmi makoeo sudy akmueHocmi. Y cmammi 00CniOXeHO OCHOBHI acnekmu QQyHKUIOHY-
8aHHA kibepcriopmugHoi ekocucmemu, i 83aemo0isi 3 IHWUMU [HOYyCmPpisMU, a makox
OCHOBHI hakmopu, Wo cmumMynrorms if po38UMOK, ceped AKUX MexXHOI02i4Hi iHHosauii,
iHeecmuuji 8 oceimHi npoepamu ma 3MmiHa CycrninbHo20 crnpuldHImms kibepc-
nopmy sik npocgpecii. Ocobnuesy yeazy npudinieHo eKoOHOMIYHHOMY 8uMipy Kibepcriopmy,
a came 8rifiugy CrioHCopcbKUX y200 ma mediarnamagopm Ha 3pocmaHHs fnonynspHocmi
Oucyunnid i npogheciliHux epasuyis.

Knroyoei cnoea: enekmpoHHUl criopm, Kibepcriopm, enekmpoHHUl 6i3Hec, ieposa iHOy-
cmpisi, BKOHOMIYHUU pO38UMOK, 8ideozpa, iHOycmpis po3eaa.

Abstract. The article analyzes the key trends in the development of the sports industry
and defines the place and role of esports within its structure. Esports refers to organized
competitive activities involving video games through the internet or local area networks
(LAN). It is evident that esports follows a certain historical trajectory, which has shaped
its current characteristics, including competition, social interaction, economic and
cultural elements, entertainment, popularity, and professionalism. The paper identifies
the key components of the esports ecosystem, which includes video games, players,
teams, spectators, gaming communities, institutions, publishers, and any sponsors
associated with them. Esports’ ecosystem is a complex network of interconnected
elements, encompassing players, tournament organizers, teams, sponsors, media, and
platforms for broadcasting and training. The growth of this industry reflects not only the
increasing popularity of video games but also shifts in cultural and economic paradigms,
particularly in the digital space. A distinctive feature of esports is that while it shares
many external elements with traditional sports, its characteristics prevent it from being
classified as a sport in the classic sense of physical activity. The paper defines the key
types and categories of esports, its elements, and structure. It describes the market size
in terms of its geographic spread and the main segments that generate revenue. The
study finds that esports demonstrates dynamic growth, both in terms of market size,
participant numbers, and revenue generation. The article explores the fundamental
aspects of how the esports ecosystem operates, its interactions with other industries,
and the primary factors driving its development, including technological innovations,
investments in educational programs, and the shifting societal perception of esports as
a profession. Special attention is given to the economic dimension of esports, particularly
the impact of sponsorship deals and media platforms on the increasing popularity of
disciplines and professional players.

Key words: electronic sports, e-sports, e-business, gaming industry, economic
development, global game, entertainment industry.
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IocTranoBka mpodaemu. CiopT — KyJNbTypHE SIBUINE, SIKE MOCTIHHO pO3BUBA-
€THCSI, B TOMY YHCIIi 3 TTOSIBOIO HOBHX TeXHOJOTiH. CydacHi 1udpoBi TEXHOJOTIT 3po-
o pCBOJ'IIOI_IiIO B CTIIOPTHBHIN KyJIBTYpi caMi, 3HAYHOIO MIpPOI0 yCYBalOYH PO3PUBH
MK (pi3UuHHM i BlpTyaJILHI/IM CHOPTHBHHIM nocsigom. [TosiBa kibepcnopty, BUIY CIIOPTY,
3aCHOBAHOTO HA MEBHHX BIACOIrpaxX, BUK/IMKAB (ITOCOPCHKI 3aHEMOKOEHHS II0J0
BIUIMBY TEXHOJIOT1H Ha CIIOPT, PO3MEKYBaHHS CIIOPTY Ta BiIMOBITHICTH KIIFOYOBUM Xa-
paKTEpUCTUKAM CIIOPTY K (Pi3nuHOi akTuBHOCTI. KibepcropTUBHMIA LIEHTP CTa€ HOBUM
KYJIBTYPHHM 1 COLIaJbHO-€KOHOMIYHUM SIBHIIEM s Jroaed. PopMyeTbesi eKocuc-
TeMa, JI0 SIKOi BXOJATh BifeoirpH, ix BUAABLI Ta AU3aliHEpH, IPaBIli, II1adi, OpraHi-
3aTOpH Ta CIIOHCOPH TYPHIPIB. YYacTh IUX 3aIliKaBJICHUX CTOPIH MOKJIAJAIOThCS Ha
B3a€MO3aJIC)KHI Ta TMHAMIYHI BIJTHOCHHH, SKI MAIOTh TOTEHITiaN 1100 ab0 CripHUsTH 3pO-
CTaHHIO, a00 3ammkoanuTH omy. Kibepcnopr, sik cnennudiyHui HanpsAM CIOpPTY, MPU3-
HaHUU caMme fK CIIOpPT, a He SIK KaTeropis po3Bar BiTHOCHO HEAaBHO MIXHApPOIHUM
OJIMIIHCHKUM KOMITETOM 1 OyJie vacTrHOW OniMmiichkux irop B 2025 p. Ognak 3Ma-
ra”Hs y KibepnpocTopi MaroTh YK€ BJIACHY 1CTOPIIO 1 CBITOBI YE€MITIOHATH, 10 MPHK-
nany Esports World Cup 2024 y Counter-Strike 2 . 3 2018 p. kibepcnopT — 11e yacTuHa
3MarajbHOi IPOrpaMu B paMKax JIiTHIX A3iHCHKHUX irop.

