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AHoTauisf. KibepcnopT CTPIMKO pO3BMBAETLCS, MEPETBOPIOIOYICH i3 MONYNSPHOro X06i Ha NPOeCiiiHy CMOPTUBHY AiSNbHICTb i3 BUCOKUMU (DiHAHCOBUMNA
Ta couianbHUMK cTaBkamu. Yenix y KibepcrnopTi 3aNexuTb He NIVLLE Bif TaNaHTy i HABUYOK rpaBLiiB, ane i Bif eeKTUBHOIO BUKOPUCTAHHS Cy4aCHUX
UM POBUX TEXHONOTiA. 3POCTaHHA NPOMECIAHUX TYPHIpiB, 36iNbLUEHHA NPU30BUX (POHAIB i 3any4yeHHS CMOHCOPIB MiAKPECOTb BAXINBICTL
ONTUMI3aLii TPeHyBaNbHUX NPOLECIB | BAOCKOHANEHHSA KOMAHLHOI irpoBOT AUHAMIKN.

Mera gocnifxeHHs — BOCIANTIA LPOBI TEXHOMOTI, L0 BUKOPUCTOBYOTH Y KiGEPCNOPTi, BU3HAYUTM iXHi 0COBIMBOCTI Ta MOXMUBOCTI 3aCTOCYBAHHS
B MiAr0TOBL FPaBLiB 4191 MiABULLEHHS PE3YNbTaTUBHOCTI.

Mertogun gocnimpkeHHs. AHani3 cnewianbHOi HAYKOBOT fliTepaTypyu Ta AaHux Mepexi «|IHTepHeT», NOPIBHANBHNIA aHani3, cucTematiaadis, y3aranbHeHHs.

Pesynbraty. [LOCNIHKEHO 3HAYYLLICTb i CNeLmdiKy BUKOPUCTAHHS TakMX TEXHOMONIN, K LUTYYHUIA iHTENeKT (gani — Al), aHanitika BeNnKnuX gaHux,
BipTyanoHa (pani — VR) 1a fonoBHeHa peanbHicTb (gani — AR), TpekiHr 6iOMETPUYHNX AaHKX, CUCTEMU FOJTI0COBOrO aHanisy Ta XMapHi nnatopmu.
Po3kpuTo ix aganTauito A0 Pi3HUX AUCLMNIIH KiGepcnopTy, piBHA NiAroTOBKW rpaBLUiB i TUMy AiSnbHOCTI. [OCNimpKeHHs nokasano, Wo iHHOBaLinHi
LMPOBI TEXHONOTTT OXOMIKOKTb LUMPOKUIA CNEKTP HANPSMIB BUKOPUCTAHHS B KiOEPCNOPTI, 30KPEMa, aHaniTuka BEeNIMKNX AaHX BUKOPUCTOBYETLCA AN
aHaniay irpoBoi CTaTUCTUKK, BU3HAYEHHS eDeKTUBHOCTI rpaBLiB, po3p06eHHs CTpaTeriil i NPOrHO3yBaHHA CLEHapiiB MatyiB. Lis TexHONOris akTyanbHa
8 MOBA (Dota 2, LoL) Ta FPS (CS2) gucuunninax; Wwry4HWin iHTenekT (Al) 3aCTOCOBYETLCA AN MOAENOBAHHS NOBEAIHKN CynepHUKIB, aBTOMATM3aLi
cTparteriit i CTBOPEHHS iHAMBILyanbHUX TPeHyBanbHUX nporpam. Haibinbwa edektusHictb gocsraetbes B MOBA, FPS i RTS xaHpax. BiptyanbHa
peansbHicTb (VR) 3a6e3nedye peanicTiHe MOLENOBAHHA irPOBUX CUTYaL, WO CNPUAE PO3BUTKY KOTHITUBHUX i TEXHIYHUX HABUYOK rpasLiB, TOA
K 0NOBHEHA peanbHicTb (AR) J03BOMsE Bidyanidyati CTpaTerii i aHanisyBatu nose rpu. TpekiHr 6iOMeTPUYHNX faHuX 3a06e3ne4ye MOHITOPUHT
(izionori4yHoro i eMOLINHOro CTaHy CNOPTCMEHIB, 30KpeMa I PiBHS CTPECY, KOTHITUBHIUX (DYHKLIA i peakuiit. Lia TexHonoris € 3Havywoto ans FPS 1a
MOBA aucumnnin. Cuctemu rofnocoBOro aHanisy A03BoNA0Th OLiHIOBATM KOMaHAHY B3aEMOZI0 Ta KOMYHiKaLlii, BUSBAATI CNabKi Micus y B3aemopii
rpasLiB, L0 0CO6MMBO BAXIMBO B KOMaHAHWX XaHpax MOBA ta RTS. XmapHi nnatcpopmu 3a6e3neqytoTb LOCTYMHICTb TPEHYBabHUX PECYpCiB,
30epiraHHs JaHnX i MOXNMBICTb iHTErpauii iHWWX TeXHONOrin. BUKOpUCTOBYIOTLCA B YCIX KiBEPCMOPTUBHUX AWCUMMIiHAX. YNPOBAMKEHHS LMX
TEXHOOri [I03BONIAE HOBA4YKAM OTPUMATH MiATPUMKY Yepes HaBYalbHI NNaTopMu, a NPOECiiHUM rpaBLAM BUKOPUCTOBYBATU BUCOKOTEXHOMOTI4HI
PilLEHHA AN15 CTPATEriYHOro aHani3y Ta MOAeNOBaHHA. BipTyanbHa Ta JONOBHEHA peanbHiCTb OPiEHTOBAHI Ha TPeHYBanbHUIA MPOLEC, TOAI fIK aHaniT1Ka
[AHNX Ta WTYYHUIA THTENEKT akTMBHO BUKOPUCTOBYKTHCS Mifi 4ac 3MaraHb. TeXHOMOrii rofiocoBOro aHaisy Ta KOMaHLHOI B3aeMofii 403BONAOTb
niaBuLLyBaTh eDeKTUBHICTb POBOTU KONEKTUBIB.

BucHoBku. IHHOBaUiHI LMKPOBI TEXHONOTIi BiAKPMBAKOTL HOBI MOXTMBOCTI ANS NiABULLEHHS PE3YNbTaTMBHOCTI rpaBLiB Yy KibepcnopTi, 3a6e3neyytoTs
KOMMAEKCHUIA nigxig A0 TPeHyBanbHOro MpoLecy, CTpaTeriyHoro naaHyBaHHA Ta MOHITOPUHIY CTaHy CMOPTCMEHIB. BOHM cnpustoTb onTuMisalii Sk
iHAMBIAYanbHOI, TaK i KOMaHAHOI NiArOTOBKM, JO3BONAOTL aAanTyBaT METOAM NiArOTOBKW 40 MOXXIMBOCTEN FPaBLiB KOXHOIO PiBHS.

