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KIBEPCIMOPT Y TEHAEPHOMY ACHMEKTI: XXYPHANICTCbKUIA nNornsaan

Mema docnidxeHHs1 — eU3Ha4YeHHsI 2eHOepHUX rpobrem XiHo4o20 kibepcriopmy 6 YkpaiHi U ceimi
ma po3pobrIeHHS WisiXie X 8UpPilEHHS.

Memodonoezisi docnidxeHHs1. Y npoueci 0CniOKeHHsT 8UKOPUCMAaHO 3a2asibHoHayKosi Memoodu
ni3HaHHs. 3a dornomoezoo MemoQdy Kpumu4YHO20 aHani3y rnpoaHasnizoeaHo cydacHuUli cmaH ceimoegoi ma
8imyu3HsIHOI iHOycmpii kibepcriopmy. 3agdsiku cuHme3sy iHgpopmauii susHa4eHO eeHOepHiI rnpobremu
XKiHo4Yo20 Kibepcriopmy. PekomeHOauil w000 eupilueHHs1 yux rnpobrnem po3pobrieHo i3 3arnyYeHHsIM
memodie iHOyKuii ma dedyKujil.

Pe3ynbmamu. Y x00i docnidxeHHS 8U3HAYeHO roHamms «Kibepcriopmy, fonynspHi XxaHpu ma
ocobniusocmi nposedeHHs KibepcriopmueHUX 3MazaHb. [poaHarnizoeaHo cyyacHuUl cmaH ce8imogoi ma
8imyusHsHoi iHOycmpii kibepcriopmy. OkpecrieHo 2eHOepHi npobremu xiHo4o20 kibepcriopmy ma
3anpornoHo8aHo WISAXU iX 8UPILUEHHS.

Kibepcriopm cmae dedani nonynspHiwum ceped XiHoK. TeHOeHuito 8o 36inbUeHHS KiTbKOCmi IHOK-
eelimepie nidmeepOxyromb bGacamo 3apybikHUX ma ykpaiHcbkux docniOxeHb. [lonpu ye,
npedcmasrieHicmb XIHOK 'y KibepcropmueHUX 3Maz2aHHSX € HedoCmamHbOK, WO 3YMOBMeHO
2eHOepHUMU npobieMamMu, makuMu SK: 2eHOepHa OUCKpuMiHauis, eidcymHicmb 3paskie 0rs
HacnidysaHHsi, rnepecnidyeaHHs XIHOK, HU3bKUL pieeHb 3apobimKy rOpIHSHO i3 Yoslosikamu,
HecrnpulHIMms 5K Uirnb0ogoi epyru iepoeoi iHdycmpii, HedocmamHe 8uc8imeHHs npobriemu 2eHOepHOI
duckpumiHauii 8 3acobax macoeoi iHghopmauii. BupiweHHs: ceHOepHuUX npobriem XiHo4020 Kibepcriopmy
ma po3WUPEHHST MoXueocmel XIHOK 8 i2posill iHOycmpii mrompebye nocusneHHs ix porii 8 Kibepcriopmi,
HalaHHS1 MiIOMPUMKU ma pecypcie Ha pieHi i3 4Yorosikamu, rnepeansidy CyMu pu3o8o2o oHAY,
po38UMKY 2eHOEPHOI KOMIemeHmMHocmi 8 3akiadax oceimu.

Haykoea HoeusHa o0epxaHuUx pe3ynbmamig rofideae 8 pPOo3PobIieHUX pPeKoMeHOaUisIx,
CrpsIMOBaHUX Ha eupilleHHs 2eHOepHux npobrnem y xiHo4YomMmy Kibepcriopmi ma po3WUPEeHHS
Moxiugocmel XiHOK & iepoeil iHdycmpii YkpaiHu ma ceimy.

lpakmuy4yHe 3HayYyeHHs1 OOCrIOXEHHSI ofiieac 8 MOX/IUBOCMI BUKOPUCMAHHS OompuMaHux
pe3ynbmamie KibepcropmueHUMU Op2aHi3auissMu YKpaiHu Onsi eupiueHHs 2eHOepHuUX rpobriem
XKiHO4Y020 Kibepcriopmy.

Knrovoei cnoea: eeHOepHi acnekmu, Esports, iHOycmpisi eideoieop, eeHOepHa OUCKpUMIHaUs,
MixHapodHa cpedepauis kibepcriopmy.

l. Betyn

Ynpogoex 6aratbox pokiB y CBiTi OyB nowupeHun natpiapxanbHun nag. >KiHka nocigana
apyropsgHe Micue B pi3HUMX cdepax XUTTA. Yacu 3MIHMAKCSH, | XIHKM CTanu TakmMu camMumu
NOBHOMPAaBHUMU YfieHaMM CycninbCTBa, AK i YOMOBIKM. He3Baxkatoum Ha Le, npaBa KiHOK NPOAOBXKYOTb
nopyLuyBsaTu, WO MNpU3BOANTbL A0 reHAepHUX KOHMNIKTIB, AKi CTOCylTbCcA Baratbox cdep noacbKoi
isanbHOCTI. 3 NosiBOO PEMIHICTUYHNX CNINBHOT KiNbKIiCTb Takux KOHMMIKTIB 30inbwmnnacs. Heasaxarum
Ha HasIBHICTb reHAepHUX OOCNIMKeHb, € ranysi, aki piako NoTpannsoTb y None 30py HayKoBLIB. laeTbca
npo KOMIM'OTEPHI irpy Ta KibepcnopT.

