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Meta po0oTH — BHSBJICHHS OCHOBHHMX HAINpSIMIB PO3BUTKY il CTPYKTypHu
KiOepCIOPTUBHOTO PUHKY Ta MPOTHO3YBaHHS HOr0 MailOyTHUX MEPCIIEKTHB.

O0’eKT M0C/TiAKEeHHSA — MPOLIECH PO3BUTKY CPepu KOMIBIOTEPHUX ITOp B
MeXax CTPYKTYpU MIKHAPOJIHOTO €JIEKTPOHHOTO O13HECY.

IIpeamer gocaixxeHHs — TeHACHIT (QyHKIIIOHYBaHHS KIO€pCHOPTY Ta HOro
IHBECTHIIIITHI MOMJIMBOCTI B YMOBaX PO3BUTKY MIKHAPOJHOTO €JIEKTPOHHOTO
0i3HecCy.

MeToaun A0CHiKEeHH — TEOPETUYHI METOM aOCTpaKIli, y3araJbHEHHS Ta
NOPIBHSHHA JUIsl aHami3y (aKTOJOTIYHOTO MaTepially; METOIU TEOPETUYHOTO
aHami3dy, NI3HaBaJbHOLO CHUHTE3Y Ta CTPYKTYPHO-JIOTIYHUHA METOH — s
cUCTeMaTu3alii JaHUX HAayKOBOI, HayKOBO-METOJWYHOI JITepaTypu Ta
HEePIOIMYHIX BUJIaHb, METOJ] CKCIIEPTHUX OIIHOK Ta iIHTYITHBHOTO IMPOTHO3yBaHHSI
JUTSL BU3HAYEHHSI MaHOYTHUX MEPCTIIEKTUB PO3BUTKY KiOEPCIIOPTUBHOTO PUHKY.

AHoTanisi. Y maricrepcbkiii poOOTI PO3TIISIHYTO €BOJIIOIII0 MiKHAPOIHOTO
eleKTpoHHOro  Oi3Hecy. IIpoaHanizoBaHo  0COOJMBOCTI  (PYHKIIOHYBaHHS
€JIEKTPOHHOTO CIOPTY B PI3HUX PErioHax CBITY Ta MOro BIUIMB Ha CTPYKTYpY
PUHKY KOMIT'IOTEpHUX Irop B ymoBax rioOanizamii. Ha ocHOBI BHUSBIEHHS CYTI,
3HAUYEHHA Ta TEHACHIIA PO3BUTKY KIOEpCHIOpPTY, BHU3HAYEHO JOMIHYBaHHS
AziaTchko-TuxookeaHncbkoro periony. OIiHEHO BIUIMB €JIEKTPOHHOTO CIOPTY Ha
3MIHU B CTPYKTYpi1 ekoHOMikH [liBHIYHOT AMEPHKH, IO € KpaiHOI-3aCHOBHUIICIO
kibepcropty. HagaHo ¢akThuHi Ta MPOTHO3HI AaHl PO3MOILITY T0XOIY CBITOBOTO
IrpOBOrO PUHKY 3a BHJaMHU. BU3HAa4eHO NEpPCHNEKTUBH MOJNAIBIIOTO PO3BUTKY
€JICKTPOHHOTO CIIOPTY SIK chepu MiKHAPOAHOTO OI3HECY.

EJIEKTPOHHUI CIIOPT, KIBEPCIIOPT, EJIEKTPOHHMI1 BI3HEC,
ITPOBA IHAYCTPISI, EKOHOMIYHUI PO3BUTOK, CBITOBUI PMHOK
BIAEOIT'OP.