Kntoyosi cnosa: kibepcropt, UNPOBI TEXHONOTIT, aHaNiTUKA BENNKNX LAHWX, LUTYYHWIA iHTENEKT, BipTyanbHa peanbHiCTb, [JONOBHEHA PeasnbHICTb,
TPEKIHr BiOMETPUYHIX AaHUX, CUCTEMI FOMIOCOBOr0 aHani3y, XMapHi nnatopMu, KOMaHaHa B3aEMOIs, iHAUBiAyanbHa MiaroToBKa.

Arsenii Andrieiev, Oksana Shynkaruk
FEATURES OF USING INNOVATIVE DIGITAL TECHNOLOGIES TO IMPROVE THE PERFORMANCE OF PLAYERS IN ESPORTS

Abstract. /ntroduction. Esports are rapidly evolving, transitioning from a popular hobby to a professional sporting activity with significant financial
and social stakes. Success in esports depends not only on players’ talent and skills but also on the effective use of modern digital technologies. The
growth of professional tournaments, increased prize pools, and sponsorship engagement highlight the importance of optimizing training processes
and improving team dynamics.

Research objective. The study aims to analyze and determine the features of using innovative digital technologies in esports to enhance the performance
of players and teams.

Research methods. The study utilized the analysis of specialized scientific literature and internet data, comparative analysis, systematization, and
generalization.

Results. The study focuses on identifying the specifics of using technologies such as artificial intelligence (Al), big data analytics, virtual reality
(VR), augmented reality (AR), biometric tracking, voice analysis systems, and cloud platforms. It reveals their adaptation to different esports
disciplines, player preparation levels, and types of activities. The research demonstrated that innovative digital technologies have a wide range
of applications in esports. Big data analytics is used to analyze gameplay statistics, evaluate player performance, develop strategies, and predict
match scenarios, making it particularly relevant in MOBA (Dota 2, LoL) and FPS (CS:GO) disciplines. Artificial intelligence (Al) is applied to
model opponents’ behavior, automate strategies, and create personalized training programs, showing the greatest efficiency in MOBA, FPS,
and RTS genres. Virtual reality (VR) provides realistic simulations of gaming situations, enhancing players’ cognitive and technical skills, while
augmented reality (AR) enables the visualization of strategies and analysis of the game field. Biometric tracking monitors the physiological
and emotional state of athletes, including stress levels, cognitive functions, and reactions, which is especially significant in FPS and MOBA
disciplines. Voice analysis systems evaluate team interactions and communication, helping to identify weak points in player collaboration, which
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is crucial for team-based genres like MOBA and RTS. Cloud platforms ensure accessibility to training resources, data storage, and integration

with other technologies and are used across all esports disciplines.

Conclusions. Innovative digital technologies open up new opportunities to improve player performance in esports, providing a comprehensive approach
to training processes, strategic planning, and athlete monitoring. They contribute to optimizing both individual and team preparation, allowing training

methods to be tailored to the capabilities of players at all levels.

Keywords: esports, digital technologies, big data analytics, artificial intelligence, virtual reality, augmented reality, biometric tracking, voice analysis

systems, cloud platforms, team interaction, individual preparation.

Betyn. KibepcnopT € BUCOKOKOHKYPEHTHOW cddepoto, e
ycnixX 3aneXuTb Bif HaBWYOK, CTPATErii Ta PiBHA NiArOTOBKU
rpasuiB. 3i 36iNblUIEHHAM KiNbKOCTI NPOECciAHMX TYpHipiB,
MiABWULLEHHAM NPWU30BKUX (HOHAIB i yBarn iHBECTOPIB 3pOCTaE
noTpe6a B YAOCKOHANEHHI pe3ynbTaTMBHOCTI rpasuis [1; 6].
Y cy4acHoMy KibepcnopTi pe3ynbTaTuBHICTb He NULLIE BU3HA-
Yae Nepemory y 3mMaraHHsx, ane i BnamBae Ha (DiHaHCOBI No-
Ka3HWKWN KOMaHZ i npuBabnnBiCTb 415 CNOHCOPIB.

Cepeqn OCHOBHMX MPO6MEMHUX MUTaHb, HA AKi 3BEPTal0Tb
yBary HaykoBLi, Bifj3Ha4al0Tb NOCTiilHe NifBULLEHHA PiBHS
KOHKYPEHLii B KiBEpCNOPTUBHMX AWUCLMNAIHAX, CKMAAHICTb
aHaniay irpoBMx AaHuxX Yepes ixXHin BeNMKMA o6ear, HeobXia-
HiCTb MiATPUMAHHSA BUCOKOI eDeKTUBHOCTI Nif Yac TPpUBANUX
irpoBux ceciit [4; 8]. Lie nigkpecnoe BaXnuBiCTb BUKOPU-
CTaHHS IHHOBALLINHUX LMDPOBMX TEXHOMONIA AN ONTUMI3aui
TPEHyBaNIbHOro NPOLECy, aHanidy irpoBuUX AaHuX i BAOCKOHA-
NeHHs cTpaTerii.

@axiBLi BW3HA4Yal0Tb, LU0 HA Pe3ySbTaTMBHICTb paBLiB
i KOMaHJ BNAUBAE HW3KA CY6'EKTUBHUX | 0O'EKTUBHUX YWH-
HUKIB, cepel AKUX iHAMBIAYaNbHI XapakTepUCTUKM rpaBLiB,
30Kpema peakllis, WBWAKICTb YXBANEHHS PillleHb, KOTHITUB-
Hi 3[i6HOCTI; PiBEHb TEXHIKO-TAKTUYHOI Ta MCUXONOTi4YHOI
MiAroTOBMEHOCTi, KOMaHAHA B3aEMOAIA Ta KOMYHiKaLlis MiX
YfieHaMKu KOMaHAM, CUHXPOHI3aLia At rpaBuUiB Yy KPUTUYHUX
MOMEHTax; BMOIip i peanisauis irpoBoi cTpaTerii, 1o nepeaba-
yae aHania cynepHuKiB, afganTaLito 40 3MiH y rpi. Ha peaynb-
TaTMBHICTb TaKOX BMSIMBAE TeXHi4He 3a6e3neveHHs (fKICTb
o6nagHaHHs — 1K, MoHiTOpiB, Nepudepii; cTabiNbHICTb iHTEp-
HEeT-3’€[JHaHHA) Ta BUKOPUCTAHHA Y TPeHYBanbHOMY MPOLeci
CUCTEMW MOHITOPUHTY N aHANITUYHUX IHCTPYMEHTIB NS Bif-
CTEeXEHHs nporpecy [4; 7].

