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PONb MELIA Y MONYNAPU3ALII XIHOYOr O KIEEPCMOPTY

Akosenko 0.0., LWuHkapyk O.A., CmpoeaHoe C.B., Mempuk 0.0. lonosaHoea HJI. Ponb media y
nonynsipu3ayii xiHo4o20 ki6epcnopmy. Y 0ocnidxeHHi aucsimneHo ocobnugocmi MedianiompumKu XiHOYUX KiBepCnopmueHUX
3mazaHb. [poaHanizogaHo duHamiky ensdaubkoi aydumopii Ha ocHogi OaHux makux nmameopm, sk YouTube Gaming, Twitch,
Instagram ma iH. [loka3aHo, ik akmusHa 63aemolis 3i CnifbHOMaMu, 3anydeHHs iHQIeHcepie i eidyanizauis KOHMeHmMy
cnpusitomb  NIOBULEHHIO  iHMepecy 00 XIHOYUX 3maeaHb. [lpedcmagneHo KinbKiCHi NOKa3HUKU 3pOCMaHHs  ensidaubKoi
aKmugHOCMI ma OXONJIeHHs XIHOYUX mYypHipie. Po3ansiHymo nepesaau sukopucmarHs media dnsi nodonarHHs bap'epie y cebepi
XKIHOY020 Kibepcnopmy, 8K/MoYaroyu (hopMyBaHHs NO3UMUBHO20 IMIOXY, PO3WUPEHHS Kap'epHUX Moxnusocmel Ons XIHOK i
3abe3neyeHHs iHkmo3ueHocmi. [logedeHo, wo sikicHa medianidmpumka MOXe Cmamu 8aX/ueUM YUHHUKOM y nNOOOMaHHi
couiokynemypHux bap’epis, cnpusioyu 3amyqeHHio XiHoK 00 kibepcnopmy, nidsuwieHHio ixHboi npoghecitiHoi akmugHocmi ma
CMBOPEHHI0 yMOo8 01151 pigHONPagHo20 Po3sumKy uiei 2anysi. MokasaHo, wWo eekmusHa mediacmpamezis cnpusie NiOBULLEHHI
nonynsipHocmi ma - couiarnbHy 3Hauywicm.

Knroyoei cnoea: xiHoyull kibepcnopm, nonynspusauis, cmpimiHeosi nnamepopmu, coujanbHi Mepexi, medilHa
nidmpumka, ensdaubka aydumopis.

Yakovenko 0.0., Shynkaruk O.A., Stroganov S.V., Petryk 0.0., Golovanova N.L. The Role of Media in
Popularizing Women's Esports. The role of media in popularizing women's esports has gained increasing scholarly attention as
the industry continues to grow in scale and influence. This article explores the multifaceted role of media in fostering the
development and visibility of women's esports, addressing the unique challenges faced by female players, teams, and
tournaments. It comprehensively analyzes the interplay between traditional media, streaming platforms, social networks, and
community-driven initiatives, identifying their contributions to increasing audience engagement and challenging gender
stereotypes.

Key elements include the growing presence of women's esports on streaming platforms such as Twitch and YouTube
Gaming, which facilitate direct interaction between players and audiences, enhancing viewer loyalty and promoting inclusivity. The
analysis highlights the dynamic nature of media engagement, emphasizing the power of visual platforms like Instagram for sharing
tournament highlights, and the conversational appeal of Reddit, which enables in-depth discussions about matches and teams.
These platforms are crucial tools for expanding visibility and creating a positive image of women's participation in esports.

The role of influencers and content creators is particularly significant, as they help bridge the gap between professional
players and the general public. Influencers amplify the reach of women’s tournaments by integrating narratives of resilience and
success into their content, thus reshaping public perceptions and sparking interest in female-led teams. This article also examines
how collaborative efforts among players, organizers, and media outlets contribute to a supportive ecosystem for women's esports.
Media can address existing barriers and attract a more diverse audience by creating communities around tournaments, promoting
relatable player stories, and focusing on inclusivity.

