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KOMAHHA B3AEMOJIA rPABLIB Y MPOLIECI MIAr0OTOBKW 0 3MATAHb
PISHOI0 ®0OPMATY B KIBEPCIOPTI

Ceprin piwkid, Okcana LLinHkapyk

HaujioHanbHu yHiBEPCUTET (PISUYHOI0 BUXOBAHHA i cnopTy Ykpainu, Kuis, YkpaiHa

AHoTauis. Beryn. KibepcnopT WBMAKO HabyBae CBITOBOrO BU3HAHHA SK NPOECiiiHa JiNbHICTb, L0 NOTPe6ye He NuLLe iHAUBIAYaNbHAX YMiHb rpaBLiB,
a i 3MarofKeHoi B3aeMofii B Mexax KomaHau. Yenix Ha TypHipax pisHOro dhopmary 3anexuTb Bifl 3AAaTHOCTI KONEKTUBY eqeKTUBHO KOMYHiKyBaTH,
eMOLLIAHO NiATPUMYBATU OfjHE OJHOTO /i afanTyBaTV TAKTWUYHI PillEHHS 40 AMHAMIYHWUX 3MiH Y rpi. X04a iHAMBIAyanbHa NiAroToBKa rpasLiB Ao6pe
onucaHa B HayKoBil NiTepartypi, cneundika KOMaHAHOT B3aeMOgii B pisHux gucumnninax (MOBA, FPS, Battle Royale, cTparteriyni irpu) i dhopmarax
3MaraHb (OHMamH, 0tONaiiH, TYPHIPHI CITKY) 3aNMILAETLCS HEe JOCUTb BUBYEHOI.

Meror focnifxeHHs € NPOBeLEHHS aHanisy 0Co6N1BOCTEN KOMAHAHOI B3aemMoaii B Ki6epcrnopTi nig Yac niaroToBKM 40 3MaraHb pisHOro doopmary,
BWU3HAYEHHS KIHOYOBWUX YUHHUKIB (KOMYHiKALis, NCMXONOriYHA CTIMKICTb, TAKTUYHA THYYKICTb) i PO3PO6MEHHS NPAKTUYHUX PEKOMEHAALIN WOAo iX
YIOCKOHaNEHHS.

Mertogu pocnigxeHHs. Po60Ta rpyHTYETbCA HA TEOPETUHHOMY aHani3i i y3aranbHeHHi HayKOBO-METOAMYHOI NiTepaTypu, KOHTEHT-aHani3i nyonikain
(BKMKOYHO 3 ONUTYBAHHAMY TPEHEPIB i rPaBLIiB), @ TAKOX KOMNAPATUBHOMY METOZi /11 NOPIBHAHHA 0COBSIMBOCTEN Pi3HNX KiGEPCNOPTUBHUX AUCLMNIIH.
MeTof CnocTepexxeHHs i aHani3 penneiB TYPHIPHUX MaTHiB [aB 3MOry OLiHUTW MPaKTUYHWIA BMAWB PONeil, CTPATEriyHUX PilleHb, KOMYHiKauii Ta
NCUXOMOTYHOro (POHY Ha pe3ynbrar.

Pegynbrati. YCTAHOBNEHO, WO PiBEHb KOMYHiKALi, eMOLjiiiHa perynauis i TakTUYHA THYYKICTb € BMPILUANTbHUMU YNHHUKAMU KOMAHAHOI B3aeMOi.
®opmat 3maraHb CyTTEBO BNANBAE HA XapakTep KONEKTUBHOI POOOTU: B OHNANH-TYPHIpax 3p0CTaloTh BUMOTN O CUHXPOHHOCTI Al Y4epe3 TexHiuHi
06MexeHHs, a B ocpnaiiH (LAN) 0co611BO NOCUMIOETLCA NCUXONOTIYHNA TUCK rafadiB. Y mexax gucunnnin MOBA, FPS, Battle Royale i ctpateriqHux
irop CrnocTepiralTbCa BiLMIHHOCTI B PO3NOAINI poner, TemMni MaTyis i 06CA3i iHChopmaLii, AKy NOTPIGHO OnepaTMBHO ONpaLbOBYBaTH. 3'4COBAHO,
L0 KONEKTUBW, SIKi PErynapHO aHai3yoTb CBOI MaT4i Ta 3aCTOCOBYIOTb KOMMMEKCHUIA NigXia (MOELHYIOTb NMCUXOMOTiYHI, KOMYHIKALINHI Ta TaKTUYHI
TPEHYBaHH$), A0CArAI0Tb CTabiNbHO BULLMX PE3yNbTaTiB.

BucHoBku. [LOCATHEHHS BUCOKMX MOKA3HUKIB Y KiOEPCNopTi 3yMOB/IEHE HE NNLLE iHAMBIAYaNbHOI0 MAICTEPHICTIO rPaBLLB, @ i LiNiCHUM (DOPMYBAHHAM
KoMaHHOi B3aemogii. 0cO6NNBO BaXNMUBUMMN € CUCTEMHA Po6OTa HaL KOMYHiKaLi€et, eMOLIAHOK MiATPUMKOK, PONIbOBUM PO3MOAINOM i THYYKICTHO
cTparerii. [ToAanbLui LOCNILKEHH: B LIbOMY HanpsAMi MatoTb Ha MeTi PO3PO6IEHHSA YHIPiKOBAHNX METOLMK TPEHYBaHHS, ki 6 ypaxoBysanu 0C067MBOCTI
Pi3HUX ANCLMNIIH i DOPMaTiB 3MaraHb, a TaKOXX pO3rNsAany iHHOBALLIHI NiAX04Y B aHANITULI Ta NCUXONOTiYHIA NigroToBLi.

