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INPOI'PAMHE 3ABE3INEYEHHS
SIK KATAJIIBATOP PO3BUTKY KIBEPCIIOPTUBHOI IHIYCTPII

Anomayin. B ymoeax enobanizayii ma yugposizayii cycninbcmea KibOepcnopmueHi 3macanHs
cmanu He uwe naam@opmoro 0Jis epasyié i KOMAauo, a U NOMYAHCHUM eKOHOMIUHUM Opalige-
POM, WO OXONTIOE CIMPUMIH2, CHOHCOPCMBO ma po3pobKy ieop. Knwouosy pons y cmanosnenni
Kibepcnopmuenoi indycmpii sidiepae 6e3nocepedubo npocpamue 3abesneuenus. Memoro po-
bomu € U3HAYEHHSA POJIi NPOSPAMHO20 3a0e3neUeHHs AK Kamaiizamopy po36umKy Kibepcno-
pmuenoi inoycmpii. Y cmammi 8uokpemieno mexunono2iuni ocoonusocmi cyyacHux epagiu-
Hux npoyecopie (GPU), wo suxopucmosgyromscs y KibepcnopmusHii indycmpii, a came: Kilb-
kicmbv CUDA/Shader-sdep, munu incmpyxkyii, niOompumxy HOBUX MeXHONO02IU, NPONYCKHY
30amHicms nam’ami ma mexHono2ii mpacy8anHs NPOMeHis, Wo y KOMIILEKC 2apanmye oopo-
OKy ma 8usedenHs UCOKOAKICHOI epagixu. 3anpononosano kiacu@ikayito QYHKYIOHATbHUX
8UDI8 NPOCPAMHO20 3a0e3neueHHs, Wo CMAHOB8IAMb €0UHY cucmemy 83aemose sa3kie. Ceped
cneyianizo8ano2o nPocpamHo20 3abe3neyeHts UdileHo niamgopmu O0is YNPasiiHHA MypHi-
pamu (Toornament, Battlefy, Challonge, FACEIT), npocpamue 3ab6e3neyenus 0Jisk CMpiminey
ma mpancaayiu (OBS Studio, Streamlabs, XSplit, Restream), npocpamu 0.5 ynpagninHs Ko-
manoamu ma epasyamu (Discord, GameCoach), incmpymenmapiii 0ns bopomvou 3 waxpau-
cmeom (Easy Anti-Cheat, BattleEye), npoepammi 3acodu 8ipmyanvhoi ma 0Ono8HeHoi peaib-
nocmi (VirZOOM, incmpymenmu Oculus ona VR-xkibepcnopmy), a makodsc Cyyachi mexHono-
eii onokuetin i NFT. Taxooic posenanymo nepcnekmugu 6npoeaoiceHHs HOGIMHIX po3pOOOK Ha
OCHOGI aHai3y OiANbHOCMI KOMNAHIi-NOCMAYalIbHUKI8 NPOSPAMHO20 3abe3neyenHs O0isl Kibe-
pcnopmusHoi indycmpii (Betfoc, INORU, Betinvest, BR Softech, Vinfotech) ma ki6epcnopmu-
enux naamepopm (Battlefy, Toornament, Challonge, ESL Play ma Mobalytics). Bionosiono,
npozpamue 3abe3nedents 0Jis Kibepcnopmy, ¥y NOEOHAHHI 3 PO3GUMKOM MEXHOL02I ma 3poc-
MAOYUMU BUMO2AMU 00 AKOCMI U [HMEPAKMUBHOCMI 20D, NPOOOBHCYE eBONIOYIOHY8aAMU Ul
nompebye nocmitinoi adanmayii 00 IHHOBAYIIHUX 3MIH.

Knrwouosi cnosa: xkibepcnopm, ceiimine, iHOycmpis, npoepamue 3abe3neyenHs, mypHip, epagi-
YHUL NPOYecop, 8ipmyanlbHa PeailbHICMb.

IMocranoBka mnpodiaemu. KiGepcrnopT 3a ocTaHHI AECATUTITTS TpaHChOpMyBaBCS 3
aMaTOPChKOTO BUIY IiSIBHOCTI y MOTYXHY INIOOAJIbHY IHIAYCTPIIO, IO CYHPOBOKYETHCS
MIBUJIKUM TEXHOJOTTYHUM MPOTPECOM, 3pOCTAaHHIM IHTEpecy 0 Bifeoirop ta GopMyBaHHAM
MDKHapOAHOI CIUIBHOTH I'paBLiB, KOMaH[ Ta ayauTopii. BapTro 3a3naunTH, 1o olcsr cBiTo-
BOT'0 PUHKY KiOepCHOpTUBHOI raiy3i 30inbmmBes 3 694,2 muH gonapiB CIIA y 2018 poui g0
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2,22 mapa ponapiB CIHA y 2024 poui. OuikyeTsest, mo 10 2029 poxy kibepcrnopTuBHa iHIY-
crpisi pocsirae 6,51 mupn momapis CHIA, a cepeaHbOpiYHHMNA TEMIT 3pOCTAaHHS 3HAXOIUTH-
MeThest Ha piBHI 24,0% [7].

3 PO3BUTKOM KiOepcropTy Ta iHAYCTpIi BiICOIrop BUHUKIIA MTOTpeda y Creliai3oBaHuX
MPUCTPOSIX JUIA TeHMIHTY, 30KpeMa, MUIIIOK, KJaBiaTypu Ta rapHitypu. [lonut Ha nepudepiro
CIIOYATKy CTUMYJIIOBAB TPaAMLiiHI OpeHau, 30kpema Logitech, no cTBOpeHHs irpoBHX JieBaii-
CiB, ajie 3r0/IOM Ha PUHKY 3 sSBHIIUCS CIIelliai3oBaHl KOMIaHii, Hanpukiaa, Razer i HyperX,
AKI CKOHLEHTPYBAJHMCA BHKJIIOYHO Ha MPOAYKIil Ui reiiMepiB. binbmie TOro, po3BUTOK
BiJICOITOp pa3oM 3 IHIIMMHU PECYPCOMICTKUMH 3aBJaHHSIMHU, 30KpeMa, BiJleOMOHTaxeM Ta 3D-
MO/ICIIFOBAHHSIM, CIIPHSIB CTBOPEHHIO HOBOT'O MTPOIPAaMHOTO 3a0€31eYCHHSI.

