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AHoTanisi. Axmyansuicms. MoOubHUN  KIOEpCHOPT €  OJHUM 13
HalMHAMIYHIIIUX HAOpsMIB 1HAYCTPIi BiI€OIrOp 1 BUPIZHSAETHCS BiA TPAIULIIMHOTO
kibepcropty (ITK Ta KOHCO1) BUIUM pIBHEM JOCTYITHOCTI, 3aJly4€HHSIM BEIUKOI
ayJIMTOpii Ta MEPCIEKTUBAMU MIXKHAPOJHOTO PO3BUTKY. CTaHOBJIIEHHS MOOLIBHOTO
kibepcropty posnodanocss Ha mo4yaTky 2010-X pokiB 1 TOB’si3aHE 13 PO3MIMPEHHSIM
MOXJIMBOCTE MOOUIBHUX TMPHUCTPOIB Ta JOCTYIHICTIO BHUCOKOIIBUIKICHOTO
IHTepHEeTYy. AKTYaJlbHICTh JOCIIHPKCHHS 3yMOBJICHA IIBUIKUMHU TEMIIAMH 3POCTAHHS
IILOTO CETMEHTA Ta MOTPEOOI0 BU3HAUCHHS CYJacCHUX TEH/ICHIIINA HOTO PO3BUTKY.

Mema 0ocnioscenns - BU3HAUUTH 1 y3araJIbHUTH KIFOYOBI TEHICHIIIT PO3BUTKY
MOOUIBHOTO KIOEpPCHOPTY 3 YypaxyBaHHSIM TEXHIYHUX IHHOBall, E€KOHOMIYHMX
Mojenield, OCOOMMBOCTEH coIllabHOI B3aeMOAii Ta (QopMyBaHHS 3MarajibHHUX
m1aTGopM Ha MI>KHAPOTHOMY PiBHI.

Mamepian ma memoou Oocnioxycennss. Y  poOOTI  3aCTOCOBAHO
3arajJlbHOHAyKOBl Ta CIeliaJbHI METOAW JOCIIPKEHHS: aHaji3 1 CMHTE3 HAayKOBOI
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JITEpaTypu Ta CTAaTHCTHYHUX MaTepiaiiB, KOHTEHT-aHami3 OQIMIHHNX 3BITIB 1
miaTGopM CTPIMIHTY, METOJ TIOPIBHSHHS IS 3ICTAaBJICHHS MOOUIBHOTO Ta
TPaAUIIMHOTO KIOEepCHoOpTy, a TaKOX Yy3arajJlbHEHHS pPe3y/bTaTiB IOIMEpPeIHIX
JTOCIIKEHB y cdepl MOOIBHUX 1Top.

Pezynomamu oocnioxyncenna. JloBeneHo, mo MOOUTBHUN KiOEpCHIOPT CTPIMKO
PO3BUBAETHCS 3aB/ISIKH BUCOKIH JOCTYITHOCTI MOOIIBHUX MPUCTPOIB, HOLIMPEHHIO free-
to-play-moneneii, cyrTeBuM iHBeCTHIisIM 3 OOKYy pPO3DOOHHKIB 1 CHOHCOpIB Ta
aKTUBHOMY 3aJIy4€HHIO KOPUCTYBadiB depe3 COIllalbHI Mepexi U miaTthopMu
cTpiMiary. TexHoJoriuHMM ToCTyn (MOKpalieHHs MPOAYKTUBHOCTI CMapTQOHIB,
ynpoBapkeHHs 5G, xmaphi TexHosorii, AR Ta VR) cyrreBo posmmproe mexi
MOOUTRHUX 3Maranb. llopsig 3 1M, AOCHIJDKEHHS IMIJKPECTIOITh BaXKJIMBICTh
30aJ1aHCOBAHOTO MIIXOMy A0 ITPOBOI aKTHBHOCTI, OCKIJIBKA HAJMIPHE 3aXOIUICHHS
MO>K€ BUKJIMKATH ITPOBY 3AJIEKHICTb.

Bucnoexu. MobO11bHMIT KIOEpCIIOPT MEPETBOPIOETHCA HA BaXKJIUBY CKJIAJOBY
Mi’KHApPOIHOTO KiGepcropTHBHOTO pyXy. Moro cTpiMKuii po3BHTOK MOB’sA3aHMil i3
MOETHAHHSIM TEXHOJIOTTYHUX YMHHHKIB (BUCOKA MPOAYKTUBHICTH MPUCTPOIB, MEPEXKI
5G), ekoHomiuHOi noctymHOcTi (free-to-play, MmikpoTpaH3akiiii) Ta HIMPOKHX
COLIIAJIBHUX MOJKJIMBOCTEN (IHTerpailisi 3 coumMepexamu, ctpimidr). lle poOuthb
MOOUTRHUN KIOEPCHIOPT TMEPCHEKTUBHOIO ChEeporo sl MOAAIBIINX JOCTIIKECHb,
npodeciiiHOro po3BUTKY IPaBLIB 1 3aTyYEHHSI HOBUX 1HBECTHULIIN.

Knrouosi cnoea: MmoOinmpHUI KibepcnopT, irpoBa iHmyctpis, free-to-play, 5G,
COLIlAJIbHI MEpPEX1, CTPIMIHT, TYpHIPH.

MOBILE ESPORTS AS ASEGMENT OF THE DIGITAL
GAMING ECOSYSTEM
Shynkaruk Oksana, Kuzmenko Dmytro, Bafadarov Oleksii

Abstract. Topicality. Mobile esports is one of the fastest growing areas of the
video game industry, and differs from traditional esports (PC and console) in terms of
higher accessibility, attracting a large audience, and prospects for international
development. The emergence of mobile esports began in the early 2010s and is
associated with the expansion of mobile devices and the availability of high-speed
Internet. The relevance of the study is due to the rapid growth of this segment and the
need to identify current trends in its development.

The purpose of the study is to identify and summarize the key trends in the
development of mobile esports, taking into account technical innovations, economic
models, features of social interaction and the formation of competitive platforms at the
international level.
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Material and methods of the study. The study used general scientific and special
research methods: analysis and synthesis of scientific literature and statistical
materials, content analysis of official reports and streaming platforms, a comparison
method for comparing mobile and traditional esports, as well as a generalization of the
results of previous studies in the field of mobile gaming.

Results of the study. It is proved that mobile esports is developing rapidly due
to the high availability of mobile devices, the spread of free-to-play models, significant
investments by developers and sponsors, and active user engagement through social
networks and streaming platforms. Technological advances (improved smartphone
performance, 5G, cloud technologies, AR and VR) are significantly expanding the
boundaries of mobile competitions. At the same time, studies emphasize the
importance of a balanced approach to gaming activity, as excessive enthusiasm can
cause gaming addiction.

Conclusion. Mobile esports are becoming an important component of the
international esports’ movement. Its rapid development is associated with a
combination of technological factors (high performance devices, 5G networks),
economic accessibility (free-to-play, microtransactions), and wide social opportunities
(integration with social networks, streaming). This makes mobile esports a promising
area for further research, professional development of players, and attraction of new
investments.

Keywords: mobile esports, gaming industry, free-to-play, 5G, social networks,
streaming, tournaments.