The findings suggest that the strategic use of media in promoting women’s esports has the potential to redefine the
esports landscape. With a focus on inclusivity, equal representation, and community-building, media can be a powerful catalyst for
breaking down barriers and ensuring sustainable growth for women in esports.

Keywords: women's esports, popularization, streaming platforms, social media, media support, viewership.

MoctaHoBka npobnemu. CTpiMKUIA PO3BUTOK KiBEPCNOPTUBHOI rany3i CNpUYMHEHUIA BNMBOM COLlianbHUX MEpex Ta
Pi3HWX CTPIMIHrOBMX NnaTchopM, fe Mejia BigirpatoTb KMNKUYOBY porb Y hopMyBaHHi 06pa3y CopTCMEHIB, BUCBITNEHHI 3MaraHb Ta
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BMMMBI HA CNpUAHATTA rnsagadamu kibepcnopty 3aranom. OcobnvBo BaxnMBO pO3MNsHYTM pornb Media y niaTpuMuyi Ta
nonynsapu3aLii XiHo4oro KibepcnopTy, OCKiNbKM Liel HanpsIMOK CTUKAETHCS 3 YUCHEHHUMI BUKMUKaMK, 30KpeMa, CTepeoTunamm,
Opakom BUCBITNEHHS Ta 0OMEXEHUMU MOXITMBOCTSIMM [11151 KIHOK MOPIBHSIHO 3 Y0MOBikaMu y cdoepi kibepcropTy.

CborogHi couianbHi Mepexi, CTPUMIHIOBI NnaTopmMu, HOBMHHI PEcypcy Ta peknamHi KamnaHii MakTb 3HAYHWIA
MoTeHLian BMMBATM Ha MAacOBY ayauTOpil0, 30KPEMA Ha CMPUMHSTTS XIHOK Yy KibepcrnopTi. BUCBITIEHHS XiHOYMX KOMaHg,
CTBOPEHHSI KOHTEHTY NP0 BUAATHUX CMOPTCMEHOK Ta OpraHisaLlis OKpeMuX TYPHIpIB ANs KIHOK He nuLle cnpusoTb nonynspuaavi
XiHoyoro kibepcnopTy, ane i CTUMyniolTb BinbLue XIHOK A0 yyacTi B HbOMY, PYWHytouW reHaepHi bap’epu Ta Hagatouu HOBI
MOXIMBOCTI 4115 pO3BUTKY [2; 4].

AHani3 ocTaHHiX gocnimkeHb i nybnikauin. 3rigHo 3 gocnimkeHHsM komnaHii Newzoo, y 2020 poui TpaHcnsuii
3maraHb 3 25 TonoBuMx KibepcrnopTMBHWX AuCUMNIiH 3ibpanu noHag 1,2 Minbspaa roguH nepernsais. HannonynspHilwmmm irpamu
cranu: League of Legends - 348,8 minbiioHa roguH nepernsgis; Counter-Strike: Global Offensive - 250 minbitoHis roguH; Dota 2:
198,9 minbioHa roavH; iHWi ancumnniny, Taki gk Overwatch, Hearthstone, Rainbow Six, PUBG Mobile, Fortnite Ta FIFA, Takox
Marnu 3HayHi nokasHuku nepernsgis [9].

Y 2017 poui rnobanbHi KibepcnopTuBHi mogji B CyKynHoOCTi 3ibpanu 966 MINbMOHIB rogMH nepernsigy Ha PisHWX
nnatcopmax. [Jo 2021 poky us uudpa carHyna niky noHaa 3 MinbspaiB rognH Nepernsigy, Wo CBig4MTb Npo BinbLU HiX TpUpasoBe
3pOCTaHHA LIbOro NokasH1ka BCbOro 3a YOTUpM poku. Xoua y 2022 poui Binbynocs He3HauyHe 3HKEHHs 40 2,8 MIpz roauH, Lie Bce
OLHO € CyTTEBWM MOKpaLieHHsM nopisHaHO 3 2017 pokom [3; 5; 8]. MobinbHuin kibepcnopT 3pobuB 3HAYHWI BHECOK Y L
3poctanHs. Cnovatky cknagaroun nuwe 0,5% Big 3aranbHoi KiNbkOCTi nepernsHyTux roguH y 2017 poui, MOGinbHi irpu, Taki sk
PUBG Mobile i Free Fire, pisko 3pocnu B nonynspHocTi, i fo 2021 poky Ha Hux npunagano 28,3% Bif 3aranbHoi KinbKoCTi roguH,
nepernaHytux y 2021 poui [6; 9].