Knro4oBi cnoBsa: kibepcnopT, KOMaH4Ha B3aEMOAis, NCUXO0NOriYHa CTINKICTb, KOMYHIKaLif, TaKTUYHA THY4KICTb, (hopmar 3maradb, MOBA, FPS, Battle
Royale, cTpateriyHi irpu.

Serhii Hrishkin, Oksana Shynkaruk
TEAM INTERACTION OF PLAYERS IN THE PREPARATION PROCESS FOR DIFFERENT FORMATS OF ESPORTS COMPETITIONS

Abstract. /ntroduction. Esports is rapidly gaining worldwide recognition as a professional activity that requires not only individual player skills but
also well-coordinated interaction within a team. Success in tournaments of various formats depends on the team’s ability to communicate effectively,
provide emotional support to one another, and adapt tactical decisions to dynamic in-game changes. Although individual player training is well
described in the scientific literature, the specifics of team interaction across different disciplines (MOBA, FPS, Battle Royale, strategy games) and
competition formats (online, offline, various tournament brackets) remain insufficiently studied.

The aim of the study is to analyze the features of team interaction in esports during preparation for competitions of various formats, to identify key
factors (communication, psychological resilience, tactical flexibility), and to develop practical recommendations for their improvement.

Research methods. This work is based on theoretical analysis and synthesis of scientific and methodological literature, content analysis of publications
(including surveys of coaches and players), as well as comparative methods for examining the specifics of various esports disciplines. Observational
methods and the analysis of tournament match replays made it possible to assess the practical impact of roles, strategic decisions, communication,
and the psychological environment on outcomes.

Results. It was found that the level of communication, emotional regulation, and tactical flexibility are decisive factors in team interaction. The
competition format significantly influences the nature of collective work: online tournaments impose higher demands on synchronized actions due
to technical constraints, while in offline (LAN) competitions, psychological pressure from spectators increases significantly. Within MOBA, FPS,
Battle Royale, and strategy game disciplines, differences emerge in role distribution, match pacing, and the amount of information that must be
processed swiftly. It was determined that teams regularly analyzing their matches and using a comprehensive approach (combining psychological,
communicative, and tactical training) consistently achieve higher results.

Conclusion. chieving high performance in esports is determined not only by individual player mastery but also by the holistic formation of team
interaction. Systematic work on communication, emotional support, role distribution, and strategic flexibility is particularly crucial. Future studies in
this field aim to develop standardized training methodologies that take into account the specificities of various disciplines and competition formats, as
well as explore innovative approaches in analytics and psychological training.

Keywords: esports, team interaction, psychological resilience, communication, tactical flexibility, competition format, MOBA, FPS, Battle Royale,
strategy games.
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Betyn. KibepcnopT CTPiMKO pO3BUBAETHLCA IK NPOeciiiHa
DiSNbHICTb, IKA NOTPE6YE BUCOKOr0 PiBHS NiArOTOBKK Ta 3Na-
rOKEHOI KOMaHAHOI B3aeMofii. YCRilUHWUIA BUCTYN Y 3MaraH-
HSX PI3HOr0 hopMmaTy 3aneXKUThb He NnLLE Bif iHAMBIAYaNbHUX
HaBWYOK rpaBLiB, a N Bif iXHbOI 3AATHOCTI HanaromKyBatu
ePeKTUBHY KOMYHiKaLi0, NiATPUMYBATN NO3UTUBHMIA NCUXO-
NOTiYHWIA KNiMaT, 3AIACHIOBATM CTpaTeriyHe mnaHyBaHHS Ta
KepyBaTu eMOLiAHUM (POHOM Y KPUTUYHUX MOMEHTaX rpw [4;
21; 25]. PisHomanHiTHi gocnigxeHHs J. Wiemeyer, E. Nagorsky
[26], S. Abramov et al. [13] niaTBEpAKYIOTb, L0 CamMe KO-
MaH[Ha B33aEMOJi € OfHUM i3 BW3HAYaNbHUX YUHHUKIB [10-
CATHEHHS BUCOKMX Pe3ynbTaTiB Ha NPOCeciiHin Kibepcnop-
TWUBHIN apeHi.

Monpw Te, WO iHAMBIAYaNbHUM YMiIHHAM rpaBLiB (peakuis,
TaKTU4YHA TPaMOTHICTb, 3HAHHA «METWU» TpK) NPUAINAETbLCS
3Ha4yHa yBara, NUTaHHS PO3POONEHHS HiTKMX Ta IHTErpOBaHUX
MEeTOAVK Ans DOPMyBaHHA KOMaHAHOI B3aEMOSIT 3annLLaeTb-
cA BiAKpUTUM [2]. VY Cy4acHIN npakTuli nepesaxainTb pa-
IMEHTapHi NiAXoan, CNPAMOBAHI NEPEBAXHO HA KOMYHIKaLLito
a6o ncuxonorivny nigTpumky [3]. Lle 3a3HayatoTh I. Bonilla,
A. Chamarro [14], D.R. Poulus Ta iHwi [22]. BogHo4ac He-
Mage eaNHOI cMcTeMU, ka 6 ypaxoByBana cneuudidni Bumoru
ancumnnidn Ta doopmary 3maradb (MOBA, FPS, Battle Royale,
CTparteriyHi irpu Towo).