Kibepcropt — 1e heHOMEH, KU CTaB OJHUM 13 HAWMOMYJISAPHININX €ICMECHTIB
CydJacHO1 UG POBOi MOJIOAIKHOI KYJIbTYPH, OJHAK HOTO BUBYCHHSI IOCI CTUKAETHCS 3
HU3KOIO TPYIHOIIIB, a cCaMe: BIJICYTHE PO3YMIHHS BaKJIMBOCTI KiGepcropTy K GpeHo-
MeHa KyJIbTypH; AOCI HassBHE NEPEKOHAHHS, 10 KOMII IOTE€pHI Irpyu IMpU3HAYCH] BU-
HSATKOBO JUIsl AiTel Ta 0e3po0iTHUX; Yy 0araTbox KpaiHax Ki0epcropT BUKJIMKAE KOH-
CepBaTUBHE BIATOPTHEHHs. 3MarajbHl IrpU IHCTUTYIIOHAJII30BaHi, HABITh SKILIO
JMIIE YAaCTKOBO, 0a3yIOThCS HAa COLIaIbHO-EMOIIHHIM MPUXMIBHOCTI TPABLiB 1 IJIs-
nadiB, 1 € GopMoOI0 po3Baru Ta MiANPUEMHULBKOI TisUTBHOCTI. JJuHaMika po3BHTKY
KiOepcropTy AOCHUTH aKTHUBHA, IO pOOHUTH HOTO IIKaBUM Ta aKTyaJbHUM JUIsI JOCIi-
JOKEHHS.

AHauni3 gocaigxens i mybaikaniii. Kibepcnopt € ManogociaikeHUM SBUIIEM, T10-
SICHIOETBCSL THM, IO KiOEpCIOPT Ma€ JOCUTHh HEJOBTY iCTOPII0 PO3BUTKY Ta HEOIHO-
3HaYHE CIPUUHATTS B MEBHHUX BepcTBax cycmniiabcTBa. Jocmignuk P. M. I'pindinn, B
AKIM aHaNi3y€e MPUXUIBHICTD AITEH 10 KOMIT IOTEPHUX TEXHOJIOTIH Ta BiZEOIrop, 30K-
peMa iX MoBeIiHKa Tij] Yac TpH, [0 YacTOo € JOCUTh arpecuBHOI0 [12]. B mporieci goc-
JKEHHS CIIOCTEPIrajgoch MPOBEICHHS 3Maraib 3 KOMI IOTEPHUX 1rop 3 IEBHUM CIIOp-
TUBHHUM PETJIAMEHTOM, SIKE 1aBajio 3MOTY JIEII0 NMPUOOPKATH JIFOJCHKY arpeciro. AHa-
73y mporieciB iHdopMaTu3allii Ta KOMIT FOTepu3allii CyCHiIbCTBAa SK JIOMIHYHOUYOT
peaslbHOCTI cy4acHO1 IuBimizanii npucesueHa npams C. B. KoBanenko, ogaak 3 nepe-
HECEHHSIM aKIeHTy Ha iHpopmartu3amiro ocBiTy [31]. Cepen ykpaiHCHKHX JTOCIIIKESHD
ciig Ha3BaTh podoty K. O. I'oposoi Ta /. A. 'opoBoro, npucBsiueHy aHani3y Cy4yacHUX
TeHICHIIIN PO3BHTKY caMe PHHKY kibepcnopty. JocmiTHUKN 3a3HAYAI0Th, 110 npoBe-
JICHH: TYPHIPIB 3 KIOEPCIIOPTY € OCHOBHIM [DKEPEIIOM 3aTyCHHs HOBUX CIIOHCOPIB Ta
1HBECTOPIB, @ TAKOK nonynﬂpmaun kibepcnopty B ycbomy cBiti [30]. EBosntowist po3-
BUTKY KiOepcropTy aociipkyeTsesi B podorax Van Hilvoorde ta Pot [28], /xenni ta
iH. [16], e BU3HAYEHO, IO MOMYJISAPHICTD KiOepCcrnopTy GOPMYETHCS 32 paXyHOK Iij-
BUIICHHS IOCTYITHOCTI TEXHIKU Ta 3a0€3MeUeHHsT BUCOKOT SKOCTI KOHKYPCY ISl TpaB-
IiB, SIKAHW aKTyaJbHUW SK JJIS TPABINB, TakK 1 /Ui TisgadiB. J[o TOTo K HayKOBOTO
oO0rpyHTyBaHHS MOTpeOye (opMyBaHHS €KOCHCTeMH KibepcnopTy, (opMyBaHHS
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TEOPETUYHOTO MIATPYHTS Ta HAYKOBOTO JOCIIPKEHHS CTAHOBIICHHS HOTO MapaaurMu
K eHOMEHY CITOPTUBHOI IHIYCTPii.

