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CTAH TA IUHAMIKA POCTY PUHKY KIBEPCIIOPTY

CONDITION AND DYNAMICS OF THE ESPORTS MARKET
GROWTH

Pozeumok enexmponixu cnpuse nosgi ma po3eUmMKY HOBUX MEXHOIO2IYHUX SAGULY.
Anapamuuii npozpec pazom i3 6aHCaHHAM 3MA2AMUCA NPU3BeU 00 NONYAAPU3AYIL Kibepcnopmy.
B 21 cmonimmi kaacuuni nioxoou mapkemuuey cmaromes 6ce Oilbul 00pocuMu i MeHU
epexmusnumu. Cnooicueaui nepenacudeni iHghopmayiero i ycmaneHi wisaxu KOMYHIKayii ueuoxko
nepecmaioms Oismu. 3 nepexooom KoMnauini y Kibepcepedosuuje, maxuii MAapKemuH208ull
Hanpsam K Kibepcnopm 00nomaz2ae npusepHymu y8azy HAUCKIAOHIWOoi ayoumopii - MineHianis.
Kibepcnopm - ye nosa cghepa exonomiunux iOHOCUH Ha Medci cnopmy, media-6iznecy ma
Kibepcepeoosuwa, i 6 Haubaudcui Oecamunimms 6iH OyOe Ha PIBHUX KOHKYPY8amu 3
MPAoUYitiHUMU BUOAMU CROPMY MA THWUMU po3sazamu. B Oawiti cmammi euseneno cman ma
OuUHamiKa po36UmKy puHKy Kibepcnopmy 3a ocmanui 4 poku. [Iposedeno ecebiunuii ananiz
KIIbKICHUX NOKa3Hukie. Buseneno mendenyii punxy xibepcnopmy. Haeedeno Kinvkichi
NOKA3HUKU Y HAMYPATbHUX MA 6APMICHUX OOUHUYAX W00 MAPKEMUH2080i Ma (HiHAHCOB0-
eKOHOMIUHOI npusabaueocmi punxy. Ilpoananizoeano cucmemy eKOHOMIYHUX 8IOHOCUH HA PUHKY
Kibepcnopmy ma 6UOKpeMIeHO OCHOBHI cy0 €Kmu ma penesanmui npeomemu 0OMiHy HA PUHKY.
Ilokazani 0cHOBHI 3aKOHOMIpHOCMI PO3BUMKY pUHKY 8 Ykpaini ma ceimi. Taxodc nposedeno
NOPIBHANbHUL AHANI3 CNEeYUDIKU POZBUMKY BIMUUZHAHO20 PUHKY Kibepcnopmy no 8i0HOWEHHS 00
ceimosux menoenyiu. Ilpogedeno awnaniz pe2ioHaANbHO20 PO3NOOILY mMa MeHOeHYii pocmy
KinbKocmi epasyie i 2nadauis. Busenena npobremamuka po3sumky Kibepcnopmy 8 OKpemux
pezionax. 3’sicogani ocHOGHI Oucyuniinu cgepu Kibepcnopmy ma ix NOnynApHicCmb, GueedeHa
cmamucmuka cmanoi ayoumopii, 3a2anbHoi ma woMicsuHoi Kitbkocmi epasyis. Bucsimneno
cmamucmuky e2eHoepy [ 6iKy Kibepcnopmuenoi ayoumopii. Ingopmamusno ocsimaero
KibepcnopmueHull pUHOK ) Yacu 3pOCMAHHA 1020 iHeecmuyitinoi npuseadbausocmi. bepyuu 0o
yeazu OUHAMIYHI 3MIHU DPUHKOBO2O Cepedosuwa O0CHiONCY8aHa mema nompeodye Oinbulol
Odemanizayii ma OONOBHEHHs, OCKIIbKU HApPA3i ICHYIOUUX OOCNIONCeHb HedOoCMAamHbO.
Ilposedenuti ananiz 0yoe yikasum cneyianicmam y cgepi mapkemuney ma NIONPUEMHUYLKOL
OIAIbHOCMI, SIKI XO4YMb 03HAUOMUMUCS ADO0 NONOBHUMU C80i 3HAHHA NPO PUHOK Kibepcnopmy.