[Iporpamue 3abe3nedeHHs I KiOEpCIoOpTy BKIIIOYAE y ceOe pi3HI JOJATKU Ta IUIAT-
(bopmH, SIKi TOJETHIYIOTh pOOOTY Ta YIpPaBIiHHS 3MaralbHUMU Bifeoirpamu. Lli iHCTpyMeHTH
MpU3HAYCHI JJIs TPaBIiB, KOMaH]I, OPraHi3aTopiB TYPHIPIB, IMIAJa4iB Ta IHIIUX 3aI[iKaBICHUX
CTOpiH B ekocuctemi Kibepcmopry. Cepen HUX MOXKHA BHIUIMTH Taki miatopmu, sK
Toornament, Battlefy, Challonge, FACEIT, Streamlabs, XSplit, Restream Tta iami. O0csr pu-
HKY iIrpOBOTO MPOrpaMHOTo 3a0e3Me4YeHHs JeMOHCTPYE 3HaUHE 3pOCTaHHS, TEHEPYIOUn Mpuo-
au3Ho 139,57 mapa ponapis CIIA moxoxy y 2023 pomi [10]. Lle migkpeciroe 3HaYHUN €KO-
HOMIYHHI BIUIMB irPOBOTO Ta KiOEpCHOPTHBHOTO MPOrPaMHOIO 3a0€3MEeYeHHs Ha CBITOBHIA
punok. [Iporpamue 3abe3nedeHHs it KiOepCIopTy BUKOHYE KIIIOYOBY POJIb Y CTBOPEHHI 1H-
HOBaLIWHHUX MaT(opM U ynpaBIiHHS KOMaHIaMHU, OpraHi3alii 3Maraib, TPaHCIAIIHN 1 aHa-
JITUKH, 10 CIPUsE TMOMYyJIsIpU3aIlil Tajly3l Ta 3aJy4eHHIO HOBUX 1HBeCTHIIM. TakuM 4nuHOM,
oOpaHa TeMa JOCIIKEHHS € aKTyaJbHOIO, OCKUIBKH BiJl €(EKTUBHOCTI MPOrpamMHOro 3abe3-
MiYHa TPUBAOIUBICTD ISl YYACHUKIB €KOCUCTEMHU KiOEpCIIOPTY.

AHaJi3 ocTaHHiX gocaiTxkeHb i mydaikamii. OcTaHHl JOCTIKEHHS y raimy3l Kibepc-
MOPTY aKUEHTYIOTh yBary Ha KJIIOYOBIHM poii mporpaMHOro 3a0e3neyeHHs y Ipoleci cTabiib-
HOTO PO3BUTKY 1HIYCTpii. JlOCTiHKEHHSIM 3a3HAUY€HOT0 TUTAHHS 3aiMaucs sIK 1HO3€MHI, TaK
1 yKpaiHChKi HaykoBIl, cepen skux: . O. Jlaszuesa, JI. 1. Ilapanenxo [15], €. B. Yaiika [16],
A. bsaneupkuit, M. baptiomeit, f. [Naescwkuii [S], . lemnynn [11] Ta iHmm.

bsinenpkuii Ta 1111 [S] 30cepeauiy CBO€ JOCTIIKEHHS Ha ONUC] KIIFOYOBHUX XapaKTepHu-
CTHK CIOPTHBHMX HayK (TpeHyBaHHs, Nepioau3allis, ITUIaHyBaHHs Ta €Talu Kap €pu) Ta Mpo-
rpaMHOMY 3a0e3IedeHHl (TpeHyBallbHI 1HCTPYMEHTH, Bi3yaii3allis, aHaJiTUKa Ta CHCTEMU
3BOPOTHOTO 3B’s13KY). ABTOpamu OyJi0 BU3HAUYEHO, IO Cy4YacHI TOCIHIKEHHS KiOepCIopTy B
OCHOBHOMY CKOHIICHTPOBAaHI Ha OMHUCI Ta MOJICTIOBaHH] MOKA3HUKIB €PEKTUBHOCTI, SIKI OXOTI-
JIOIOTh KUTbKa ()parMEeHTOBAHUX AOCIIIHULBKUX oOjacTel (ICUXOJIOoris, MI1€TONOr1d, 1H(Op-
MaTuKa), aje He MPEeACTaBISIOTh MOMIHOICHUN aHaI3 y Po3pi3l OKPEMHUX CTPYKTYPHHUX eJie-
MEHTIB 3a0e3MeueHHsI KibepcropTy, 30KpeMa, IPOrpaMHOro 3a0e3neYeHHs.

. T'eqnynn [11] 3a3Ha4aB, M0 €IEKTPOHHI ITPH — 1€ IHTEPAKTUBHI ITPH, sIKI BUKOpPHUC-
TOBYIOTh KOMIT IOTEpHE MPOrpaMHe 3a0e3MedeHHs], 0 MPAIoE 3a JOMOMOTOK €JIEKTPOHHUX
CX€M, 1 4acTO B1JI00pakaroThCsl Yepe3 Bileo-, aylio-, TaKTUJIbHI ab0 1HII BUAM BUXOMIIB. Y
pOOOTI MPUIITIAETHCSA yBara HEraTUBHOMY Ta MO3UTUBHOMY BIUIMBY €JICKTPOHHHUX irOp Ha CY-
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YacHE CyCHIbCTBO, MPOTE HE PO3IIIAIAETHCS TEXHOJOTIYHA CKIIaI0Ba KiOepCIOPTUBHOT 1HTY-
CTpii y po3pi3i nmporpamHoro 3abe3neueHHs. BinmoBinHo, mpobiemMaTuka posi MporpaMHOro
3a0e3MmeueHHs y MpoIeci PO3BUTKY KiOepcrmopTy moTpedye MOJaIbIIor0 MOTIUOIEHOTO BH-
BYCHHSI.