AnHoTaumsi. B marucrepckoii  paboTe  pacCMOTPEHO  DBOJIOIMIO
MCKAYHAPOAHOI'O 3JICKTPOHHOI'O OnsHeca. HpO&H&HHBHpOBaHO 0COOECHHOCTH
(YHKIIMOHUPOBAHUS 3JEKTPOHHOTO CIIOPTAa B PA3IUYHBIX PErHMOHAX MHpa M €ro
BIIMSIHUE HA CTPYKTYPY PhIHKAa KOMIIBIOTEPHBIX UTP B YCIOBUSIX Tilobanu3anuu. Ha
OCHOBC BBIABJIICHUA CYTH, 3HAYCHHUA H TCHI[CHI_II/Iﬁ Pa3sBUTHA KI/IGCpCHOpTa,
OMpENICNICHO JOMHHUPOBaHUE A3HATCKO-THXOOKEaHCKOTO peruoHa. OLEHEHO
BJIMAHHUC JJICKTPOHHOI'O CIIOPTA HAa UBMCHCHHA B CTPYKTYPC OKOHOMHUKHU CeBepHoﬁ
AMepuKkH, KoTOopas ABJISIETCSI  CTPAHOM-OCHOBATEJIbHUIIEH KUOepcropra.
HpCILOCTaBJICHO q)aKTHIECKI/IG N IIPOTrHO3HBIC NAHHBIC PACIIPCACIICHHUA MHUPOBOIO
HUI'POBOI'0 pPBIHKA II0 BHAAM. Onpez[eneHbI IICPCIICKTHUBLI ,Z[EUIBHGﬁHIGFO pa3BUTHUA
AJIEKTPOHHOTO CIOPTa KaK cpepbl MEKTyHAPOAHOTO OHU3HEcA.

DJIEKTPOHHBIN CIIOPT, KUBEPCIIOPT, DJIEKTPOHHBIN BU3HEC,
UT'POBASI MHAYCTPUS, PKOHOMUYECKOE PA3BUTUE, MUPOBOI
PBIHOK BHUJIEOUI OP.

Abstract. The masters work deals with evolution of international e-business.
The peculiarities of the functioning of electronic sports in different regions of the
world and its impact on the structure of the games market in the conditions of
globalization are analyzed. Based on the identification of the essence, significance
and trends of cyberspace development, the predominance of the Asia-Pacific
region has been identified. The influence of electronic sports on changes in the
structure of the economy of North America, which is the founding member of e-
sports, is estimated. The actual and forecasted data on the distribution of income of
the global games market by types is given. The prospects of further development
of esports as a part of international business are determined.

ELECTRONIC SPORTS, ESPORTS, E-BUSINESS, GAMING INDUSTRY,
ECONOMIC DEVELOPMENT, GLOBAL GAMES MARKET.



SMICT

1 ICTOPUYHUI TA TEOPETUYHUI ACITEKTU PO3BUTKY
MDKXHAPOJJHOT'O EJJEKTPOHHOI'O FI3HECY B CBITOBIN
EKOHOMILIL. ...t e,
1.1 EBosroriiss MbXKHApOIHOTO €JEKTPOHHOTO OI13HECY. .. .. cveveeeeirieeeeiveeennnes
1.2 PeTpocnieKTMBa BUHUKHEHHS Ta PO3MOBCIOPKEHHS BIEOITOp Y
CBITOBOMY TTPOCTOPI. v vv e ettteentteeentteetteeeateeaneeeeaeeenneeeareeaireeennnes
1.3 KiGepcnopT y CTpyKTypi MI>KHAPOJAHOTO €JIEKTPOHHOTO OI3HECY..........
2 TEHAEHLII TA OCOBJIMBOCTI BIUIMBY EJIEKTPOHHOI'O
CITOPTY HA CTPYKTYPY EKOHOMIK KPAIH CBITY.....................,