MeToauxka nociaixzkeHHsi. BukopucTaHo MeToiu cucTeMaTH3allii Ta y3aratbHeHHS
IpY BU3HAYCHHI KJIIOYOBUX €JIEMEHTIB €KOCUCTEMH KibepcropTy, abcTparyBaHHs i
yac BUOKPEMJICHHSI CYTTEBUX XapaKTEPUCTHK PO3BUTKY KiOEpCHOPTY B CY4acHii €KO-
HOMIlll, CTATUCTUYHOTO aHaJi3y Y XOJi JAOCIIKEHHS AMHAMIKH PO3BUTKY PUHKY SIK
YaCTHUHU TJ00abHOT IHAYCTPIi CHOPTY Ta HOro eKOHOMIYHOI CKJIa/10BO.

MeTo10 €TATTi € BUSBUTH OCHOBHI €JIEMEHTH, IO BIUIMBATUMYTh Ha PO3BUTOK
KibepcrnopTy Ha MDKHapOJHOMY DIBHI Yepe3 aHajii3 KIOYOBUX KOMIOHEHT €KOCHC-
TEMH KiOepCIopTy.

BujijieHHs HeBHpilleHMX paHille YacTHH 3arajbHoi mpodJjemu. Jloci-
JUKEHHSI HayKOBOTO JOpOOKYy 3 aHaji3y KiOepcmopTy BKa3ye Ha HasBHICTb JIMIIE
dbparMeHTapHUX IOCHIIKEHb KiOEpCHoOpTy SK CTPYKTYPHOI YaCTHHHM 1HAYCTpIi
cropry. CkiagHicTh (PeHOMEHY KiOepcrnopTy BHU3HAYAETHCA HOr0 MPUPOJIOIO, sKa
MOEJHYE €JIEMEHTH CIIOPTY, UUPPOBUX TEXHOJOT1H, O13HECY, KYJIBTYPHU Ta CyCH1Ib-
ctBa. Moro cknaanicTh 06yMOBIIEHA INBHAKMMH 3MiHAMH B iHAyCTpii, BILTHBOM IIH-
¢dpoBux miardopm Ta riobamizamiero. EkoHOMIKa KiOepcropTy OXOILIOE Oarato
HampsiMiB — Bia ¢iHaHCIB 1 Oi3HEec-Moenell 10 peryJroBaHHs Ta COMIaIbHOTO
BITUBY. JlOCHIPKEHHS WX MUTaHb J03BOJISE 3PO3YMITH NEPCIEKTUBU PO3BUTKY
iHaycTpii Ta if ponp y rimo0anpHIi €KOHOMINI, 3BaXKal0UM Ha CKJIAHICTh IPUPOIU
kiOepcnopty. JlocsrHEeHHs] BU3BHAUEHOI B CTATTI METH Iepeadayae BUBUEHHS 0C00-
JUBOCTEH PO3BHUTKY KiOepcrmopTy B r1oOaibHIM 1HAYCTpii CHOPTY, BU3HAYEHHS
KJIFOUOBHX €JIEMEHTIB €KOCUCTEMH KiOepcrnopTy Ta KIFOYOBUX €KOHOMIUHMX IOKa-
3HHKIB 11 (yHKI[IOHYBaHHS.

Bukiaa ocHoBHoro martepiaay. KibepcmopT mMae 30BHIIIHI XapaKTePUCTUKH,
OB’ s13aHi 3 TPO¥O, sIKi € PyHIaMEHTATLHUMH ISl 3BUYaHUX BUIB criopTy. Kirrodo-
BHMH XapaKTEPUCTHUKAMH, SKi BU3HAYAIOTh KiOEPCIOPT K OJHY 3 KaTeropii Cropry,
€ CYNEpHHULTBO, HASIBHICTh YITKUX MPABUJI 1 CYA1IBCTBA, HASBHICTh CBITOBUX YEMIIi-
OHATIB, TPEHYBaHb, MIATPUMKA (I3MYHOTO Ta MEHTAJIBHOTO CTaHy TIPaBIliB, BH-
3HaHHSA MixHapogauM ONIMIIIHCHKUM KOMITETOM Ta ypPSIIOBUMH OpTaHi3alisiMu.
Kpim Toro, kibepcrnopT mae BiacHi npodeciitHi opranizaiii Ta kKi1you, ClIOHCOPCTBO
1 BJIaCHE CIIOHCOPH, HAsIBHICTh MPU30BUX Ta MOMYJAPHICT Y IUIsiAaviB. ['paBui 3ma-
raroTbes (3BHYAiHI BUAM CHOPTY TaKOXXK MAlOTh KaTeropii, SK-OT IJIaBaHHs, OIr
TOIIO) 1 MAIOTh crieMQigHiI 3MarajabHi MPOIECH Ta BEJIMKI criopTuBHI moii. 111 3ma-
rajbHi IPOLIECH BKJIIOYAIOTh MPOQECIHHUX TPaBIliB, KOMaH/IH, 1 TPEHEPiB, 1 BUMara-
10Th ()13MYHOI MIJTOTOBKU Ta BIPOBADKEHHS MEBHUX CTpATeTid A 3a0e3nedeHHs
nepemoru [25].