®opmy.aoBaHHA Hijeil cTaTTi (MocTaHOBKA 3aBAaHHs). OCKUIBKU OJHUM i3 eleMe-
HTIB yCHiXy KiOepcrnopTUBHOI iHAYCTPIl € mporpamMHe 3a0e3Me4YeHHs, 10 OXOIUTIOE CTBOPEHHS
irop, opraisaiito 3MaraHb, YIpaBIiHHS KOMaHJIAaMH, aHali3 JaHUX, KOMYHIKaIIIO 13 Tisaa-
YaMH, METOIO JTOCIIJPKCHHS € BU3HAYEHHS MO0 POJIi SIK KaTaxi3aTopy PO3BUTKY KiOepcropTy.

Bukaa ocHOBHOro martepiaiy gociigxkenns. [Iporpamue 3abe3nedenns y kidepcro-
pTi BKIIOYAE miaaTGopMu Ui CTBOPEHHS Ta YIPAaBIiHHS TYpHIpaMmM, aHAJIITHYHI CEPBEPH,
rpadivyHi MPOLECOPH, CTPUMIHTOBI ITATHOPMH Ta MporpaMHe 3a0e3MeUeHHs ISl TPAHCIIAIIH,
wiatdopmu it VR ta AR, XMapHi cXOBHUIIIA Ta iHII TPOTPaMH.

BaxmBUM mporpaMHHM acIieKTOM PO3BUTKY KiOEpCIIOpPTHUBHOI iHIyCTpii cTano BOpO-
BaJDKeHHS rpadiunux mpouecopiB (GPU) — cyyacHuX 00YMCITIOBAIBHUX KOMIIOHEHTIB, IO
BUKOPHCTOBYIOTBCS Y KOMIT IOTepaxX Ta CHCTEMax MITY4HOTro iHTesneKTy. KimodoBumu enemen-
TaMH TpadigHOTO MPOIEcopa € apXiTeKTypa (KUIBKICTh sep, THIN THCTPYKUIN 1 MIATPUMKY
HOBUX TEeXHOJIOTiH), KiUbKicTh CUDA/Shader-sinep (00umcmoBanbHI OJMHMII), YaCTOTA siIpa
(Base/Boost Clock), nmpomyckna 3naTHicTh mam’siti (Memory Bandwidth), TexHomorii Tpacy-
BaHH: npoMmeHiB (Ray Tracing) Tomo. Hanpuknaz, apxitrekrypa NVIDIA Ampere (RTX 30)
HiATPUMY€E TpacyBaHHs MPOMEHIB y peaIbHOMY Yaci Ta IITYYHUH 1HTEJIEKT Ta HasSBHICTH CIIe-
miamizoBanux sjaep y NVIDIA. ¥V tabnuii 1 npencrasieHa AeTaibHa XapaKTEPUCTHKA eJIeMe-
HTIB rpagiyHOrO Mpoliecopa y po3pisi KIOEpCropTUBHOI IHAYCTPII.

Ta6mums 1
XapakTepucTUKa eJIeMEeHTIB rpadiuHoro nporecopa y po3pisi Ki0epcnopTUBHOI 1IHAYCTpil

Enement XapakTepucruka

CUDA-sapa ans NVIDIA; Stream-sinpa nnst AMD.
KinbkicTb siiep: Oibile saep 103Bouisse 00poOasTH OIblIe 3aBAAHb 0/1-

HOYAaCHO, L0 MiABMILYE 3arajbHy MNpPORyKTHBHICTh. CywyacHi Mogjeni
MOXYTbh MaTH THCSYI sIIEp.

Tunu iHCTPYKIUIHN: IHCTPYKUIT A TpacyBaHHS MPOMEHIB (ray tracing) y

ApXiTeKTypa HOBHX apXiTeKTypax, 30kpema, y NVIDIA Ampere (RTX 30-cepii),
JIO3BOJISIE pealli3yBaTH peasliCTUYHE OCBITICHHSA Ta BiJOOpaXXeHHSA Y
BiJleoirpax.

DLSS (Deep Learning Super Sampling): texunomorisa Bigx NVIDIA, sxa
BUKOPUCTOBYE MITYYHUH 1HTEIEKT U1 OKPAIIEHHS SIKOCTI 300paskeHHs

ta miasuieHHs FPS (Frames Per Second).

I MOKA3HUK, SIKUH BKazye Ha 00CAT JaHUX, 10 MOKe OyTH mepeaHo Mix
pOITyCKHA ) . .
. , .| rpadpiuaum mpouecopom (GPU) Ta ioro Bigeonam’srtio (VRAM) 3a
3JIATHICTh TIaM STi . )
cexkynny. Lleit mapametp € kputrunuM s npoaykruBHocTi GPU y 3a-

(Memory .
: Jlavax, 110 BUMAraroTh 00pOOKH BETMKUX 00CATIB AaHUX, 30KpeMa, PEeH-
Bandwidth) ) . )
JepuHT Tpadiku, 0OYUCICHHS y IITYYHOMY 1HTENEKTI abo 00poOka Be-
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JIMKUX BiIeo.

cydacHa TEXHOJIOTIs Bi3yalli3allii, sIka CTBOPIOE PEaiCTUYHE OCBITJICH-
Texnomorii Tpacy- .. ) .. ) ) )

) HS, TiHI Ta BIAOUTTA B rpadili, Moaenodn (i3UYHy MOBEAIHKY CBIT-
BaHHS IIPOMCHIB

. JIOBUX IIPOMEHIB, KA CTajla MOIYJISIPHOIO 3aBJIsIKH BIIPOBA/I?)KECHHIO alla-
(Ray Tracing) P ’ P P

paTHOI MIATPUMKH y TpadidyHUX MPOIECopax.