Y [OCNimKeHHAX HU3KK HaykoBuiB [1; 9; 12; 16] BKasaHo
Ha BRXNWBICTb NO6YA0BU KOMAHAHUX CTPATErii i NCUXONoriy-
HOro CynpoBoAy nia 4ac TpeHyBanbHux ceciit. A.R. Novak 3i
cnisasTopamu [21] nigTBepAKyIOTh, WO 36aNaHCOBAHMIA Nif-
Xifl A0 NPaKTUKIA i1 aHani3y irpoBUX AaHNX NOKPALLYeE Y3romKe-
HiCTb il y npoueci nigrotosku. |. Bonilla Ta iHwi [14], O. Leis
Ta iHwi [20], O. LWuHkapyk 3i cnisatopamm [10] akUeHTYIOTb
yBary Ha posii NCUXOMOTiYHMX YNHHWUKIB, BKNIOYHO 3i CTPECOM,
EMOLLINHO perynauieto Ta BiACYTHICTIO KOHMNIKTIB ycepe-
OWHI KOMEKTUBY, Y MNiJBWLLEHHI PE3yNnbTaTUBHOCTI KOMaHA.
S. Abramov Ta iHwWi [13] gocnimkysanu BB eMOLHNX
peakLUili rpasuiB i NiATBEPANUNM BAXNMBICTb HANaroKeHoi
KOMYHiKaLlii Ans ycniliHoro BucTyny. BogHOYac NUTAHHS iHTe-
rPOBaHOI B3aEMOJIi, L0 NOEAHYE CTPATErivHi, KOMYHiKaLlifHi
Ta NCUXONOTiYHi KOMMOHEHTWN, 3aNNLLIAETLCS HE JAOCUTb PO3-
Kputum [15; 22; 26].

3BaXKato4M Ha AMHAMIYHWIA PO3BUTOK KibepcnopTUBHUX
JOUCLIMNAIH | 3pOCTaHHSA KOHKYPEHLLi, 04eBUAHOLO CTAE NOTpe-
62 B YIOCKOHANEHHi KOMaHAHOI NiaroToBKW. HasBHICTb YiTKO
BU3HAYEHUX METOAMNK KOMAHAHOI B3aEMOLi CnpuaTUME ONTU-
Mi3aLii TpeHyBanbHUX NPOLECIB, NiABMLLEHHIO MOTWBALIi Ta
e(PEeKTUBHILLIOMY BPEryntoBaHHI KOHMNIKTIB. Y KOHTEKCTI pi3-
HUX dhopMmariB 3maraHb i3 gucuunnid y »anpax MOBA, FPS,
Battle Royale Tow0 po3po6neHHs aganTUBHWUX NiAXOA4iB A0
KOMaHAHOi B3aEMOJii AONOMOXXE KOMaHJaMm LUBWALLE afanTy-
BATWCA A0 CNELNMDIKK KOHKPETHOrO TYPHIpY Y1 ANCLMUNAIHK.

MeTa pocnifXeHHs — NPOBEAEHHS aHanisy 0co6/MBOC-
TN KOMaHAHOI B3aEMOAIi y NPOLECi NiArOTOBKK [0 3MaraHb
pi3HOro popmaty B KibepcnopTi Ta pO3POBIEHHS PEKOMEHAA-
LN WOAO ii BAOCKOHANEHHSA 3 ypaxyBaHHAM KOMYHiKaLiAHNX,
CTPATEri4HMX | NCUXONOTIYHUX YNHHUKIB.

Marepian i metof. TeopeTUyHMA aHani3 i y3aranbHEHHS
HAyKOBO-METOAMYHOI NiTepaTypu 3AiACHIOBANMCS Ana [o-
CNiKeHHs Npobrem KOMaHAHOI B3aEMOAii, NCUXONOriYHOI
MiATPMMKW Ta CTPATEriYHOro NNaHyBaHHA B KibepcnopTi. KoH-
TeHT-aHani3 nyénikauiin [14; 154 224 26] BUKOpUCTOBYBANU

o T e

N9 BU3HAYeHHs 6a30BMX KOMMOHEHTIB KOMaHLHOI po6oTy.
KomnapaTuBHuiA MeTO4 [03BOSIMB MOPIBHATW cheundiky
(bopMyBaHHA KOMaHZHOI B3aEMOAIii B Pi3HMX KibepcnopTue-
HUX hopmatax AUCLMNNiH Takux »xaHpis, ik MOBA, FPS, Bat-
tle Royale, ctpareridHi irpu. MeTog CnoCTepeXxxeHHs i aHanisy
irpoBmx 3anucis (penneis) KOMaHg Pi3HOro piBHA (aMaTopCbKi
Ta NPoeCiinHi TYpHipK) 403BOJIMB OLIHUTK €DEKTUBHICTb KO-
MYHIKaLii i cTpaTeriYyHnX piLleHb.