Ocobnuee Micue B JOCHIAKEHHAX NOCigaloTb iHHOBALi
LUTYYHOrO iHTENEKTY, BIPTYanbHOI Ta [JONOBHEHO PeasibHOCTi.
A.A. Munoz-Macho, M.J. Dominguez-Morales, J.L. Sevilla-
no-Ramos (2024 p.) aHanisyBanu BMKOPUCTAHHA LUTYYHOrO
iHTENEKTY ANS OLiHIOBAHHA eCeKTMBHOCTI POBOTU CMOpPTC-
MEHIB, PO3rMAHYNN, SK IHHOBAUIAHI MNigXxoanm A03BONAOTh
niasvwmTi edoekTuBHicTb Komang [19]. N. Dovgan (2023 p.)
JOCRIKYBaB Cy4acHi iHCTPYMEHTU Ta TEXHONOrI, IK-0T aHa-
niTMKa [aHuX, CEeHCOPHI cucTemu, BipTyansHa (gani — VR) 1a
JONOBHEHA peasnbHicTb (gani — AR), sIKi BUKOPUCTOBYIOTbCS
ANs TpeHyBaHb i 3mMaraHb [11].

L. Xiao, Y. Cao, Y. Gai, J. Liu, P. Zhong (2023 p.) po3rns-
Janu, K XMapHi 064UCneHHs TpaHCGOPMYHOTb CNOPTUBHY iH-
AYCTPito, 30Kpema KibepcrnopT, NpoAeMOHCTPYBANN NPUKNaan
BUKOPWUCTAHHSA XMapHUX CepBiciB AN aHanisy faHux, onTumi-
3auii TpeHyBaHb i 36epiraHHsa BENUKOro 06¢Ary iHgopmauii,
NoB’A3aHoi 3i cnopTcMeHamu [27].

A. Smerdov 3i cnisaBTopamu (2019 p.) gocnigunu B3ae-
MO3B’130K MiXX (Di3MYHUM KOMEOPTOM, NO3uLieto Tina i npo-
AYKTUBHICTIO rpasuiB y rpi “CS:GO” [23].

A. Biatecki, P. Xenopoulos, P. Dobrowolski, R. Biatecki,
J. Gajewski (2023 p.) po3rnsHynu MeToau BLAOCKOHANEHHS
KOMaH/HOi po60TH, BUKOPUCTAHHSA TPEHYBaNlbHUX CUMYAATO-
piB i BNPOBAMKEHHS iHHOBALINHMX PillleHb AN NiABWLLEHHS
eeKTUBHOCTI rpasuis [9].

J.L. Pharr (2017 p.) npoaHanisysas po3BMTOK Kibepcnop-
TY Kpi3b NPpM3My NporpamyBaHHs Ta KibepamaraHb, 10BIB, LLIO
nporpamMyBaHHs Ta 3MaraHHs B Ki6epnpocTopi MOXYTb CTaTy
nnatcopmor0 Ans TPEHYBAHHA CTPaTeriYHoro MUCHEHHS Ta
NPOCHecinHOro po3BUTKY KibepcnopTcMeHis [22].

Huska nyonikauin AeMOHCTPYE 3HaYyLiCTb iHHOBALLN
aHaniTMKyM ang KibepcnopTCMEHIB, BUKOPUCTAHHS LLUTYYHOrO
iHTeNeKTy B aHanisi irpoBoi AianbHOCTI [26]; BNNUB Kibep-
CMOPTMBHUX AUCLMNAIH | KOMM IOTEPHUX irop 3aranom Ha goi-
3i0/10Ti4HI Ta KOTHITUBHI Ta MOTOPHI (PYHKLT rpaBLiB LIAXOM
aHanisy piBHsa CTpecy, peakuii Ta npogyktusHocTi [2; 10; 14].
A.L. Martin-Niedecken, A. Schattin nponoHytoTb HOBI migxo-
[N 10 TPeHYBaHb KiGEPCNOPTCMEHIB, SKi MOEAHYIOTb (DI3NYHY
AKTUBHICTb | KOFHITUBHI BNpaBu AN NOMIMNWEHHA pe3ynbTa-
TiB [17].

HaykoBLi 3BepTatoTb yBary Ha po3po6neHHs moaeni npo-
FHO3YBaHHS, Bi3yanisaiito JaHuX i aHani3 noBefiHKW rpasLiB
y Ki6epcnopTi [3; 16]; Ha@iAHICTb i BanifHICTb CTATUCTUYHUX
NOKa3HWKIB ONA OLiHIOBaHHA eCeKTUBHOCTI rpaBuUiB Y rpi
“League of Legends” [20; 21].

MeTa gocnigXeHHs — focnianTy UM poBi TeXHONOTII, Lo
BUKOPUCTOBYIOTb Y KiBepcrnopTi, BU3HAYUTKM IXHi 0COBNMBOCTI
Ta MOX/TIMBOCTi 3aCTOCYBaHHSA B MiAroTOBLi rpaBLiB Ans nig-
BULLIEHHS PE3YNbTaTUBHOCTI.

Marepian i meToq. Y po60Ti BUKOPMCTAHO aHani3 cnedi-
anbHOI HAyKOBOI NiTepaTypu Ta JaHUX Mepexi «IHTepHeT»,
AKWiA 1O3BONMB BUBYUTY NPaLLi Cy4acHWUX AOCNIAHMKIB Y cdepi
KibepcnopTy Ta LUMAPOBUX TEXHONOTIN, NOPIBHANLHWIA aHani3
6YB CNPSAMOBAHWIA HA OLiIHIOBAHHA Nepesar i HeAoMiKiB Pi3HNUX
TEXHONOTIN y TpeHyBaNbHOMY Ta 3MarafilbHOMY npoLecax,
cucTemaTmaalis i ysaranbHeHHs [03BONKUAM CAOPMYNIOBATH
BUCHOBKM Ha OCHOBI OTPUMAHUX JAHWX | BUSHAYUTU nepenex-
TUBW NOJANbLUNX AOCNIAKEHb.