Ioicepeno: asmopcevka po3pobka na ocnosi [13]
Bapro 3a3HaunTH, 1110 MPONyCKHA 3/IaTHICTH ITaM’AT1 pO3paxoByeThes 3a hopmysnoro (1):

Memory Bandwidth =
= Memory Clock Speed x Bus Width x Number of Transfers per Clock Cycle, (1)

ne Memory Clock Speed — wactora po6oTu nam’sti, 3a3Buyaii B merarepuax (MH;) a6o rira-
repuax (GH,);

Bus Width — mmpuna kanany nepenadi qanux Mixk mam’sttio i GPU, Bumiproerses B 0iTax;
Number of Transfers per Clock Cycle — kinbkicTs miepeiad 3a TaxT.

VY kibepcnopTUBHIN iHAYCTPIT 7151 BUCOKOSIKICHOI Tpadiku MOTPiOHO BUCOKA MPOITYyCKHA
3JIaTHICTB, 1[0 00YHMCIIIOETHCS 3a MpejicTaBieHor Gopmyioro (1).

KiGepcrnopTiBHa raiy3b aKTHBHO DPO3BUBAETHCS 3aBJSKUA IIHPOKOMY BHKOPHUCTAHHIO
CICIIaJIi30BAHOTO TMPOTPAMHOTO 3abe3reueHHs, ske 3ade3neuye e(eKTHBHY OpraHi3alliio,
YIPaBIiHHA Ta MIATPUMKY irpoBoro mnporecy. Ha pucyHky 1 moJaHo KOHTEKCTYalIbHHIA OTJIs
OCHOBHUX BHJIIB TIPOTPAMHOT0 3a0e3MeUYCHHs IHIYCTPil y po3pi3i HOro (yHKIIOHATHLHOTO

IPU3HAYCHHS.
s N

IIporpamue 3a6e3nmevyeHHs: 1151 YOPAB.IiHAS TYPHipaMu

@yuxyii: CTBOPEHHSA Ty PHIPHHX Ta0MHIb, TUTAHYBAHHS, PeecTpallisl KOMaH/TPaBIIiB, OHOBIEHHS B
peaTbHOMY Hacl Ta MApaxyHOK OaliB.

IIpuxnaou: Toornament, Battlefy, Challonge, FACEIT.

N A
v , . v/
IIporpamHue 3abe3nevueHAST 1/ CTPIMIHIY Ta I3 pist ynpas/iinas
TpaHcasIiii KOMAHIAMH Ta TPaBIAMHA

DyHkyii: KepYBaHHS CIIICKOM
TPEBYB, AHATITHKA, KOMYHIKALIIA.
Ipuxaaou: Discord,

@yuryii: TpAMI TPAHCIAIII, HAKTAaTaHHY, IIOBTOPH Ta
IHTeTparlis CTATHCTHKH B PeaTbHOMY Jaci.

Hlpuxnaou: OBS Studio, Streamlabs, XSplit, Restream. GameCoach.
v
C IH(,(h)yMeHTH N 'I‘ R //’ 'I\ )
BipTyannHoi Ta I3 pas GopoTsdn 3

IOMOBHEHOI peatbHOCT maxpaiicTBoM i Gesnexn Baokyeiin i NFT, sxi

Dyukyii: MOKpAIEHHS @Dynryii: BUABIIEHHS BHKOPHCTOBYOTBCH UL
JOCBIIY IePerIiay Ta TPH MAXPaicTBa B PeKUMI 1I(POBIX aKTHBIB,

B KIOepCIopT. peanbHOTO Jacy. éitg)BHX Tpe/IMeTiB i

Tpuxnaou: VirZOOM, Tlpuxnaou: Easy Anti-Cheat, Haropoz.

iHCTpyMeHTH Oculus 1 BattleEye.

Y VR-ki6epcnopTy. AN ) Y Y.

Pucynok 1 — @yHKIIOHATIBHI BUIU IPOTPaMHOT0 3a0e3MeueHHs Ki0epCIOpTHBHOI Taly3i

(aBTOpCHKA pO3pOOKa)
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Cepen mporpamMHOro 3a0e3NeyeHHs i CTPIMIHTY Ta TPaHCIALIA MOXXHA BUAUIHTH
OBS Studio — 1e 6e3koIITOBHE MPOrpaMHe 3a0e3MEUCHHS 3 BIIKPUTHM BUXIIHUM KOJOM JJIst
3aMmcy BiJIe0 Ta CTPUMIHTY y peanbHOMYy Yaci. OCHOBHUMH MOKJIMBOCTSMH, OKPIM 3aIHCy
BiJICO Ta CTPUMIHTY, € HMIATPUMKA MyJIbTUILIaTGOpMHOCTI (mpamtoe Ha Windows, macOS Tta
Linux), BUKOpPUCTaHHSA iHCTPYMEHTIB I peJaryBaHHs y peaJbHOMY 4aci, BOYZOBaHHH MiK-
miep JUid YOpaBliHHS KUIbBKOMa aynioJDKepellaMu, MIATPUMKA KOJyBaHHS Bileo depes
NVIDIA NVENC, AMD AMF Tta Intel Quick Sync Video.

XSplit — Habip nmporpamMHOro 3abe3neveHHsl, SKUii BUKOPUCTOBYETHCS ISl TIOTOKOBOTO
MOBJICHHSI Ta 3amlKcy Bizneo. Bin 3a0e3neuye BUCOKY SIKICTh Biieo Ta ayAio MOTOKiB. OCHOB-
HuMu ¢QyHkiismu XSplit € MoxIHMBiCTh 3amucy Bifieo IUIS MOJABIIOTO pelaryBaHHS a0o
myOmiKalii, CTBOPEHHsI KACTOMI30BaHUX CIICH 13 PI3HUMU JDKEpeliaMu (BileOKaMepaMH, irpa-
MU, Mmeniadaiiiamu, BeO-KaMepaMH TOIO), MOXJIMBOCTI JJII HAJAINTYBAHHS SKOCTI BiZ€O 1
ayzio, ONITUMI30BaHi MiJ Pi3HI MIBUIKOCTI IHTEPHET-3’ €THAHHS, MIATPUMKA BOY/IOBAaHHUX iHTeE-
rpauiii, Takux sk Streamlabs, Twitch Chat, YouTube Super Chat, StreamElements, moxu-
BICTh JI0JIaBaTH KOPUCTYBAIIbKI TUIATTHH.