2.1 Tenaeniit Ta aHaI3 BIUIUBY €JIEKTPOHHOTO CIIOPTY HA PO3BUTOK KpaiH

2.2 BruuB K106epcrnopTy Ha EKOHOMIYHUEM pO3BUTOK KpaiH IliBHIUHOI Ta
|03 (53205 (0 WP AN (5] o) 1 Z F5
2.3 JloMiHYBaHHS €JIEKTPOHHOTO CIIOPTY B A31aTChbKO-THX0OKEaHCEKOMY
1016 (0] 2 6
3 [IEPCITIEKTUBU ITOJAJIBLIOT'O PO3BUTKY EJIEKTPOHHOI'O
CIIOPTY AK COEPU MDKHAPOIHOI'O BIBHECY ......coceiiiiiiiiin,
3.1 Hanpsimu po3BUTKY €JIEKTPOHHOTO CIOPTY SIK HOBO1 cdepu
MDKHAPOTHOTO EIEKTPOHHOTO OI3HECY .. vt entttenteenieeteenneeneennneennennn,
3.2 lllnsixu BUXOy €JIEKTPOHHOTO O13HECY 13 TIHBOBOTO CEKTOPY
€KOHOMIKH Ta MOKJIMBOCTI Jieraiizallii kibepcrnoprty B YKpaiHi...............
4. OXOPOHA TTPAIII TA BE3IIEKA V HAJI3BBUYANHUX CUTYALIISX..

4.1 AHAI3 TOTEHIIHHUX HEOEBIIEK . . e vttt e teeee et eee e e e e ee e ee e eaeeaeeeens

13



4.2 3aX0I1 1O 320€3IMEUECHHIO OC3ITEKM . . ..« eeenee et e e e e 89

4.3 3axoau no 3a0e3ne4eHHI0 BUpOOHUYO1 caHiTapii Ta ririe’Hu mpari......... 91

4.4 3aXO0N 3 TIOMKEKHOL OCBITEKI. . .. v v et ettt 99
4.5 3axoau 1o 3a0€3MeUeHHI0 OE3MEeKH Y HaJ3BUYaHHUX CUTYAIlISIX........... 101
BHCHOBKI . ..ottt 106

[TepemiK AIKEPEIT TIOCHTIAHD . . .. v e euttenteeeeeneeenteenaeeneeeneenneenneeenneenneenans 112



ITEPEJIIK JIZKEPEJI IIOCUJIAHb

1. Greenfield P. The Cultural Evolution of 1Q. The Rising Curve. Long-Term-
Gainsin IQ andrelated Measures. Washington. 1998. P. 81-123.

2. KoBasteako C. B. OcHoBHI eTanu iH(popmaTH3aiii CycmiibcTBa Ta OCBITH .
Bicnux Yepniciscbko2o HayioHanbHo2o nedacociunozo yHigepcumemy. Cepis:
«lledaeoeciyni naykuy. 2016. Bumn. 135. C.181-184.

3.Toposa K. O., T'oposuit [I. A., Kinopenko O. B. OcHoOBHI TeHHEHIIi1
PO3BUTKY PHUHKY KiOepcriopTy. [lpobnemu i nepcnekmusu  po36UMKY
nionpuemuuymaea. 2016. Ne 4(2). C. 51-55.

4, JIebenenko M. C. OcCHOBHI TMOHSATTS Ta MOJEl EJICKTPOHHOro Oi3HECY.
Egexmusna EeKOHOMIKA. 2014. Nel2. URL:
http://www.economy.nayka.com.ua/?0p=1&z=3836 (nara 3BepHenHs: 10.07.18)

5. ®eqummmn 1. b. Enektponnuii 6i3HeC Ta €JIEKTPOHHA KOMEpIIisl: OI. KOHCII.
nexmii. TepHomias. 2016. C. 5-8.

6. Tapnackina T. M. Enexktponna xomepiis: HaBy. nocionuk. Opeca. 2011.
C. 244,

7. Summer A., Dunkan Gr. E-Commerce. NYH Publishing. 1999. P. 263.

8. Kor O.B., Antonenko J[.C. CyTHICTh, CTaHOBJCHHS Ta TMEPCHEKTUBH
PO3BUTKY €JIIEKTPOHHOI KoMmepIlii VYkpaiHM B TIJI00aJIbHOMY CEPEJIOBHIIIE.
Texnonoeiunuii ayoum i pezepsu supoornuymea. 2015. Ne2/6(22). C. 30.