KuouoBi cjioBa: mapkeTuHr, KiOepcropT, MapKETHHI Ha PUHKY KiOepCmopTy, CTaH
PHHKY KiOepcropTy, JUHaMiKa pOCTy KibepcrnopTy

The development of electronics facilitates the appearance and further development of
new technological phenomena. A hardware evolution along with the desire to compete caused
the popularization of esports. In the 21st century, marketing classical approaches have become
more and more high-priced and less effective. The consumers are overloaded with information
and the usual channels of communication become less and less effective faster. The migration of
companies into esports medium, such marketing direction as esports helps to attract the
attention of the most difficult audience - millennials. Esports it’s a new sphere of economic
relations on the line with mass media business and esports medium and in the coming decades, it
will compete on equal terms with traditional kinds of sports and other entertainment. The status
and the dynamics of the esports market growth for the past 4 years are revealed in this article. A
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comprehensive analysis of numerical targets has been carried out. Trends in the esports market
have been identified. Quantitative measures of marketing and economic-financial attractiveness
of the market are given in physical and value terms. The analysis of the system of economic
relations on the esports market and highlighted the principal actors and relevant items for an
exchange on the market. The demonstration of main patterns of market development in Ukraine
and all over the world. The comparative analysis of the development of the domestic market with
world trends. The analysis of regional allocation and growth tendencies of the number of players
and viewers. Were defined problems with the development of esports in certain regions. The
clarification of main disciplines and their popularity. Revealed the statistics of the permanent
audience, the quantity of overall and monthly players. The coverage of statistics of gender and
age of esports audience. Presented the detailed information about the esports market in the times
of its growing investment attractiveness. Taking into account the changes in the market medium
the topic needs more details and additions since the already existing studies are not enough. This
analysis will be interesting for the specialists in the sphere of marketing and for business, who
wish to look up or know more about esports market.

Keywords: marketing, esports, marketing of esports market, the positions on esports
market, the dynamics of the esports growth

Beryn. OcTtaHHIM 4acoM y CBITI aKTUBHO PO3BHBAETHCS, & YKpaiHl MOYMHAE
CBIM PO3BUTOK pHHOK KiOepcrnopTy. IIpobGnemamu MapKeTHHTY 3alMarOThCs
TAKUMU HAyKOBLSIMU: [TaBnenko A.®., Bouuwak A.B., 3o3ymsoB O.B.,
®enopuenko  A.B., Kybummna H.C. Ha cporoguimHiii JeHb mOpoOiIeMu
MAapKETUHTY B KIOEpPCHOPTY IIMPOKO HE MPEJCTaBJICHI, aje€ ICHYIOTh aHaJITU4HI
myomikari takux astopiB: J[k. Koticrpa, C. Xanrep, Emmior, FO. Ilanneke, E.
Maxkgonanea. TakumM YHMHOM CTa€ akTyaldbHUM JOCIHIIKEHHS OCOOIUBOCTEN
MapKETUHTOBOI JISUIBHOCTI HA PHUHKY KIOEpCHOpTy Ta 3aKOHOMIPHOCTI HOTO
PO3BUTKY.

