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Beryn.  KiGepcnopt € ogHuM 13 HaAWOIBII JUHAMIYHUX KOMEPIIHMHUX
(eHOMEHIB Cy4acHOTO CHOpTY: IiobasibHa ayauTopis nepeuinuia 640 mMiaH ocid, a
puHOK crioHcopcTBa y 2024 p. ckiaB $726 MIIH i3 MpOrHO30M TiepeBUIieHHs $1 Mipa
y 2025 p. (CAGR 25%) [1]. BogHouac TeopeTWYHE OCMHCIEHHSI CIIOHCOPCHKUX
BIJIHOCMH Yy KIOepcmopTi CYTT€BO BijcTae Bim mnpaktuku. Peng et al. y
cucteMaTuyHoMy orsial 97 HaykoBux myoOmikariin 2016-2022 pp. KOHCTaTyIOTh
(parMEeHTOBAHICTh JIOCTITHUIIBKOTO TMOJISA: OUIBIIICT, POOIT 30CEepe/KeHI Ha
TPATUIIMHUX MOJCISAX CIIOHCOPCTBA, HE BpaxoByIOUd crenudiky mudpoBoro
CepeaoBHIA, KOPOTKOCTPOKOBUX IMAPTHEPCTB Ta eHJAeMiuHuX OpeHmiB [2]. Pizzo et
al. MiaKpecIoTh CTpATEriYHUM MOTEHINaT KiOepcrnopTy Hjisi 3ajdyyeHHS 3pLIuX
cnoxkuBauiB (18-35 pokiB), omgHak MexaHi3mMu ouniHku ROI Ta ynpaBniHHA
penyTaliiHuMu pU3MKaMu MOTPEOYIOTh MOAAIbIIOr0 OOIpyHTyBaHHA [3]. AHami3
CTPYKTYpPH, MOJI€JIEll Ta TEHJEHLIM CIOHCOPCHKUX BIJHOCHUH Yy KIOEpCHIopTi €
aKTyaJJbHUM HAaYKOBHM 3aBIaHHSIM, 30KpeMa B KOHTEKCTI PO3BUTKY BITYH3HSIHOTO
KiOEpCIIOPTUBHOTO PUHKY.

Mera noc/izKeHHs1: BU3HAYUTH CTPYKTYPHI1 OCOOJIMBOCTI, MPOBIAHI MOJIENI Ta
aKTyaJbHI TEHJCHIIT CIIOHCOPCHKUX BITHOCHH Yy KIOEpCHOPTI B MOPIBHSHHI 3
TPaJAUIIIITHUM CIIOPTOM.

Marepian i Meroau aociaigkeHHsi. JIOCHIDKEHHS 3AIMCHEHO METOJaMH
TEOPETUYHOTO aHaNl3y Ta Yy3arajJbHEHHS JaHUX aHAJITUYHUX 3BITIB 1 HAYKOBHUX
nyomikamii. JxkepensHa 0a3a oxorunoe ramyseBi 3BiTu Deloitte (2025) [4], Newzoo
(2025) [1], Nielsen (2024), PwC (2024), Stream Hatchet (2025), YouGov & Esports
Insider (2025), a TakoX peleH30BaHI NyOJiKalii y MDKHApOAHUX >KypHallax 3
MEHeKMEHTY criopTy (2021-2025). Anani3 oxorutroe mani 312 CIOHCOPCHKUX yToA
(Deloitte, 2025), 1 800 cmoncopcekux aktuBariiii (Nielsen, 2024) ta pe3ynbratu
onutyBaHHs 124 OpenmpiB-cnioncopiB (YouGov, 2025). 3acTocoBaHO TOPIBHSUTBHHIMA
aHaJli3 MoJieJiel CIOHCOPCTBA B KiOEPCIOPTI Ta TPAAUIIIHHOMY CIIOPTI.