MpuknagoMm, k1 NigTBEPAXYE HAABHICTb reHAEepHUX CTepeoTuniB y KibepcnopTi, € ckaHaan, Skun
BNOYXHYB HaBKOmo hpaHLy3bkoi komnaHii «Ubisofty, BigoMoi 3aBaskun cBoimM dopaHLLmM3am «Assassin’s
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creed» Ta «Far cry». Maixe LOpOKY KOMMaHisi NpecTaBnsie CBil YeproBuin NPOAYKT Ha BUCTaBL,i-LLIOY
B iHAOycTpii komm'ioTepHux irop E3. Y 2014 p. komnaHia npepctaBuna HOBY YacTuHY Bigeorpu
«Assassin’s creed Unity». Ha 3anutaHHs, YoMy B MynbTUMIIEEPi HEMAE MEPCOHaXa XIHO4OoI cTaTi,
KpeaTuBHWU anpekTop Anekc AMaHcio BianoBiB, Lo Taki Moaeni pobutu oocuTb cknagHo. Kpim Toro, Ha
ue noTpibHo ©Oarato 4yacy [1]. Taka BignoBigb BWKNMKana BenMYE3Hy XBUIIO OOYypeHHs cepej
demiHicTok. KomnaHis HeogHopa3oBo BucMitoBanacs B Mmepexi. ¥ 2015 p. «Ubisoft» Bunyctuna HoBy
rpy cepii «Assassin’s creed Syndicate», ronoBHMMM reposiMu KoT cTanm 6parT i3 cecTpoto. Tak KoMnaHis
Hamaranacb BUNpaBuUTK CUTYaLit0.

HaBegeHun npuknag He € nooguvHokuMm. [pu NpoBefeHHi 3MaraHb ASi reMMepiB pisHUX cTaTten
opraHiszaTopu 003BOMsATbL COBi BCTAHOBMOBATU Pi3Hi CyMy NPM30BOro (poHAY A5t YOMOBIKIB Ta XiHOK.
Kpim Toro, mowmMpeHo € AymMKa, Lo XiHKX rpatoTb FipLUe, OCKIiNbKM NOYMHAOTb LiKaBUTUCS MOAIGHUM
BMOOM [isinbHOCTI HabaraTo nisHille, HiXX YonoBiku. BpaxoBytoun BulLle3as3HavyeHe, MOXHa ckasaTu, Lo
Ha CbOrofHi B KibepcnopTi iCHye Benuka KinbKiCTb reHOepHUX CTEpeoTuniB, TOMy TeMa OOCIIIKEHHS
Mae HeabusKy akTyanbHiICTb.

leHoepHMM acnektam KibepcnopTy npucBAYeHO HebaraTo HayKoBMX nMpaub, WO 3YMOBIIEHO
BiJHOCHO KOPOTKOK iCTOpIi€l0 PO3BUTKY LBbOro BMAY CMOPTY Ta HEOAHO3HAYHUM CNPUNHATTAM
cycninbcTBa. eHaepHy HepiBHICTb Yy KibepcnopTi posrnsHyTo B npausax M. Rude [1], D. Ruby [3],
C. NNomakiHa Ta €. CadoHosa [7], D. Feldhauser [8] Ta iH. OgHaK Ha CbOrogHi Le NUTaHHA 3annLaeTbCs
HeJOCTaTHBbO AOCHIMKEHUM, TOMy NOTpebye A0AaTKOBOrO po3rnsay Ta aHarisy.

Il. MocTaHOBKA 3aBAAHHA Ta MeTOAMN AOCNIAXEHHA

MeTa gocniopKeHHs — BU3HAYEHHsT reHaepHUX nNpobrem xiHo4voro kibepcnopTy B YkpaiHi 1 CBiTi Ta
pO3pO0BNEeHHS WNAXIB iX BUPILWEHHS. [1Nnsa AocarHeHHs MeTn HeobXigHO BUPILLMTY Taki 3aBAAHHS:

— BM3HAYUTM NOHATTSA «KibGepcrnopTy, NOMNyNsApPHi XXaHpW Ta 0COBITMBOCTI NPOBEAEHHST KibepcnopTuB-
HUX 3MaraHb;

— MpoaHarnisyBaTu Cy4acHMWI CTaH CBITOBOI Ta BiTYM3HSHOI iHAYCTPIi KidbepcrnopTy;

— BM3Ha4MTK reHaepHi npobnemu xxiHoyoro kibepcnopTy Ta po3pobuTi LINAXM iX BUPILLEHHS.