Pe3ynbTati. Y npoueci gocnigxeHHs 6yno npoaHaniso-
BAHO MiArOTOBYI NpoLecKu B KOMaH4ax, AKi cnewianiayTb-
CA B Pi3HMX KiBEPCNOPTMBHUX AUCLMUMNIIIHAX TAKUX XKaHPIB,
sk MOBA, FPS, Battle Royale, cTpaTeridHi irpu, a Takox
BWSIBMIEHO B3aEMO3aNeXHiCTb MK (hopmMaTtoM 3maraHb
(oHnanH/ochnaitH, TYpHIpHi CciTKU) Ta BUMOramu [0 KO-
MaHAHOT B3aeMOZii. Ha 0CHOBI KOHTEHT-aHani3y Ta BNacHUX
CNOCTEPEXeHb BMIINEHO roON0OBHI XapakTepMCTUKN KOMaHL-
HOi B3aEMOJii B HOTUPbOX MOLLUMPEHUX XaHpax Kibepcnop-
TUBHUX AUCLNNANIH (Tabn. 1). [Ind KOXHOI gUCLMNITiHN BaX-
NUBI CBOT KOMYHiKaLiiHi Ta TaKTU4Hi ocobnmsocTi. lpoTe
3arafibHUMN NMWAKTLCA NoTpe6a B JOBipi, HANaromKeHii
KOMYHiKaLii, 4iTKO pO3N0AineHnx pongx i NCUXOJNOTiYHIN
CTINKOCTI.

dopmart TypHipy (OHNaiiH 41 odonaiH, cneundika TypHip-
HOT CiTKW) CYTTEBO BMAMBAE HA XapakTep KOMaHAHOI B3aEMO-
Oii (Ta6n. 2). Mig yac oHNanH-3maraHb rpasLi 4acTo noTepna-
t0Tb BiJ TEXHIYHUX MPOOGSIEM (Pi3HWIA NiHT, BiAKMOYEHHSA), LU0
MOXE YCKNAaAHMTU KOMYHIKALLi0 Ta 3MEHLINTN ePeKTUBHICTb
KONEKTUBHMX [il.

Ha odonaiH-TypHipax naHye armocdepa MnigBULLEHOrO
MCUXOMOTIYHOTO TUCKY, NPOTE KOMAHAN OTPUMYIOTb CTabiflb-
He 06M1afHaHHA | MOXYTb LUBWMALIE 06roBOpHOBaTK CTpaTerii
HaX1BO.

SIK CBigyaTb OMUTYBaHHA TPEHEpiB, HAWCKNALHILLWUM ac-
NeKToM N1 6iNbLUOCTI KOMaHL € pi3ke 36iNbLLUeHHSA MCUX0-
NOTIYHOrO TWUCKY NiJ Yac nepexoay Bif OHNANH-cpopmary Ao
odhnanH. MNpoTe KOMaHAM 3 PO3BUHEHOKD CUCTEMOK KOMYHi-
Kauii Ta focBigom BucTynis Ha LAN-TypHipax MatoTb nepesary
B ajantadii.

Ha nifcrasi 3BejeHOI0 aHaniay penneis, ONUTyBaHb i nite-
paTypHUX mkepen 6yno cpOpmMoBaHO PEATUHT BNJIUBY PiSHUX
YWHHMKIB Ha NiLCYMKOBY pe3ynbTaTuBHICTb (Tabn. 3). OuiHka
(B8ig 1 mo 5) Bigo6paxae CTyniHb BXXNUBOCTI YNHHUKIB 3 M10-
rnagy TPeHepis i rpasLiB.

OTXe, HalBULL Ganu OTpMMAnK KOMYHiKallis, TaKTM4HA
THYYKICTb | eMoLiiiHa perynauig, Wo y3romKyeToca 3 LaHu-
mm 0. Leis et al. (2022 p.) [6] i S. Abramov et al. (2021 p.)
[7]. Uikaso, wo ponbosa cTpykTypa B MOBA-irpax oTpumana
HanBULLY OLiHKY (5), Toai AK y Battle Royale (3), yepe3 meHwy
YiTKICTb i 3MiHHI YMOBM.

OTpuMaHi Hammn pe3ynbTaTi NiaTBEPAKYIOTb BAXUBICTb
KOMIMEKCHOr0 nigxony A0 (DOPMyBaHHA KOMaHAHOI B3aEMO-
Qii. 30Kkpema:

1. PigHi gucumnninm — pisHi Bumoru. lMparHeHHs yHigiky-
BATWU METOAMKM 6e3 ypaxyBaHHs cneundikin rpu Npu3BoanTb
[10 HEMOBHOr0 PO3KPUTTS KOMAHAHOMO NOTeHUjiany.