Texniuni xapakrepuctuku XSplit BKIIOYaOTh HACTYIIHE:

— BHKOpHCTaHHs onepariiitaux cuctem Windows 7, 8, 10 (64-6it);

BUKOpHcTaHHs npouecopy Intel i5 2.5 GHz a6o ananoriunoro AMD;

orepatuBHa 1mam’sth — MiHiMyMm 4 GB RAM,;

— crabinpHe 3’€HAHHS 3 BUCOKOIO IIBHUJKICTIO JUIA IIepeaadi Bileo y pealbHOMY 4aci
(pexoMeHay€eThCs BUAKICTD BiJ 3 MOi1T/C 1 Ouble);

— MiATpUMKA Pi3HOMaHITHUX QOpMaTiB Bifeo, 30kpema, MP4, MKV, MOV, FLV [13].

Cepen nporpamHoro 3a0e3nedyeHHs Ui YIpaBiliHHS KOMaHAaMU Ta TPaBLSMU MOXHa
Buokpemutu Discord Ta GameCoach. Discord — 1e nmomynspHa miargopma Jyisi TOJIOCOBOTO,
TEKCTOBOTO Ta BIJCOCIUIKYBAaHHS, KA ITUPOKO BUKOPUCTOBYETHCS TeiiMepamMu Ta Kibepcrop-
TcMeHamMH. BoHa noefHye (yHKIIOHANIBbHICTh MECEHIKepa, BiCOKOH(pepeH1i 1 popyMiB y
€IMHOMY IHTYITUBHO 3p03yMiJioMy iHTepdeiici. OCHOBHUMH XapaKTEPUCTUKAMU €:

— miatdopMa OpraHizoBaHa y BUIJISIZII CEPBEPIB, SIKI MOXKYTh MICTHTH KUIbKa TEKCTO-

BHX 1 T'OJIOCOBUX KaHAJIIB;

BHUCOKA SIKICTb F'OJIOCOBOTO Ta B1JI€03B SA3KY;

— ILEpPHUHT eKpaHa abo TpaHCIALIA FeMMILIEIO B PEKUMI PEaIbHOTO Yacys;

— 1HTerpaist OOTIB /711 aBTOMAaTHU3allli, yIpaBIiHHS CEpBEpPaMH, 1rop;

— migrpumka Windows, macOS, Linux, i0S, Android ta Be6-Bepciro.

Ha nportusary npomy, GameCoach € mporpaMHUM 1HCTPYMEHTOM BJIOCKOHAJICHHS Ha-
BUYOK TPaBLIB y PI3HUX BiJeoirpax, I0 MOXKE€ BKJIIOYATH aBTOMATHYHUMN aHali3 irop, CTBO-
PEHHSI IEPCOHAI30BaHUX IJIaH1B HABYAaHHS, TPEHYBAaHHS TOYHOCTI Ta TAKTUYHOTO MHUCIIEHHS.

o mporpamHOro 3abe3neueHHs il 00pOoTHOM 3 MaxpaiCTBOM 1 O€3MeKH MOXKHA BiJIHE-
ctu Easy Anti-Cheat ta BattleEye. Easy Anti-Cheat (EAC) — 1e cuctema 3aXuCTy Bij 4uTe-
piB, sIKa BUKOPUCTOBYETHCS Y OaraTboX MONYJISIPHUX OHJIAWH-ITpax Ui BUSBJICHHS Ta OJIOKY-
BaHHS YITIB 1 MIaxpaichkux mporpam [4]. 3a3Ha4eHHI ITHCTpYMEHTapiii BUKOPUCTOBYETHCS y
TaKuX KiOEpCIOPTUBHMX aucIuILIiHax, sk Fortnite, Apex Legends, PUBG (PlayerUnknown’s
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Battlegrounds), Battlefield V, Tom Clancy’s Rainbow Six Siege, Fall Guys: Ultimate
Knockout.
BattleEye — ne cucrema aHTHYITIB, sika BUKOPHCTOBYETHCS JUIS BHSBJICHHS Ta OJIOKY-

BaHHS IaxpaiB y OHJaiH-irpax. 33a3HadyeHa nporpama, sik i Easy Anti-Cheat (EAC), € Bax-
JMBHUM IHCTPYMEHTOM JUISl HIATPHUMKH YECHOCTI TP, 3aM00iraloyu BUKOPUCTAHHIO YITiB 1 1H-
IIMX THUIIB MIaXpaiCcTBa, TaKuX SK Moau(ikauis QaiiaiB rpu abo BUKOPHCTAHHS CTOPOHHIX
nporpam st orpuManHs niepeBaru [3]. BattleEye Binpisusietses Bin Easy Anti-Cheat (EAC)
TUM, 110 MPALIOE HA JESKUX MIaTopmax OUTBII aKTUBHO y TIOPIBHIHHI 3 IHIIMMH, TOCTIHHO
NEPEeBIPSIIOYM CHCTEMY TPaBIl HAa HAasBHICTH YiTiB. 3a3HaYeHUN 1HCTPYMEHTApiii BUKOPHUCTO-
BYEThCS y Takux KibepcmoptuBHuX muctmioiiHax, sk PUBG (PlayerUnknown’s
Battlegrounds), Rainbow Six Siege, Arma 3, Fortnite, DayZ, Hunt: Showdown, Conan Exiles,
Escape from Tarkov.