Mpote naHgemis COVID-19 Bigirpana BupiwanbHy ponb Yy 36inblUeHHi rsigalbkoi ayantopii B IHTEpHET, OCKinbku
Barato TpaguLUiitHUX CNOPTMBHUX Ta OdnaiH-3axogdie Bynu ckacoBaHi abo 0BMexeHi, WO CroHykano ayauTopilo 40 LUdpoBMx
po3Bar. 3poCcTaHHs nonynapHOCTi KibepcrnopTy B CBITi He Byno PIBHOMIPHUM Y pi3HKX perioHax. Hanpuknag, 3abopoHa neBsHMX irop
Yy TaKkux KpaiHax, sik IHais, TMM4acoBo BAMMHyna Ha 3aranbHy KinbKicTb rnsgavis

Lli TeHaeHLii nigkpecnioTb AMHAMIYHMIA XapakTep KibepcnopTy Ta ponb pisHKUX CTPIMIHrOBMX nnatdopm, sk Twitch,
YouTube Gaming, Facebook Gaming, y dopmyBaHHi ioro rnobansHoi ayautopii [1].

MeTa gocnigxeHHs - aHania MeLiiHOro BNAMBY Ha PO3BUTOK XIHOYOTO KibepcnopTy

Buknag ocHoBHOro martepiany pocnimxeHHs. OgHMMM 3 OCHOBHUX KaHanis Tpadiiky 4Nns TpaHChsuin nogin B
kibepcnopTi € nnatdopmu, Ae renmepm Ta haHaT NPOBOAATL HalbinbLUe Yacy:

- Twitch — nnatdopma, sika € LEHTPOM CTPIMiHTy Ans KibepcnopTUBHUX TYPHipiB, reimepiB Ta komaHg. Lie ogHa
3 HanbinbLKX NNaTopm 4NN 3any4eHHs ayauTopii, 1e MOXHa NPOBOAMTY NpsiMi TpaHCNsILT, OpraHi3oByBaTH aKLii Ta posirpysaTi
BoHycy.

- Facebook Gaming — e nnatdopma ans cTpiMiHry Bigeoirop, cTBopeHa komnatieto Meta (paniwe Facebook),
fka [03BONSE rpaBUAM, CTpiMepaMm Ta [nsgadvam [LinUTUCS irpOBMM KOHTEHTOM, Opatu yyacTb Yy MpsAMUX TPaHCHAUSX |
B32EMOZIAITU 3 iHLIMMW Yepe3 KOMEHTapi Ta CiflbHOTK.

- YouTube Gaming — e ogHa nonynspHa nnatdopma cepef reiMepis. 3aBOsKM BenuKii KinbKoCTi
reiMepCbKux KaHanie Ta MOCTilHiiA iHTerpayji 3 ocHoBHMM YouTube, YouTube Gaming gae moxnueicTb 6peHgam npoBoguTy
e(DeKTUBHI peKnaMHi kamnaHii.

- Discord — L5 nnaTopma € OCHOBHOIO ANs CMiNKyBaHHS Ta opraHisaLii reiMepebkux CMifbHOT, LLO TAKOX CTae
BiOMIHHMM MalidaHuMKOM ANs peknamu, BKIKYatoum crewjianisoBaHi cepeepy Ans kibepcnopTuBHUX komMaHg abo irop.