2.TpeHyBaHHA 3 aKLEHTOM Ha KOMYHiKaLii Ta ncuxonorii.
dopmanbHi TpeHyBambHi CKPUNTW (HANpuKnag, Bignpawr-
BAHHA «Knaty-cutyauiin» y FPS) noTpi6HO AONOBHIOBATM NCU-
XONOFYHUMM NPAKTUYHUMWN 3AHATTAMU (HANnpuKnag, MeToau
LUBWAKOT eMOLLINHOT cTabinisawii).
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Tabnuus 2
3anexHictb yopmaTy 3maraHb Bifj piBHSl KOOpAMHALi
®dopmar TexHiuHi ymoBu lcuxonorivyHum TUCK B3aemopisa B komanpgi Mpuknag TypHipy
OHnaiH Moxxe pisHuTUCA NiHr, | MeHWWn NpsaMnii TUCK | 3anexXXHiCTb Bif CepBicCiB Keanicpikalii go
MOXNWBI 3601 iHTep- | Bif ayauTopii. rofiocoBOro 3B’A3KY, KpuTiyHe | The International
HET-3’e[JHaHHS. 3Ha4YeHHs YiTKOro iHhopmy- (Dota 2).
BaHHS.
Odpnain (LAN) CrabinbHe o6nagHaH- | Bucokwii ctpec Big ny- | KomaHga moxe o6rosoptoBatu | IEM Katowice
HS, 04HAKOBI yMOBM | 6MiKKW, Kamep, aTMoce- | KOpPeKTMBM HaxXMBO, MoBa Tina | (CS:GO), The
LNs BCIX Y4aCHUKIB. Py apeHu. Ta KOHTaKT JOMNoMarawTh y International
CUHXPOHi3aLii. (Dota 2).

Single Elimination

KopoTka aucTaHuis,
Hemae npasa Ha

[ly>xe BUCOKMNIA TUCK Y
BUPILLIANBbHUX irpax.

MoTpe6a makcumMarnbHoi Koop-
JIMHALLT 3 MepLIoro mardy.

YBepTbiHanu
Major-TypHipis y

NOricTHMKA.

NOMUJIKY. CS2.
Double Elimination | MoxnuBicTb nepexogy | CepeHin piBeHb cTpecy: | KomaHaa kopurye ctparterito | The International
B HWXKHIO CiTKY Ta NPo- | € «APYrnii WaHC». nicns nopasku, Wwo notpeéye | (Dota 2)
LOBXEHHS 60pOTHOM. aHaniTUYHOI B3aEMOA;i.
Kpyrosa cuctema |[losrotpusana cepis | [lomipHuii Tuck, ane Be- | HeobxigHui ctabinbHui pisexs | Worlds
(Round Robin) MaTyiB i3 pisHUMK NIMKA BiANOBIAANBHICTL | KOOPAMHALT NpoTarom ycboro | Championship
CynepHUKamu. 33 KOXHY rpy. erany. (League of Legends).
LBenuapcbka Matyi 3 KomaHgamu BapiaTnBHuit piBeHb MoTpibHa 3AaTHICTb LWBMAKO pynosa ctapis CS2
cuctema (Swiss) | CX0XO0ro piBHS. CTpecy, ycknagHeHa NpMCTOCOBYBATUCA A0 3MiHHMX | Majors.

YMOB i Pi3HIX CYNEepHUKIB.

PeilTUHI KNHOYOBMX YUHHMKIB NSl KOMaHHOI B3aeMofii

MOBA

(Dota 2,

FPS (CS2,
Valorant)

Battle
Royale

3aranbHui
cepepHiii 6an

Tabnuus 3

MoscHenns / Mpuknag

pin info)

1. KomyHikauis (posno- 5

Lol)

(PUBG, etc.)

4,7

HalKkpuTUYHILLIUA acnekT Y 6ifbLIoCTi
JOUCLUMNNIH; WBWAKA N TOYHA iHDOpMa-
Liist BU3HA4ae ycnix y 60sX.

2. Emouinna perynsuis 4

43

VY Battle Royale KpuTu4Ho BaXIIMBO
36epiraty Cnokin y iHanbHUX 30HaX,
ane i B MOBA/FPS ncmxonoris Kno4osa.

3. TaKTU4HA THYYKICTb 4

47

FPS i «<koponiBCbKi 6UTBM» NOTPE6YIOTH
YMiHH$I LUBWUAKO 3MiHIOBATM NNaH, TOA
K y MOBA TakTuKa yacTiwle posropra-
€TbCS NOCTYNOBO.

4. PonboBa CTPyKTYypa 5

4,0

Y MOBA opcTkuii noain ponen; y FPS
JeLlo rHyuykilue; y Battle Royale ponbo-

Ba CTPYKTypa 3HA4YHO BapiaTMBHiLLIA.

5. AHaniTmyHa nigTpumka 4 4

4,0 AHanis cynepHuKiB i BNaCHUX NOMUNOK
BXNUBWIA Y BCIX AucCLMNiHAX, 4aE

3MOry ONTUMi3yBaTy MiAroToBKY.

3. AHaniTuka Ta Kopekuis ctparerii. l1icns KOXXHOro marvy
JIOPEYHO NMPOBOAUTW aHani3 KNKYOBUX MOMEHTIB: WO 6yno
peanizoBaHO BHANO, AKi eNeMEHTU B3aEMOZii NpOBANUIMCS.
BukopucrtanHsa penneis i ctatuctudHux nnargoopm (Dotabuff,
HLTV, Tracker) npuckoptoe Lei npoLec.

MoxxHa 3anponoHyBat Takuii Npuknag po3LIMPEHOro
TPEHYBAIbHOr 0 MaHy:

1.BignpauroBaHHa KOMyHikalii (po60Ta Haf TOYHICTIO Ta
NAKOHIYHICTIO NOBIZOMIIEHb, Y3rOKEHHS TePMiHONOTrii).