Kibepcropt — 116 koMaHiHe ab0 1HAUBITyabHE 3MaraHHs KiOepCcropTCMEHIB

Ha OCHOBI BIJICOITPH, IIO0 OpraHi3oBaHEe 3a TMEBHUMH MpPaBUJIAMHU 1 TIOJATAE B
3icTaBieHH] (I3UYHUX Ta IHTEJICKTyalbHUX 3710HOcTel. CTpyKTypa pHHKY
CKJIaJIa€ThCS 3: MPOJYKTY (3MaraHHs, TPEHYBaHHs); ClIOKHUBayva (TJisi1ad, y4acHUK,
CIIOHCOp); BUPOOHUK (OpraHizaTop, BJIACHUK KIyOy, Mefia, 1HBECTOp).
ATpakTopoM KiOepCHopTy € HEBHU3HAYEHICTh KIHILIEBUX PE3YyJbTATIB 3MaraHb, 1110
dbopMye TMOCTIMHMNA 1HTEpeC IO 3MaraHb 1 3a/JI0BOJIEHHS TaKOro IHTEpecy
CHIBIIEPEKUBAHHIMU 3 MPUBOAY Mepediry 1 HACIIIKIB CIOPTUBHOTO 3axony. Llimi
YYACHUKIB PUHKY: KIIyOM XO4yTh I€peMarar i 3apoOsiTu npu30B1 (GOHAM, IIsaaul
— BOomiBathu Ha edipax Ta BIABIAYTH 3MaraHHs, BUPOOHUKH KOMIT IOTEPHUX
KOMIUIEKTYIOUHMX - HAPOIIyBaTH MPOAaXi, CIOHCOPH - POJIBUraTH OpEeH U, KaHAJIN
KOMYHIKAIlll - TpaHCIIOBAaTH MaTdi. AJle TEHJIEHII PUHKY 3MIHIOIOTHCS IIOJHS:
iHBecTUIlli B Mpu30BUH (OHI HOBOI TpH, 3MIHM Yy CKJIAJl BIJOMUX KIyOiB — BCI
YYaCHUKM pPHUHKY TIIOBHHHI pearyBaTM Ha Taki TpeHau. Tomy dopmymnroemo
HacTynHe Bu3HauyeHHs: KiOepcrnopTWBHHMI MapKeTHHT — I1¢ Oe3yNMMHHHM aHaji3
PUHKY 1 TIONIYK MOKJIMBOCTEH KOMIUIEKCHOTO BHUPIIICHHS K O€3MOCepenHiX, TaK i
HEMpsIMUX 3aBAaHb CIOXKHBAYiB, OpraHizailiii, 0 NpalioTh B KiOEpCIOpTUBHIN
IHAYCTpIi Ta 1THIIMX CyO’€KTIB, MOB'SI3aHUX 3 KIOEPCMOPTOM B YMOBAaX MIHJIMBOTO
CEpeI0BHUIIA.

IlocTanoBka 3aBaaHHs. MeTa poOOTH — BH3HAYCHHS CTaHy Ta XapakTepy
PO3BUTKY PUHKY KiOepcropTy. JlJis IbOTO HEOOX1THO PO3KPUTH HACTYIHI ACTIEKTH:
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— B1100pa3uTH PETIOHATBHUMN PO3IOALT PUHKY;

— CKJIACTH CIMCOK OCHOBHI JUCHMILTIHU chepHr KibepcropTy;

— BU3HAYUTHU XapaKTEPHI PUCH CIIOKUBAYIB.

Metoaosorisi. MeTO0J0TIYHOIO Ta TEOPETUYHOIO OCHOBOIO JOCIIIKEHHS
MOCIYTYBaJIA €MITIPUYHI METOJH: CIIOCTEPEIKEHHS, 1HAYKLIS, ASIYKIlis, IepeBipKa
Ta ouiHka. [HpopmariitHuMK 3acalaMy BUCTYNAIOTh aHAIITUYHI 3BITH, IMyOsiKarii
y 3aco0ax MacoBoi iHdopmariii, [HTepHET-pecypcH.

PesyabTatn npociaimkeHnsi. IlpoBeneHmii aHami3 CHCTEMH EKOHOMIYHHMA
BIJIHOCHH JI03BOJIUB MPUUTHU IO BUCHOBKY, IIO CTPYKTYpa PUHKY CKJIQJA€ThCS 3
TaKUX OCHOBHUX CYyO’€KTIB: PO3pOOHHMK TI'pH, BOOJIBAILHUK, KiOEPCHOPTMEH,
KiOepCIOpTUBHUN KIIyO, OpraHizaTop 3MaraHb, CTpIMiHTOBa IutaTdopma, CTYIis
KOMEHTYBaHHs, (ipMma-crioHcop, 3MI, Oykmekep [1]. Koxnuil 3 nmux cy0’ekTiB
MIPOTIOHY€E BJIACHUI TOBap: AJIA PO3pOOHMKA I'pU - BiJeorpa, KiOepcrnopTMEH —
TpEHYBaHHS Ta 3MaraHHs, KiOepcrnopTUBHUMN KITy0 — peKJIaMHi JIIeH31i Ha TpaBo
BUKOPUCTAaHHA aTpUOYTUKH KIIyOy Ta IpaBLIB, OPraHi3aTop 3MaraHb — HpPOJax
OlIeTIB Ha MepyeHJaii3y 3MaraHHsX, CTPIMIHIOBa IulaTopMa — IIOMICSYHA
MiNICKa Ha Teperyisy] 3Maralb Ta TPEeHyBaHb, CTY/lisl KOMEHTYBaHHS — OCBITJICHHS
3Maranb, 3MI — pexaMHi CTaTTi Ta peKiiaMHe oOpMIICHHS iHTepHET-pecypciB [1].