Pe3yabTaTH gocaifkeHb Ta ix 00roBopeHHsi. CIIOHCOPCTBO B KiOepcropTi
MNPUHILIMIIOBO BIAPI3HIETHCA B TPAAUIIAHOTO 3a KIIOYOBUMHU MapaMeTpamu
(Tabu. 1). Sxuio y TpaaMiiiiHOMYy CHOPTI JTOMIHYIOTh JOBrocTpokoBi yroau (3—10
pokiB) 3 (pikcoBaHMMHU MpaBamu (jersey, naming rights), To y kibepcnopTti 62 % yrona
MalTh TpUBANICTh 624 Micsmi, IO BigoOpaxkae ¢parMeHTalilo pPUHKY Ta
BOJIATUJIBHICTH OpraHi3aiiil (cepeaHid TepMmiH icHyBaHHS — 4,2 poku) [2]. Bxianuit
HOPIT € CYTTEBO HIDKYMM: 0OCST YroJ| i3 KOMaHJaMu cTaHOBUThH $250 Tuc. — $8 muH
npotu $5-50 MIIH y TpamuIiiHOMY CIHOpTi, IO POOUTH PUHOK JOCTYIMHHM IS
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Majoro Ta cepeaHboro Oi3Hecy. KitodoBoro mepeBaroro € udpoBa mpupoaa
aktuBariii: 80-90 % BinOyBaroThcsi uepe3 Twitch, YouTube, Discord Ta in-game
inTerpanii 3 CPM $3-6, mo B 5—8 pa3iB HMXK4e 3a OKa3HUKH TPAAULIHHOTO CIIOPTY
($25-40).

Tabnuys 1
IHopiBHsIIbHA XapaKTEePUCTHKA CIIOHCOPCTBA B KidepcmopTi Ta TpaauuiitHoMy
CIOPTI
XapakTepucTuKa Tpaauniiiauii cnopr Kioepcmopt (2021-2025)
TpuBasticts yroa 3-10 pokiB 624 mic. (62 % yrom)
Tunu crioncopis 60-70 % non-endemic 48-55 % endemic (TeXHOJIOTis,
(6aHkH, aBTO, TUBO) TeMIHT, EHEPTETHKH )
Cepenniit o0csr yroau $5-50 mutH (TOTI-piBEHB) $250 truc.—$8 MiH (KOMaHH);
$15-40 muH (TypHipH)
[Mudposuit CPM $25-40 $3-6
Brand recall 41 % 68 %
ROI Bumwmii Hixk B Tpaj. CoOpTi - 71 % Opennin
Pusuk penyramii Cepenniif Bucoxkuii (ckanaamu rpasiliB)

Ilpumimka: pxepeno ckiiajieHo apTopamu 3a ganumu Deloitte (2025), Nielsen
(2024), YouGov & Esports Insider (2025), Peng et al. (2023).

3a manumu Deloitte (2025), ski oXOImoTh aHami3z 312 1o0aNIbHUX Yron
2023-2025 pp., engemiuni Openau (Intel, Logitech, Red Bull, HyperX) renepyiots
52 % nmoxoxiB komaHa. BogHouac yacTka non-endemic crioHcopiB 3pocia 3 28 % y
2020 p. mo 48 % y 2025 p. 3aBAsSKH Opi€HTAIlll Ha MOJIOAKHY ayJUTOPIIO (CepemHiii
BiK 21-26 pokiB, 79 % — mokominua muteHiamiB 1 Gen Z). IlokazoBumu € yroau
BMW i3 m’satema nposigaumu komaungamu (G2 Esports, Fnatic, Cloud9, OG, TI;
~$35 muH, 5 pokiB) Ta Mercedes-Benz 3 ESL (2020-2025), mo 3acBiauyrOTh
CTpaTeriyHui 1HTEpEeC AaBTOMOOIIBLHUX OpeHIIB 10 ayauTopii kidepcmoprty. 3a
nanumu  Nielsen (2024), xoHBepcis B MOKYNKM y non-endemic OpeHIIB micis
cnoHcopctBa csrae 11-18 %: 3oxpema, Mercedes-Benz 3adikcyBaB 3pocTaHHS
npojaxiB Ha 14 % cepen aynuropii 18—34 pokis micis naptaepcTBa 3 ESL.

71 % OpenaiB-crioHcopiB owiHIOI0OTG ROI y kiOepcnopTi BUIIMM, HIK Y
tpaguuiitHomy cropti (YouGov, 2025); cepeaniit brand recall micist TypHipHOTO
CIIOHCOPCTBA CTaHOBUTH 68 % npotu 41 % y Tpaautiiitnomy cniopti. Bonnoyac Peng
et al. BusiBHIIM, 10 penyTaiiiiHi ckanganu (match-fixing, toxicity) 3HMXKYIOTH brand
sentiment 10 — 38 %, IO CYTTEBO MEPEBUIILYE BIAMOBIIHI PUUKUA Y TPAAUIIHHOMY
cnopti [2]. Sk Hachigok, 64 % cnoHcopiB BkiIrOYaroTh morality clauses Ta mpaBo
BUXOJY 3 YroJIud TpOTAroM 24 TOJUH, IO € TPUHIUIOBO HOBUM €JIEMEHTOM
KOHTPAKTHO1 IPAKTUKH B CIIOPTI.