Y npoueci AocnimkeHHs BUKOPUCTAHO 3aranbHOHAYKOBi METOAM Mi3HaHHA. 3a JOMOMOro MeToay
KPUTUYHOrO aHanisy npoaHanisoBaHO Cy4acHMI CTaH CBIiTOBOI Ta BiTUYM3HSAHOI iHAYCTpIl KibepcnopTy.
3aBasikum cuHTesy iHcopMmalii BU3HAYeHO reHaepHi npobnemun xiHo4voro kibepcnopty. PekomeHpauii
o0 BUpiLLEeHHS Lnx npobnem po3pobneHo i3 3any4yeHHAM MeTOAIB iHAYKLUIT Ta AeayKLUii.

lll. Pe3synbTaTtn

MixxHapoaHa defepalis kibepcnopTy Aae YiTke BU3HaYeHHs NOHATTIO «kibepcnopT». BianosigHo oo
HbOro, Kibepcnopt — uUe BWA CMOPTY, B SIKOMY rpaBLi BMKOPUCTOBYIOTb CBOI (i3WYHi Ta pO3yMOBI
34i6HOCTI, Wo6 3maraTucs B pisHUX irpax y BipTyanbHOMY enekTpoHHoMYy cepenosuLli [2]. KibepcnopT
He nepenbayae BUKOPUCTAHHSA BCiX KaTeropin komm'ioTepHux irop. [NpegmeTom kibepcrnopTUBHOI
OVcumMniiHM MoXe BUCTynaTu rpa, Wo BignoBigae neBHUM KpuTepisam. Takummn Kputepismu €:

— HasIBHICTb ereMeHTa 3MaraHHsi, TOOTO MOXIUBOCTI 3Maratucs 3 iHLWUM YYaCHUKOM Y PEXUMI
peanbHOro 4vacy;

— HasIBHICTb enemMeHTa MancTepHOCTi, TOBTO rpy, y K nepeBaxae eneMeHT BUMaaKOBOCTI, He
MOXHa pO3rnsiaaTu ik CNOPTUBHY OUCLMMIIHY.

KibepcnopT Bkn4ae 3mMaraHHa 3 irop HaWpi3HOMAaHITHILLMX XaHpiB Big pi3HUX PO3pOBHUKIB.
HarnonynsapHiwi >xaHpu KibepcnopTUBHUX irop HaBeAeHi Ha puc. 1.

Y Mexax 3maraHHs CropTCMEHW MOCTaBneHi B OAHAKOBi YMOBM: BENUKI TYpHipM NpoxoasTb Yy
dopwmarTi Local area network (LAN). CnopTcmeHam HagatoTb OOHAKOBI KOMM'IOTEPM Ta MporpamHe
3abesneyeHHsa. 3 BnacHoro obnagHaHHA CMOPTCMEH MOXEe BUKOPUCTOBYBATWU fMLIE KOMMIOTEPHY
MULLKY Ta KnagsiaTypy. [lepemora B 3maraHHi 3anexuTb Big ManCTEePHOCTI, YMIHHS ClOpPTCMeHa Ta Moro
KOMaHau.

Taknm YnHOM, KibepcnopT He € TpaauLiiHAM BUOOM CNOPTY, OAHAaK BiH BigMoBiga€e BCiM CMOPTUBHUM
KpUTepisiM, BCTAHOBNEHNM MiXXHapooHUMK cTaHAapTamu. B ycboMy CBITi ypsaaun Ta CNOPTUBHI opraHu
Ha HauioHanbHOMY Ta rrnobanbHOMY PIBHSAX BM3HAKOTb KiGepcnopT CrpaBXHIM 3MaranbHUM BUAOM
cnopty. He € BMHATKOM i YKkpaiHa, AN 9Koi BU3HaHHA KibepcrnopTy odilinHUM BUAOM CMOPTY CTano
BaXMMBMM KPOKOM Ha LIMSXy 3MiHWM CTaBfeHHda niogen o iHaycTpii Bigeoirop Ta 1 noganbLlloro
PO3BUTKY.

OcTaHHiMK pokamu KibepcnopT cTaB iHOYCTpPIElD, Sika 34aTHa KOHKYpyBaTy 3 TpaguuinHuMn BUaamm
cnopTy, TakMumMmun sk oyToon um xoken. Maclutabu po3suTky KibepcnopTy BpaxatoTb. CTaHoMm Ha 2023 p.
CBITOBUI PUHOK KibepcnopTy ouiHoTb Y 1,44 mnpa aon. 3a nporHosamu, o 2029 p. us undpa 3pocte
0o 5,48 mnpg gon. [3]. Joxoan puHky kibepcnopTy y cBiTi y 2020—-2023 pp. HaBeaeHO Ha puc. 2.