2. TakT4He 06roBOpeHHs — po36ip nnany «A» i nnavy «b»
JNS Pi3HUX CLEHAPIiB, AOCNIIKEHHA NATYiB | 3MiH Y «MeTi».

3.TcuxonoriyHi BNpasu: BNpasu Ha AUXaHHs, 06roBOPeH-
HS CUNbHUX i CNAaBKMX MOMEHTIB Yy B3aeMoLii, po6oTa i3 ncu-
X0J10rOM.

4. KOHTPOMbHi CnapuHru (3acTocyBaHHs BianpaLbOBaHUX
HABWYOK Yy CUMYNbOBAHIN TYPHIPHIN cuTyaLii).

5. AHani3 irpoBux 3anucie: BUABMIEHHS TOYOK NPoBany Ko-
MYHiKaLjii, NOMUNOK Y po3nofini ponen, OLiHIOBAHHA eMOLli-
HOrO CTaHy rpasLiB y KPUTUYHI XBUSIMHI MaTHy.

OTXe, y3aranbHeHHs Pe3ynbraTiB JOBOAWTb, WO AKICHWIA
PO3BUTOK KOMaHAHOI B3aEMOZIi — Lie 6araToBUMipHWii npoLec,
AKUA OXOMJIOE HE NULLE irpoBi HaBUYKK, @ N NCUXOEMOLLINHY
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CTINKICTb, BifNpaLboBaHy KOMYHIKALt0 i TAKTUYHY THYYKICTb.
Came Bij1 LUux acnekTiB 3aNeXUTb YCniX KOMaHAN y 3MaraHHAX
pisHoro ghopmary.

[uckycia. BusasneHi y npoueci JOCNiIKeHHS 0C06u-
BOCTi KOMaH[HOI B3aEMOJii y3rogKytoTbCa 3 pesynsratamu,
HaBeJEHUMI B HU3LI NpaLb, PO3LLIMPIOKTL X PO3YMiHHA 3aB-
JAKW JeTanbHiloMy po3riagy NCUXoNoriYyHnX, KOMyHikaLin-
HUX | TaKTWYHWUX acnekTiB NiAroToBKW. 30Kkpema, J. Hamari,
M. Sjoblom [18] HaronoLlyBanu Ha BaXNMBOCTI rMsAAALbKOI
3aJ1y4eHOCTi Ta BNAWUBY ayAuTOPIi HA Pe3ynsTaTh KOMaHg, y Ki-
6epcnopTi, WO PE30HYE 3 HALIUMKM BUCHOBKAMI NP0 0CO6NM-
BUI TUCK OpNaiiH-TypHipiB.

K. Hallmann, T. Giel [17] Bu3Ha4anu CTpyKTypHi Kputepii
ANS BU3HAHHS KiGEpCcnopTy «CnpaBXHiM» CMOpPTOM, Cepef
AKUX OAHWUM i3 NPOBIGHUX OYNO iCHYBAHHA KONEKTUBHOI rpu
Ta KOMaHAHOI B3aeMOAii. Hawi gaHi nigTeepaxyroTb, L0 came
3M1arof)KeHa B3aeMOAiA BU3Ha4Yae piBeHb npodhecioHaniamy
KOMaHZ i ixHi NepcrnekTMBiN B pisHUX hopMartax 3mMaraHsb.

Y pe3ynbTati npoBeAeHoro aHaniay npadi S.E. Jenny i iH-
wux [19], e aBTopu 4OBOAATH, L0 KiGepcrnopT moxe 6yTu
PO3MNAHYTO SK Cyd4acHy opmy CnopTy 3aBASAKW HAsiBHOCTI
3MaranbHoOro CKNafHuka, CUCTEMU TPEHYBaHb i TYPHIPHMX
CTPYKTYP, MW PO3YMIEMO, LLO A0 Li€i CUCTEMMN TaKOX BXOAUTb
NigrotoBka KOMaHg, iHTerpoBaHa i3 MCUX0NOriYHUM Cynpo-
BOAOM i aHaniTukow. Hawa po3sigka gertaniaye, K came Ui
NpoLEecH BUrNALA0Tb HA NPAKTULL, SKi YUHHUKN € HARKPUTIY-
Hilmmu.

Okpim TOro, y pocnimkeHHi O. LLInHKapyk 3i cnisaBTopamu
[3; 8], Y. Seo, S. Jung [23] 6yno aKkLEHTOBAHO Ha ekcnepu-
MEHTa/IbHIX MapKETUHTOBMX CTPATErisX y MOBINbHOMY Kibep-
CMOPTI Ta BUCBIT/IEHO OKPEMi acnekTn couiaibHOi B3aEMOAji
MK rpaBuAMMK. X04a MU CCDOKYCYBannUCs Ha CTaLiOHapHUX
ancumnnidax xavpis MOBA, FPS, Battle Royale, cTpaTteriyHi
irpn, BUCHOBKU NPO 3HAYYLLiCTb EMOLiAHOI perynauii Ta Tak-
TUYHOT FHYYKOCTI LiIKOM 36iratoTbCs i3 TBEpPIKEHHAMMN aBTo-
piB NP0 BaXNMBICTb «MONbOBOr0» PO3YMIHHSA KOHTEKCTY rpu
Ta NCUXO0JOri4YHOI HaNaLITOBAHOCTI.