AHa3 pUHKOBUX JIaHUX BUABUB YOTUPH NPOBiAHI TeHaeHwli: (1) nepexia non-
endemic OpeHIIB 10 CEPEAHLOCTPOKOBUX yroa (3—5 pokiB) Ha Tl crabumizamii
nentpanizopanux Jir (LEC, LCS, LCK); (2) 3poctrannst revenue-sharing monenei
(3okpema, Riot Games posnoauise 50 % cnoHcopebkux pgoxoniB LEC wmix
koMmaHgamu); (3) posmmpenns in-game Openauary (Coca-Cola y Fortnite, Louis
Vuitton skins y League of Legends) sx ¢opmu nHatuBHOI iHTerparii; (4)
BripoBakeHHsT Al-driven attribution yepe3 miatdopmu Shikenso ta Conviva, 1o
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J03BOJISIE BUMIPIOBATH pEajlbHUN BIUIMB HA MPOJAXi 3 TOYHICTIO /O OKPEMOTO
Nepersiny.

OTpumaHi JaHi MIATBEPKYIOTh BUCHOBOK Pizzo et al. mpo ctpareriuny
npuBaOIUBICTH KiOepcropTy AJis OpeHAiB, OPIEHTOBAHUX HA MOJIOADKHY ayJIUTOPIIO:
BHCOKa 3ay4yeHicTh (engagement 89 %, 3a YouGov 2025) y moenHaHHI 3 HU3BKUM
CPM ¢opmye yHikanbHy «uudpoBy npemito» — Bumuid ROl 3a Hmkunx Butpar [3].
Boanouyac BHCOKa BOJATWIBHICTH OpraHizaliii Ta  pemyTaliiiHi  pU3HKH,
3a/10KyMeHTOBaH1 Peng et al., 3anummaroTbCcsi CTPYKTYPHOIO MPOOJIEMOIO, SIKa CTPUMYE
JIOBFOCTPOKOB1 ~ 1HBECTHIIli, OCOOJMBO Uil KOHCEpPBAaTUBHUX OpeHAiB [2].
[lopiBHSANBHUN aHami3 CBIQUUTH, M0 UeHTpam3oBaHi Jirn (LEC-monens) €
KJIFOYOBUM MEXaH13MOM CTa0uI13a1lli CHIOHCOPCHKOT'O PUHKY, OCKUIBKH 3a0€3MeYyI0Th
CTaHAApTU30BaHl MpaBa, MPOTHO30BaHI AyJUTOPHI METPUKU Ta IMPABOBUU 3aXHUCT
crioHcopiB. IJis yKpaiHCHKOTO KOHTEKCTY 1€ O3HAYa€, 10 PO3BUTOK BITYM3HSHOTO
KiOepCIIOPTUBHOTO PUHKY MOTPeOy€e Hacammepea 1HCTUTYIIHHOI CTPYKTypu3alii —
(dhopMyBaHHS JIITOBOT CUCTEMH Ta YHI(DIKOBAHWX CTAHNIAPTIB OIIIHKH CIIOHCOPCHKUX
pas.

BucnoBku. CrioHCOPCTBO B KIOEpCTOPTI € T1IOPUIHOIO MOJEIIIIO, IO TOETHYE
U(POBY THYUKICTh 1 JoCTymHUH mopir Bxoay ($250 tuc.—$8 MitH) 3 migBUIICHUMH
penyTamiiHuMu Ta omnepauiiauMu pusukamu. Punok mpemonctpye CAGR 25 % 13
3araibHUM o0csiroM $726 M y 2024 p., a 71 % Openpis omintorore ROI Bumum 3a
TpaAULIiHUN crniopT npu BTpuYl HUxk4YoMy CPM. BusBIIEHO CTaTUCTUYHO 3HAUYIIE
3pocTaHHs 4yacTku non-endemic crioHcopiB (3 28 % y 2020 p. no 48 % y 2025 p.) Ta
YTBEP/KEHHS LIEHTPAII30BaHUX JIT K MeXaHi3My ctabimizauii puHky. [lepcrnektrBu
po3BUTKY ToB’sizaHl 3 Al-atpuOymieto, revenue-sharing momensiMu  Ta
CTaHIapPTHU3AI[IEI0 CIIOHCOPCHKUX TPAB y MEKaxX PerioHaIbHUX JITOBUX CUCTEM.
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