Hanbinbwmnmm puHkamm ans kidepcnopty € Asida Ta lNMiBHiYHa AMepuka. 3rigHO 3 OCTaHHIMK JaHUMU,
y 2023 p. poxia puHky kibepcnopty B Kutai ctaHosuB 360,1 MnH gon., a B CnonyyeHux LUtaTax
Amepukn — 243 mnH gon. [3].

Mpo nigBuLLIEHHA NONynsipHOCTI KiGepcnopTy CBIiAYUTbL 3POCTaHHSA KiNbKOCTI rnagadvis Esports y
BCbOMY CBITi. 3rigHO 3 ocTtaHHiMM paHumu, y 2023 p. KinbKicTb rnagadviB kibepcnopTy CTaHOBUTH
540 mnH ocib (puc. 3).
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BaraTtokopucTyBaLbki OHNanH-irpun
(League of Legends, Dota 2)

Irpu Bia nepLuoi ocobu
(Counter-Strike: Global Offensive)

Crparerii B peanbHOMy Yaci

XaHpm KibepcnopTUBHUX irop (Starcraft 2)

KonekuinHi kapTkoBi irpu (Hearthstone)

CnopTuBHi irpu-cumynsatopu (cepis FIFA)

Puc. 1. MonynsipHi xaHpu kibepcnopTuBHKX irop [2] (cuctemaT3oBaHO aBTOPKOLO)

5,48

y . O
O—07996

2020 p. 2021 p. 2022 p. 2023 p. 2029* p.

Puc. 2. Qoxoam puHky kibepcnopty y caiTi y 2020-2023 pp., mnpa gon. [3] (cuctematnsoBaHo aBTOPKOIO)

640,8
532,1 540
489,5
435,7 I I I
2020 p. 2021 p. 2022 p. 2023 p. 2025 p.*

Puc. 3. KinbkicTb rnsigavis kibepcnopTy y cBiti y 2020—2023 pp., MriH oci6 [3]
(cMcTemaTM3oBaHO aBTOPKOLO)
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HeobxigHO Big3HA4MTU 36iNbLUEHHS KiNbKOCTI KiHOK-reMMepiB, MpO WO CBigYUTb CTaTUCTUKA
ayauTopii Bigeoirop y CLLUA 3a 2006—2022 pp. (puc. 4) [4].

= YonoBiku
 KiHkM
T T T T T

2006 p. 2009p. 2012p. 2015p. 2018p. 2022 p.

Puc. 4. AyauTopis Bineoirop y CLUA, % [4] (cuctemaT3oBaHO aBTOPKOHO)

Mpo 36inblUeHHsT KiNbKOCTi >XIHOK-reiMepiB CBiAYMTb LLOPIYHMIA 3BIT HiMeLbKOI irpoBOi iHOYCTPIi
2022 p. [5]. 3rigHo 3i 3BiTOM, Malke MOMOBMHA BCiX reimepiB y HimeyunHi — xiHkn (48%) (puc. 5).

 KiHKK

mYonoB.ikn

Puc. 5. AyguTopis Bigeoirop y HimeuuunHi, % [5] (cuctematnzoBaHo aBTOPKOIO)

TakuM YMHOM, OCTaHHIMW TeHAEHLisIMM iHOYCTPIl Bigeoirop € 3pocTaHHsA pUHKY KibepcnopTy Ta
30inbweHHs1 nonynspHocTi Esports sk cepen rpaBuiB, Tak i ceped rnagadis. 3 ornsgy Ha Temy
OOCHNIMKEHHS!, HE MEHLU BaXXNMBOK TeHAEHUieto iHOYCTpil Bigeoirop € 30inblUeHHs KinbKOCTi XKiHOK-
renmepis.

KibepcnopT HabyB cTaTtycy odiuiiHoro Buay cnopTy B YkpaiHi y 2020 p. Y 2021 p. ykpaiHCbKi rpaBLi
aKTMBHO Opanu y4acTb Y MiKHapOOHWX KiBepCnopTMBHUX 3MaraHHAX. 30Kpema, yKpaiHui 3400ynu
nepemory B 3amaraHHax PGL Major Stockholm, BLAST Premier World Final Ta The International [6].

3rigHo 3 AaHMMK YKpaiHCbKOi MpodieciiHOi kKibepcnopTMBHOI acouiauii, y 2021 p. KinbKicTb YKpaiHUiB,
SIKi 3aXONMOKTLCS Bigeoirpamu, 3pocna 3 3 MinH o 4—4,5 mnH oci6 [7]. LopivHo KinbkicTb renvepis B
YkpaiHi 3poctae B cepegHbomy Ha 15—-20%. MNpu ubomy 81% ykpaiHCbKOI KibepcnopTMBHOI ayanTopii
CTaHOBNATb YONOBikM | 19% — XiHKKM (puc. 6).