OTKe, MOXHa 3p06UTI BMCHOBOK, LLO Halli pe3ynsraty
KOPEeNTh i3 3arafbHUMKU TPeHAaMU, WO iX OKPECcoTh
iHWi HaykoBUi: Bi4 npo6nem BM3HA4YeHHS KibepcnopTy fK
cnopty [6; 17; 24], poni ayauTopii Ta MapKeTUHIoBUX CTpa-
Terii [18; 23] 40 OCHOBHWX YMHHUKIB ycnixy kKomaHg [14; 19].

HatomicTb Halle AOCNiAKeHHS BHOCUTL CYTTEBE AOMOB-
HEHHS, JEMOHCTPYE B3AEMO3ANEXHICTb MiXK KOHKPETHUM
(bopmaTom 3maraHb i HanawToOBaHICTIO KOMAHAHOI B3ae-
mogii. 3okpema, 6inbl [eTanbHO PO3KPUBAE CneundiyHi
Bumorn MOBA, FPS, Battle Royale i ctpaTeriqnux irop,
a TAKOXX YTOYHIOE BMNANUB TAKUX YUHHUKIB, IK KOMYHiKaLin-
HWIA PO3MOAIN, PONbOBA CTPYKTYpa, eMOLiiiHa CTiKiCTb
i TAKTMYHA THYYKICTb. Lle 403BONAE KpaLle po3ymiTi, YoMy
KOMaHuM 3 406pe BiAnpaLboBaHOK KONEKTUBHOKW PO6OTOH
MalTb Nepesary B Pi3HOMAHITHUX YMOBaX MpOBeLEHHS
TYPHipiB (OHNaNH Yun odnaiiH, single yn double elimination
TOWWO).

BogHo4ac 3anuiuatoTbeca BIAKPUTUMU NUTAHHA, NOB’SI-
3aHi 3 BUKOPMCTAHHAM LUTYYHOrO iHTENEKTY B aHanituui,
NepCcoHasi3oBaHMX NMCUXONONYHUX TPEHIHTIB i pO3P06IEHHS
YHi(piKoBaHKX NigX04iB 40 TPEHYBAHb HA PiBHI MiDKHAPOLHUX
Ki6epcnopTuBHmMx nir. Ak Bia3HayaoTe K. Hallmann i T. Giel
[17], O. WwuHkapyk [5], BW3HAHHA KibepcnopTy SK Buay

D E———

CnopTy nepenbayae po3bynoBy CKNAAHOT EKOCUCTEMU 3 Me-
TOANYHUMUN peKoMeHpaliamu i perynauieto 3 60Ky denepa-
Lin. MainbyTHi po3BifKM MOXYTb CGHOKYCYBaTMCA Ha CTBO-
PEHHI KOMMMEKCHUX MoAenei miagroTOBKM, L0 NOEAHYBANM
6 y Cco06i iHaMBiAyanbHi Ta rpynosi (KOMaHA4HI) acnekTu, no-
NOBHEHI TEXHONOTYHUMM IHCTpYyMeHTamu. OTXKe, Hali AaHi
Y3ro[KYKTbCA 3 JaHUMM iHLIUX HAYKOBLIB i NOrMUOGIIOIOThL
PO3YMiHHA BM/NBY KOMAHAHOI B3aEMOAii HA e(DEKTUBHICTb
Ki6epcnopTUBHUX KONEeKTMBIB. lojanblunini PO3BUTOK Uiei
TeMM BiLKpUBaTUMe HOBi MOXXNUBOCTI B AOCIILKEHHi KOJIeK-
TUBHOT NCKUXONOTii, CTOPTUBHOI NeJaroriku Ta KibepcnopTue-
HOI HayKun 3aranom.

BucHoBku. Cneuudpika gucumnnid BU3Ha4Yae dopmar
i 3MicT KOMaHgHoi B3aemogii. AHani3 nokasas, L0 B MOBA-
irpax (Dota 2, LoL) kputn4yHUMK € ponbOBA CTPYKTypa Ta
rnuboke nnaHysaHHsA, Todi sk y FPS (CS2, Valorant) ro-
NOBHUMU YUHHMKAMI YCRiXy CTalOTb LUBWAKICTb KOMYHiKa-
Ui i TaKTMYHA rHyYKicTb. Y chopmati Battle Royale (PUBG,
Fortnite) LOMiHYOTb afganTUBHICTbL i 34ATHICTb YXBasHOBATH
CTPECOBi PilLleHHs Y 3MiHHUX YMOBaX, a CTpaTeriyHi gucuu-
nnibm (StarCraft [l) 3a3Bu4ai akUeHTYIOTb iHAWBIAYANbHY
MaNCTepHiCTb i KOMaHAHY NiAroTOBKY.

®opmar 3maraHb (OHnaiH/ochnaiiH, cuctema TYpHIpHOT
CiTKI) CYTTEBO BM/IMBAE HA KOMaHAHY LMHAMIiKY. [aHi nig-
TBEPAXKYIOTb, LU0 OHMaliH-3MaraHHs YCKMagHIE B3aeEMO-
[il0 Yyepe3 MOXNMBI TeXHiYHi 360i Ta Pi3HWIA NiHT, HATOMICTb
odonainH (LAN) nigcunioe emMOLiHWIA TUCK XWUBOT ayguTopii,
MpoTe CTBOPKE PiBHILLI TEXHI4Hi YMOBWU. PO3Pi3HEHHS CuUCTe-
mMu nnen-o (single/double elimination) 41 “Round Robin”
(kpyrosa) Ta “Swiss System” BU3Ha4ae iHTEHCMBHICTb CTPeCy
Ta noTpeody y LWBKUAKIA aganTauii cTparerii.