IMocranoBka mpodaemu. MoOUTBHUI KIOEPCIIOPT € PI3HOBUIOM KIOEpCIIOPTY,
JIe 3MaraHHs IPOBOSATHCSA 32 JJOTIOMOT'0F0 MOOUIBHUX MPUCTPOIB, TAKUX SIK CMAPTHOHH
Ta iaHmeTd. lle BU3HAYEHHS MITKPECTIOE CYTTEBY PIZHUII0 MK TPaIULIHHUM
kibepcropToM, sikuii 3a3Buuail nepenbayae BukopucTanHs IIK abo koHconeil, Ta
MOOUIBHUM K10€pPCIOPTOM, OPIEHTOBAHUM Ha BUKOPUCTAHHS OPTATUBHUX MPUCTPOIB
(unkapyx, 2024).

MoOinbHMIT  KIOEpCTIOPT, SK OKPEeMHH HampsIMOK KiIOepcrmopTy, IOo4YaB
dbopmysarucs Ha nmovyatky 2010-x pokiB pa3oM 13 MIBUAKAM PO3BUTKOM MOOUIBHHUX
TEXHOJOTIH 1 TIABHMINCHHSAM JOCTYIHOCTI  BHCOKOIIBHUJKICHOTO  1HTEpHETY.
O. [unkapyk, J. Pycanoscbkuii, & O. Iletpuk (2024 ) 3a3Ha4aroTh, 110 nepii cnpodu
OpraHizyBaTyd 3MaraHHs Ha MOOUIBHMX IutaTgopMax OyJid BIJHOCHO HE3HAYHUMHU,
OJIHaK 13 TMOSIBOIO TOTYXHUX CMapTHOHIB 1 MOMYJNSAPHUX MOOUIBHMX Irop Lewu
HaIpPsIMOK NT0YaB HaOUpaTH 00EPTiB.

AHaJi3 OCTaHHIX J0CaixKeHb Ta myOJikaniii. MoOuTbHUI KiOepcropT HUHI
BUCTYTIa€ OKPEMHUM HAIPsIMOM 3MarajibHHUX 1rop, /€ TOJIOBHUM 1HCTPYMEHTOM MJIsi
MPOBENCHHS TYypHIpIB € cMapTdonu abo miaHmeTd. Takuit GopmaTr CyTTEBO
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BIIPI3HAETHCS BiJ TPAAMLIMHOTO KiOEPCIOPTY, OPIEHTOBAHOTO TEPEBAXHO Ha
nepcoHaNbHi KoM 'torepu uu irpoBi koncoii (GSMA Intelligence, 2025; Pew
Research Center, 2021). ®opmyBaHHs MOOLILHOIO KiOEPCIOPTY SIK CaMOCTIHHOTO
saBuIia posnoyaiocs Ha mnouyatky 2010-X pokiB, KOJIM PO3BUTOK MOOIIBHHUX
TEXHOJOT1H, a TaKOX MiJBUIICHHS JOCTYMHOCT! MIBUIKICHOTO 1HTEPHETY CTBOPHIIU
HiATPYHTS JUTS TOSIBA MAcIITAOHUX 3MaraHb i3 MoOimsHUX irop (Sensor Tower, 2025).

[TocTymoBo Bce OunbIa KITBKICTh TOCHITHUKIB 3BEpHYJIA yBary Ha (eHOMEH
MOOUTBHOTO KiOepcropTy, aHaIi3yI0un HOTo COIliainbHi, eKOHOMIUHI Ta TEXHOJOT1UHI
ynHHUKH (Newzoo, 2022; Statista, 2021). Cepen HailBaXXIMBIIIUX MIPUYUH 3POCTAHHS
MOO1ILHOTO KiOepCOPTY HA3UBAIOTh IOCTYITHICTh MOOUTBHHUX MIPUCTPOIB, IHTETPaIlio
3 COIIAJIbBHUMU MepeKaMu i pO3IIMpeHi MOKIMBOCTI cTpiminry (Statista, 2021).
OnHOYacHO 3 UMM HAYKOBI[l HAroJIOMIyIOTh Ha 3pOCTAaHHI POJI 1HBECTHIHN 1
CIIOHCOPCBHKOI MIATPUMKH, 11O JIa€ 3MOTy MOOUIBHOMY K1O€pCHOpPTY KOHKYPYBATH 3
TpaauiiianMu KibepcioptuBHuME nuctmioiinamu ([uakapyk, 2024; Miller, 2019).

AKTyanbpHICTh JOCIIKEHHS 3yMOBJIEHA MOTPEOOI0 y3araJlbHUTH Cy4acHi
TEHJIEHI[Ii PO3BUTKY MOOIILHOTO KiOEpCHOPTYy, SIKI OXOIUTIOIOTh EKOHOMIYHY
JIOCTYITHICTh, TEXHOJIOT1YHE BJIOCKOHAJIECHHS MOOUIBHHMX MPHUCTPOIB, PO3IIUPEHHS
ayJIMTOpii uepe3 colllajgbHl MEpexki, a TakoX crenudiky opraHizaiii Ta MpoOBEICHHS
TypHipiB. BHUBUEHHS LIMX TEHAEHLIN A03BOJIAE€ TIMOLIE 3PO3YMITH YWHHHUKH, IO
(GOpMYyIOTh HOBUM CErMEHT TJIOOAJIbHOI IrpOBOI IHAYCTPIi T4 OLIHUTH NEPCIEKTUBU
MOT0 MOJAIBIIOT0 NOMIUPEHHS.

MeTa — BU3HAUUTHU ¥ y3araJIbHUTH KJIFOYOBI TEHJICHIIIT PO3BUTKY MOOUIHHOTO
KibepcropTy, 3 YypaxyBaHHSM TEXHIYHMX IHHOBAIlli, EKOHOMIYHUX MOJIEJeH,
OCOOJIMBOCTEH COIAIbHOI B3aeMO[li Ta (opMyBaHHSA 3MarajibHUX IIaTGOpM Ha
MIDKHApOHOMY PiBHI.

Marepiaa Ta MeToaM A0CJizKeHHs. Y poOOTI 3aCTOCOBAHO 3arajbHOHAYKOBI1
Ta CcHeliaJbHl METOAM MAOCHIPKEHHs: aHalll3 1 CUHTEe3 HAyKOBOI JITepaTypu Wu
CTaTUCTUYHHUX MaTepialliB, KOHTEHT-aHa13 OpILIHHUX 3BITIB 1 MIATHOPM CTPIMIHTY,
METOJ TIOPIBHAHHS ISl 31CTaBJICHHS MOOLIBHOIO Ta TPAJUIIIHOTO Kibepchopry, a
TaKOX y3arajibHEHHS Pe3y/bTaTiB MOMEPEAHIX TOCTIIKEeHb Y raigy3l MOOUTBHUX 1TOp.
[lepBuHHI eMIipUYHI JaH1 OJEP’KAHO IMIJISTXOM OMPAIIOBAHHS BIIKPUTHUX JIKEpEI, a
TAKOX CTATUCTUYHUX OTJISIB 1 3BITIB.