9. ImutpieBa H. O. MixxHapoaHa eleKTpOHHA TOPTiBJIS B yMOBaX PO3BHUTKY
r100ansHOro 1HGOPMaIIHHO-eKOHOMIYHOTO CYCHIIBLCTBA. AKmyanvHi npobiemu
midicnapoonux eionocun. 2008. Ne 76. C. 130-135.

10. [TomiBanoB B. €., ImutpieBa H. O. EkoHOMIYHa CYyTHICTh Ta T€HE3UC
CBITOBOT'O €JIEKTPOHHOTO Oi3HECY. AKkmyanvHi npobiemu MidHCHAPOOHUX BIOHOCUH.
2018. Ne 134. C.123-125.

11. o 2020 poxy 25% Bci€i 17100a71bHOT €KOHOMIKK Oyae UGPOBUl —

nporao3  Microsoft. PBK VYkpaina: iHdopmamiiine arenrctso. 2016. URL:



https://www.rbc.ua/ukr/Inews/2020-godu-25-vsey-globalnoy-ekonomiki-budet-
1474912758.html (marta 3Bepuenns: 09.10.2018).

12. Manyika J., Chui M., Bisson P. Unlocking the potential of the
Internet of Things. New York. McKinsey Global Institute. 2015. URL:
https://www.mckinsey.com/business-functions/digital-mckinsey/our-insights/the-
internet-of-things-the-value-of-digitizing-the-physical-world  (matra 3BepHCeHHS:
09.10.2018).

13. benenpkuit A. Kommepuus B MHTepHeTe: Buepa, ceroaHs, 3aBTpa.
Komnwviomep Ilpecc. Ne2. 2011. URL.: https://compress.ru/article.aspx?id=21978
(marta 3BeprenHs: 09.10.2018).

14, IrpoBa iHyCTpIsl, ICTOPIi MEPCIEKTUBHU. SIK cTaTh po3pOOHUKOM irop?
URL.: https://Igs.lviv.ua/igrova-industriya-istoriyi-perspektyvy-yak-staty-
rozrobnykom-igor (mara 3Bepuenns: 11.10.2018).

15. Magnavox Odyssey. First home video game console. URL:
http://www.pong-story.com/odyssey.htm (mata 3eepuenns: 11.10.2018).

16. Pong-Story: Main Page. URL.: http://www.pong-story.com/intro.htm
(maTa 3Beprenns: 11.10.2018).

17. Action-adventure. Ownnaiin  e”uukionemis «Bikinexis». URL:

https://uk.wikipedia.org/wiki/Action-adventure (nara 3Bepuenns: 10.15.18)

18. PonwoBa_Bineorpa. Omnnaiin eHuukionediss «Bikimemisi». URL:

https://uk.wikipedia.org/wiki/PonsoBa Bineorpa (znata 3sepHenns: 10.15.18)

19. Crpareriuna Bimeorpa. Onnaiin enmukionemis «Bikimemis». URL:

https://uk.wikipedia.org/Ctpateriuda_Bimeorpa (nara 3Bepaenns: 10.15.18)

20. Goldfarb A. Nintendo Will Sell Wii U at a Loss. IGN Review. 2012.
URL: https://www.ign.com/articles/2012/10/24/nintendo-will-sell-wii-u-at-a-loss
(mara 3Bepuenns: 11.10.2018).



21. Travis F. IGN Presents the History of Sega. IGN Review. 2009. P.5.
URL.: https://www.ign.com/articles/2009/04/21/ign-presents-the-history-of-
sega?page=>5 (mara 3Bepuenns: 15.10.2018).

22, Financial Results Briefing for Fiscal Year Ended March 2017.
Nintendo Co., Ltd. 2017. URL.: https://www.nintendo.co.jp/ir/en/events/index.html
(maTa 3BeprenHs: 15.10.2018).

23. Cook D. PS4: it’s hard to keep everything on PSN free, says Sony.
VG247. 2013. URL: https://www.vg247.com/2013/11/13/ps4-its-hard-to-keep-
everything-on-psn-free-says-sony/ (nata 3sepaenns: 15.10.2018).