Opnak kibepcnopT — 1€ He yHITapHE SBUIIE, MICTUTh 3HaYHY KUIBKICTh CKIIAI0-
BUX, SIKI MO’)KHa BHOKPEMHUTH 3aJIEKHO BiJI KJIIFOUOBUX XapaKTEPUCTHK TP, 30KpemMa
CTparterii, yTepu, CAUMYJISATOPH, O1HIIIBCHKI I'pH, KAPTKOBI irpH Ta iH. O1HaK po3moii
Ki0epcrnopTy Ha KaTeropii € 0COOIMBICTIO, OB’ A3aHOIO 3 IPOIO, sIKA MIOB’A3aHa 31 CIo-
co0OM rpH, TPOAYKTHBHICTIO Ta JiSUTBHICTIO TPaBIIiB, SK Y BUMIAJKY 3 IrPaMH B PI3HUX
KaTeropisix 3BMUaiHUX BUIIB cIOPTY (puc. 1).
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KIBEPCIIOPT

BIEOITPH 1PO BIIKH CMIOPTUBHI BIZIEOITPH METAITPH
| - ' - |
TAKISIK: STREET FIGHTER V, TEKKEN 7 TAKISIK: SPEEDRUNNING
—

TAKI SIK: FIFA. NBA 2K BUIEOITPHTOHKH TAKI SIK: WIF SPORTS, VIRTUAL SPORTS (ZWIFT ETC.)

TAKI SIK: FI, WRC, GRAN TURISMO

[ CTPATET'TYHI BIIEOIT'PU l

[ BIZIEOI'PH IIYTEPH BIJLTTEPLIC YIULUI.II] [L TPATEITYHI BUIEOIIPH B PEAJILHOMY Y. \L[] [kl‘[l»]\.\ ONJIANH ITOP BATTLE ARE .\'.\]

TAKI SK: COUNTER-STRIKE: GLOBAL OFFENSIVE (CS:GO) TAKI SIK: STARCRAFT 11, AGE OF EMPIRES IV TAKI SIK: LEAGUE OF LEGENDS (LOL), DOTA 2

Pucynok 1. Bunu ta xareropii kibepcropty
rcepeno: cuctematn3zoBaHo aBTopoM 3a [8; 9; 13; 17; 20; 22; 26; 29].

KibGepcnopT Moxe sBISITH COOOK 1HIMBIMyalbHI irpH, MacoBi OaraTOKOpUCTYyBa-
npKi  onnaitH-irpp  (MMOG) abo 6aFaTOK0pI/ICTyBaHBKi OHJIANH- pOJIBOBi irpn
(MMORPG) [16; 18]. ITloxo merairop, ski, 32 cioami XeMMIHICEHA, HAMEHII Bi-
JIoMi [13] —11e Bmemrpn CTBOPEHI Ha OCHOBI ICHyIO‘-II/IX BiZieoirop i 3MiHeHa KOH(i-
Typalis IPaBUII 1 HiIei, p03p06neH1/1x TPABIAMH T2 CHUTBHOTOIO TPH.

CriopTHBHI YeMITIOHATH TOB’A3YIOTh TPAIAHLINHHI BUIU CIIOPTY 3 KibepcropToM, 3a-
0e3medyoYr BUAOBUIIHICTD Ul 3TyYCHHS OLIBIINOT KITBKOCTI BOOJIBAJIBHUKIB Ta
IIA1a4iB, IO HAJa€ KiGepCropTy O3HAK SK BIACHE CHOPTY, TaK 1 pO3BaKaJIbHOTO Xa-
paktepy [22]. OgHak HalmonyaspHIMLUN KIOEPCIIOPT HE CTOCYEThCS PEAIbHO CIOPTY,
asie 30cepe/KeHl Ha BINCHKOBIH cTparerii Ta BifOyBaroThcs y BUTaAaHux cpitax [16].
Hpyra ocobnuBicTh KibepcnopTy, MOB’si3aHa 3 TPOI0, — IHCTUTYIIMHA MPUpOa 3Ma-
ra”Hs Mix rpasipsiva. Kidepcopt mae 3MaranHs, siki MOKYTh OyTH HEBEJTUKUMHU, JIO-
KaJbHUMH, B 1HTEpHET-Kade abo B paMkax ¢ectuBamo nuppoBux TexHomuorii [27].
Opnak € TakoX o(diriitHI HalllOHATLHI Ta MIXXHAPOIHI 3aX0/I1 3 BEJIMKUMU TPOIIOBUMU
npu3amu, Hanpukiaaa, The International 2024 (Dota 2) maB npu3oBuii GoHI MOHAA
24 moH jom. [19].