Pe3yabTaTtu nociaimkeHns. MoOubHMI KiOepCIOPT CTPIMKO PO3BUBAETHCS Ta
Ha0yBa€ MOMYJISIPHOCTI 3aBASKHU CBOIM JOCTYIMMHOCTI, €KOHOMIYHOCTI, TEXHOJIOTIYHUM
1HHOBAIIISIM 1 TJIO0AIBHIM CHiIBHOTI rpaBiiB. Lli TeHaeHIi BiIPI3HAIOTH MOOUTBHUIMA
Ki0epcropT BiJ KOMIIIOTEPHHUX I1rOp 1 poOJsITh WOro mpuBabIUMBUM JUISl IIUPOKOI
aynuTopii rpasiiiB mo BcboMy cBiTy (Illunkapyk, 2024).

JIsist MOO1TFHOTO KIOEpCTIOPTY XapaKTEpHI Cy4acHI TEHJEHINi, BIAMIHHI BiJ
kibepcropty. MoOuTbHUI KIOEpPCTIOPT yIIEBHEHO HAOMpA€e 0OEPTIB y CBITOBIM IrpOBIH
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1HAYCTPI1 3aBASKH MMOE€THAHHIO BUCOKOI JOCTYITHOCTI MOOUTEHUX MPUCTPOIB, HU3BKOTO
¢dinancoBoro mopory Bxomy Ta 3pydHocti free-to-play-monenei (Miller, 2019).
UucneHHl AOCIKEHHS MATBEP/KYIOTh, 110 MOJISTb MIKpOTpaH3aKIii y MOOITBHUX
Irpax € OJIHUM 13 TOJIOBHUX (paKTOPIB 3aTy4E€HHs] HOBUX I'PaBIliB, 0COOJMBO B KpaiHax,
110 po3BuBaroThed (Statista, 2021). Pew Research Center (2021) 3a3navae, 1o 3aBIsKu
HEBUCOKIH 1iHI cMapT(HOHIB 1 3aranbHii NOMUPEHOCTI MOOITFHUX MPUCTPOIB (TMTOHA
5 MiTBSIpAIB KOPUCTYBadiB y CBiTi, IO CTaHOBUTH 67 % CBITOBOTO HACEJICHHS)
MOOLTBEHUI KiOEpCIOPT OXOIUTIOE MIUpIIY ayAauTopito, HiK Tpaauuidai I1K- a6o
KOHCOJIbHI 3MaraHHs. 3a manumu Pew Research Center, y 2021 porii cepenns 1iHa
cmaptdoHa craHoBmwia 6m3pko $ 300, Toxdi sIK cepeqHs IiHa irpoBOTO KOMII IOTEpa
a00 koHcoJi epesunryBana $ 1000. Lle poOuTh MOOUTBHHI TEHMIHT OUTBII JOCTYITHUM
JUTSI TIIAPOKOT ayIuTOpii, 0COOIMBO B KpaiHax, 10 PO3BUBAIOTHCS.

binbuiict MOOUTBHUX K1OEPCTIOPTUBHUX IFOP BUKOPUCTOBYIOTh MOAEINb free-10-
play, 1110 103BOJIsI€ TPaBIISIM 3aBaHTAXXyBaTH 1 rpaTu 0e3K0mTOBHO. [Ipu ibomMy moxoau
TEHEPYIOTHCS 32 PaXyHOK BHYTPIIIHBOIrpoBUX MOKynok. Hampukinan, y rpi PUBG
Mobile rpaBii MOXXyTh KyIyBaTH KOCMETUYHI MPEAMETH, OOMOBI EPEMyCTKH i 1HIII
OOHyCH, 1110 HE BIUITMBAIOTh Ha TEMMILICH, ajie MOKPaIlyloTh BizyanbHuii nocin (PUBG
Corporation, 2025).

3a nanumu Sensor Tower, y 2020 poui 3aranbHUM 10X11 Bl MIKpOTPAH3aKIIIHN y
MOOITEHUX irpax JIocsarHyB $79.5 MimbsApaiB, IO CTAHOBHTH OUIBIIE ITOJOBHHU
3arajJibHOro J0XoAy 1rpoBoi i1HaycTpii. Lle cBimuuTh mpo ePeKTUBHICTH MOJEI1
MIKPOTpPaH3aKIiil y MOOUIbHUX Irpax.

O. Ilunkapyk, /. PycanoBcwkuii, & O. Iletpux (2024) 3a3Hayarorh, 110
OUIBIIICTh MOOUTEHUX KIOEPCIIOPTUBHUX ITOP HE MOTPEOYIOTH MJIATHUX MIAMUCOK, Ha
BIIMIHY B1JT ICSIKMX KOMIT FOTEPHHUX 1 KOHCOJIBHUX 1rop. Lle 3HmKye 6ap’epu 11 BXO1y
Ta poOUTh MOOUIBHUN TEUMIHT OUTbII NPHUBAOJMBUM JJIA TpaBLIB 3 OOMEKEHUM
OIOKETOM.

Benuka KiibKiCTh MOOUTBHUX 1TOp MPOIOHYE PETYISIPHI OHOBJIEHHS T4 HOBUU
KOHTEHT O€3KOILITOBHO, [0 MATPUMYE IHTEPEC IPaBliB O€3 1OAATKOBUX BUTPAT.

30UTbIIIEHHST TOMYJISIPHOCTI  MOOUIBHOTO  KIOEpCIOpTy TMpUBEpPTaE yBary
1HBecTOpiB 1 crioHcopiB. Hampuknaza, Tencent, po3poonuk PUBG Mobile, inBectye
3HAYHI KOIITA B PO3BUTOK KIOEPCIIOPTUBHOI €KOCHCTEMHU, BKJIIOYAIOUM OPraHi3alliio
TYPHIPIB 1 MIATPUMKY MPOPECIHHUX KOMAHI.

Mo0OinbHMI K1IOEpCHOPT CTa€ NMPUBAOIUBUM PEKJIAMHUM MAalJIaHUYMKOM IS
OpeHI1B, SIKI XOUYTh 3aJy4YUTH MOJIOAY M aKTUBHY ayuTopito. ClIOHCOPCTBO TYPHIPIB
1 KOMaH/ 3a0e3neuye OpeHaaM MUPOKE OXOIUICHHS Ta BII3HABAHICTb.

TexHnosnoriyHi (akTopu TaKOX CYTTEBO BIUIMBAIOTH HA TOMYJISPHU3AIIIO
MOOUTbHHMX KiOepcropTUBHUX irop. [lomimimeHHs mpoyKTUBHOCTI MOOITEHUX YUIIIB,
ynpoBapkeHHs SG Ta MOMMPEHHS XMapHUX ITPOBHUX CEPBICIB 3HIKYIOTH OOMEKEHHS,
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OB’ sI3aH1 3 allapaTHUMU MOTYXHOCTSIMU MOOUTBHUX MPUCTPOIB. 30KpemMa, 3aITyCK irop
y XMapi Jae 3MOTy MiJKIIOYaTUCA JO0 BHCOKOSKICHUX TPOJIYKTIB HaBiTh Ha
cepennboOr0KeTHHX cMmapTdonax (Ericsson, 2025; GSMA Intelligence, 2025).
[TapanenbHO pO3BUBAIOTHCS TEXHOJIOTIT JJOMOBHEHOI Ta BIPTYyaJIbHOI PEaibHOCTI, IO B
NEPCIEeKTHBl MOXYTh 30aratutu (opmar MoOUIbHUX 3MaraHb. LI TexHomoriusi
JOCATHEHHSI POOJISATh MOOLIBHUI KiOepcmopT OUIBII JOCTYMHHUM, 3aXOIUTIOIOYUM 1
KOHKYPEHTOCIIPOMOXXHUM Yy TIOPIBHSHHI 3 TpPAagUIiHHUMH KOMII IOTEPHUMHU Ta
KOHCOJIbHUMH IrpamH.