24, Cook D.PS4: 500GB retail box revealed. VG247. 2013. URL:

https://www.vg247.com/2013/06/13/ps4-500gb-retail-box-revealed (mara
3pepHenHs: 15.10.2018).
25. Cangeloso S. Xbox One vs. PS4: Sony pulls ahead at E3. Geek.com.

2013. URL: https://www.geek.com/games/xbox-one-vs-ps4-the-battle-is-in-the-
cloud-1556032/2 (nara 3Bepuenns: 20.10.2018).

26. Ha Pokemon Go Tparstr Oousbllie  BpeMEHH, 4YeM Ha
Facebook. 3DNews Daily Digital Digest. 2016. URL.: https://3dnews.ru/936135
(mata 3BepHenns: 20.10.2018).

27. Kapazeit C. Tenaeniii Ta npoOieMu po3BUTKY €JIEKTPOHHOTO Oi3HECY
B YkpaiHi. Egexmusna exonomixa. IBano-®pankiscek. 2008. URL: http://vuz-
24.ru/nex/vuz-109097.php (nara 3Beprenns: 30.10.2018).

28. CraruCtuka npuObUTM W paCx0J0B Ha KHOEpCIIOPTHBHOW apeHe.
Camble IIONYJISIPHBIE JTVICLUATUIAHBI. URL:
https://www.esportsearnings.com/history/2017/games (mata  3BEpHEHHS:
30.10.2018).

29. Demetrovics Z., Urban R., Nagygyorgy K., Farkas J., Zilahy D.,
Mervo B., Reindl A., Agoston C., Kertesz A. and Harmath E. Why do you play?
The development of the motives for online gaming questionnaire (MOGQ).
Behavior Research Methods. Vol. 43. Ne3. P. 814-825.


https://uk.wikipedia.org/wiki/3DNews_Daily_Digital_Digest
https://3dnews.ru/936135

30. [lTokomiHHS Z: AK MU CTaEMO CBIJKaMHU IIOSBM HOBOI TeHeparlii
inHoBaropiB. URL: http://earlybirds.platfor.ma/z-generation (mara 3BepHeHHS:
30.10.2018).

31. Tupasckuii B. KubepcrnopT crayi caMbiM OBICTpOPACTYIIUM OHM3HECOM
B MUpE. URL.: https://ubr.ua/leisure/sport/kibersport-stal-samym-
bystrorastushchim-biznesom-v-mire-3856842 (nara 3pepuenns: 30.10.2018).

32, The International - 2018. URL:
http://www.dota2.com/international/overview (mara 3pepuenns: 29.10.2018).

33. [TormnaBckuii H. KubGepcnopT cTout Ha mopore HOBOM 3pbl Pa3BUTHS.
URL:  https://ain.ua/2017/10/30/novaja-era-kibersporta ~ (mata  3BepHEHHS:
28.10.2018).

34, Hamari J., Sjoblom M. What is eSports and why do people watch it?
Ne27(2). 2017. P. 6-9.

35. I'opneesa, T.O. Teopusi camoieTepMUHAIIMU: HACTOsAIEEe U Oyaylee.
Yacts 1: [Ipobnemsl pazsutus Teopud. [lcuxonoeuueckue ucciedosanusi. 2010. Ne
4 (12). URL: http://www.psystudy.ru/index.php/num/2010n4-12/343-
gordeeval2.html (mara 3Bepuenns: 30.09.2018).

36. Ewoldsen D., Eno C., Okdie B., Velez J., Guadagno R. Effect of
playing violent video games cooperatively or competitively on subsequent
cooperative behavior. Cyberpsychology, Behavior and Social Networks. 2012.
Nel5. P. 277-280.

37. Game trailers. A study of game trailer design. URL.:
http://arc.hhs.se/download.aspx?mediumid=1963//-2017 (nara 3BEpHEHHS:
11.09.2018).

38. CratuCtuka npuObUTM W paCxOI0B Ha KHOEpCIIOPTHBHOW apeHe.
TypHupsI c HanOOJIbIIUM IIPU30BBIM boHIOM. URL:
https://www.esportsearnings.com/tournaments (rata 3sepaenns: 30.08.2018).