Mo>Ha BHOKPEMHTH TPH THIIM 3MaraHb IPaBIiB, 30KpeMa TYpHIpH, JIT'U TOHH-
xeHHs Ta jirk ppanmmsu [10]. Typuipn — Halinpocrimmii criocid opranizamii 3Ma-
TaHHs JJIs1 IEBHUX B11€0Irop, SIK MPaBUIIO, KOPOTKOYACHI, OJIMH HA OJWH TPYIIOBI MaTdi
(o kpyToBi#i cucTeMi) i 3 Kareropisimu abo 6e3 HuX (koManx). KibepcnopTuBHi jiru
Ha TOHIKEHHS — 1€ IPYTHiA THIT 3Marafb, e OpraHizallis 3aCHOBaHa Ha TIOPSIKY pO3-
TalllyBaHHA I'paBLiB (a00 KOMaH[), SK 1 B MOAIOHUX 3MaraHHs B €BPONEUCHKUX (PYT-
OonbHUX Jirax. Lli niru xapakTepusyoThCs MPOCYBaHHS Ta NOHM)KEHHS TPpaBIliB (abo
KoMmaHs) 10 pizaux kareropiit [10]. Jlira ¢dpanuaiizunry — 1me kKareropis Jir, y sKii
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KOMaH/IM TapaHTOBaHi BiJl OyAb-IKUX (PiHAHCOBUX BTPAT IIOPOKY, 100 HE OYIJI0 PU3UKY
Oepe ydacTh B iHBecTyBaHHI. OJlHaK y LIbOMY THIIl JII' TAKOX 1CHY€ CHCTEMa IOHH-
JKEHHS Ta MPOCYBAHHS KOMaH/ y PI3HUX JHMBI310HAX.

UemmioHaTH CBIiTY 3 KiOepcropTy OpraHi30BYIOTHCS K Ha MMOHMKEHHS, TaK 1 3a (paH-
3010 JIiT. JIirk BUJIhOTY € OUIBII CTIpaBeASTMBOIO MOICIUTIO ISl IEPCIIEKTUBHUX Mai-
OyTHIX KOMaH/I Ta OLTBII IiKaBi JIJIs MaHYBAJILHUKIB KiOEPCIIOPTY, ajie MPU3BOISATH JI0
MEHIIIOT TPUOYTKOBOCTI JIJIsl iHBECTOPIB Yepe3 HEBU3HAYEHICTh KOMAaH]I i3 mepeOyBaH-
HSIM y BULIIH 1131, {7151 HUX ppaHyaii3uHroB1 Jird MOXKYTh OyTH HalKpaIIOK0 MOACILITIO,
SIKIIIO METOIO € 30UIbIICHHS NPUOYTKY /sl IHBECTOPIB, HA/IilHI KOHTPAKTH JJIS TpaB-
IiB, 1 3aOBOJICHHS UIsl TJIs1a4iB 1 BOOJIBAJIBHUKIB, SIKI MiATPUMYIOTh KOMaHIN y
CBOEMY MICTI.