BukopucTtaHHs Lux nnatdopm Aae 3MOry He JWLle 3amyyaTi HOBMX KOPUCTYBaYiB, a M BCTAHOBIMIOBATM GinbLU TiCHWIA
3B'A30K 3 ayANUTOPIEHD, Lo 6e3nocepeaHbO NiABMLLYE €CDEKTUBHICTb PEKITaMHIUX KaMNaHi.

Mw npoaHanisyBanu HanonynspHiLy CTPiMiHrOBY NnaTtopMy Ans BUBYEHHS AMHAMIKK NOMynspHOCTi kibepcnopTy Ta
rnagaubkoi ayoutopii (puc. 1). L piarpama nokasye 3miHy rnspadis Twitch maike 3a nepiog Big 2017 go 2023 poky [13].
Pe3ynbTaTi AEMOHCTPYOTb NO3UTUBHY AMHAMIKy B 00CArax nepernsgis Ta y4acTi rnsgadvis y KibepcrnopTUBHNX MOAisX.

Takuii npupicT rnsgaupkoi ayauTopii CBiAYATb NPO Kinbka BaxnuBuX TeHAeHUiin. Mo-neplue, nigBULLEHHS AKOCTI
KOHTEHTY, SIke BKII0YaE BLOCKOHANEHHS TPaHCNALiN, iHTerpaLilo 4OMOBHEHOT peanbHOCTi, MOKpaLLeHHs B3aEMOAi Mix ayauTopieto
Ta cTpimepamu. lNo-gpyre, 3poCTaHHs iHTepecy [0 kibepcnopTuBHMX NoAin, 06yMoBNeHe MaclwTabHOK nonynspuaalielo Lboro
BWAY OiSMbHOCTI Y couianbHUX Mepexax, Yepe3 3anyvyeHHs BidoMuX iH(MOeHCepiB | kaMmnaHii 3i CTBOPEHHS CibHOT HaBKOMO
OKpeMuX Oucumunnid. Krio4oBUM (hakTOpOM Takoro 3poCTaHHs € aKTMBHE MPOCYBaHHA 3MaraHb, 30KpemMa XIiHOYMX TYPHIpIB, AKi
OTpUMyLOTb Aefani binblue yBars 3aBOsku cnewjanbHUM MedinHuM kamnaHism. Lle Bknoyae 30inblUeHHS BUCBITNIEHHS MaTdiB,
iHTepB'to 3i CNOPTCMEHKaMM Ta iHTerpaLito iHTEpaKTUBHWUX OpPMAaTIB CMiNkyBaHHS 3 risaavamu.
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Puc. 1. iunamika akTMBHOI rnagaLbkoi ayauTopii kKibepcnoptuBHux nogin Ha Twitch (2017-2023 pp.)

YouTube Gaming Takox [eMOHCTpye cTabifnbHe 3pOCTaHHS MOKa3HWKIB rMsAaLbkoi ayauTopii kibepcnopTuBHUMX
TpaHcnsauin (puc. 2). Y 2024 poui nnatchopma Jocsrna 3Ha4HOro ycnmixy, AocsrHyswm 16,03 MminbioHa MIKOBMX OAHOYACHWX
rnsigavie, 3aBAskKY TakuM BENWKUM NOAiSM, ik YemnioHar cBiTy 3 League of Legends Ta chinan MPL Indonesia. Ha irpoBuit cermeHT
npunano npubnuaHo 13,83% Big 3aranbHux 12,64 mnpg rogvH, nepernsHyTux Ha YouTube 3a ueii nepiog [10; 11], wo cBigumTh
MpoO 3HaYHMIA BHECOK KibepcnopTy B 3aranbHy NOMyNApHICTL nnatopmu. Take 3poCTaHHs SEMOHCTPYE 3pOCTardy pofib Takux
nnatdopm, sk YouTube, y npocyBaHHi Ta 3anyyeHHi KibepcnopTueHOI ayguTopii B ycboMmy cBiTi. Hanpuknag, 6arato Ton-kaHanis
3a Leit Yac 6ynu npucesiyeHi TpaHcnsLisM KibepcrnopTUBHUX 3MaraHb, L0 CBiAYMUTb NPO iXHil BUpilLaNbHUA BNIUB HA 3amny4YeHHs
rnsgadvie.