Pesynbtati. |HHOBALiiHI UMMPOBI TexHoNorii Bigirpa-
t0Tb LIEHTPanbHy POnb Y BAOCKOHANEHHI NiArOTOBKW rpasLiB
y KibepcnopTi. Cepeq HUX MOXKHA BUOKPEMWUTM aHani3 aaHux,
UTYYHWIA iHTENEKT, BipTyanbHy Ta OOMOBHEHY peasbHiCTh,
GiOMETPUYHI CUCTEMU Ta NCUXONOTiYHI TpeHaxepu. AHanis
BEJIMKMX [aHWX BUKOPUCTOBYETLCS [N OLiHIOBAHHS irPOBUX
CEecCill, po3p0o6NeHHa CcTpaTeriii i BUSBNEHHA CNabKuX CTOPIH
cynepHukis. LUTy4YHWIA iHTeNeKT ponomarae MoAentoBaTu
NOBEJiHKY rpaBLiB i CTBOPIOBATK CLEHApii AN TPeHyBaHb.
BipTyanbHa Ta [0N0OBHEHA peanbHiCTh 3a6e3neyyoTb Moje-
NOBaHHSA iFPOBUX CEPeaoBMLL, IO [03BONSE BiATOYYBATH
HaBWYKN rpaBLiB. BiOMETPUYHI CUCTEMU BUKOPUCTOBYHOTHCA
LNS MOHITOPUHTY (Di3i0NOriYHMX MNOKA3HUKIB, AK-OT NynbC
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i piBeHb CTpecy, L0 gonomarae nigTpyuMyBaTi ONTUMabHUI
CTaH CMOPTCMEHIB. TpeHaxXepy NCUxXosioriYHoT CNpsMOBAHOCTI
3 iHTerpauieto remmigpikosaHunx nnaTgoopm CNpuaOTbL Nokpa-
LLIEHHIO KOHLIeHTpaLii Ta peakuii.

0co6nmMBOCTI 3aCTOCYBAHHSA LUX TEXHONOTIA BapilOKTLHCSA
3a/1eXKHO Bif eTany NiarotoBKW. Y TpeHyBalibHOMY NpoLeci
aKTUBHO BWKOPUCTOBYIOTbCSA aHANiTM4HI NNatchopMu, AK-0T
Aim Lab, ona nigBuLeHHA TOYHOCTI Ta LIBMAKOCTI peakLii.
YnposamxeHHs VR-cumynatopis [03BOJSISE CTBOPHOBATH pea-
NICTUYHI irpoBi cUTyauii 4ns BLOCKOHANIEHHA TAKTUYHOTO MUC-
neHHA. MOHITOPUHT CTaHy rpaBLiB 34iliCHIOETLCA 32 4ONOMO-
ror 6iomeTpuyHUX Gpacnetis, L0 LO3BONAIOTH OLiHIOBATU
(Qi3MYHNIA | eMOUINHMA CTaH, a TaKoX 4Yepe3 CUCTEMU PO3-
ni3HaBaHHs 06MMYYsA ANg aHanisy emouinHoro ¢oHy. Ctpa-
TeriYHNiA aHani3 BK/OYAE BUKOPMCTAHHA NnaTdhopm Aans as-
TOMATWYHOrO aHani3y irpoBUX Bie0 Ta CTBOPEHHS TAKTUYHMX
PeKOMeHAAL, a TaKOXX 3aCTOCYBAHHS LUTYYHOrO iHTENEKTY
JJ19 POTrHO3YBaHHA NOBELIHKW CynepHuKiB. KomyHikalisa Ta
B3aEMOJIA rpaBLiB NOKPALLYOTbCA 3aBASKW IHCTPYMEHTam
QN1 aHani3y roflocoBuX KOMYHIKaLii, SKi 103BONAOTb iAEHTK-
(hikyBatu cnabki micus B KOMaHAHiA po6oTi Ta HagaeaTu pe-
KOMeHAaLjii o0 X yOOCKOHANEHHA. IHAWBIAyanbHWIA nigxin
[0 NiAroToBKM 3a6€3ne4yeTbCs NePCOHani3oBaHUMmM nporpa-
MaMmy TPeHyBaHb, AKi pO3p06NAOTLCA HA OCHOBI BiOMETPUY-
HUX | KOTHITUBHUX JaHWX. 3aBAAKW LWM TEXHOMOriAM rpasLi
OTPUMYIOTb MOXXMMBICTb ONTUMI3yBaTU CBOK MiArOTOBKY,

YAOCKOHANOBATW HABMYKM M AOCAraT BUCOKUX Pe3ynbTaTiB
AK Y KOMaHAHIN, TaK i B iHAUBIAYyanbHii 4ifNbHOCTI.

[HTerpawis cy4acHux LdpoBKUX TEXHONOTIN Y KibepcnopTi
[NEMOHCTPYE 3HA4YHY B3aEMO3alIeXHICTb MiDK Pi3HUMM iHCTpY-
MEHTaMU, SiKi CNPAMOBaHi Ha MigBULLEHHSA Pe3yNbTaTUBHOCTI
rpasuiB (puc. 1). AHanituka BeNVKNX JaHUX i LUTYYHWURA iHTe-
NEKT € B3aEMOJOMNOBHIOBANbHUMU TEXHOMOrIAMK, Ae 3ibpaHi
irpoBi [aHi BMKOPWUCTOBYIOTbCA AN HaB4YaHHA Mogenen Al.
Lli Mmogeni NporHo3ytoTb MOBEAIHKY CYNepHUKIB, aHanisyTb
MPOLYKTUBHICTb TPaBLiB i POPMYIOTb TAKTUYHI peKOMeHLaLi.
Takuii nigxig L03BONAE KOMAHLAM i TpeHepam yXBasoBaTu
06rPYHTOBAHI pilLeHHs, 6a3yto4nCh HA AeTani30BaHiil cTaTnc-
TWLi Ta NPOrHO3ax.

LUTY4HUI iHTENeKT TaKOX e(PeKTUBHO iHTErpyeTbCA 3 Bip-
TyasibHO0 PeasibHICTIO, MOZESIOE peanicTUYHi irpoBi cLeHapii,
AKi MOXYTb 6yTWU BUKOPMCTAHI ANS TPEHYBaHHSA rpaBLiB Y CT-
pecoBux ymoBax. Lle no3Bonsie CTBOpPUTK CepeaoBuLLE, sike
MaKCMMarnbHO HabnmxeHe 10 3maranbHUX cuTyauiin. BogHo-
yac iHterpauis Al i3 xMapHMMmM nnatopmamu gae 3amMory 06-
po6nATK BeNUKi 06CArM AaHux y peanibHOMY 4aci Ta Hafasatu
[OCTYN [0 aHaNiTUYHWUX PesyneratiB TpeHepam i rpasusm. Lie
Monerwye ynpasniHHA AaHUMM Ta 3a6e3Me4ye IXHI0 0nepaTme-
HY JOCTYNHICTb AN KOPeKLii TPeHyBaIbHOro NpoLecy.