VY 2015 porii eMHICTh pHHKY KibepcropTy ctanoBuB $325 mitH, y 2016 - $493
MiH, y 2017 poky gocsar Bxe $696 muH. 3a mpornoszamu Newzoo y 2018 porri
puHOK Bupocte 1o BigMmiTku $1,488 mupa. (pucynok 1). Lle 3pocTaHHs OinbII HiX
Ha 250% 3a 4 poku. MoxHa cka3aTu 3 YIIEBHEHICTIO, III0 HE 1CHY€E PUHKY, SIKUH pIc
Ou TakUMH TeMIamH [2].
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Pucynox 1- /Ilunamika cBITOBOT EMHOCTI PUHKY KiO€pCTIOPTY Ta MPOTHO3

B 2017 pori éMHICTb CBITOBOTO PUHKY KibepcropTy 3pociia 10 696 MUTbHOHIB
nonapiB, mo Ha 41,3% Ouiblie, HDKX Yy TMomnepeaHboMy poili. I[HBecTopu
BUTpauarOTh 516 MUIBHOHIB J0JapiB, PO3MOJUIEHUX HAa pekiaaMy B po3mipi 155
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MUIBHOHIB, Ha CIIOHCOPCTBO - 200 MUILHOHIB, @ TakOK Ha JOMATKOBI 9 MUILHOHIB
J07apiB 3a MpaBa Ha 3acobu macoBoi iHopmarii. [IlanyBalbHUKH BUTPAIU LBOTO
pPOKYy Ha TOoBapu Ta KBUTKU 64 MinbiioHiB. Pemta 116 minbloHIB gonapiB - 1€
3araJbHUNA 00CST 1HBECTHUIIIH, BKJIAJICHUX ITPOBUMH PO3POOHUKAMHU Ha KiGepCropT,
JacTKa, sKa OE3MOCepEeHbO HE KOMIICHCYETHCS JKOAHUM 13 I1HIIHMX JKEPEI
HaJx0/pKeHb. Lle mokasye, 110 /1 OUIBIIOCTI IMPOBUX BHUJIABIIIB KiOepCcropT 3apas
He € npulOyTkoBUM Oi3HecoM. IIpoTe ixHI 1HBECTHIi BUIPABIOBYIOTHCS
MO3UTUBHUM BIUIMBOM Ha JOXOAW Bif 1rop 1 MalOyTHIM MOTEHIiaJoM iXHBOI
JTUCIIUIUIIHM, SIK CaMOCTiiHOTO O13Hecy [3].

= Megia npaga = Peknama CTBO ™ binetn Ta aTpnbyTMKka  ® BHecKu po3pobHMKa

Pucynok 2 - Po3nogin cBITOBOTO puHKY KiOepCropTy

CnoHcopcTBO B KiOepcmopTi ICHye 2yX BHIIB: TYPHIPHOIO OpraHizaropa
(MTpOIYKT-TUIEHCMEHT HAaIoiB, BUKOPUCTAHHA TI€BHOI TEXHIKH, BUKOPHUCTaHHS
iHpopMarllii KOHKpeTHOi OyKMEKepChKOi KOHTOpH); KiOepCIOPTHBHOI KOMAaHIU
(JloroTHM CHIOHCOPiB Ha (OpPMi, BHUKOPUCTAHHS TPABISIMH TapHITYp, MPOMO
KOMIIaHIi Ta 1HIIN aKTUBHOCTI B COIIAJIbHUX MEpEeKax).

Pexama B kibepcrmopTi HE Mae JOBrOCTPOKOBUX BIJHOCHH. 3a3BUYail Iie
OJIHOPa30Bl 3aMOBJICHHSI y OJIorepiB ab0 3aMOBJICHHSI Y TYPHIPHHX OIIEpaTOpPiB
BJIACHOTO TYpHIipy. PekiamoiaBIii 3 MEHITUM OIOKETOM BUKOPUCTOBYIOTH Google
AdSense 3 TapreTHHroM Ha Kibepcropr.