KomyHikauid, eMouiiiHa perynauig i TakTu4yHa rHyyKicTb
BUSBUNINCA KJTHOYOBUMMW YUHHUKAMWU KOMAHAHOI B3aEMO.II.
Pesynbrat 1eMOHCTPYIOTb BUCOKMIA 3aranbHuii 6an (4,7) 3a
BaX/IMBICTIO Came Yy cdpepax oneparuBHOro posnoginy inop-
Mavlii, LUBWAKNX KOPEKTMB Y NNaHi Ta 34aTHOCTi KOHTPONOBATU
CTpec i HeraTusHi emoulii. HiTKuin po3nogin ponen i npode-
CiliHa aHaniTM4yHa NiATPUMKA TakKoX CYTTEBO BM/INBAKTL Ha
pe3ynbTaTUBHICTb, OAHAK Lii YAHHUKM PI3HOKO MipOLO NpOSBIs-
0TbCS 3aNEXHO Bif] XaHpy rpu.

Bucoknii piBeHb KOJIEKTMBHOI MiArOTOBKW MNOTpebye
KOMMneKcHoro nigxody. flpocta MexaHiyHa TPEHOBAHICTb
ab0 HarpaBaHHs OJHOTUMHMX TaKTUK HE rapaHTyloTb YCnixy
6e3 HaleXHoi NCUXONOriYHOI Ta KOMYHiKaLiAHOI CKNaaoBoi
4acTUHW. ONTUMaNbHUMI € TPEHYBAHHS, L0 MOAENIOKTh pe-
aNbHi irpoBi cuTyalii (0C06MMBO «KnaT4Y»-eni3oan, KOMaHaHi
60i), NoegHaHi 3 eneMeHTamn NCUX0JOriYHOT MiAroTOBKM (4M-
XalibHi BNpasun, 06roBOPeHHA NOMUIIOK, po6oTa 3 eMOLiHAM
CTaHoM). PerynspHe BWKOPUCTaHHA PensieiB i CTaTUCTUYHUX
nnarcgopm (Dotabuff, HLTV ToLL0) Aae 3mory 06’€KTUBHO OLi-
HIOBATW NPOrpec.

Ajantauif oo pisHMX ¢Qopm 3MaraHb i AUCLMNAIH € BM-
3Ha4YanbHUM YNHHUKOM KOHKYPEHTOCMPOMOXXHOCTI KOMaHAMW.
KonekTusu, WO Halikpallie NPUCTOCOBYIOTLCA A0 Nepexomy
3 OHMaiH- 0o odhnaiiH-chopmary, WBMAKO 3MIHIOTb TaKTUKY
Mif Yac 3ycTpiyven i3 PisHOMMIAHOBUMM CyNepHMKaMn N yMitoTb
30epiratn CTabifbHUA piBeHb KOMYHiKallii, AEMOHCTPYIOTb
HaiBuMwWi pesynbtati. BignosigHO, MiLroTOBYI MiaHW MakTb
nepeg6adarty cueHapii po6oTyn 3 PiI3HUMM TYPHIPHUMU CiITKAMK
1 IHTEHCMBHICTIO MaTyiB.
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MojanbLwi JOCNIIKEHHA W PO3POBIEHHA YHI(DiIKOBAHNX
METOANK TPEHYBaHHA MalOTb YpaxoByBaTh K iHAMBIAyanbHi
0C06NMBOCTI rPaBLiB (peakLis, NCMX0NOriYHa CTINKICTb, irpoBa
pOJb), TaK | KOMAHAHI XapakTepucTUKN (Y3rofXeHicTb cTpare-
rin, rnbrnHa KOMYHiKaLiinHOro KaHany, 34aTHICTb NigTpMMyBa-
TV NO3UTMBHUIA KNimMaT y KOMaHAi). YNpOBamXeHHS LITY4HOr0
iHTENEKTY W aBTOMATW30BAHWX aAHANITUYHUX CUCTEM, a Ta-
KOX YAOCKOHANEHHA MCUXONOrYHMX MPaKTUK, BiAKPUBAOTH
HOBi MOXXNMBOCTI ANA NiABMLLEHHA PiBHA KibepcnopTUBHUX

o T e

KONEKTUBIB i iXHbOT KOHKYPEHTOCNPOMOXXHOCTI Ha MiXKHAPOA-
Hil apeHi.

MepcnekTBM noganbLMX JOCAIXEHb NONAraloTb Y PO3-
PO6MEHHI iHTErPOBAHMX METOANYHUX KOMMNEKCIB, L0 MOEA-
HYBaTUMYTb MCWUXONOriYHY NiArOTOBKY, aHasni3 irpoBoi CTa-
TUCTUKM, PO3BUTOK KOMYHiKALiAHUX HABUYOK i BapiaTMBHICTb
TaKTUYHUX NigX0/iB 3aNEXKHO Bif, ANCLMMIHN.

KoHdpnikT iHTepecis. ABTOpU 3a7BNAKOTL NPO BiACYTHICTb
KOHCIIKTY iHTEepeciB.
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