Cepen 1HCTpYMEHTIB BipTyaibHOI Ta JOMOBHEHOI peanbHOCTI BuniieHo VirZOOM ta
incrpymenTu Oculus s VR-kibepcniopry. VirZOOM — 11e TEXHOJIOTIS BipTyalbHOT peab-
Hocti (VR), sika 3a0e3neuye iHTEpaKTUBHUI JOCBiA (QiTHECY Ta irop, BAKOPUCTOBYIOUH (i3u-
YHi pyXH KOPHUCTYBaua Jisl KepyBaHHs BipTyalbHUMM 00 €KTaMH Ta TIEPCOHAKAMH. 1i TOIOB-
HOIO OCOOJIMBICTIO € T€, IO BOHA IHTETPYETHCS 3 BEIOTPEHAXKEPAMH, JT03BOJISIIOYN KOPHCTY-
BayaM aKTUBYBATH ()i3WYHI BIPABH B MPOLECI TPH YU TPEHYBAHHS Y BipTyaJbHOMY CEpero-
BHIITI.

OxpiM TporpaMHOTO 3a0e3MeUeHHs, sIKe MPEICTaBlIeHe Ha PUCYHKY 1, icHye Oe3iid iH-
IIMX IHCTPYMEHTIB Ta Mporpam, 1110 aKTUBHO BUKOPUCTOBYIOThCS y Kibepcnopti. Hampukian,
nporpamue 3abe3nedeHdss LAN-1ieHTpy npusHaueHe /sl aBToMaTH3allii BCixX O13HeC-TPOIIeCiB
TakMX KiOepCIOPTUBHMX OJIMHUIIb, SIK KIOEpCHOPTHUBHOI apeHu, IrpoBOro JayHXky, Kibepka-
¢e, PC bang, xoBopkinry tomio [12]. V maHoMy BUMaaKy KepyBaTH KOMIT IOTEpaMH MOXKHA
yepe3 XMapHe nporpamHe 3a0e3nedyeHHs Uil kibep-kade, a 3 mporpaMHUM 3a0€3Me4YEeHHAM
i irpoBux 1eHTpiB SENET — otpumatu noBHuit noctyn a0 Beix 1K ta irpoBux KoHcoued,
00MEXKYIO0UH KJIIEHTIB JIMIIE HEOOX1JHUMHU IIPOTrPaMaMHu.

Bunineno n’4te 03HaK YCHIIIHOTO MOCTavyajibHUKA MPOTPAMHOIO 3a0€3MeUeHHs s Ki-
OepcropTy, a caMe: BEJIMKUN JOCB1J; BUJIJIEHA CIy:K0a MIATPUMKH; THYUKICTh KacToMi3allil
Ha BUMOTY; KJIIIEHTOOPIEHTOBAHUH M1/AX1]]; IEPEA0B1 TEXHOJIOTIYH1 PILICHHS.

Takox BU3HAYEHO psJT KOMITaHIH, K1 BIIMOBIIAIOTh 3a3HAYCHUM XapaKTEPUCTUKAM, 30-
kpema, Betfoc, INORU, Betinvest, BR Softech, Vinfotech (ta6:. 2).

AHaii3 KOMIaHii y raiy3i po3poOKu MporpaMHOro 3adesnedeHHs aias iGaming Ta Ki-
OepCopTUBHOI 1HAYCTPIl AEMOHCTPYE, 10 s chepa PO3BUBAETHCS YKE LMIBUIKO, OXOIJIIIO-
FOYM HOBITHI TEXHOJIOT11, 30KpeMa, IHTETPaIlif0 KpUITOBATIOT, MYJIbTUILIAT(HOPMHY PO3POOKY
Irop Ta BUKOPHUCTaHHS BIPTYaJIbHOI PEaIbHOCTI.
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Tabnuus 2

Kommasnii-nocrauaabHUKH MPOrpaMHOTo 3a0e3nedeHHs 111 KiOepCIOPTUBHOI 1HyCTPii

Kommnanis

Hamnpsim nismmeHOCTI

Betfoc

KOMITaHIsI-CBITOBUH JIIZIEP Y Traimy3i mporpamMHoro 3abde3nedeHss 1 iGaming 31
mTab-kBapTUporo B Jlyoai.

VY 2013 pomui cTaiy MepumMy y Tairy3i, XTO IHTETPYBaB KPUNTOBAIIOTY y MPO-
rpamMHe 3a0e3IeueHHs I OHJIaH-CTaBOK, PEBOJIIOIOHI3YBABIIN CIIOCIO 3/T1i-
CHEHHS TPaH3aKIIii rpaBIsIMH HA IFPOBUX MJIaTPopMax.

INORU

MIPOBiHA KOMIIaHIs 3 pO3pOOKH OHJIAWH-Irop Ta MOOUIBHHX JJOJATKIB HA PUHKY.

Betinvest

MDKHapOJAHHUN MOCTaYalbHUK TEXHOJIOTIH JJIsl CIIOPTUBHHUX PO3Bar 3 IMOBHUM
IIUKJIOM, 3apeecTpoBaHuii y BennkoOpuraHii.

MoskauBoCTI 715t KIOepCHOPTUBHOI 1HAYCTPIi: 117101000B1 3MaraHHs y CriopTH-
BHUX CUMYJISITOPAX, CTBOPEHHS PI3HUX BHIIB KiOEPCIIOPTHBHOTO KOHTEHTY, 30-
Kpema mryTepiB BiJ nepioi ta Tpetboi ocoou, MOBA Ta VR-mryrepis.

BR Softech

1HJiicbKa KOMIIaHisl, fKa HaJa€ TOCIYrd 3 pPO3pPOOKHM MOOUIBHHX irop Ha
HTMLS, Hyper Casual, Web3, Blockchain, Poker Ta Fantasy Sports.

Vinfotech

1H7iichKa KOMIaHis, fKa CIeliani3yeTbes Ha po3po0Ili mporpaMHoro 3adesre-
yeHHs [uia (enTesi-cnopty, iGaming, miatdopm uist TOPriBiIil JyMKamu Ta pi-
[IeHb [Tl 3aJIy4eHHs BOOJIBaJIbHUKIB.