CyyacHi MOO1IBHI TPHUCTPOi OCHAIICHI BUCOKOIPOAYKTUBHUMH MpOliecopaMu
Ta rpadiuaumu dinamu. Hanpukmnan, npouecopu cepii Qualcomm Snapdragon 8xx ta
Apple A-series 3a0e3mneuyroTh IPOAYKTHBHICTD, IKa MOYKE KOHKYPYBaTH 3 JICIKUMU
KOMII'IoTepHUMHU cuctemamu. lle mo3Boiisie 3amyckaTé Ha MOOUIBHHX MPHUCTPOSIX
CKJIQJHI1 I'PH 3 BUCOKOIO SIKICTIO rpadiKu Ta IJIABHUM FeHMILIICEM.

HogiTHi cMapTdoHM OCHAIIEHI BEIMKOIO KUIBKICTIO ONEpPAaTUBHOI MaM ATi Ta
BOY/IOBAHOTO CXOBHIIIA, 110 JO3BOJISIE 30€piraT¥ BEJIMKI 1TPOBI (ailik Ta 3ammycKaTH
KUJIbKA JJOJATKIB OJHOYACHO 0€3 BTpATH MPOTYKTUBHOCTI.

BnpoBamkenns Mepexx S5G  3a0e3nedye 3HAYHE 3HWKEHHS 3aTPUMOK
(JTaTeHTHOCTI), 1[0 € KPUTUYHO BAXJIMBUM I OHJIaMH-irop. 3a ganumu Ericsson,
cepellHs 3aTpuMKa B Mepexkax 5G cTaHOBUTH 1-4 MiniceKyHaH, TOAL K y Mepexax 4G
BOHAa MOke gocsaratu 50 MuticekyH/[I 1 Ounpiie. Mepexi 5G 3a0e3neuyroTh MBUAKICTh
nepenaul ganux ao 10 I'6iT/c, mo A03BoJIg€ MBUIKO 3aBaHTaXyBaTH 1rpoBl (ailiu,
OTPUMYBATH OHOBJIEHHA B pEaJIbHOMY 4Yaci Ta 3a0e3neuyBatu 0e3nepediiHuil IrpoBUid
npotiec. Ile oco0amMBO BaxIIMBO 151 KIOEPCIOPTUBHUX TYPHIPIB, 7€ KOKHA CEKyH/Ia
Moxke Oytu BupimansHoro (Wang, Chen, 2020).]

3aBAskd XMapHUM IrpoBUM cepBicam, TakuMm sk Google Stadia, NVIDIA
GeForce Now ta Microsoft xCloud, rpaBiii MOXyTh I'paTH y BUCOKOSIKICHI IrpH Ha
MOOUIBHUX MPUCTPOAX 0€3 HEOOXIAHOCTI MATH MOTYKHUI anapaTHU KOMIIOHEHT.
XMapHI TEXHOJIOT11 JO3BOJISIIOTh 3allyCKaTH 1'pU HA BIAJAAJIEHUX CEPBEPAX 1 CTPIMUTU
iX Ha MOOUIBHI IPUCTPOT.

CTpiMIHT iTOp yCyBae 0OMEXEHHS anapaTHUX PECYPCiB MOOUIHLHUX MPUCTPOIB 1
JT03BOJISIE TPATH B PECYPCOEMHI ITpU Ha Oy Ib-IKOMY IPUCTPOI 3 IHTEPHET-3’ € THAHHSIM.
[le Takox BIIKpHUBAE MOKIUBOCTI JJIsl MPOBEACHHS MACIITA0OHUX KiOepCIOPTUBHHX
TYPHIPIB 3 MIHIMAJIbLHUMU TEXHIYHIMH BUMOTAMH JIJIs1 TPABIIIB.

Posmivpena peanbHICTH J03BOJISIE 1HTETPYBATH BIPTyallbHI €JIEMEHTH B
peaiabHull CBIT, CTBOPIOIOYM HOBI MOKJIMBOCTI JJis MOOLIBHUX 1rop. [Tomymsipai AR-
irpu, taki sk Pokémon GO, noka3zanu, mo AR Moe 3Ha4YHO MOKPALIUTH ITPOBUM
JIOCBIJT 1 3aTy4EHHS TPABIIiB.
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Xoua VR mie He Tak mommpeHa Ha MOOLIBHUX MPHUCTPOsX, K AR, po3BUTOK
texHosorid VR rapuityp mis cmaptdonis (Hanpukiaa, Google Cardboard) Binkpusae
HOBI MOKJIMBOCTI JIJIsI MOO1JTLHUX KIOEPCTIOPTUBHUX 1TOP.

CyyacHi MOOUIBHI Irpu  PO3POOJSAIOTECA 3 YpaxyBaHHSIM CEHCOPHOIO
yIpaBIiHHS, 10 POOUTH iX 1HTYITUBHO 3pO3YMUIMMH Ta 3py4YHUMU AJis rpaBuiB. Lle
JI03BOJISIE JIETKO OCBOITH TPy Ta IIBUIKO pearyBaTy Ha irpoBi MOAIi.

barato MOOUIBHMX MPHUCTPOIB MIATPUMYIOTh MIAKIIOYCHHS 30BHINIHIX
reiMIaiB 1 KJIaBiaTyp, 0 Ha/la€ TPaBIsIM OUTbIIE BapiaHTIB yIPABIIIHHS Ta ITiIBUIILYE
TOYHICTb 111 YacC TPH.

He w™eHm BaxiIMBOIO € coIllajibHa CKJIajoBa MOOUIBHOTO KiOepcropTy:
1HTEerparis 3 ColliaJbHUMH MEpEeKaMu CIIPUSE CTBOPEHHIO aKTHBHUX KOM FOHITI, IO
00’€THYIOTh TPABI[iB PI3HOTO BIKY Ta KyJbTYp. MOXIUBICTH CTPIMIHTY IrPOBOTO
npouecy yepe3 YouTube un Twitch 30ubI1y€ 3aIy4eHICTh ayAUTOPIi Ta 1a€ MPOCTIP
st (opMyBaHHST HOBOI TeHepauli KoHTeHT-KpeaTopiB (Esports Charts, 2025).
BonHouac, AOCIIIPKEHHST HAroJomyroTh Ha HEOOX1AHOCTI MIATPUMKH OallaHCy MiX
ITPOBOIO aKTUBHICTIO Ta 3JOPOBUM CIOCOOOM JKHTTS, aJp)Ke HaJMIpHE 3aXOIUICHHS
MOOUTPHUMH 1TpaMH MOYK€ MPHU3BOJIUTU JIO 3aJEKHOCTI Ta COMIAIbHOI 130JIAIII1
(Newzoo, 2022).