140 | —e— KinbKicTb rnapavis (MnaH)
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Puc. 2. luHamika akTMBHOI rnsiAaubkoi ayauTopii kibepcnopTuBHUX nogin Ha YouTube Gaming (2017-2024 pp.)

Ha nnatcopmi Facebook Gaming Takox cnocTepiraeTbCst 3Ha4HWUA NpUPICT NepernsaiB kibepcrnopTUBHOTO KOHTEHTY,
ocobnueo mig yac naxgemii. Y nepwomy keapTani 2021 poky KinbkiCTb OAHOMacHUX rmsaadi gocarna niky B 586 Tucay, npote
3rogoM noyana ameHwysatuca. Hanpuknag, y Tpetbomy kapTani 2022 poky cepefHs KinbKiCTb rnsgadis cknagana nuwe 173
TUCAI, WO CBIAYATb NPO 3HWXKEHHs Ha 70% MOpIBHAHO 3 MonepedHiM pokoM. 3araroMm, MICns 3HAYHOro 3pOCTaHHA Mif Yac
naHgemii, iHTepec 4o nnatcopmMm NOCTYNOBO 3MEHLLYBABCS, L0 BifOOPaXeHO Y 3HVKEHHI KiNbKOCTI YHikanbHWUX kaHaniB Ta obesry
nepernsgis [3; 6; 12]. Monpm ue, Facebook Gaming Bce e 3abe3neuyye 3HauHy aymuTOpito, BKIHOYAKOYN KOPUCTYBAYIB 3 PisHMX
kpaiH. [nsgavi, nepeaxHo 3 A3ii, JEMOHCTPYIOTb BEMWKY aKTWBHICTb, & HAMOMYMSAPHLLi CTPIMEPU OTPUMAMNMU MIMbIAOHM rOgWH
nepernsgie. Takox nnatdopma Mae noTeHuian Ang OTpUMaHHs Joxofis, 3abesnevytoum cTpiMepam BiOHOCHO BWrigHI yMOBM Y
MOPIBHSHHI 3 KOHKypeHTamu, Takumm sk Twitch i YouTube Gaming.

[nsi BU3HAYEHHS! AMHAMIKM KITOHOBWX MOKA3HWKIB MERiiHOrO BMCBITNIEHHS KiGEpCnopTy, 30Kpema XiHouMX 3MaraHb, Y
nepiog i3 2017 go 2023 poky Hamu Gynu npoaHaniaoBaHi JaHi Takux aHaniTMyHUX nnatdopm sk Newzoo, Streamlabs, Esports
Charts [8-11]. OcHOBHMIA aKLEHT 3pobneHO Ha KinbKiCHUX MOKA3HWKAX, TaKMX K 3aranbHa KinbkicTb TpaHCNALN, obesr nepernsais
CTPiMIB Ta KinbKiCTb FTOANH Nepernsgy XiHounx avaraHb (1abn 1).

Tabnuus 1
AHani3 kibepcnopTUBHUX TpaHcnsawin 3a 2017-2023 poku

MokasHuk 2017 2019 2021 2023
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3ararbHa KinbKicTb TpaHcnsALii kibepcnopTy (rooun, | 4,5 6,2 78 9,1

MITH)

MMepernsau cTpimie kibepcrnopTy (rognH, Mipa) 2,1 4,5 8,8 12,5

Yac nepernsigy KiHOYNX 3MaraHb (rOOuH, MITH) 0,15 0,9 2,5 3,8

YacTka KiHouMX 3varaHb y 3aranbHomy 06cssi (%) 3 5 8 1"

Byno BcTaHOBNEHO, LU0 3aranbHa KinbKicTb TpaHCnALil kibepcnopTy cTabinbHo 3pocTtana, Bigobpaxaiouu nigBULLEHHS
nonynsapHocCTi ranysi cepen ayauTopii. Tak 3a KinbKiCTIO roAWH Nepernsais BCTAHOBMEHO, WO CyTTEBO 3pOCNU Nepernsau CTpiMis -
3 2,1 minbsipga roguH y 2017 poui go 12,5 minbsipaa y 2023 pouj, WO CBigYMTb MPO PO3LIMPEHHS Msigaupbkoi 6asu Ta
MeaianpucyTHOCTI.