B Hacnmigox eneKkTpoHHOI T'paMOTHOCTI, PIBHS JIOXOMAIB HAaceJeHHs Ta 3
ICTOPUYHUX CBITOBUM PUHOK KiIOEpPCIIOPTY Ma€ HEPIBHUU po3nojin (tadmuis 1).
[liniuHa AMepuka Mae HaWPO3BUHEHINIWNA MeJia-pUHOK CBITY 1 3aiMae
HaOUTBIINKM cerMeHT KiOepcropTy [4]. €Bpomna 3aiimMae npyre Miciie, TOMY IO
1ICTOPUYHO 1Iel perioH OyB Bigomuil Haiikpamumu rpaBisaMmu. Kidepcnopt y Kurai
Ma€ HE BHUCOKY IMOIYJISIPHICTh, ajle 32 PaxXyHOK BEJIUKOI KUIBKOCTI HaceJIeHHS
3aiiMae 3HAYHy 4YacTKy pUHKY. He3Baxkaroum Ha Te, mo CxigHa €Bpoma rpae
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3HaqHO MCHILLy pOJib B IHAYCTpIl, B LIMX pEr1OHaX 30CCPEKCHA 3HAUHA YaCTHHA
memia-aktuBiB. Y Ilinenniit Kopei kibepcmopT — 1€ mMpakTUYHO Peliris, ToMy

HOro MOXHa MOPIBHIOBATH 32 00CATAMH 31 CX1THOEBPOTICHCHKHIM.

Tabmuns 1- PerionanbHuii po3noi puHKY KibepcrnopTa

Perion €MHIiCTh pUHKY, (MJH.) | YacTKa pUHKY, (%)
ITiBHiuHa AMepHKa 277 36,7
3axingHa €Bporna 163 21,6
Kwurait 145 19,2
Cxigna €Bporna 83 11
ITiBnenna Kopes 51 6,7
ITiBnenna Amepuka 2,9 2,4
[liBgerno-Cximgua A3zis 2,9 2,4
ta OKeaHid

Kibepcropt B Ykpaini, sk 1y Bcix CxijiHii €Bpori, € Ha eTami CTaHOBJICHHS.
JIOCBiJl pO3BHHYTHX KpaiH IEMOHCTPYE MEPCIIEKTUBU PUHKY.

HoBi TexHoJyorii JaroTh 3MOry po3poOHMKAa BHJABaTH HOBI ITPU  Ta
BJIOCKOHAJIIOBATH yCTalleHi. B TepMiHOJOrIi, sfika 3apa3 ckiajacsi B Kibepcropri,
BUJIM KOMIT IOTEPHUX 1MOp MalOTh HA3WBAIOTHCA AMCLHUILUTIHAMHU. P13HOMaHITHICTH
JUCHUIUIIH € OJHMM 3 YWHHHUKIB 3pOCTal0uoro IHTepecy a0 Kidepcmopty [5].
@®yTO0s BUHAWNUIA OUTbLIE HIK CTO POKIB TOMY 1 3 THUX HIp BIH OCOOJHMBO HE
3MIHIOETBCS, TOMY 1 HE BHKJIMKA€ IHTEpEC Yy  HOBOTO TOKOJIHHS. IrpoBi
PO3pOOHMKHM PO3BUBAIOTH MPOAYKT 3 JIBOX CTOpIH. 3CEpPEIMHU BOHHU POOJIATH
MPOJIYKT Takum, MO0 B HBOro Oyso IikaBO rpatu. Po3poOHUKH TMEpiogUIHO
3MIHIOIOTH OajaHC CKJIAJIOBUX YaCTHH Irop, YUM MIATPUMYIOThH IHTEpEC TpaBIliB Ta
nsigadiB [6]. CtaTucTrKa 3MarajabHUX Irop cTaHoM Ha KiHelb 2017 mpeacTaBiieHa
y Tabmuii 2.