Mo0151bHI Irpy YacTO MarOTh BOYI0BaH1 (DYHKIIIT AJIs1 IHTETpaLlii 3 COI[laIbHUMU
Mepexamu, Takumu Kk Facebook, Twitter ta Instagram (Lee, Park, 2018). Lle no3Bossie
TPaBISIM JIETKO JUIMTHCSA CBOIMH JIOCSTHEHHSIMH, 3alpOIIyBaTH IPY3iB J0 TPH Ta
OOMIHIOBAaTHCA BPAKEHHIMH. 3a 1aHUMH Newzoo, noHag 70 % MOOUIbHHX I'paBLiB
BUKOPHCTOBYIOTh COIlIAIbHI MEPEKI JIsl B3aEMOJI1 3 IHITUMU TPABIISIMHU.

[HTerparis 3 couialbHUMHA MepexaMu cripusie GOPMYBaHHIO aKTUBHUX 1ITPOBUX
CHiIbHOT. ['paBili MOXKYTh 00’ € THYBaTHUCS B TPYIH, OpaTH y4acTh Y CIUIBHUX 3aX0JaxX
Ta oOrooproBaTH crpaterii. Lle migBuiye 3amydeHicTh rpaBIliB 1 pOOUTH TPy OLIBII
COLAJILHOIO.

3aBASKA MOXJIMBOCTSIM CTPIMIHTY TpaBlLl MOXYTh TPAaHCIIOBAaTH CBOI IrPOBI
cecii Ha Taki ardopmu sk YouTube, Twitch abo Facebook Gaming. Mo6inbHi irpu
CTAalOTh BCE MOMYJISPHILIUMU JJIsl CTPIMIHTY, 1O JO3BOJISIE TPABLSIM JEMOHCTPYBaTH
CBO1 HAaBUYKHU, OTpUMYBaTH (i10€K B IIs1a4iB 1 3apOOJISTH HA CTPIMIHTY .

MOo061JIbHI ITPH TaKOX CIIPUSIOTH PO3BUTKY KOHTEHT-KPEaTOpiB, K1 CTBOPIOIOTH
BiJI€O, T1IM ¥ 1HIII MaTepianu, mpucBsdeHi irpam. Lle gormomarae rpaBisiM po3BUBATH
CBO1 HABUYKHU Ta M1JBUILYE MOMYJSPHICTD 1OP.

VYemimHl  rpaBui  MOOUIBHOTO  KIOEPCHOPTY MOXKYTh JOCSTTH  3HAYHOTO
COLIIAJIBHOTO BHU3HAHHS Ta ciaBu. Hampukinaza, mpodeciiiHl TpaBli Ta CTpUMEpHU
MOXXYTh CTATU TOMYJIIPHUMH B COIIAIBHUX MEpexax 1 3MI00yTH BEIIUKY ayJdUTOPIO
nIaHyBajbHUKIB. lle MOke MO3UTHBHO BIUIMHYTHM Ha iXHIM coliajgbHHUI cTaryc 1
BIJIKPUTH HOBI MOKJIUBOCTI JUIsl Kap’ €PHOTO PO3BUTKY.
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MoO1i7bHI IrpU T03BOJISIOTH TPABLISAM B3a€MOIIATH 3 JTIOABMH 3 PI3HUX KpaiH, 10
CIpHsiE KPOC-KyIbTYpHOMY 00MiHY. Lle MOke MpU3BECTH 10 PO3BUTKY TOJIEPAHTHOCTI
Ta PO3YMIHHS MIXK PI3HUMH KYJITYPHUMU IPYIIaMHU.

He3Baxaroun Ha 4YHCJIEHHI TepeBard, € PU3UKH, IOB’S3aHI 3 HAIMIPHUM
3aXOIUICHHSIM MOOUTPHUMH irpaMu. ['paBii MOXYyTh BiJUyBaTH COIAJIbHY 130JISII10
a00 3aJIeXKHICTH BiJ] TPH, 110 MOYKE HETATUBHO BIUTMHYTH HA iXHI COIiaJIbHI BITHOCUHA
Ta 3710pOB’si. BaxmBo AOoTpuMyBaTHUCS OalaHCy MIXK iTPOBOIO MISUTBHICTIO W THIITMHU
ACTIeKTaMH KUTTS .

TenneHmis moeaHaHHS 3aHATh KiOEpCIOPTOM 1 MOOUTBHUM KiOepcropToM 3
PYXOBOIO aKTHBHICTIO Ta 3JI0POBUM CIIOCOOOM JKHMTTS CTa€ BCE OUIBII MOMITHOKO Y
Cy4aCHOMY CYCIUIbCTBI. BIAMOBIIHO 10 AOCHIKEHb, PEryJsipHi (i3W4HI BIpaBU
MOXYTh TOKpallyBaTH KOTHITHBHI (yHKUil Ta (i3u4Hy BHUTPUBAIICTb, IO €
BYXJIMBUMH JJIs1 TeMEPIB i Yac JOBrOTpUBaNNX irpoBux ceciit (Johnson, E. 2021;
O’Dell, 2021). [desxi xiOepcropTUBHI OpraHizalii iHTErpyHOTh Tporpamu (i3HIHOI
MIJITOTOBKHU JJIsl CBOIX TPaBIIiB, SIK1 BKJIIOUAIOTh Kap/110, CUJIOBI TPEHYBaHHS Ta BIIPABU
Ha THyYKicThb. Lle momomarae miaTpumyBaTH OallaHC MDK CHASYUM OOpa3oM JKHTTS,
XapaKTEepHUM JJIsi KIOepCropTy, Ta HEOOXITHICTIO (PI3UYHOT aKTUBHOCTI, 1[0 CIIPHSIE
3arajibHOMY 3JI0pPOB’IO Ta MPOyKTHUBHOCTI rpaBiiB (Shynkaruk, et., all., 2025).

[linroToBKa B KiOepcrmopTi Ta MOOUIBHOMY KiOEepCIopTi BKIIIOUa€e K (pi3nyHi,
TaK 1 KOTHITMBHI XapaKTEpUCTUKH, IO 3a0e3MeuyloThb BHCOKY HIPOIYKTHUBHICTb
rpaBUiB. Y TpaJuLIMHOMY KIO€pPCHOPTI, 30CEPEIKYIOThCI Ha PO3BUTKY PEQIEKCIB,
KOOpJIMHALI Ta CTPAaTEriYHOMY MHCIIEHHI, YACTO 3 BUKOPUCTAHHSAM CIIEL1a1130BaHOrO
oOnaHaHHS Ta TPEHAXKEPIB Uil MOKpamieHHs MoTtopHux HaBudok (White, 2021).
Mo0inbHuit KiGepcrnopT Mae CBOI yHIKalbHI BUMOTH: TPaBIll TOBUHHI MaTH BHUCOKY
TOYHICTh 1 IIBHJKICTh PEaKIlii Ha CEHCOPHUX €KpaHaX MOOUIBHUX MPHUCTPOIB.
TpeHyBaslbHI MPOTpaMU YaCTO BKIIFOUAIOTh CUMYJIALIT ITPOBUX CIIEHAPIiB, aHAJI3 iIrop
CYNEpHUKIB 1 1HIMBIlyalbH1 TPEHYBaHHS JJI1 BAOCKOHAJIEHHSI HABUYOK YIIPABJIIHHS.
OO6uBa HaNPsIMKU KiOEpCOPTY BUMAararoTh KOMILJIEKCHOTO MiJIXOAY /10 TPEHYBaHb,
0 BKJIIOYAE sK (PI3UYHY MIATOTOBKY, TaK 1 PO3BUTOK MEHTAJbHUX 1 TaKTUYHUX
saionocteit (O’Dell, 2021).