Horcepeno: asmopcoka pospobka na ocrnosi [1, 8,14]

VY Tabauui 3 npecTaBieHi cydyacHi MIaTGOPMH Ta IHCTPYMEHTH, 11I0 BUKOPUCTOBYIOTh-

csl y KibepcropTUBHIHN 1HIyCTPii.

Tab6mums 3

[Tnardopmu s 3a6e3neueHHs pO3BUTKY KiIOEpCIOPTUBHOI IHIYCTPIl

[Tnatdopmu

XapakTepucTuKa

Battlefy

JI03BOJIsIE KOPHCTYBayaM CTBOPIOBATH TYpPHIPHU 3 PI3HUX irop 1 KepyBaTH HUMH,
HPOMNOHYIOUYM Taki QyHKIIT, sIK mi0ip MaTyiB, YIpPaBIiHHS TYpHIPHOIO TabJIH-
IIEI0 Ta PeeCTpallisi rPaBLiB.

Toornament

iatdopMa, sika HaJlae IHCTPYMEHTH Ul OpraHi3alii, ypaBIiHHA 1 TpaHCIALIT
TYpHIpiB, HIATPUMYE MHUPOKHUMA cHeKTp irop Ta npomnonye API mis po3poOHukiB
JUIS 1HTerpaLii IXHiX cepBiCiB.

Challonge

OHJaMH-TUIaTdopMa Ui CTBOPEHHS, OpraHi3alii Ta yNpaBlliHHS TYpHIpamH.
Bona no3Bossie kopucTyBayaM IMIBUJKO 1 €(EKTUBHO CTBOPIOBATH TYPHIpHU 3
PI3HUX BHJIIB CIIOPTY Ta irop, B TOMYy YHCII KiOEpCIOPTUBHUX 3MaraHb, 3a0e3-
NEeYyIOUM aBTOMATUYHE YIPABIIHHS PO3KIAJAaMHU, TYPHIPHUMH TaOIULISAMH 1
MiJCYMKaMH.

ESL Play

wiatdopma A oprasizaiii Ki0epcrnopTUBHUX TYPHIpPIB, SIKa BKJIIOYA€E YIpPaB-
JIHHSA TypHIpamMu, KOMYHIKaIlli MK YJaCHUKaMH, a TaKOX JIJIsl 3a0e3MeueHHs

MIPO30POCTI Pe3ybTATIB.

Mobalytics

iatopma, sika HaJla€ aHATITHKY Ta THCTPYMEHTH IS IIOKPAIICHHS TPH B TI0-
MYJISAPHUX KIOEPCITOPTUBHUX TUCIUTIIIHAX.

Jlxepeno: aBTOpCchKa po3poOKa Ha OCHOBI [2, 6, 9, 14]
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3a3Haueni y tabmumi 3 miaardopMu 3aJ0BONBHSAIOTH Pi3HI acleKkTu KibepcrnopTy — BifJ
opranizaiii TYpHIpiB 10 3aJly4eHHs CHUIBHOTH, a iXHA €(EeKTUBHICTh MOXKE BapiloBaTHCA 3a-
JISKHO BiJI KOHKPETHHUX MOTpeO Ta >kaHpiB irop [14]. ¥V 3B’sa3Ky 3 mocTiitHOIO TpaHchopmairi-
€10 TEXHOJIOTIM Ta MOMYJISIPU3AI€0 IHCTPYMEHTIB BIPTYaJbHOI 1 JOMOBHEHOI peasIbHOCTI, a
TaKOXX IITYYHOTO 1HTENEKTY, pallioHAIbHUI BUOIp MPOrpaMHOTo 3a0e3MeueHHs Ta KOMITaHii-
MOCTaYaIbHUKIB CTaHE KAaTali3aTOpPOM PO3BUTKY KiOEpCIOPTUBHOI 1HIYCTPIi.

BucnoBku. IIporpamue 3a0esnedeHHs y KiOepCHOPTHBHIM IHAYCTpii ABIsE COOOIO
KOMILIEKC PI3HOMAaHITHHX MPOTPAMHHX IHCTPYMEHTIB Ta miatgopmM, mo 3a0e3neqyroTs opra-
Hi3alli0, TPOBEACHHS Ta MIATPUMKY IrPOBOTO MPOLECY, & TAKOXK Pi3HI aCMEKTH KibepcrnopTu-
BHOT JISUTBHOCTI, TaKi SIK TPEHYBaHHS, TPAHCIAIIT, aHAIITUKA, Oe3MeKa Ta B3aEMOJIISI MK y4a-
caukamu. [1ix yac mpoBeneHHs TOCIiKEHHS, METOIO SIKOTO OYyJI0 BU3SHAYECHHS POJIi POrpam-
HOTO 3a0€3MEeUYeHHS SIK KaTalli3aTopy pO3BUTKY KiOEpCIOPTUBHOI iHAYCTpii, BU3BHAYEHO 0CO0-
muBocti rpadivaux npouecopiB (GPU) y pospisi apxitektypu (kinbkicte CUDA/Shader-
saep, TUNW IHCTPYKINH, MiATPUMKAa HOBUX TEXHOJIOTiH), MPOMYCKHOI 3MaTHOCTI mMam’ATi
(Memory Bandwidth) ta texnonorii TpacyBanus npomeniB (Ray Tracing). Takox npezncras-
JIeHa MOPIBHSUIPHA XapaKTEPUCTHKA BHIIB MPOTPaMHOTro 3a0e3redeHHs KiOepcrnopTUBHOI ra-
Ty3i, 10 BUKOHYIOTH pi3Hi QYHKIIT Ta 00 €AHaHI y CUCTEMY B3a€MO3B’sI3KiB, 30KpeMa, IuIaT-
dopm st ynpasiiaasa TypHipamu (Toornament, Battlefy, Challonge, FACEIT), nporpamsaoro
3abe3neueHHs s cTpimiary ta Tpancisanid (OBS Studio, Streamlabs, XSplit, Restream),
mporpam Juist ynpasiiHHsS koManaamu Ta rpasisiMu (Discord, GameCoach), incTpymeHTapito
i 60poTeOM 3 maxpaiictBoM (Easy Anti-Cheat, BattleEye), mporpamui 3aco0u BipTyasibHOT
Ta gonoBHeHoi peanbHOCT (VirZOOM, inctpymentu Oculus mist VR-kibepcnopty), a Takox
cy4acHi TexHosorii 0mokueiiH 1 NFT, sfiki BUKOpPUCTOBYIOTbCA JUIsl IU(PPOBUX aKTHUBIB, 1FPO-
BHX MpeAMETIB 1 Haropo. KoxkeH BUJ 3a3HAYEHOr0 MPOrpaMHOro 3a0e3eueHHs Halae Kibep-
CHOPTHUBHIN 1HAYCTPIi HEOOXIAHY IHPPACTPYKTYPY AJIs AIKICHOTO 1 €PEKTUBHOTO PO3BUTKY.