B3aemogis MiX BipTyanbHOK Ta JOMOBHEHOK0 PeanbHiCTHO
[0[1a€ HOBUX MOXNMBOCTEI NS TPeHyBaHb. BipTyanbHa pe-
anbHICTb CTBOPIOE LIINKOM LUTYYHE CepeaoBuLLe, a AONOBHEHA

AHaTITHKA BEJIUKUX

TakTUYHKI aHAaJTi3

JaHUX

[HauBinyanbHi
TpEHyBaHHS

WTy4nnit intenexr | |

AHaii3 cynepHUKiB

(AD

ABTOMaTH3aIlis
TpeHyBaHb

BipryansHa

MoaentoBaHHS
IrPOBHX CUTYyamiit

peanbHicTs (VR)

TunuBinyansHa
MIArOTOBKA

JlonoBHeHa

Komangna
KOMYHiKallis

peanbHicTb (AR)

I'paBii Ta koMaHIN
I
|

BianparitoBaHHst

cTparterii

Tpexinr

0iOMETPHUYHUX JAHUX

— 3HIDKEHHS cTpecy

| | Cucremu ronocosoro
aHaI3y

Onrumizanis
— KOMaHJHOTO

L CINJKYBAHHA |

30epeKeHHs JaHUX

— XwmapHi miathopmu

— ®i3nyHa miaroroska Zi )

JlocTyn 10 IrpoBUX
TPEHYBaJIbHUX
Marepialie

Puc. 1. B3aemo3B’A30K LiM(ppoBMX TEXHONONIN i iXHIX (IYHKLi# y KibepcnopTi
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peanbHiCTb A0LAE iHTEPAKTVBHI €fIEMEHTU 40 peanbHOro CBi-
Ty. Pa3om Ui TeXHONOrii BAKOPUCTOBYIOTLCA /19 PO3POBIIEHHS
KOMMNEKCHUX TPEHYBaHb, HANPUKNaA, y NnaHyBaHHI KOMaHS-
HUX CTparerii.

TpekiHr 6i0MeTPUYHNX AAHNX CTAE BaXKJIMBUM KOMIMOHEH-
TOM Y MOHITOPMHTY (i3i0N0riYHOro cTaHy rpasLis. [laHi, AK-0T
4acToTa CepLeBMx CKOPOUeHb i PiBEHb CTpecy, 3ibpaHi Tpeke-
pamMu, aHani3ylTbCs pa3om i3 pesynbratamu CMCTEM roNoco-
BOr0 aHaniay, ki OLHIOWTb EMOLIAHUA CTaH i PEKTUBHICTb
KOMYyHiKaLlii rpasuis. Lle L03BONIA€E KOPUTYBATU TPEHYBAJTbHUIA
NPOLEC 3aN1eXHO BiJ CTaHy CNOPTCMEHIB, NiABMULLYBATH iXHIO
NPOAYKTUBHICTb.

IHTerpauia 6iomeTpuyHux faHux i3 VR-cepefoBuLLEM
CTBOPIOE YMOBW, IO BiAMOBiLatOTb (Pi3ionoriyHoMy CTaHy
rpasLiB, [O3BONAE afanTyBaTyl TPEHYBAHHA [0 iXHIX iHAWBI-
JyanbHuX notpeod. TakoX XMapHi niatopMmn € 0CHOBOK Ans
po60TK [OMOBHEHOI pearnbHOCTI, 3a6e3nedyoTb LOCTYN A0
MOJeSieil, CTPaTeriil i peanbHUX JAHUX Y PEXUMi peanbHOro
yacy.

CuctemMu ronocoBoro aHanisy nokpawlytoTb KOMaHOHY
B3aEMOfil0. BOHM [03BONAIOTL TpeHepam igeHTudikysatu
cnabki Micus B KOMYHiKaLii M 4fieHaMn KOMaHau Ta 3Ha-
X0OUTK Cnocobmn ang onTumisauii ixHboi B3aemopii. Lle oco-
611MBO BAX/NBO B KOMaHOHMX XaHpax, ak-0T MOBA Ta RTS,
Je AKiCHa KOMYHIKaLlis Mae BMpilLaibHe 3HA4YEHHS 4N1d YCMiXy.

TpekiHr 6iOMEeTPMYHUX OaHMX TAKOX B3AEMOJiE 3 aHa-
NITUKOK BENIMKMX OAHUX, A03BONSE OTPUMATM KOMMMEKCHE
YABNEHHS NP0 Pe3YNbTATUBHICTb rPaBLs LNSXOM NOEAHAHHS
(hizionoriyHnx Ta irpoOBMX NOKa3HWKIB. Lle CTBOPIOE OCHOBY
AR TM6LWOro aHanisy ta nepcoHanisauii TpeHyBajibHOro
npouecy.

3aranom, 3a3Ha4eHi TeXHONOrii He hYHKLIOHYIOTb i30/1b0-
BaHO. Ix iHTerpawis CTBOPIOE KOMMIEKCHWIA NigxigL [0 TpeHy-
BAHHA, aHanisy Ta NigTpuMKu rpasuis y Kibepcropti. BoHu
3a6e3nevyoTb K iHANWBIAYanbHe BAOCKOHANEHHS HABUYOK
rpasLiB, TaK i MOKPALLEHHS KOMaHAHOI B3aemogii. Lis B3aemo-
Jifl TaKOX NiJKPEC/0e BAXNMUBICTb CMiBnpayi Mk po3po6Hu-
KaMmu TeXHONOriN, TpeHepamu Ta rpaBUAMMU Ans AOCATHEHHS
MaKCUMarnbHWX pe3ynbTaris y KibepcnopTi.

o T e

Tabnmua 1 [eMOHCTPYe CMeKTp CyvacHWX iHHOBALiAHMX
TEXHONOTiN, AKi BUKOPUCTOBYIOTLCA B KiGEPCMOopTi, iXHIO cde-
Py 3aCTOCYBAaHHA Ta CMPAMOBAHICTb. Y Hill TaKOX 3a3Ha4yeHO
TUX, XTO 3aiiMaBCs AOCNIMKEHHAM LUX TEXHONOriid, Haaae
HAYKOBMIN KOHTEKCT i MifTBEPIKEHHA e(PeKTUBHOCTI BNPOBa-
IDKEHHS LUX iHHOBALLilA.

ICHYE LUMPOKWIA CMNEKTP i BapiaTMBHICTb TEXHOMOTIN: Bif
aHaNITUKKN BESIMKMX AaHWUX [0 6iOMETPUYHOrO TPEKIHry, iHHO-
BaLiliHi TeXHOMOrii OXONIOKTL Pi3HI HANPAMK KibepcnopTy,
30Kpema cTpareriyHe niaHyBaHHA, MOHITOPUHT (pisionoriyHo-
ro CTaHy W ONTKUMI3aLLit0 KOMaHHOI B3aEMOA;l.