Baprto 3a3HaunTH, 110 3 OISy HA MOMYJISPHICTE KiOepcropTy, HAaOyTTs HUM Kja-
CHYHHUX O3HAaK CIOPTY (popMyeThCs Horo crierudiuHa eKOCUCTeMa, 10 XapaKTepu3y-
€THCS B3AEMO3AJICKHICTIO, CIUIBHUMH IIIHHOCTSIMU, THYUYKICTIO Ta IallTUBHICTIO, KOH-
KYPEHTHICTIO Ta KOOTICPAITIEI0 JIJIS TOCSTHEHHS CIUTBHUX IIJICH 1 BKIIOYAE KOMaHIH
npogeciiiHux rpaBuiB, npodeciitHi kiyou, ¢peaepariii Ta jiru, BOOIIBaJIbHUKIB Ta CIIO-
xuBauiB (ambacanopiB Ta paH-KIyOH), MeaiapecypcH (KaHajH, CTPUMIHTOBI CepBicH,
colianbHI Mepesi), CIOHCOPIB, PEKIaMOAABLIIB, OPEHIM CHOPTUBHOTO OJATY, apeHH,
TpeHyBaJbHI 0a3u Ta KJIyOW, aHATITHUYHI Ta CTATUCTUYHI KOMIIaHii, TPEHyBaJIbHI TeX-
HOJIOTIi Ta TEXHOJIOT1i JOMOBHEHOT UM BipTyallbHOT peaibHOCTI. B3aeMomist Mixk BciMa
ydacHUKaMH popmye crieriudivHe cepeioBHIIe, 110 HA0YBAE 03HAK 3aMKHEHOTO IIUKITY
(dbopMyBaHHs PO3BaXKAIILHO-CIIOPTUBHOT'O KOHTEHTY Ta HOTO CIIO)KMBaHHS, a €KOCHUC-
TeMa KibepcropTy — Iie CKIaIHUH, TUHAMIYHUN PUHOK, 110 TOCTIHHO PO3IIUPIOETHCS,
ouiKyeThCs, o a0 2032 p. ioro po3mip craHoBUTUME Maibke 10 mipa moi., nuiie
noxin y 2025 p. ouikyeTbes Ha piBHI 4,8 MIIpI 01., TIPH IOPIYHOMY 3pOCTaHHI 5,54
%. HaiiGinpiry AuHaMiKy MPOJIEMOHCTPYE CETMEHT CTaBOK Ha CIIOPT, 3 00CATOM PUHKY
2,8 mapnx goa. B 2025 p. (puc. 2) [3].
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Pucynoxk 2. IIporao3osati oIiHKH MacIITabiB pUHKY KiOepcropTy
B ycboMy cBiTi 3 2023 mo 2033 pp., mupa gon. CIIA

Ioicepeno: [6].



Haiibinpury wactky noxoxay ¢opmye punok Kurato ta CLLA, ne puHOK HalO1IbII
PO3BMHEHMH 1 HAWOLIBIIIA YacTKa 3aJIy4YeHHUX CIIOKUBadiB (puc. 3).

400

360.1

350

300

243

250

§ 205.8

200

/A
7

150

JIOXIJ1 Y MUTbMOHAX JIOJIAPIB CLIA

100

50

KUTAM CIOJIYYEHI LHTATH 3AXITHA €BPOITA

Pucynoxk 3. Jloxia puHKY KidepcrmopTy B ycboMy cBiTi y 2021 p.
3a perionamu, MiH 1oi1. CIIA

Ioicepeno: [4].

[ HaWOUTBIIMM JDKEpEoM JIOXO1ly € CHOHCOPCTBO, IO B 2022 p. mpuHecno
837,3 MIIH 1071. 3a7y4eHUX KOIITIB, 1 MezuanpaBa 3 maibke 208 MiH 1071. (puc. 4)

Ha noparok 10 KOHKYpPEHTHOTO aclekTy, SKUid Ki0epcrnopT NOUIL€ 31 3BUYaAHUMHU
BUJIAMH CIIOPTY, 1€ TaKOXX Ba)XJIMBO BII3BHAYUTH, 110 BOHH MAlOTh NMEBHUH CTYITiHb
iHCcTUTYHIOHAMI3aMi. OqHUM 13 mepimux oQiliifHOI0 opraHi3alieto, 3acHoBaHoro B [1iB-
nenniii Kopei, crana Kopeticbka acomiaris kioepcrnopry (KeSpa), sika Oyna cTBopeHa
B 2000 p. [27]. Lle acomiaiiis, sika peryJtoe aaMiHICTpaTUBHI MUTaHHS (KOHTPAKTH, 3ap-
IUTaTH, TIOJIOKEHHS, PEUTHHI Y, TUIIH JIT) y 25 pi3HUX BuAax Kidepcnopry. OnHak mo-
NiOHI opraHi3allii CTBOpeHi B €Bporni Ta Amepuili, Hanmpukiaa Acoriaiis Kibepermopry
Benuxkoi BpI/ITaHll a6o Esports Integrlty Coalition (ESIC) y CHIA [11]. CtBOpeHHs
TaKUX IHCTUTYII} BUKIMKAJIO ACAK 3aHETIOKOEHHS y CBITI KiOEpCIOpTY, HANpPHKIIAL,
yn kojeriansHui Jlirn xi6epcnopry B CIIIA noBunHI TIPHE/IHATHCA 110 HamionansHoi
YHIBEPCUTETCHKOT aTJIETUYHOI acoIlialii, Mo 3aiMaeThCsl 3BUUAWHUM CTYJIECHTCHKUM
crioptoM [1]. ¥V 2008 p. Oyna 3acHoBana MixkHapoaHa deneparis kidepcropty (IeSF,
2023), sxa moyvana CHiBHOPAIlOBAaTH y>K€ CTBOPEHHMHM acorialisiMu B A3ii Ta €Bpori
KpaiHU 31 CHUIbHOIO MeTor cTalimizauii kibepcnopty. Kpim Toro, Oynau crBopeHi
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acomianii rpasmi, Taki sk G7, 3aCHOBaHA B 2OQ6 p. cimoma npo@eciﬁHHMH KOMaH-
JIlaMH, HaMarar4yuch 3aXUCTUTH IHTEPECH TPABIIB 32 MEKaMH HalliOHAJILHHUX acollia-
1iH, sIKi OyJIM CTBOpEHI.