HaBepneHi aaHi BinobpaxatoTb cTaH kibepcrnopTy B YkpaiHi B JOBOEHHWUI nepiog. 3 NoYaTkom BiltHU
KibepcnopT 3a3HaB 3Ha4YHUX 3MiH. HesBaxalum Ha uUe, YKpaiHCbKi KibepcnopTMBHI oOpraHisauii
NPOAOBXYIOTb NpauloBaTv ANA OOCATHEHHS HOBWUX BepPLUMH. 3pOCTaHHA KifbKOCTI yKpaiHuiB, SKi
3aXONIIITLCA BifeoirpaMu, Ta ix akTMBHa y4acTb Y MiXKHAPOAHMX 3MaraHHsIX, CBig4aTb Npo CTPIMKUNA
pO3BUTOK KibepiHaycTpii B YKpaiHi. OgHak, Sk i B iHWMX KpaiHax, KinbkicTb XIHOK Yy KibepcrnopTi €
obmexeHolo.

HesBaxatoum Ha Te, WO 3HA4yHa KiNbKiCTb remMepiB — XiHKW, nue Aesiki 3 HUX € YacTUHOK
npodecinHoi cueHun kibepcnopTy. Y HaBedeHin CTaTUCTULI reiMepaMy BBaXKaloTb YCiX Nioaen, siki vyac
BiJ Yacy rpaloTb B OHNaWH irpuM Ha CBOIX cMapTdoHax 4M komm'toTepax. OgHak gns Toro, wob matm
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MOXNUBICTb 3anmMatucs kibepcrnoptoM, HeobxigHa 6esnepepsBHa, IHTEHCKMBHA y4acTb Y pi, i B LbOMY
BMNaaKy hakTu BUrMa4aoTb 30BCIM iHaKLwe.

1 OKiHKKM

= YonoBiku

Puc. 6. YkpaiHcbka kibepcnopTusHa ayautopisi, % [8] (cuctemaTnaoBaHO aBTOPKOIO)

Y Bxe 3sragaHux CLIA Tta HimeuunHi nepwwum KkpokoM Yy cdepy kibepcnopTy € y4dacTb B
yHiBepcuteTCcbkMx kibepcnoptmBHmx knybax. OpgHak y 2021 p. nuwe 8,2% amMepukaHCbKUx
KibepcnopTnBHUX CTyaeHTiB Bynu xiHkamn. TpeHepamu komaHp 3 kibepcnopTy € XiHkn nuwe B 4%
YHiBEpCcUTETCbKUX kOMaHA [9]. Ha uboMy eTani ctae 3po3ymino, wo 6araTo XiHOK LiKaBnAaTbCA irpamu,
ane He MOXYyTb HaBaXuTucs Ha kibepcnopT. HasiTb Ti XiHkK, Aki 6epyTb yyacTb y kKibepamaraHHsX, He
MOXYTb LOCArTM ycnixy. Tak, Ha Gpak XiHo4oro ycnixy B KiOepcrnopTi HeWwonaBHO 3BEpHyna yeary
BputaHcbka TenepagiomoBHa kopnopauisa (BBC). 3rigHo 3 gocnigxeHHam, cepeq 300 Hanbaratimx
KiDepcnopTCMEHIB HEMAaE >XOLHOI XiHKW, i NULIEe HEBEenuKa 4acTMHa CBITOBUX MPU3OBUX LiCTAETbCA
XiHkam [10]. Taka cuTyauiqa nos’si3aHa 3 npobrnemamu B XiHOYOMY KibepcrnopTi, OO AKMX MOXHa
3apaxyBaTu:

— BiACYTHICTb 3pa3kiB AN HacnigyBaHHs;

— reHgepHy OUCKpUMiHaLito;

— nepecnifyBaHHA Ta TOKCUYHICTb;

— HWXYMI piBeHb 3apobiTKy, HiXX Y YOIIOBIKIB;

— HECMNPUMHATTS XIHOK $IK LliNbOBOI rpynu irpoBol iHQYCTpil;

— HeJOCTaTHE BMCBITNIEHHST NpobnemM renHgepHoi AMCKpUMIHALi XIHOK y kibepcrnopTi B 3acobax
mMacoBoi iHdhopmauii (3MI).

Po3srnaHemo koxHy 3 npobnem xiHo4yoro kibepcnopTy GinbLu AeTansHo.

Ha cawnti MixxHapogHoi degepauii 3 kibepcnopTy 3a3HayeHo, Wo «byab-XTo Moxe 6path y4acTtb y
KibepcnopTi, ane pocdralTb ycnixy nuwie Ti, XTO cnpaBai o6aapoBaHUM TanaHTOM Ta roToBUWA [0
Hanonernueoi npadi» [2]. Lle o3Havae, o kibepcnopTuBHi 3MaraHHs BigkpuTi ans obox ctaten. Pasom
3 TUM, Ha cueHi NpodecinHoro kibepcnopTy AOMiIHYIOTL YONoBikM. Yepes BiACyTHICTb npuknagis Ans
HacnigyBaHHs1 6araTo XiHOK BBaXkaloTb, L0 HE 3MOXYTb NOOyayBaTu Kap'epy B KibepcnoprTi.