TexHonorii 3acTOCOBYHOTbCS B 6araTb0X Ki6epCrnopTUBHUX
ancumnninax, gk-ot MOBA (Dota 2, LoL), FPS (CS2), RTS,
iHWi. Lle [OBOANTL YHiBEPCANbHICTb TEXHOJIOTIN.

Y T1abnuui 3a3Ha4eHo, L0 TEXHONOrii MatoTb pi3Hi Hanps-
MM BUKOPWUCTAHHS, 30KPeMa i aHania, TPeHyBaHHS, NPOrHO3y-
BAHHA MOBEAIHKN CYNepPHUKiB, MOHITOPUHT 340POB’S, TaKTNY-
HY NiAroTOBKY.

BukopucTaHHs iHHOBALiIMHWX TEXHOJOTIA Aae MOXINBICTb
K iHAMBIAYaNbHUM FPaBLAM, TaK i KOMaH4amM OTPUMYBATH KOH-
KYPEHTHI nepeBaru, Hanpuknag, LWAsXoM aHanisy cynepHukis
a60 NOKPALLEHHs BHYTPILIHbLOI KOMYHIKaLi. 3aBaski TOYHOMY
MOHITOPUHTY 1 afanTauii TPeHyBanbHOro NpoLecy CrnopTCMeHN
MOXYTb MOKpaLLyBaTW CBOI KOTHITUBHI Ta (Pi3i0NOoriyHi NMokas-
HUKM, L0 0CO6INBO BaXKIMBO HA NPOGECIAHOMY PiBHI.

TexHonorii 6i0MeTPUYHOrO TPEKiHTY, CNPSMOBaAHI Ha no-
KPALLEHHS KOHTPONIO eMOoUiil rpasuiB i (Pi3MYHOT0 CTaHy,
CNpUSAOTL CTaBiNbHOCTI pe3yrnbTaris.

BukopucTanHs Al i1 aHaniTMKK JaHnx 403BONSE KOMaHAam
CTBOPIOBATM AeTalbHi CTPaTerii, FPYHTYIO4MCh HA CTATMCTML
Ta MOJESII0BaHHI irpOBMX CUTYaUil.

Tabnmua 2 po3kpuBae cneuniky BUKOPUCTAHHA LMdD-
POBMX TEXHOMONIA y KibepcnopTi, 3 akLEeHTOM Ha iXHiX 0CO-
6/IMBOCTAX, KiGEPCNOPTUBHUX AUCLMNITIHAX, TUNAX AiSNbHOCTI
(TpeHyBasibHa 41 3MaranbHa) Ta KaTeropii rpaBuiB (HOBAYKM,
HanisnpodecioHanu, npodpecioHanu). BoHa petanisye, K
i NS KOTO Lii TEXHONOTii € HANBINbLL 3HAYYLLUMU.

Y Tabnuui 4iTKO 3a3Ha4yeHo, AKi TexHonorii opieHToBa-
Hi Ha KOMaHAHY 44 iH4MBigyanbHY po60TYy, L0 Aonomarae

Tabnuus 1

IHHOBaUiHi TexHoNOrii, AKi BAKOPUCTOBYOTLCA B KibepenopTi

IHHoBauiHa TexHonoris  KibepcnopTuBHa aucumnnia

CnpsMOBaHiCTb BUKOPUCTAHHSA DHocnigHuku/ABTOpH

AHanituka senukux gaHux | MOBA (Dota 2, LoL), FPS

AHaniz irposoi ctatuctukm, Bu- | P. Varga et al. (2024 p.),

(CS:G0) 3Ha4YeHHs edekTuBHOCTI rpasLiB | D. Karelia (2023 p.).
LUTy4HMi iHTenekT (Al) MOBA, FPS, RTS [MporHosyBaHHs NOBEAIHKN K. Tanaka (2022 p.), H. Jung
CyMnepHuKiB, aBTOMaTmM3auis (2019 p.).
cTparerin
BiptyansHa peansHicTb (VR) | FPS, cumynsatopu TpeHysaHHsa pedpniekcis, TakTuy- | L. Miiller (2021 p.),
He NNaHyBaHHs A.L. Martin-Niedecken,

A. Schittin (2020 p.).

[lonoBHeHa peanbHictb (AR) | FPS, MOBA

AHani3 nons 6oto, Bidyanisauis | A.J. Campbell (2021 p.).

cTparerii
TpekiHr 6iomeTpuyHux gaHux | FPS, MOBA MoHiTopuHr cTpecy, koHueHTpa- |R. Haley (2020 p.),

LLiT, KOTHITWBHOTIO CTaHy L.T. Hassan et al. (2020 p.).
Cuctemm ronocoBoro FPS, MOBA, RTS AHani3 komyHikauin y komangi | A.R. Novak, K.J.M. Bennett
aHanisy (2019 p.).
XMapHi nnatdpopmm Yei OnTtumizauis pecypcis ons tpe- | D. Karelia (2023 p.).

HyBaHb i 3MaraHb
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Tabnuus 2
0Oco6nmBOCTi BUKOPUCTAHHA LIMC)POBUX TEXHONOTIA Y KibepcnopTi

TpeHyBanbHa
Y1 3maranbHa
LifiNbHICTb

KomanpgHa uu ingmBi-
AlyanbHa ifanbHicTb

Lincbposa

. NUBICTb
TeXHONOrif Oco6nuic

Kareropisi rpaBuiB

AHaniTuka Benukux | AHani3 ecpekTue- MOBA, FPS TpeHyBanbHa HoBauku, npocpe- | KomaHaHa

JaHuX HOCTI, CTpaTeriyHi CilHi rpasui
pekomeHaauji

LUTy4HWiA iHTenekT | MporHo3yBaHHs, MOBA, RTS TpeHyBanbHa, [TpodheciliHi [HanBigyanbHa,

(Al aBToMmarusadis 3maranbHa rpasLi KoMaHfHa
npoLecis

BipTyanbHa peanb- | Cumynsauis taktuyHux | FPS, cumynsa- | TpeHyBanbHa HoBauku I[HavBigyanbHa

HicTb (VR) cuTyauii TOpY

JlonoBHeHa peanb- | Bisyanisauis ctpa- MOBA, FPS TpeHyBanbHa, MpodbeciiiHi KomaHaHa

HicTb (AR) Terin 3marasnbHa rpaBLj

TpekiHr 6iomeTpuy- | MOHITOPUHT KOTHi- FPS, MOBA TpeHyBanbHa Mpodecinni [HanBigyanbHa

HUX JaHnX TUBHUX (DYHKLA rpasLi

Cuctemu ronocoso- | AHanis KOMaHAHoT MOBA, FPS, 3maranbHa [TpodheciiiHi KomangHa

ro aHanisy KOMYHiKauii RTS rpasLi

XmapHi nnatdopmu | 36epiraHHs faHux, Yei TpeHyBanbHa, Yci kateropii IHAuBiayanbHa,
[OCTYMHICTb TPEHY- 3maranbHa KOMaH[Ha
BaslbHUX pecypcis

BU3HAYMTYN IXHIO eDEKTUBHICTb 3aneXHO Bif TUny aucumnii-
HW. TexHonorii afanToBaHi 40 Pi3HKUX PiBHIB MiAr0TOBKM, L0
[03BONAE K HOBAYKaM, TaK i NpogeciitHum rpasugm nokpa-
LLlyBaTK CBOI HABWYKN.