39. Hainey T., Connolly T., Stansfield M., Boyle E. The differences in
motivations of online game players and offline game players: A combined analysis
of three studies at higher education level. 2011. Vol. 57. Ne 4. P. 2197-2211.



40. NBanoa H.A., ApremoB A.B., Bonoxonckuii B.JI., youx C.B.
MoTuBanus OHJIaWH-TEMMHHra B KOHTEKCTE Teopuu camojaerepmunaiuu (SDT).
Becmuux Canxm-Ilemepoypeckozo ynusepcumema. 2016. Cepus 16. Ne 2. C. 47-
58.

41. Newzoo Global Games Market Report 2018. URL:
https://newzoo.com/insights/trend-reports/newzoo-global-games-market-report-
2018-light-version/ (nara 3Bepuenns: 10.09.18)

42. Hamilton W., Garretson O., Kerne A. Streaming on Twitch: Fostering
Participatory Communities of Play within Live Mixed Media. // In Proceedings of
the 32nd Annual ACM Conference on Human Factors in Computing Systems.
ACM. 2014. P. 1315-1324.

43. White Paper: Key Insights into Esports in the Americas. URL:
https://newzoo.com/insights/trend-reports/white-paper-key-insights-into-esports-
in-the-americas (nara 3Bepuenns: 12.08.2018).

44, SuperData 2017 Esports Market Brief. URL.:
https://www.superdataresearch.com/market-data/market-brief-year-in-review/
(mata 3Bepuenns: 10.09.18)

45, Brautigam T. Esports comes to the second largest multi-sports event
in the world. URL: https://dotesports.com/business/news/esports-asian-games-
14151 (nara 3BepHenns: 12.08.2018).

46. Navarro J. eSports officially a medal event in 2019 SEA Games.
URL: https://sports.inquirer.net/329233/esports-officially-a-medal-event-in-2019-
sea-games (mara 3sepuenns: 12.08.2018).

47. XacaHoBa A.IIL dopMHUpOBaAHUE YCTOMYUBOCTH
I(OHI(ypeHTOCHOCO6HOCTI/I B  YCJIOBHAX I/IH(l)OpMaTI/IBaHI/II/I 9KOHOMUHNYCCKOI'O
NpOCTpaHCTBa. BecmHuk saxonomuxu, npasa u coyuonozuu. 2014. Ne4. C. 101-105.

48. Taylor T. L. Raising the stakes e-sports and the professionalization of
computer gaming. Cambridge. Mass.. MIT Press, 2012. URL.: https://cpb-us-
el.wpmucdn.com/sites.suffolk.edu/dist/5/1153/files/2015/02/Raising-the-Stakes-E-
Sports-and-the-Professionalization-of-Computer-Gaming.pdf



(maTa 3Bepuenns: 16.07. 2018).

49, World of Tanks: VYkpaiHcbka KoMaHAa cTaja HAaWCHJIBHIIIOW Ha
World Cyber Games. URL.: http://watcher.com.ua/2013/12/02/world-of-tanks-
ukrayinska-komanda-stala-naysylnishoyu-na-world-cyber-games (nata 3BepHeHHs:
18.07.2018).

50. Teopeup komn'torepHoi rpu World of Tanks cras mimssipaepom. URL:
https://ukr.Ib.ua/economics/2016/02/25/328856 tvorets_kompyuternoi_gri_world.
html (mata 3BepHenns: 18.11.2018).

51. Esports in Brazil: Key Facts, Figures, and Faces. URL:
https://newzoo.com/insights/trend-reports/esports-in-brazil-key-facts-figures-and-
faces (mara 3Bepuenns: 18.11.2018).

52. Kax npasutenbctBo FOxnoit Kopeu mponsuraer kubepcnopt. URL:
http://m19.team/ru/novosti/kak-pravitelstvo-yuzhnoj-korei-prodvigaet-kibersport
(maTa 3BeprenHs: 18.11.2018).