B ocTtanH1 poku CyTT€BO 301IbIIMIACS KUIBKICTh MOOUIBHUX TYPHIPIB 3 irop
PUBG Mobile, Free Fire, Mobile Legends: Bang Bang Tomo. ¥ Hmu3Ill perioHiB
OpraHi30BYIOTH JIOKQJIbHI BIIOIPKOBI €Taru, Kl 3TOJ0M MEPEXOsiTh Yy MIXKHAPOIHI
¢iHanu 3 OaratoMulbiOHHUMU Npu3oBuMHU ponnamu (Baker, Stone, 2019; Gonzalez,
2018; Jackson, 2018).

Kpim Toro, Benuki OpeHu BCe YacTille 1HBECTYIOTh Y MOOUIbHUN K1OEpCHopT,
CIIOHCOPYIOUM TIOil, KOMaHIu Ta cTpiMepiB. CUCTeMaTUYHE BHCBITICHHS TaKUX
3MaraHb Ha OHJAWH-TUTaTPOopMax, a TakoX iX odraiH-hopmar (y KibepCcropTUBHUX
apeHax) (OpMyIOTh HOBI MEXaHI3MH B3aeMOJii 3 ayautopiero. lle cBimuuTh mpo
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3pocTarody MomyJsipHiCTh MOOLTBHOTO Kibepcnopty (Ilnakapyxk, Ta iH., 2023; Hamel,
2020).

Mo611bH1 KIOEpCIIOPTUBHI TYPHIPH IMPOBOISATHCS K Ha PEriOHAIBHOMY, TaK 1 Ha
MDKHaponHoMmy piBHsix. Hampuknaa, PUBG Mobile npoBoauTs TypHipu B pi3HHX
perionax, takux sk PMPL (PUBG Mobile Pro League) mna Awmepuxu, €Bpornu,
[TiBmenno-CxigHoi A3ii Ta iHIUX, a TakoX MikHapoauuil yemmonatr PMGC (PUBG
Mobile Global Championship).

Pi3HOMaHITTS KaHpIB Yy MOOLIBHOMY KiOEpCIoOpTi pOOUTH HOro MpUBabIMBUM
JUIst mupokoi aynuropii rpasuiB. Bim MOBA 1 Battle Royale no crpareriii ta
KapTKOBUX 1rOp — MOOUIBHI TUIaTGOPMHU MPOMOHYIOTH irpu Ha Oyab-skui cmak. Lle
3a0e3nedye 3aJly4eHHsS TPaBIiB 3 PI3SHUMHU BIOJOOAHHSIMHU Ta HABUYKAMU, CIIPUSE
3pOCTaHHIO TOIMYJISAPHOCTI MOOILIBPHOTO KiOepcrmopTy Ta poOUTh HOro Ba)IJIMBOIO
YACTUHOIO TI00aJIbHOT ITPOBOI IHAYCTPII.

Benuki kommnanii, taki sk Tencent (po3poonuk PUBG Mobile), Moonton
(po3pooHuK Mobile Legends: Bang Bang) ta Garena (po3poonukx Free Fire),
IHBECTYIOTh 3HauyHI KOIITH B PO3BUTOK MOOUIBHOTO KibGepcmoprty. lle Bkirodae
Oprasizaiiiro TypHIpiB, MAPKETUHIOB1 KaMITaHii Ta MATPUMKY CIIIBHOT.

Mo061s1bHI KIOEpCIIOPTUBHI 3aX0I1 YACTO MIATPUMYIOTHCS BEJIMKUMU OpeHIaMHU,
o 30UIblIye iX BII3HABaHICTh. Hampukiag, TypHIPM MOXKYTh CIIOHCOPYBATHCS
kommnaHisamu, Takumu sik Coca-Cola, Samsung, Intel Ta iHmIMIMH, 10 TiABUIYE 1X
NomyJIsipHICTh cepe mmpokoi ayauropii (Intel Corporation, 2025; Samsung, 2023).

MoOibHI ITpU  OCOONMBO MOMYJISIPHI CEpel MOJIOAl, SIKa € OCHOBHOIO
aynutopiero kibepcropry. 3rigHo 3 gociipkeHasM Pew Research Center, monazn 70 %
MOJIOAUX JrojieH y Bill Big 18 mo 29 pokiB rpatoTh y BiICOITPH HA CBOIX MOOUIBHHX
MPUCTPOSIX.

[TonynsspHi MOOUIBHI KIOEPCHIOPTHBHI TpaBllli Ta CTpIMEPH MAalOTh BEJIUKHUI
BIUIMB Ha CBOIO ayIUTOPi0. BOHH MOXYTh CTaTH POILOBUMH MOJEISIMH JIJIST MOJIO/,
10 MiJABHUIIYE BII3HABAHICTH 1MOp 1 KIOEPCIOPTY B LIJIOMY.

MixHapo/iHa ayJuTOpis Ta BMI3HABAHICTh CHPHUSAIOTH 3POCTAHHIO MOOLIBHOTO
kibepcropty. [llupoke nomupeHHss MOOUTHHUX IPUCTPOIB, MIATPUMKA 3 OOKY BEIUKUX
KOMITaHIi, TPaHCIAIMIT HA TOMYJISPHUX MeniariaTgopmMax Ta 3aydeHHS MOJIOAOi
ayJIMTopii poOISITh MOOUTEHUN KiOEPCTIOPT BAXKJIMBOIO YACTHHOIO TI100abHOT ITPOBOT
iHayctpii. Ile cnpusie popMyBaHHIO MIKHAPOJHUX CHIJIBHOT TPABINB, KyJIbTYPHOMY
OOMIHY Ta MIABUIIECHHIO BI13HABAHOCTI MOOUIBHUX 1TOP Y BCbOMY CBITI.