Tabnuusg 2- CTaTUCTUKA KUTHBKOCTI TPaBINiB KiIOEPCHOPTUBHUX AUCITUTUTIH

Ne | Jlucuummina 3arajibHa [lomicsuna Crana
KUIBKICTh KUIBKICTh ayJiuTopis,
rpaBiliB, (MJIH.) | TpaBIiB, (MJIH.) (%)

1 | Fortnite 400 125 31

2 | League of Legends 380 100 26

3 | PlayerUnknown’s 326 80 25

Battlegrounds
4 | Dota?2 102 19 19
5 | Counter-Strike: 35 14 40
Global Offensive

6 | Overwatch 30 14 47

7 | Hearthstone 70 12 17

8 | Heroes of the Storm | 20 10 50

9 | StarCraft 2 15 10 67

10 | FIFA 14 8 57
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= FOIMNIIE — 3apa3s HaWIONYJSIPHIIIA B CBITI SIK 1O TpPaBLsM, TaK 1 IO
pe3ynpTaTtam nomyky. ['pa, mo Buiinuia B nunHi 2017 poky 1 B HaWKOPOTIIMNA
TEPMIH OTpUMalla BH3HAHHS KiOEpPCHOPTHBHOI ayAMTOpPii 3a pPaxyHOK HOBOTO
xaHpy — battle royal Ta Benmmkum iHBecTHiisiM Bix po3poOHuka. Y 2019 pomi Ha
KiOCTTOpTUBHUX 3Maranusax Oyxae posirpano 100 mineioHIB gonapis [8].

Hpyre micue 3a League of Legends (LoL). I'pa sxanpy MOBA, sika 10 pokiB
HE Majla KOHKYPEHTIB 1 3aiimMalia TMOJOBHHY PHUHKY. Y Hei JOCHUTh BUCOKUU
MOKA3HUK YaCTKU KiOEpCHOPTUBHOI CKJIaA0BOI - 28% TOAUH 3 yCiX MHEperisaiB
pUIaae Ha PsMI TPAHCIIALIT 3MarajibHi 1IrpHy.

PlayerUnknown’s Battlegrounds 3amukae Tpiiiky. Bona € nepmioro battleroyal
rpoto. Ouikyerbes, mo B 2019 pomi PUBG Oyne HalnmonmynspHIIION
Ki0€pCIIOPTUBHOIO AUCIUILIIHOW. TOMy € puBaOIMBOIO JIJIsl IHBECTOPIB.

Counter-Strike — first person shooter Bim Valve. Omna 3 HaicTapimmx
TUCIUIUTIH — i1 icTopis moumHaeTbes 3 1999 poky. Ilpu mmpomy BOHa € myxke
30aJaHCOBAHOIO 1 32 OCTaHHI 4 POKM HE OoTpuMaia 3Ha4yHHX 3MiH. [Ipu mpomy ii
MOMYJISIPHICTH POCTE 3 KOXHUM TYypHiIpoM. ['0TOBHUMH TpHYWHAMH ITHOTO €: TIO-
nepuie, OcoOJMBI MpaBujia TpH; MO-APYre, BHUCOKA HACUYEHICTh BaXKIMBHUX
IHAUBITyaJIbHUX Ta KOMAaHIHUX PIIIEHb.

Dota 2 — inma MOBA rpa Bin Valve, sika noctynaetscs League of Legends
3a KUIBKICTIO TPABIlIB Ta IUISAaYiB, ajieé Ma€ 3HAYHy JOMIHAIIIO 3a MapaMeTpoM
npu30Bux GoHAiB: 11 3 12 HalOIBIIMX KIOEPCIIOPTUBHUX MPAM3MYJIiB HAJICKUTH
mopiuauM The International ta ce3onnum Major typhipam 3 Dota 2. 3apa3
CTaTUCTHKA MpOCiaae, aje K 1 paHilie rpa 30epirae micie B TOMi 1 Ma€ BUCOKHIM
B1JICOTOK KIO€PCIIOPTUBHUX MEPETJISIIB.