53. Ton 10 xubGepcnOpTUBHBIX KOMaHJ. PeWTWHr campix Oorarbix u
yenmemneix.  URL:  https://gameon.pro/esports/top-cybersport-teams  (nara
3BepHeHHs: 21.11.2018).

54. Kypc na Kwuraii. 3auem «IIC)K» BbIXOAMT Ha a3uaTCKui
kuOepcnoptuBHbIid peiHOK. URL: https://www.championat.com/cybersport/article-
3411743-zachem-pszh-ponadobilsja-aziatskij-kibersportivnyj-rynok.html (maTa
3pepHenns: 30.11.2018).

55. [Touemy kubepcmopty Trpo3utr Oomnbimoe Oyaymee?  URL:
https://eloplay.com/blog/knowledge base/pochemu-kibersportu-grozit-bolshoe-
budushchee?debug=57 (nara 3Bepuenns: 26.11.2018).

56. Newzoo’s Esports Business Predictions for 2021. URL:
https://newzoo.com/insights/articles/newzoos-esports-business-predictions-for-
2021-a-bigger-industry-than-traditional-pro-sports (nata 3Bepaenns: 26.11.2018).

o7. [Iporno3 no uHayctpuu npunoxkeHud Ha 2017-2022 roasl. URL:
https://www.appannie.com/ru/insights/market-data/app-annie-2017-2022-forecast
(maTa 3BepHenns: 26.11.2018).



58. TexHomnoruss ONOKYEHH caenaeT KuOepcrmopT Oosiee MPO3PauYHbBIM.
URL.: https://hype.ru/@Bal Annette/tehnologiya-blokcheyn-sdelaet-kibersport-
bolee-prozrachnym-5g7gbdvk (mara 3Bepuenns: 28.11.2018).

59. Morrison R. Players that don’t have agents make way less money,
they don’t get the same kind of sponsorships, and their careers are just intrinsically
worse. URL: https://theshotcaller.net/ryan-morrison-on-esports-agents  (mara
3pepuenns: 30.11.2018).

60. PricewaterhouseCoopers. BcemupHsrii 0030p VH]TyCTPHH
pazsieueHuir 1 CMMUM: nporno3 Ha 2017-2021 roawsr KiroueBble TEHACHIIMHU
MHUPOBOTO U poccuiickoro peiHkoB. 2017. C. 58-61.

61. eSPORTconf UAH — mepma ykpaiHchbka KiOepcrmopThBHa Oi3Hec-
xoHdepenmis. URL: https://esportconf.com.ua/uk/post/esportconf-uah-pervaya-
ukrainskaya-kibersportivnaya-biznes-konferentsiya-60995  (mata  3BepHEHHS:
10.11.18)

62. bamait K.A., TI'ymsara H.O. IlomaTkoBi BUTOAM BiJ Jeraji3alli
ki0epcriopty B YKpaiHi. Exonomiunii Hobeniecokuii Bicnuk. 2018. Nell. c. 11-15,

63. [lepcriekTuBH kibepcropty B VYkpaini. URL:
https://champion.com.ua/press/2017/07/17/690644 (nara 3eepuenns: 30.11.2018).

64. Hapanenko JI.I. KommuiekcHuil aHami3 CTPKTYpU Ta TEHACHIIN
PO3BUTKY CBITOBOI'O PHHKY Bineoirop. [euepysanus iHHOBaYill IHKIIO3UBHO2O
PO36UMKY. HAYIOHAIbHUL, Pe2lOHAIbHUL, MIJHCHAPOOHU 8UMID. me3u OON. MIJICH.
Hayk.-npakm. korg. 3anopixxks. 2018. C.203-205.

65. [Hapanenko [I.I. KibepcmopT sik HOBa cepa Mi>KHApOAHOTO Oi3HECY:
iHBeCTHIIHMNIN acniekT. CoyianbHo-eKOHOMIUHI, 0c8imHi ma ¢axosi npobremu
MONOOI 8 YMOBAX E€BPOIHMEZPAYIIHUX NPOYeCi8: Mamepianu 8ceyKp. IHmepHem-

kong. 3anopixoks. 2018. C. 114-116.