B Toi xe yac, KiHoui 3MaraHHs TakoX AEMOHCTPYIOTb 3pOCTaHHs sK y roguHax nepernsgy (3 0,15 po 3,8 MinbiioHa
rofvH), TaKk i B YacTui Big 3aranbHoro obcary BucaiTneHHs (3 3% y 2017 poui go 11% y 2023 poui). MMpote B NOpiBHSHHI 3
BMCBIT/IEHHSIM YOMOBIYMX NOZIA KiHOYI KiBepCOPTUBHI TYPHIPU MaKOTb 3HAYHO MEHLLE OXOMMEHHS rMALaLbkoi ayauTopii, Wo MoxXe
OyTM MOB’AI3aHO 3 reHAEPHUMI CTEPeoTMNaMy, AMCKpiMiHaLjeo, Towo. Taki pesynbTaTi BKA3ylTb Ha HeobXigHICTb nopanbLuoi
nonynspuaalii Ta iHBECTULiA y Lo cdepy. Xova, 3a AaHUMM Tabmuui 1, MOXHa CTBEpPAKYBaTW NMPO NOCTYMOBY, ane BMeBHEHY
iHTerpauito xiHo4oro kibepcnopTy B 3aranbHuii MegianpocTip. Lli faHi nokasyloTb 3ararnbHe 3poCTaHHsi MOMyMsiPHOCTI XiHOYOro
kibepcnopTy, xo4a MeBHi acnekTW, 30Kpema MeLiaBUCBITIEHHS i MIATPUMKA XKIHOYMX TYPHIpiB, e noTpebylTb noganbLioro
PO3BUTKY 41151 JOCATHEHHS MOBHOI PIBHOCT B Ll ranysi.

AKTVBHE BMKOPUCTaHHA CoujarnbHUX Mepex, Takux Hanpuknag sk Instagram gns BisyanbHoro koHTeHTy i Reddit gns
00roBOpPeHHs! MaTyiB, a He NuWe CTPIMIHTOBMX NNaTtdopM, TakoX Crpusie 3BiNMbLUEHHIO 3anyyeHOCTi ayauTopii. 3amnyyeHHs
iH(bnoeHcepiB Ta CTBOPEHHS CRINBbHOT JOBKOMA TYPHIpIB, 30KpeMa XIiHOYMX, Mae NOTeHLian Ana nonynspusadii Lboro cerMeHTa
kibepcnopty. Cepen HaMnonynspHilMX couianbHUX Mepex MoxHa suginutu: Twitter, Instagram, Facebook; cepea HOBWHHMX
canris: Esports Insider, The Esports Observer, NewZoo, EsportsCharts Ta iHLui.