3a3Ha4eHi TexHOMOrii CNPsIMOBaHi Ha BOOCKOHANEHHS Tpe-
HyBanbHoro npouecy (Hanpuknag, VR/AR) abo 3a6e3neyeHHs
KOHKYPEHTHOI nepesaru nif 4ac 3mMaraHb (LUTY4HUIA iHTENeKT
NS aHanisy cynepHukis). Lig pi3HOMaHiTHICTb [03BONsE
afjantysatu ix [0 creundikv gucuunniny. Hanpuknag, ons
FPS-ancunnni BaXnmBi 6ioMeTpuUYHWIA TpekiHr i VR, Tomi sk
ans MOBA — aHaniTuka Benukux aaHux. BUKOpucTaHHs iHHO-
BaLiiiHMX pilleHb NpUBAGNIOE HOBAYKIB i MONErLLYE iX nepexig
Ha HaniBnpodecinHni i NPoeciinHWIA piBHi. TexHoNorii, AK-0T
roJI0COBWIA @Hani3 i aHaniTMKa KOMyHiKaLii, cnpuaoTb Nokpa-
LLIEHHIO B3AEMO/Lii MiXK 4JIEHaMM KOMaH/K, L0 0COBNNBO BaX-
nmeo B MOBA Ta FPS.

BioMeTpUYHWIA TPEKIHT | HEPOKOTHITUBHIA aHani3 J03B0-
NS0T CTBOPHOBATM NMEPCOHANi30BaHi TpeHyBanbHi Nporpamu
Lns rpasLiB Ha pi3HMX eTanax CNopTMBHOrO BAOCKOHANEHHS.
BukopucTaHHsa TexHonorii Ang aHanisy KomyHikauii Ta irpo-
BMX CUTyaUiil Jonomarae NigBuLLNTY eDEKTUBHICTb KOMaHA-
HOi po6oTu. IHTerpauis VR/AR € edhekTuBHOW0 4N Mofento-
BaHHS irpoBKUX CUTYaLiN i TPEHYBAHHA peakLii, .o 0co6nmBo
akTyanbHo ang FPS-aucunnni. Taki TexHONOri, IK HABYanbHi
nnardoopmu 3 iHTerpadieto Al, nonerwyoTs aganTawito HoBay-
KiB, iX 3any4eHHs y NpPOCECiiiHy BiANbHICTb.

OTxe, undposi TexHONOrii MOXYTb 6YTW (DEKTUBHO iH-
TErpoBaHi K y TPEHyBaNbHUMA, TaK i y 3MaranbHUin NpoLec Ki-
6epcnopty. BoHW cnpusoTb onTMMI3aLii nigroToBKK rpasLis,
NiABWLLEHHIO TXHbOI e(PeKTUBHOCTI Ta PO3BUTKY KOMaHZHOi
B3aemogii. 3aBAsKKU afanTauii TeXHONOrn [0 PiBHA rpasuis
i creundikvm QUCUMNNIH KOMaHAN MOXYTb JOCAraTh Kpawux
pesynbraris, NOKpaLLyBaTu KOMYyHiKaLlito Ta CTBOPtOBaTH CTpa-
Terii, 140 BiANOBIAAIOTH Cy4aCHUM CTaHAapTam Kibepcrnopry.

Auckycif. JocnigKeHHs iHHOBALiNHUX LMEPOBUX TEXHO-
norin y KiepcnopTi LeMOHCTPYE LUMPOKUA CNEKTP Nigxodis
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J10 X YNPOBaIKEHHA, CNPAMOBAHUX HA MiABULLEHHS eddek-
TWBHOCTI rpasuiB i komaHa. lMpaui R. Haley (2020 p.) nemon-
CTPYIOTb, IK BUKOPUCTAHHS CEHCOPIB N1 BUMIpIOBAHHSA Cep-
LIeBOr0 pUTMY, CTPECY Ta KOTHITUBHOMO HaBaHTaXKEHHS MOXe
[IONOMOITY afanTyBaTit TPeHyBanbHi nporpamu. Lie HoBWiA Ha-
NPAM, AKWii LLLe He OTPUMAB HamNeXHOoI yBaru B MacoBuMX J0CHi-
IDKEHHAX, aNie NoKa3ye 3Ha4YHWIA noTeHuian y npodeciiHomy
Ki6epcnopri [13].

Takox iHHOBaUiliHUMK, AK 3a3Havae L. Muller (2021 p.),
€ nigxoam 0o sukopuctanHa VR/AR-TexHONOriR, AKi 103BONS-
I0Tb MOJIENOBATH irpoBi CUTYaLlii B peanbHoMy yaci. Lii meTo-
1 pO3rNaaalTbes AK ePeKTUBHI Ans TpeHyBaHb y FPS-guc-
uunniHax, oaHak ix apantauis 1o MOBA a6o RTS irop e
noTpebye noganbLumx gocnimkeHs [18].

HocnigHukm, ak-01 H. Jung (2019 p.), norogxyTbcs
3 TUM, L0 aHaniTUKa faHUX € OCHOBOIK ANS CTpaTeriyHoro
nnaHyBaHHA B Ki6epcnopTi [15]. Benuki gaHi Bukopucro-
BYIOTbCA AN aHani3y CynepHUKIB, OLiHIOBAHHA e(eKTuB-
HOCTi KOMaHAHOI po60TU i iHAWBIAYaNbHUX PE3YNbTATIB.
Lle WNpOKO 3aCTOCOBYETLCA Y TPEHYBANbHIA i 3mMaranbHin
JiSiNbHOCTI.

K. Tanaka (2022 p.) Ta J. Smith (2021 p.) cxoaaTbcs Ha
JyMUI, WO WTYYHUA iHTENEKT € NOTYXXHUM iHCTPYMEHTOM A1s
MPOrHO3YyBaHHA NOBEMIHKM CYNepHUKIB i onTuMmi3auii ctparerii
rpu. Le niateepaxye BaXxnuBicTb iHTerpauii Al i3 npouecom
MiaroToBKM CNOPTCMEHIB [24; 25].