MixHapoaHa ayauTopis Ta MIATPUMKA CIIOHCOPIB CIPHUSAIOTH MOAANBIIOMY
PO3BUTKY MOOUJIBHOTO KIO€PCIIOPTY, M1ABUILYIOUH HOT0 3HAYE€HHS y CBITI KIOEpCIOpTY
(Tabmn.1).
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Tabnuys 1

IHopiBHsAJIbHA TA0JMIA CYYACHUX TEHACHUid MOOLIBLHOIO KidepcnopTry Ta
TPAAUUIAHOrO Kidepcnopry

[TapameTp Mo06iapHUM KiOepcropT Tpaauiiiinuii KibepcrnopT
JIOCTyTHICTS 1 MosxnuBicTh rpatu Oyabp-1€ Uy HeoOxianicts qoporux I[IK
3pYyUHICTh Oyab-sikuil 4ac Ha cMapT(HOHAX YU | UM KOHCOJIEH, rpa

ILIAHIIETAaX, JACIICBIIE 31e01IpII0r0 BIoMa abo B
o0JiafHaHHS KiOepCIIOPTUBHUX KITyOax
Exonomiuni Free-to-play-momens i3 3Ha4YHI BUTPATH HA
aCIeKTH MIKpOTpPaH3aKIIIsIMU, HU3bKUH NOTYXHE 00JIaHaHHS,
nopir piHaHCOBOTO BXO1Y MOACKYIU MIIMUCKU a0
JOPOT 1rpH
Texnonoriuynuit | [lokpaiiieHa mpoayKTUBHICTb Bucoxosxkichi I1K, cydacHi
PO3BUTOK MOO1TbHUX TIporiecopiB 1 GPU, VR-cuctemu, iHHOBAIII1 B
Mmepexi 5SG, XMapHi iIrposi nepudepii
matdopmu, AR/VR-npoaykru
CormalpHi [HTerpariis 3 couMepexkamu, Po3Bunena
aCIIeKTH JOCTYITHUN CTPIMIHT, 1H(ppacTpyKTypa
dbopMyBaHHS BETUKHUX CTpIMIHTY, MacIITaOH1
MIDKHAPOJHUX CIIJIBHOT MDKHAPOJIHI 3aX0I1
KibepcrioptuBHi | Bucoka nuHamMika 3pOCTaHHS Benuka KinbKicTh
TYpHIpU KUIBKOCT1 TYPHIpiB, 3MiIIaH1 MPECTIKHUX OdIaiiH-
onsaiiv/odnaiin hopmatH, BEIUKl | TYPHIPIB 13 TPAJAUIIIITHO
pu30Bi HoHIU BUCOKHMH MPU30BUMHU
dbongaMu
PiznomanitTs MOBA, Battle Royale, myrepu, MOBA, FPS, ¢daittunry,
XKaHPIB CTparerii, KApTKOBI irpu TOLLIO CIIOPTUBHI CUMYJISITOPH,
RTS, 1ammi
MixHapoiHa AKTHUBHE 3aJTy4€HHS TPaBLIB 3 [lepeBaxkHO HalllIeHUI Ha
ayJIuTopist KpaiH, 1110 PO3BUBAIOTHCS, /€ PO3BHHEHI PET10HH, X04a
OCHOBHUH 1HCTPYMEHT — TaKOXX Ma€ riodabHe
cMapTQOH; MBHUAKE MOMUPEHHS | OXOIJICHHS
3aBJSIKHA COIMEPEKaAM

Mo06inbHMI 1 TpaAMIIHUN KiOepCcropT MaroTh CBOI YHIKaJbHI TEpeBaru Ta

ocobnmBocTi. MOOUTbHUN KIOEPCHOPT BUPI3HAETHCA AOCTYIHICTIO Ta 3PYUHICTIO,

€KOHOMIYHICTIO ¥ aKTUBHUM TEXHOJIOTIYHUM PO3BUTKOM, TOJ1 SIK TpaJUIliAHUMA

Ki0epcropT MPOMOHYE BUCOKOSIKICHY TIpadiky,

OPOJYKTUBHE OOJaJHAHHS Ta

po3BUHEHY 1HGPACTPYKTYypy TypHipiB. OOuaBa BUAM KiOEPCIOPTY MalOTh BEIUKY
rJI00aJIbHY ayIUTOPIIO Ta COPUSIIOTH (POPMYBAHHIO MI>KHAPOIHUX CIIJIHHOT IPABIIIB.

JMuckycisi. Pe3ynbTaTi HamoOro AOCTIIKEHHS Y3TOJKYIOTbCS 3 BHCHOBKaMH

aBTOPIB, AKI HATOJIONTYIOTh Ha BUPIMIATBHIN PO MOOUTBHUX PUCTPOIB 1 MEPEIKEBOTO
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NOKPUTTA Yy (OopMyBaHHI CBITOBOTO pPHHKY KiOepcnopTy. CTpiMKe 3pOCTaHHS
€KOHOMIKH MOOUIBHHX 1rop Oe3rocepeHbO BIUIMBAE HA PO3MIMPEHHS MOOIIBLHOTO
KibepcrnopTy 3aBAsku A0CTyMHUM free-t0-play-Momensam i akTHBHIHN y4acTi IHBECTOPIB
i crorcopiB (Anderson, 2020; Miller, 2019; Tencent, 2022). Pe3ynbTaTd HAIIOrO
MOPIBHSJILHOTO aHaJi3y MiJTBEPIKYIOTh, IO HU3BKUN MOPIT BXOIY, MOOUIBHICTH
IPUCTPOIB 1 PI3SHOMAHITTS >KaHPIB POOIATH MOOUTEHUHN KiIOEpCHIOPT MPUBAOIUBUM SIK
JUIS TIOYATKIBIIB, TaK 1 JJs JOCBIAYEHUX TPaBIlIB, IO BIIMOBIAAE ITOCHITHKCHHIM
Brown (2022).

[Toni6H0 1o pobit Newzoo (2022) Mu BUSIBWIIM, IO COIlaJIbHI Ta CTPIMIHTOBI
MOXJIMBOCTI TEPETBOPIOIOTh MOOUIBHUHN KIOEPCHOPT HAa MOTYXHY KOMYHIKaIlliHY
matdopmy 11st MoJtofi. Llei acmekT moCHITIOETHCS BILTUBOM OJI0TepiB 1 CTPIMEPIB, SAKi
MOLIUPIOIOTh TeMaTHuHu KOHTeHT y YouTube uu Twitch, po3muproroun tTum camum
CHIJILHOTH TPAaBIIB 1 CIOHCOPCHKI MOKJIMBOCTI. BoaHouac, Haiie ompaitoBaHHS
JITEpaTypu MIATBEPAWIIO TOMEPEAH] 3aCTEPEXEHHS MO0 3arpo3d HaJAMIPHOIO
3axOIUICHHS MOOUIbHMMH irpamu: Hu3ka pociigaukiB (Kim, 2019; Social Media
Research Lab, 2020) Bka3ye Ha HeOe3neky hopMyBaHHS irpOBOT 3aJIEKHOCTI, & TAKOXK
MO>KJIMB1 BUTIQJIKU COIIaIbHOT 13011111, JIMCKYCii 3 IbOro MPUBOAY BUXOASATH 32 MEXI
BJIaCHE KIOEpCHOpTy Ta MOPYIIYIOTh MUTAaHHA perjaMeHTallli irop, (GopmMyBaHHS
€TUYHUX HOpPM Yy KIOEpCIOPTUBHIA CHUIBHOTI Ta 3alpOBaUKEHHS Mporpam
NPO(UITAKTUKH ITPOBOI 3aJI€KHOCTI.