Ham wayte gotupu rpu Blizzard. BoHn He BHXOAATH B TOII, ajié JOCHUTH
nonyysipHi. Hearthstone — 1e kaptkoBa rpa. BBakaeThcs, 110 BOHA JIOCUTH
OMOCEPEAKOBAHO BITHOCUTHCS 10 KIOEPCHOPTY, OCKUIBbKH, K 1 BC1 1HII KapTKOBI
ITpU, Ma€ HENPUUHATHUN €JEMEHT BHUIIAJIKOBOCTI. AJie HE3BaXXKaro4u Ha IIe
Hearthstone Mae Bucoki peiiTunru neperisiay TypHipiB. Ctparerito Starcraft maso
IUBJISITHCA, ajle BOHA SIK 1 paHillle MONyJsipHa B BY3bKUX Kojax. Overwatch - rpa
Jopora, ToMy He ayxe nomyisipHa B CxigHid €Bpori. Ayne B AMepulll BoHa Mae
BEIIUKY ayJIUTOPit0. BimcoTOK KiOEpCOPTUBHOI CKJIAJ0BOI Y HEl HU3BKHM, TOMY
110 rpa OyJia CTBOpEeHa He JJisi HOTO.

FIFA — ¢yrOGonbHnii cUMyISTOp, AUCIMUIUIIHA, IO 3aBXKIM MaE€ CBOTO
rIisaqa.

[TimcymMOByrOUM CHIEKTP MUCHIMIUIIH CJIiJl 3a3HAYUTU BEJIUKY MOMYJSPHICTH 2
xaHpiB: battleroyal 1 MOBA. Bci iH111 BUAU irOp MarTh MEHIIY MOMYJISIPHICTD,
ayie OLTBIIHI BIZICOTOK CTajol ayauTopii.

KibepcnoptuBHa ayauTopist 3apa3 craHoBUTh 390 MuiH. BoHa po3ainseTscs Ha
JIB1 TIOJIOBUHH: BOOJIIBAJIHLHUKH, SIKI AKTUBHO JUBJISITRCA Ta 4YacTO TParOTh, 1
MEeploJUYHUX TIIAJayiB, SKI Yac BIiJ Yacy CIOCTEpIraloTh 3a OKPEMUMHU
Ki0epCIIOPTUBHUMHU TOJISIMH.

VY 2018 porui momicsyHo KidbepenopT 3aimydaB 40 MITH. YHIKAIbHUX TIISIIa4iB
(Tabnuiis 3).
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Tabmuis 3 - Cepens MicsiUHA KUTBKICTD IUIA1a41iB KIO€PCIIOPTUBHUX

JUCIIATUIIH
Ne JAncuumiaina Po3poOonuk rpu I'napauyi,
(MJIH.)

1 | Fortnite Epic Games 182
2 | League of Legends Riot Games 157
3 | PlayerUnknown’s Battlegrounds Bluehole 102
4 | Hearthstone Blizzard 83

5 | Dota 2 Valve 65

6 | Overwatch Blizzard 63

7 | Counter-Strike: Global Offensive Valve 43

8 | Heroes of the Storm Blizzard 15

9 | FIFA ElectronicArts 14
10 | StarCraft 2 Blizzard 9

Po3pobnrku Blizzard 1 Valve BUKOpHUCTOBYIOTh KiOEpCHIOPT SK NMEPBUHHUMN
MapKETUHTOBUH I1HCTPYMEHT i CBOiX 1rop. ToMy i KOMIaHii 1 MawThb IO
JIEKUIbKa TIPEICTaBHUKIB CEpe/l HAMMOMyISPHIIIMX TUCHUILUIIH. BulbliicTh 1HIIMX
PO3pPOOHUKIB PO3BUBAIOTH KIOEPCHIOPT JIMIIIE TICIS JOCATHEHHS IPOI0 YCIIXY.