Mpaui M. Garcia (2020 p.) NigKpecnoTb BAXNBICTb
PO3BUTKY KOTHITUBHUX HABUYOK, SIK-0T yBara, Nam’ath i LWBNA-
KiCTb YXBaneHHs pilleHb. Lli BUCHOBKYM Y3rompKyoTbCs 3 iHLLIN-
MU JOCHIIXKEHHAMU, AKi NIATBEPIKYIOTh €EKTUBHICTb KOTHi-
TUBHUX CUMYNATOPIB 414 NiArOTOBKM rpasuis [12].

MoxHa 3a3Ha4uTy N BiAMIHHOCTI B MiaXo[ax HayKOBLB.
Tak, R. Haley (2020 p.) [13] npuginsae 6inblie ysaru focni-
IDKeHHAM npodoecinHmx rpasuis, Togi gk H. Jung (2019 p.)
[15] Haronowye Ha HEOOXiZHOCTI iHTerpauii LMgpPoBUX Tex-
HOJOri Ana HoBayKiB. Lle CBIAYMTL NPO Pi3HULIKD B Nigxoaax
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[0 ajantauii TEXHONOTiN 3aNeXHo Bif PiBHA MaWCTepPHOCTI
rpasuis.

Tomi sk L. Miiller (2021 p.) [18] 3ocepemxyeTbes Ha VR/
AR ans TpeHyBaHb, K. Tanaka (2022 p.) [25] 6inblue akLeH-
Tye Ha Al-anroputmax 45 aHanisy cynepHukis. Lle Bkasye Ha
BIZIMIHHOCTI Y (DOKYCi 3anexHo Big aucumnnitm (FPS, MOBA,
RTS ToLL0).

Po6oTun J. Smith (2021 p.) [24] 6inblue cnpsMOBaHi Ha
NOKpaLLeHHs KOMaHaHOi B3aemMogii, Togi sk R. Haley (2020 p.)
[13] nocnigxye iHaUBigyanbHi NOKa3HWUKN CMIOPTCMEHIB.

IHTerpauisa undpoBuX TeXHONOrii i3 Ki6epcnopTom Lue
Mae aeski 0OMeXeHHs. Hanpuknag, TpeHaxepu, cnpsamo-
BaHi Ha MOKPALLEHHS KOTHITMBHWUX 3Li6HOCTEN, NOTPedytoTh
3Ha4YHMX (DIHAHCOBUX IHBECTULINA, LLLO 0OMEXYE TXHIO J0CTYN-
HiCTb ANs amaTopcbkux kKomand. Okpim Toro, VR/AR-TexHono-
Mii MOKM L0 He 3HANLINK YHiIBEPCANIbHOrO 3aCTOCYBAHHA 4N1d
BCiX gucumniid. OKpemo BapTo 3a3Ha4YMTU BUKINKK, NOB’A3a-
Hi 3 aHani3oM BENMKMX AaHuX. [onpu WUpoKe BNPOBamKeHHS
LIMX TEXHONOTIiA, He BCi KOMaHAW MatoTb JOCTYN A0 AKICHOrOo
aHaniay 4Yepes BUCOKY BapTiCTb MPOrpamHOro 3abe3neveHHs
Ta 6pak haxisLis y il ranysi.

IHHOBALiMHI LLMIDPOBI TEXHOMOTIT € KJTOYOBUM €JIEMEHTOM
AN NiOBULLEHHA Pe3ynbTaTMBHOCTI rpasLiB y KibepcnopTi.
YeniwHe noeHaHHA 6ioMeTpu4HuX iHcTpymenTis, Al, VR/AR
i aHANITUKKN [JaHWX CTBOPIKOE HOBi MOXKITMBOCTI /18 TPEHYBaHb
i 3maraHb.

o T e

BucHoBkW. KibepcnopT AEMOHCTPYE NOTEHUian 3aBAs-
K BUKOPWUCTAHHIO iHHOBALAHWUX LMCPOBUX TEXHOMOTINA, fAKi
NiABULLYIOTb Pe3ynbTaTUBHICTb rPaBLiB i KOMaHA. [HHOBAUA-
Hi TEXHONOFi, AK-0T LUTYYHUA iHTENEKT, aHaniThKa BeNUKMX
naHux, 6iometpuyHi Tpekepu, VR/AR Ta xmapHi nnatcopmu,
€ K/HYOBUMM iHCTPYMEHTaMi AN BAOCKOHANEHHs TPeHy-
BanNbHOro NPOLECY Ta 3MaranbHOi AifnbHOCTI. BuKkopucTaHHs
LMX IHCTPYMEHTIB [J03BONSE KOMaHAaM Ta iHAWBIAYanbHUM
rpaBLsAM aHaniayBatn edeKTUBHICTb, PO3pO6NATM CTpate-
rii, amanTyBaTUCA A0 CYNEpHWKIB i KOHTPONIOBATU (Pi3NYHNIA
i eMOLLiiiHWIA CTaH.

HeobxiaHiCTb 3HA4YHMX (DIHAHCOBUX IHBECTMLIA Y BNPOBA-
IDKEHHS UMAdPOBUX TEXHOMOTIA 0OMEXYE IXHIO AOCTYMHICTb
AN amaTopcbkux KomaHa. IHTerpadis VR/AR-TexHonorin e
HEe € YHiBepcanbHOW ANS BCiX KiGEpCNOPTUBHUX AUCLIMNNIH.
Bucoknii piBeHb KOHKYPEHLi Ta CKNaAHICTb aHani3y BENNKKUX
o6cAriB  gaHux noTpebyloTb KBanicpikoBaHMX CheLianicTiB
i PO3BUHEHNX TEXHOSOF .

MepcnekTMBM NOAANbLUMX [AOCHIAKEHb CNpAMOBaHi Ha
ajanTauito uudpoBux TEXHOMOrA AN HOBadKiB i npode-
CiliHMX rpaBLiB, PO3PO6NEHHA YHIBEPCANbHUX PilleHb Ans
BuKopuctaHHa VR/AR y pi3HMX Ki6epcnopTMBHUX AvCLMNi-
Hax, MiABULLEHHS AOCTYNHOCTI aHaNiTUYHKUX NnaTtopm Yepe3
3MEHLLEHHs BapTOCTi Ta NOKPALLEHHS iHTepdeiicy.

KondpnikT iHTepeciB. ABTOpM 3asBNSOTb, WO BifCYTHIN
Oyab-AKUIA KOHMNIKT iHTEPECIB.
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