BinbLUiCTb Nogen He NPUNYCKatoTb, LLO XIHKN LLIKaBNATLCS KOMM ' IOTEPHUMMU irpamu, i, TakuM YUHOM,
3aKpinnoTb reHaepHi ctepeoTtunu. lpoTe cTaTUCTMKa MOKa3ye, WO XIHKA perynsapHo rpawTtb Yy
Komm’toTepHi irpu. Maixe 50% ntogen, ski Yac Big Yacy rpatoTb y KOMM'IOTEPHI irpu, — Lie XiHkn. 30BCiM
iHLWa KapTUHa NocTae, SKWO NoANBUTUCS Ha KibepcnopT, B SKOMY AOCUTbL Maro rpaBsLiB XXIiHOYOI CTaTi.

3rigHo 3 onutyBaHHAM Reach3 Insights, nposeaerHum y 2021 p., 6inbLuicTb xiHOK-renmepis i3 CLUA,
Kutato ta HimeyunHu 3as3HaBanu AMCKpMMIHaUil 3a o3Hakok crtati (77%). Taka AuMcKpuMiHauis
BUSIBMANACh LUMASXOM favok Ta 00pa3, HENPUUHATHUX CeKCyarbHWX MOBiAOMIIEHb, 3HEBaXMMUBMUX
KOMEHTapIB, CyHKeHb NPO iXHi HegocTaTHi HaBnykM Towo [11]. [ns Toro, wob YHUKHYTU KOHMNIKTIB Ta
nepecnigysaHb, 59% >iHok 3mywieHi 6ynu BugaBatu cebe 3a 4OMoOBIKiB, 3MiHIOBaTM npodini, abu
BUMMAOaTV HEUTpanbHO. Tak, 44% onuUTaHWX XIHOK 3i3HaNMCs, LWO Nig Yac rpyu oTpMMyBanun HEKOPEKTHI
3annTaHHsA Npo ixHi cTocyHkm [11].

YKiHku, aki 0epyTb ydacTb y KibepamMaraHHsix, 3apobnsitoTb 3HAYHO MEHLUE, HiX iXHi KOnerM-4onoBiku.
Hanbinbwun npusosun ¢oHa y kibepcnopti mae Dota 2, ogHak >xofHa XiHka-rpaBeub HiKONMW He
nepemarana B 4emnioHaTi cBiTy. 3 235 mnH gon., posirpaHux y Dota 2, 6300 gon. Oynu BurpaHi
XiHkamn. 3rigHo 3 gaHuMn esportsearnings.com, y 2023 p. go TO[lM-100 Hamkpalmx rpasuis y
KibepcnopTi, Ski BUrpanu HanbinbLue rpoLoBMX NPU3iB, BXOAATH BUKIMIOYHO YOMOBikKM [12].

LLle ogHieto npobnemoto XiHOYOro KibepcnopTy € HECNPUNHATTS XIHOK K LinbOBOI rpynu irpoBoi
iHaycTpil. [po ue cBigYNTL OU3alnH IrPOBOr0 KOHTEHTY, AUBMAYUCH HA SIKUKW, CTae 3pO3yMino, O BiH
npusHayYeHn Ang 4Yonosiyol ayauTopii.
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KibepcnopTuBHi opraHisauii B pisHMX kpaiHax CBIiTYy 3aMaloTbCs BUPILLEHHSAM OKpecneHux npobnem.
3aBadkM X aKkTMBHIN pobBoTi CTBOPIOIOTE yce Binblue iHiuiaTMB, CNpsAMOBaHMX Ha 3MiHY cuTyauil 3
HeOCTaTHBbOK NPEeACTaBIIEHICTHO XIHOK y KibepcnopTUBHMX 3MaraHHaX. Ha cborogHi Bganocst 4ocsartm
Takux pesynbTarTiB:

— 3anyck Women'’s Esports League — xiHO40i KibepcnopTMBHOI Niru, sika Aae BCiM XiHkaM-renmepam
MOXMMBICTb 3MaraTucsi, TpeHyBaTUCH, PO3BMBATUCA Ta ChiflKyBaTUCA B HETOKCUYHOMY CepenoBULLi
OHNawnH-irop;

— cTBOpeHHs Dota Valkyries — opraHisadii, meTa akol — nigTpumMaTu XiHOK Ha NpodecinHin cueHi B
auvcumnnidi Dota 2 Ta gonomorTu iMm peanisyBaTu CBill NoTeHLian y kibepcrnopTi;

— CTBOPEHHSA 3MillaHuX KibepcnopTMBHUX KOMaHA opraHiszauieto G2, A0 SKMX BXOAATb XiHKW Ta
YOMOBIKU;

— MpOBeeHHs KibepcrnopTUBHMX TYPHIpIB 3a y4yacTio xiHOK. Takumu TypHipamu € Intel Challenge
Katowice 3 gucumnniin CS:GO, sikmn npoxogutb 3 2015 p.; Woman Star League, Lo npoBoguThCs 3
2020 p. 3a nigTpumkn Moonton Ta Indonesia Gaming League; TypHip Mobile Legends: Bang Bang
Women'’s Invitational i3 gucuunniHm Mobile Legends: Bang Bang, sikun ynepiue nponwoB y 2022 p.;
cepia TypHipiB DreamHack Showdown i3 aucuunniHn CS:GO; wWopiyHUA YemnioHaT CBITY 3
KOMM'IOTEPHUX irop 3 pisHnx gucumnnid Electronic Sports World Cup (ESWC) Towo [13].