B 2017 pomi 3aranpHa ayauTopis BICHUKIB gocsria 385 MUIBHOHIB, IO
ckianarThed 3 191 MuibiioHa BOOMIBAJILHUKIB Ta i€ 194 MIIBHOHIB BUITAQIKOBUX
msiaaviB. O4ikyeTbes, MO KUIBKICTh BOOJIBaJIBHUKIB 30UIbIIMTECA Ha 50% 10
2020 poky, Ha 3arajibHy cyMy 286 MiIbIIOHIB. 3pOCTaHHS MOIMYJISIPHOCTI B KpaiHax,
[0 PO3BUBAIOTHCSA, 301TBIIICHHS ayIUTOPIi Bl TEIEBI3IMHUX TPAHCIIAIIHN, a TAKOXK
HOBUX (panmm3, Takux sk FIFA Ta Overwatch, € ocHoBHMMH (hakTOpaMu
3pocTaHHs r100anbHOi aynutopii. PosyMinHs mnoHsATTA KiGepcnopT y 2017 poky
nocsriao 1,3 munbsipaa. O4ikyeTbesd, 10 piBeHb 0013HaHOCTI 70 2020 poky aocsarHe
1,8 minbsipaiB [7]. Llum 3pocTaHHSIM COPUATHUMYThH ITPOBI Ye€pe3 CBOi KIIEHTH Ta
1HIII KaHAJIU 3B'SI3KY.

449



ExoHomiynuii BicHuk HTYY «KIII» - 2018 (15)

450M
400M

350M

300M
250M
200M
150M
100M
50M
oM

2015 2016 2017 2018 2019

H B6oniBanbHUK M Bunaakosuii rnagay

Pucynox 3 - lunamika pocTy KiOepCIOpTUBHOT ay TUTOPii

AOcomtoTHa OuTbIIicTh BOOJNIBaIbHUKIB (71%) - wonmoBiku y Bimi Big 21 1o
35 pokiB (52%). Lleit moka3HUK TpU poKH TOMy OyB Habararo mMeHmuii. MoxHa 3
VIEBHEHICTIO CKa3aTu, IO ayJuTOpis HE TUIBKM 3pOCTa€E, a W 3aIUIIAETHCS
mosogoro. Ilimitku ¢ 10 go 20 pokiB 3aiimatote 27% ayautopii [1]. Orxe,
IHBECTYI0OUM B KiOEpCIOpT 1 MPOBOASYM MApPKETHHTOBI aKTUBHOCTI, KOMMaHil
PO3BUBAIOTH CBOIO ayIUTOPIIO 1 30€piraroTh ii MOJIOY YaCTUHY.

[ u My»K4YMHbI

Pucynok 4 - CtatucTtuka 3a reHIepHOI0 03HAKOIO
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Pucynok 5 - Craructuka BiKy ayauTopii

BucnoBku. HaykoBa HOBHM3HA OTPUMAHUX PE3YJIbTaTIB MOJSTAE B TOMY, IO
OyJi0 MpOBEIECHO BCEOIYHMM aHal3 KUIBKICHHMX IMOKAa3HHUKIB TaKOrO HOBOTO IS
MapKETUHTY HaIMpsMKY, sk KibepcropT. B xoai 1ociimKeHHsT BUSBIEHO TEHACHIT
bOI'O PHHKY, HABEAEHO KUIbKICHI TOKA3HUKH Yy HATypajJbHUX Ta BapTICHUX
OJIMHUIISIX MO0 MapKETUHTOBOI Ta (DIHAHCOBO-CKOHOMIYHOT TPHUBAOIUBOCTI
puHKy. [IpoananizoBaHO cucTeMy €KOHOMIYHHMX BiTHOCHH Ha PHHKY KiOepcmopTy
Ta BUOKPEMJIEHO OCHOBHI CyO’€KTH Ta pEJIEBAHTHI MpeIMETH OOMIHY Ha PHUHKY.
[Toka3aHi OCHOBHI 3aKOHOMIPHOCTI PO3BUTKY PUHKY B YKpaiHi Ta CBITI. Takox
MPOBEJCHO TOPIBHAIBHUN aHali3 crenudiku PO3BUTKY BITUYU3HAHOTO PHUHKY
Ki0epCropTy MO BIAHOIIEHHS A0 CBITOBUX TEHACHIIIH.

[IpaktuunicTh AaHOi poOOTH ToNsSiTae B 1HGOPMATUBHOMY OCBITJICHHI
KiI0€pCIIOPTUBHOTO PUHKY y YaCH 3pOCTaHHS HOTO 1HBECTUIIIMHOT TPUBAOIMBOCTI.

BpaxoByroun auHaMi4H1 3MiHH pUHKOBOTO CEpEIOBHUIIA JOCTIPKyBaHa TeMa
noTpeOyBaTUME OUTBINOT AeTami3alli Ta JOMTOBHEHHS.
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