1000
900
800
700
600
500
400

300

JIOXIJ1 Y MUIBHOHAX JIOJIAPIB CIIA

200

100

CIOHCOPCTBO MEJUA [TPABA TOHOPAPH BHJIABILL - MEPY TA KBHTKH JUJDKITATL CTPIMIHI

Pucynok 4. Jloxin puHKy KibepcropTy B ycboMy cBiTi y 2022 p.
3a cerMmenTamu, MiH goa. CIITA

Ioicepeno: [5).

31 cKa3aHOro BHILE 3pO3yMiNO, IO HE iICHY€ €IUHOI (hikCOBaHOI OpraHizaliiHoi
CTPYKTYpH, siKa Kepye KibepcropToM. HaToMicTh iICHYIOTH pi3HI OpraHi3aliiHi CTpyK-
TYpH 3 PI3HHMH IIPaBUJIAMH 1 IPaBWIA A7 PI3HUX BHUJIB YEMITIOHATIB, SIKI OpTraHi3o-
ByIOThCS [14; 23]. YnpaBiinas KiOepcrnopToM 3aJeKUTh BiJl BUAAHHS BiJI€0OIrop, KOM-
naHiii abo pi3HUX OpraHi3alii, SKi aIanTyTh HOT0 y TaKUW CIOCiO, MO0 CpHAITH 1
peKiaMmye CBOI TOBapH Ta TIOCIYTH 1, 3BICHO, 30UIbIIyfoun cBOi mpuOyTKu. [InTaHHs
e(eKTUBHOTO YNPaBJIIHHS € Ba)XJIMBUM, OCKUIBKU MOB’s3aHE 3 BHUPILIEHHS 0araTbox
npo0JieM, sIKi ICHYIOTh y HUX, 3/1e0UTBIIOr0 Yepe3 BiJCYTHICTh YITKMX HOPMATHBIB B
pEryJIIOBaHHI Mi>KHAPOIHOTO 3aKOHO1aBCTBA [15].
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Kibepcmopt TicHO TIOB’si3aHM 3 IHIAYCTPI€IO pO3Bar i BBAKAETHCS (HOPMOIO JTITIOBOT
aKTUBHOCTI Ha J10JIaTOK J0 po3Bar. EKOHOMIYHI CTaBKH Ui (Gi3WYHUX OC10 3aTyueHHs
110 KiOepcropTy € 3HAYHUMH, BPaxOBYIOUH, IO JIOXOIU OTPUMYIOTh BiJl MEperysay i
y4acTh y KibepcropTi Moxke OyTH Bennde3Horo. [lomymsapHicTh KiGepermopTy K Ke-
penia po3Bard MiJKPECIOTh I[IHHICTh IHBECTYBaHHS B HHX. BBakaeThcs, IO /10
2029 p. puHOK KiOepcropTy oXonuTh 896,0 MIH KOPUCTYBaviB, a 00CAT pUHKY CTaBOK
cranoButume 3,5 miapn goi. CIIIA. B A3ii pyHOK cTaBOK Ha KiOepCHOpT CTPIMKO po3-
IIAPIOETHCS 3aBASKH TJIMOOKO BKOpIHEHINH TeWMMEpChKid KyJIbTypi Ta PO3BUHEHIH
OHJIAaWH-1HPPACTPYKTYPI.

Oco06nuBo Bupizuserbes [liBnenna Kopes, ae inaycTpis KibepcnopTy npousitae
3aBISKH BEJIUKIH KITBKOCTI TpodeciiHMX KOMaHI 1 YHCICHHHM TYypHIipaMm.
B €Bpormi po3BUTOK pUHKY 3HAYHOIO MipOIO 3aJI€KUTh BiJl 3aKOHOAABYUX HOPM, SKi
BIIPI3HAIOTHCSA B KOXKHIM KpaiHi: y NEAKUX JII0Th OLIbII JOSUIbHI MpaBHIIa 1100
CTaBOK, TOJI SIK, HANpHUKIaa, y HiMmedunHi iCHYIOTh )KOPCTKI OOMEXEHHS, 10 CTPH-
MYIOTh HOro 3pocTaHHs. TakoX KyJbTypHI OCOOJIMBOCTI BIUIMBAIOTh HA MOMYJISp-
HICTb Pi3HUX 1r0p 1 GopMaTiB CTABOK: y KpaiHax A3ii mepeBaxkae intepec 10 League
of Legends, toxi sik y IliBHiIuHIl AMepuIli HAWOIIBIINIA TOMUT MAIOTh IIYTEPHU Bij
nepmroi ocobu [3].