[lopiBHSIHHA €KOHOMIYHUX 1 TEXHOJIOTIYHUX acCleKTIiB MOOUIBHOIO Ta
TpaJMLIITHOrO KiOEpCHopTy TaKOXK A0 3MOTY BHUSBUTH PI3HULIO Yy (OpMYBaHHI
Oi3Hec-Mojieneld, /e MOOUIbHI BHJIABIIl HAroJIONIYIOTh Ha MHUKPOTPAH3AKIIIX,
IIMPOKOMY 3aJTy4eHH1 CTIOHCOPIB 1 HIDKYMX MOYATKOBUX BUTpaTax Ha OOJIaJHAHHI,
TOMl SK TPaaULIMHUN KiOepcropT OinbIle MOKIAIA€ThCs Ha MPOJAX 1rop, AOpore
yCTaTKyBaHHA Ta 4YacTi odiaitH-TypHipH. [IpoTe, momanpiie BIPOBAIKEHHS MEpPEx
5G, a TakoX XMapHHUX ITPOBHUX CEPBICIB MOXXE 3 YacOM BUPIBHATH TEXHOJOTIYHY
pi3HUIO Ta 30LIBIIUTH CYMICHICTH MiX pi3HuME Tuiatdhopmamu (Ericsson, 2025;
Sensor Tower, 2025).

AHami3 miTeparypu TakKOXX IIOKa3ye, IO YacTHHA JOCIHIJHUKIB KPUTHUKYE
MOO1UTBHI ITpH 3a CIPOIICHUH ceHcopHuit reimiuiei (Johnson, R., 2021), HatomicTh
NPUXUIBHUKH ~ MOOUIBHOTO  HAMNpPSAMKY  CTBEPKYIOThb, IO  IiJBUIIECHHSA
OPOAYKTUBHOCTI MOOLIBHUX MPOLECOPIB 1 THYYKI HaJallTyBaHHS YHPaBIIIHHA
KOMIIEHCYIOTh Il HEAOJIKU. 30KpeMa, PO3POOHHMKH 3alpOBAIKYIOTh MOKIJIUBOCTI
MIIKJTFOYEHHS 30BHIIIHIX TeHMITaIiB a00 KJaBiaTyp, 10 MOKpAIy€e TOYHICTh IFPOBOTO
MPOLIECY Ta PO3LIMPIOE KOJIO TYPHIPHUX (OPMATIB.

Takum yuHOM, OTpUMaHI HaMU JaHl MIATBEPKYIOTh TMOMEpPETHIA HOCBIA 1
JIOTIOBHIOIOTh KOTO JCTaI30BAaHUM TIOPIBHSHHSAM EKOHOMIYHHMX 1 TEXHOJOTIYHUX
O0COOJIMBOCTEM MOOUTHHOTO KIOEpCTIOPTY Ta TPAAUIIMHUX KiOEpCIIOPTUBHUX
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auciuIUIiH. Hamni BUCHOBKHM CBig4aTh, MO XO4Ya YAaCTHHA aBTOPIB HAroJIONIyE HA
HEJI0JIIKaX MOOIIBLHOTO KiOepcmopTy, MOB’A3aHUX 31 CIPOIICHOK MEXaHIKOK Ta
3aJICAKHICTIO BiJl CCHCOPHOTO YNPAaBIIIHHS, IIBUAKUN PO3BUTOK allapaTHOI CKJIa10BO1 Ta
BJIOCKOHAJICHHSI O€3IMPOBITHUX TEXHOJOT1M MOXYTh HIBEIIOBATH Il apTYMEHTH B)KE
HalommkunM yacoMm. Lle BiakpuBae mpocTip Ui MOJANBIINX JTOCIHITKEHb, 30KpeMa
[IOJI0 ONTHUMAJBHUX MOJIEJeH TPEHYBaHHS TpaBIiB, KOMEPIIHHUX MOKIUBOCTEU
MOOITFHOTO KiOEpCIOpTy Ta MOro COILIaNbHOTO BIUIMBY Y PI3HUX KyJIbTYpHHUX
KOHTEKCTaXx.

BucHoBku. MoOinpHuM KiGepcropT HaOyBae Bce OLIBIIOIO 3HAYEHHS B
KOHTEKCTI CBITOBOI IFPOBOI 1HIYCTPii, IPOIMOHYIOUYM HOBUHM (DopMaTt 3MaraHb 1 TICHO
IHTErpyIOYUCh 13 COLIAIbHUMU IaTGopMamMu. 3aBAsSKM BUCOKIM JTOCTYIMHOCTI
cmaptdoHiB i free-to-play-monensMm MOOITBHHN CETMEHT NPHUBAOIIOE BEIUYC3HY
ayJIuTOpil0, OCOOJIMBO B KpaiHaxX, IO PO3BHUBAIOTHCA. TE€XHOJOTrIYHHMI mporpec,
30KpeMa BIPOBAHKeHHS 5G 1 XMapHUX ITPOBUX CEPBICIB, CIIPUAE M1JBULIEHHIO SIKOCTI
IrPOBOTO JIOCBIly Ta KOHKYPEHTOCIPOMOKHOCTI MOO1IBHUX JUCHUIUIIH MOPIBHAHO 3
KJIACUYHUM K10€pCropToM.

HarowmicTs, comiansHuii acriekT MoOUIBHOTO KIOEPCIIOPTY BUOKPEMITIOE HOTO SIK
rJ100aJIbHY KOMYHIKAIIHHY TiaTdopMy: IHTErpaiis 3 COIlaIbHUMHU MepexaMu W
IIMPOKI CTPIMIHIOBI MOKJIMBOCTI PO3LIMPIOIOTH MEXKI ayJuTOpii, CHPUSIOTH
(OpMYBAaHHIO MAaCOBHUX CIUIBHOT 1 HaJIalOTh MPOCTIP ISl MOSBU KOHTEHT-KPEaTOpIB.
[Torpy MO3UTHBHI YMHHUKH, 3QJIMIIAETHCSA aKTYaIbHUM MUTAaHHS 30aJaHCYBaHHS MIXK
IrPOBOIO ISUTBHICTIO Ta 3JJOPOBUM CIIOCOOOM KUTTSI, OCKIJIbKH TPHBaJie BUKOPUCTAHHS
MOOUIBHUX TPUCTPOIB MOKE CIIPUUUHIOBATH PU3UK PO3BUTKY 3aJICKHOCTI UM 130JIALII].

IlepcnekTUBM MNOAAJBIIMX JAOCTIIKeHb. 3arajJioM HUHIIIHI TEHJCHINT
BKa3ylOTh Ha MOJAJbIlI€ 3pPOCTaHHS BIUIMBY MOOUIBHOTO KiOEpCHopTy, IO CTaHe
OJIHIEI0 3 BH3HAYAIBHUX CKJIAJOBUX JOCHIHKEHHS KIOEPCIIOPTUBHOTO pPyXy B
HalOmMk4ul poku. TOYHE CHOJYyYEHHS EKOHOMIYHOI JIOCTYMHOCTI, IHHOBaLIMHHUX
TEXHOJIOT1H 1 MacIITaOHOI COIIAJIBHOI B3a€MO/I1i, BIACTUBE MOOLILHOMY CEPEIOBHIILY,
poOUTH 1Iel HampsiM MPUBAOIMBUM JUIsl SIKHAMIIMPIIOTrO KOja TPaBIiB 1 1HBECTOPIB,
BIJIKpUBAIOYM TEPCIEKTUBU JJisi HOBUX (OpMaTiB TYpHIPIB, OCBITHIX Iporpam i
HayKOBHX JIOCIKEHB y cdepl eSports.

ABTOpPH 3aCBIIUYIOTh TIPO BIICYTHICTh KOH(MIIKTY 1HTEPECIB.
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