Tak aania aKTMBHOCTI KOPUCTYBAYIB LLOAO BUCBITNEHHS XIHOYOro KibepcnopTy B couianbHux Mepexax [6; 8; 9] nokasas
piBeHb B3aEMOfil 3 NOCTaMK Ha TPbOX OCHOBHWX nnatdopmax — Twitter, Instagram Ta YouTube — i gaB ysiBneHHs npo Te, ski
thopmat megia Binbl edekTMBHI 4N nonmynspuaaii xiHovoro kibepcnopTy (Tabn. 2). OTpumaHi AaHi cBigyaTh npo Te, Wo
Instagram mae HalBuWLLMIA piBeHb 3amyveHHs B naikax. TyT kapyceni 3 Kinbkoma 300paeHHsMW Ta KOPOTKUMM nignucamu npo
BOCSTHEHHS rpaBYnHL abo BaXIMBI MOMEHTW 3MaraHb 3a3Biyail 3anydvarTb Ha 45% bGinblue B3aeMopii MOPIBHAHO 3 OKPEMUMM
¢oto abo nuwe TekcToBMMW pommcamu. Twitter Ginbl edekTMBHUI Ons OBroBOpeHb 3aBAAKM KOMEHTapsM i peTsiTam.
HannonynsipHilwmm ¢opmatom NocTiB y LbOMy gogaTtky € kopoTki Bigeo (50-60 cekyHag) Ta iHdorpadika, siki HabupaloTb B
cepegHboMy Ha 35% 6inblue B3aemogii, HiX TekcTosi TBITW. YouTube fobpe nigxoguTb NS JOBLIMX BiAEO Ta AETamnbHILLMX
thopmarTiB, 30Kpema iHTEpB'l0 Ta OrnAdiB, WO aKTMBHO B3aEMOAiOTb i3 ayauTopieto, 3auikaBneHo y TpuBanoMmy nepernsgi
KOHTEHTY MpO XiHO4MA KibepcnopT. Ha LboMy cepsiCi iHTEPB'I0 3 rpaBUMHAMM Ta OFMA4M MATuiB XIHOYMX KOMaHA OTPUMYIKOTb Ha
25% 6inbLue nepernsgiB Hix BCI iHLLi.

Tabnuys 2
AKTMBHOCTi KOPMCTYBaYiB OO0 BUCBITIIEHHS XKiHOYOro KibepcnopTy B coujianbHUX Mepekax
Coumepexa Kinbkictb nocris |CepepHs CepepHs Cepepns HalinonynspHiwwii popmat
3a TUXAEHb KinbKicTb NauKiB |KinbKicTb KinbKicTb
(Bipeo 3a micsAub |Ha nocT penocrTiB KOMEHTapiB Ha
ana YouTube) |(Ha Bigeo ans (nepernsapiB Ha [nocT
YouTube) Bigeo ans (Ha Bigeo ana
YouTube) YouTube)
YouTube 45 1500 35000 200 IHTepB'to 3 rpaBYMHAMY Ta
Ornsian MaTyiB XIHOUMX KOMaHA
Twitter 320 450 150 75|Koporki Bigeo (50-60 cekyHa) Ta
iH(horpadpika
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Instagram 280 1200 200 100|Kapyceni 3 kinbkoma

306pakeHHsIMM Ta KOPOTKUMM
nignMcamm npo JOCSrHEHHS
rpaBYMHb abo BaXkNMB
MOMEHTM 3MaraHb

BucHoBkM. AHani3 MefiiiHOro BNMBY Ha PO3BUTOK XIHOYOrO KiGepCnopTy nokasye, L0 BUCBITNIEHHS Y Mefia Bigirpae
BaXNMBY POfb He Nulle y nonynspu3auii, a W y CTUMYMNIOBaHHI KOMepLIiAHOi nigTpumMku. CTpiMiHrOBI nnatdopmu BigirpatoTb
KITIOYOBY poOnb Y nonmynsipu3aLji kibepcrnopTy, MPONOHYKYM iHTEPaKTUBHUIA hopmaT B3aemogii 3 rnspadamu. OTpumani aaHi
CcBigYaTb MPO BaXNMWBICTb cTpaTerii 30iNbLUEHHs] BMCBITNIEHHS XKIHOYMX 3MaraHb Ta iHTerpauii pisHUX MegiiHWX nigxogie Ans
3MiLHEHHS! MO3ULiiA XiHOYOro KibepcnopTy Ta MOJOMaHHs iCHYKuMX CTepeoTwniB. Bucoka AwHamika 3pocTaHHs ayauTopii
NigTBEPIKYE, LYO CTPIMIHIOBI NNaTOpPMM € OCHOBHUM ABUTYHOM LibOrO NPOLIECY.
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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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