BucHoBKH. 3araiiom o0rpyHTYBaHHS O613HEC-MO/Ieli KIOEpCIOPTY OXOILIIOE 3HAUHY
KUIBKICTh YYaCHHWKIB, BiJi BHJABIIIB BiJICOIrOp, M0 PEKIAMYIOTh CBOIO MPOAYKIIiIO,
OTPUMYIOTH JTOXIJ] BiJl MPOJAXXy TIPaB Ha TPAHCIIAIIIO CIIOPTUBHHUX MeJia 10 TIISAadiB,
K1 GOpMYIOTh (piHAHCOBI MOTOKHU KibepcrnopTy. OueBHIHO, IO IHAYCTPisA KibepcrnopTy
BUMarae npodeciiHocTi Juist opraHizaiii po3sar. Cami BiJIeoirpu, a TaKoX iXHi BiAIO-
BiJIHI BU/ABIII Ta AU3aliHEPH, TPaBIli, IJIsAa4i, OpraHizaTOpH TYPHIPiB Ta BC1 CHOHCOPH
poOaATH CBilf BHECOK y (heHOMEH KiOepCropTy, IO MPOSBIISETHCS Yepe3 iX B3aeMo3a-
JEKHICTh 1 B3aemopito. Pi3HOMaHITHI BUAM KiOepcropTy Ta Ba)JIMBI YEMITIOHATH,
OB’ S3al0Th MIXK CO00I0 iX 13 CydyaCHMMH 3BHYAHHMMHU BHJIAMH cropty. Jleski 3 mux
BUIB KiOepCopTy IMITYIOTh TPaIUIIiiHI CIIOPTHBHI 3aX0/H, a iXHI MOJIii CTBOPEHI 3a
3pa3KkoM KJIACHYHHX CIIOPTUBHUX JIIT, TAKUX K GyTOos a6o 6ackerdon. HesBakaroun
Ha Te, M0 KiOepCcrmopT Mae MEeBHY IHCTUTYIIOHANI3allil0, HOMy HE BHCTa4a€ €IUHOL
MDKHApPOJIHOT aJIMIHICTPaTUBHOI CTPYKTYpH AJIs JeTiTUMI3allii, BUPIIIEHHS IOpUANY-
HUX Ta OpPTaHi3aliifHuX MUTaHb.

Kpim Toro, xibepcrnopT cTaB MIMPOKO MOIMYJISIPHOIO (POPMOIO pO3Bar Ta BOAHOYAC
npuOyTKOBOIO AisUIbHICTE. e MOsSCHIOEThCS TUM, 11O LI Cy0’€KTH, 30KpeMa CIIOPTUBHI
3MI Ta po3Baru, BUIABHHUIITBA BiJICOIrOpP, OPraHi3aTOpH YEMITIOHATY, BIIACHUKH Ta 3BU-
YaifHI CHOPTHUBHI KOMaH/M MPar€HyTh OTPUMAaTH MPHOYTOK Bif iX 3pocTarouoi momy-
JSIPHOCTI 1 pO3MIMPEHHS, (PYHKIIIOHYIOUH SK COLIaTbHO-€KOHOMIYHA MisIIBHICTb, SIKa
IpUTaMaHHa KJIACUYHUM BHUAaM crnoptry. JlochikeHHs KiOepcrnopTy CTHUKAEThCS 3
HHU3KOIO BUKIJIMKIB, TTOB’SI3aHUX 13 IIBUKOIO €BOJIOLIEIO ray3i, i 0araToBUMIipHICTIO
Ta BIJICYTHICTIO YCTaJIeHMX HAayKOBUX MiAXoAiB. JlocnmimkeHHs KibepcropTy € CKiaj-
HUM 4Yepe3 WOro TMHAMIYHICTh, MPABOBI MPOOIEMHU, HECTaYy aKaJeMIYHHUX JDKEepel Ta
perioHabHI 0COOIUBOCTI.
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DOMINANT TRENDS IN THE DEVELOPMENT
OF THE GLOBAL ECONOMY IN THE WORLD

AHomauisi. byno npoeedeHo 00cnidxeHHs1 Wodo OOMIHYHYUX MeHOeHUIl y pO38UMKY C8i-
moeoi ekoHoMiKU. [ns po3kpumms memu 0ocrnidxeHHs1 aemop docnidxysae meope-
mu4yHe MOHAMMS «PO38UMOK» Yepes aHasi3 8idrnoeiOHOT nimepamypu. Y crmammi asmop
MPOMOHYE PO32/ITHYMU KII0H08I XpOHOM02i4HI Nodii, Lo cmocyrombCsi pO38UMKY €8imoeor
€KOHOMIKU, MoYuHaro4u 3 noyamky anobanisayitiHux npouecie y ceimi. AHanisyr4du icmo-
PuyYHi nodii, poboma s8usierisie eKOHOMIYHI Ipoyecu, Wo cchopMysarsnucs Ha KOXXHOMY emarni
po3eumky enobasnbHOi ekoHoMiku. [ocnidxeHHss nidmeepdxye, wio enobanizauis ma
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