AHanizyroun AianbHICTb KiGepCnopTUBHUX OpraHisauin, MOXHa 3p0BbuTM BMCHOBOK MPO X aKTUBHY
©opoTbOY 3 reHaepPHO HEPIBHICTHO B KibepcnopTi. OgHak Anst BUPILWEHHSI reHAEePHMX NPoBeM XiHo4oro
KibepcnopTy LbOro HeAOCTaTHLO. N5 PO3LLMPEHHS MOXIMBOCTEN XIHOK Y KibepcnopTi pekoMeHA0BaHO
BXWUTU Takux 3axogis:

— NOCUNNTU  Pofib  XIHOK Yy kibepcnopTi. Llboro MoxHa [ocartu LwnsaxoMm  30inblueHHs  iX
npeacTaBHMUTBA B KibepcnopTMBHUX Kybax Ta acouiauisix, CTBOPEHHST CUSTbHUX XIHOUYMX NMEPCOHaxiB
Bifeoirop, 36inbLUEHHSs KiNbKOCTI XiHOK-PO3POBHUKIB irop, MpOCyBaHHS XIHOK-rpaBLiB y KibepcnopTUBHMX
Megia, 30inblUeHHs CTUMNEHAIN [ns XIHOK Yy KibepcnopTi, HagaHHA Kpawoi KibepcnopTMBHOI
ncmxiaTpuyHOT AOMOMOrM XiHKaM, siKi NOCTpaXKaanu Bi HacunbCTBa;

— CTBOPMTM XiHOYI Ta YONOBIYi KOMaHAW 3 KibepcnopTy 3 METO HagaHHSA 6e3MeyYHNX MOXIMBOCTEN
ONs XKiHOK 3maraTtucs, He 60s4MCcb goMaraHb i AMCKpUMiHAaLIT 3a 03HaKOo cTaTi;

— HagaTtn XiHkam-rpaBusam binblie nmigTpumkn Ta pecypciB. KibepcnopTuBHI opraHisauii MOBUHHI
3a0X04yBaTM rpaBLiB-XiHOK | HaJaBaTK M Taky camy NiATPUMKY, SK i IXHIM cynepHUKam-4onoBikam;

— NeperfnsaHyTM po3mip Npu3oBoro oHAy AMs 4YOroBiKiB Ta XIHOK. BCTaHOBNEHHS OAHAKOBOro
nNpu3oBoro poHAy Ansi XIHOK i YOMNoBIKIB CNpUATUME 3a0XOYEHHIO KibepcnopTcMeHok Ao nobynosu
Kap’epu B iHOYCTpIii OHNamH-irop;

— pO3BUBATU reHAEepHY KOMMNETEHTHICTb Y 3aknagax ocBiTU. Po3BMBaTu reHOepHY KOMMNETEHTHICTb
HeobxiaHo 3 anTuMHcTBa. OCHOBHY POnb Y LIbOMY MatloTb BidirpaBaTu negaroru Ta 6aTbku.

IV. BucHoBKku

KibepcnopT cTae Bce bGinbll NnonynsapHUM cepep, XKIiHOK. TeHAeHLUio 40 36inbLUeHHS KiNbKOCTi XiHOK-
renmMepie NiaTBEpAXyOTh 6arato 3apybikHMX Ta BiTUM3HAHUX AocrigkeHb. [onpu Le, NpeacTaBneHiCTb
XIHOK y KiBepCnopTMBHUX 3MaraHHAX € HeLOCTaTHbO, WO 3YMOBMEHO reHaepHuMu npobnemamu,
TakMMK 9K: reHAepHa OUCKpUMIHaUif, BiOCYTHICTb 3pas3kiB Ans HacnigyBaHHS, nepecrigyBaHHS XiHOK,
HU3bKUI piBEHb 3ap0BiTKy NOPIBHSIHO i3 YOMOBIKAMU, HECMIPUMHATTS K LiNbOBOT rpynu irpoBol iHAYCTPIl,
HeJoCTaTHE BUCBITNIEHHS npobnemMu reHgepHoi AMCKpMMIHaUil B 3acobax MacoBoOi iHGopmauii.
BupilweHHs reHaepHUX npobnem XiHo4oro kibepcnopTty Ta po3LUMPEHHS MOXIUBOCTEN XIHOK B irpoBin
iHOycTpii noTpebye nocuneHHst ix poni B KibepcrnopTi, HagaHHA NIATPUMKU Ta PEcypCiB Ha PiBHI i3
yonosikamu, nepernsgy Cymu npusoBoro doHAYy, PO3BUTKY reHAEepHO! KOMMETEHTHOCTI B 3akrnajax
OCBITW.

MpakTnyHe 3Ha4YeHHs OOCMiMKEHHS MONSArae B MOXMNMBOCTI BUKOPUCTAHHSA OTPUMaHUX pe3ynbTaTiB
KibepcnopTMBHMMM OpraHiszauismu YkpaiHv 4ns BUpPILLEHHsI reHAepHMX Npobnem xiHo4voro kibepcnopTy.
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Ivanytska B. Gender Aspects in Esports: Journalistic Perspective
The purpose of the study is to identify gender issues in women’s esports in Ukraine and around

the world, as well as develop ways to solve them.

Research methodology. The study used general scientific methods of cognition. The current state

of the global and Ukrainian esports industry is analyzed using the method of critical analysis. In the
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process of synthesizing information, the gender problems of women’s esports are identified.
Recommendations for solving these problems are developed using the methods of induction and
deduction.

Results. The study solved a number of tasks: the concept of «esports», popular genres, and features
of esports competitions were defined; the current state of the global and Ukrainian esports industry was
analyzed; gender problems in women’s esports were identified, and ways to solve them were proposed.

Esports is becoming increasingly popular among women. The trend towards an increase in the
number of female gamers is confirmed by many international and Ukrainian studies. Nevertheless, the
representation of women in esports competitions is insufficient, due to gender issues such as gender
discrimination, lack of role models, harassment of women, low earnings compared to men, non-
perception as a target group of the gaming industry, and insufficient coverage of the gender
discrimination problem in the media. Resolving the gender issues of women's esports and expanding
opportunities for women in the gaming industry requires strengthening their role in esports, providing
support and resources on an equal footing with men, revising the amount of the prize pool, and
developing gender competence in educational institutions.

The scientific novelty of the results is the developed recommendations aimed at solving gender
problems in women’s esports and empowering women in the gaming industry of Ukraine and the world.

The practical significance of the study lies in the possibility of using the results obtained by
Ukrainian esports organizations to solve gender problems in women’s esports.

Key words: gender aspects, esports, video game industry, gender discrimination, International
Federation of Esports.

Ivanytska B. Sport elektroniczny w aspekcie ptciowym: poglad dziennikarski

Cel badania — okre$lenie problemoéw piciowych zeriskiego sportu elektronicznego (e-sport, Esports)
w Ukrainie i $wiecie oraz opracowanie sposobow ich rozwigzania.

Metodologia badania. W trakcie badania wykorzystywano ogdélnonaukowe metody poznania. Za
pomocg metody analizy krytycznej przeanalizowano aktualny stan $wiatowej i krajowej branzy sportu
elektronicznego. Dzieki syntezie informacji zidentyfikowano piciowe problemy zenskiego sportu
elektronicznego. Zalecenia dotyczgce rozwigzania tych probleméw opracowano z wykorzystaniem
metod indukcji i dedukcji.

Wyniki. W toku badania zdefiniowano pojecie «sport elektroniczny», popularne gatunki oraz
osobliwosci przeprowadzenia zawodoéw w sporcie elektronicznym. Przeanalizowano aktualny stan
Swiatowej | krajowej branzy sportu elektronicznego. Okre$lono pifciowe problemy Zeriskiego sportu
elektronicznego, a takze zaproponowano sposoby ich rozwigzania.

Sport elektroniczny staje sie co raz bardziej popularny wséréd kobiet. Tendencje do wzrostu liczby
graczek potwierdza wiele badari zagranicznych i ukraifskich. Mimo to reprezentacja kobiet w
rozgrywkach e-sportu jest niewystarczajgca, co wynika z wielu kwestii probleméw pfciowych. Takimi
problemami sg: dyskryminacja ze wzgledu na ptec, brak wzorcéw do nasladowania, prze$ladowanie
kobiet, niski poziom zarobkéw w poréwnaniu z mezczyznami, brak postrzegania jako grupy docelowej
w branzy gier komputerowych, niewystarczajgce wys$wietlenie w Srodkach masowego przekazu
problemu dyskryminacji ptciowej (d ze wzgledu na pfec).

Nowosé naukowa uzyskanych wynikéw polega na opracowanych rekomendacjach majgcych na
celu rozwigzanie problemoéw pfciowych w zenskim sporcie elektronicznym oraz poszerzenie mozliwosci
kobiet w branzy gier Ukrainy i na catym Swiecie.

Praktyczne znaczenie badania polega na mozliwo$ci wykorzystania uzyskanych wynikéw przez
organizacje sportu elektronicznego Ukrainy w celu rozwigzania problemu ptciowego zeriskiego e-sportu.

Stowa kluczowe: aspekty ptciowe, Esports, branza gier komputerowych, dyskryminacja ptciowa,
Miedzynarodowa Federacja Esportu.
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