Texnomnorti, sik DLSS 1 TpacyBanHsI npoMeHiB, BIAKPUBAIOTh HOBI TOPU30HTH Bizyaui3a-
1li, MABUILYIOUM peanicTU4HIcTh irop. KpiMm Toro, 3abe3neueHHsi Oe3meku Ta 3arnoOiraHHs
1axpaicTBy uepe3 aHTHUIT-cUcTeMH, Takl ik Easy Anti-Cheat 1 BattleEye, mae Bupimansue
3HAYeHHS JJIs MIATPUMKHU 4ecHOCT1 y 3MaranHsx. [lnargpopmu Battlefy, Toornament Ta ESL
Play ontumi3yroTh nporec oprasizanii TypHIpiB 1 HiIBUILYIOTh SIKICTh 3MaraHb 3aBJsSKH IPO-
JyMaHOMY YIPaBJIIHHIO Ta MIATPUMII 3pydHUX QYHKIIN I KOpHcTyBadiB. BusHaueHo npo-
B1JIHI KOMITaHIi-MOCTaYaIbHUKHA TIPOTPAMHOTO 3a0e3nedeHHs Il KIOEpCIOPTUBHOI 1HAYCTPII,
taki sk Betfoc, INORU, Betinvest, BR Softech, Vinfotech, a Takox matdopmu ans 3adesre-
YeHHs PO3BUTKY KibepcropTuBHOi iHAycTpii — Battlefy, Toornament, Challonge, ESL Play Ta
Mobalytics.

Taxum ynHOM, IporpaMHe 3a0e3edeH sl y Ki0epcrnopTi Mae BUpIlIalbHE 3HAUEHHS IS
e(eKTHBHOI opraHi3allii Ta MPOBEACHHS TYPHIpIB, TPEHYBaHb, TPAHCIIALIHN 1 60POTHOM 3 mMIaX-
paiictBoM. [IporpamHi pilieHHs He JHILIE MiITPUMYIOTh OpraHi3alliifHi Ta onepariiHi npoie-
CH, ajie ¥ CIPHUSAIOTh PO3BUTKY 1 BIOCKOHAJICHHIO TPaBIIiB, KOMaH/I, a TAKOXX TPAHCIAIINA Ta
TypHipiB. CTpaTeridyie BIpPOBaXKEHHS Ta BAOCKOHAJIECHHS MMPOTPAMHUX 1HCTPYMEHTIB Y PO3-
BHUTOK KiOEPCIIOPTUBHOI 1HIYCTPIi € KIIOUOBUM (PAKTOPOM TSl 11 IEPCIIEKTUBHOTO PO3BUTKY.
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Software as a catalyst for the esports industry development

Problem statemen. In the context of globalization and the digitalization of society,
esports competitions have evolved into not only platforms for players and teams but also
powerful economic drivers encompassing streaming, sponsorship, and game development.
Software plays a pivotal role in shaping the esports industry by serving as the technical
foundation for its functioning. The aim of the work is to determine the role of software as a
catalyst for the esports industry development. Methodology. A comprehensive approach was
used to assess the role of software in the establishment and growth of esports, including a
classification method for identifying functional types of software, a systematic approach to
viewing them as an interconnected system, a comparative analysis of software tool providers
and popular esports platforms, and content analysis of modern technologies in the context of
their functional purposes. The results and discussion. The technological features of modern
graphics processing units (GPUSs) used in the esports industry are highlighted, namely: the
number of CUDA/Shader cores, instruction types, support for new technologies, memory
bandwidth and ray tracing technologies, which together guarantee the processing and output
of high-quality graphics. The article offers a classification of functional types of software that
constitute a single system of interconnections. Among the specialised software, the research
allocates platforms for tournament management (Toornament, Battlefy, Challonge, FACEIT),
software for streaming and broadcasting (OBS Studio, Streamlabs, XSplit, Restream),
software for managing teams and players (Discord, GameCoach), anti-fraud tools (Easy
Anti-Cheat, BattleEye), virtual and augmented reality software (VirZOOM, Oculus tools for
VR esports), as well as modern blockchain and NFT technologies. Conclusions. The study
identifies the main differences in the software used in the esports industry. Prospects for
implementing advanced developments are analyzed based on the activities of software
providers (Betfoc, INORU, Betinvest, BR Softech, Vinfotech) and esports platforms (Battlefy,
Toornament, Challonge, ESL Play, and Mobalytics). Accordingly, esports software continues
to evolve alongside technological advancements and growing demands for game quality and
interactivity, creating new opportunities for participants and viewers. Modern tools and
programs must adapt to technological innovations and be integrated into the esports industry
to meet these challenges.

Key words: eSports, gaming, industry, software, tournament, GPU, virtual reality.

€dimenxo Aaina IOpiiBHa — nokropka ¢inocodii, acucTeHTKa Kadeapu EeKOHOMIYHOI
ki0epHeTukH CyMCBKOTO JE€P>KaBHOTO YHIBEPCUTETY.

Koiidiuyk Birauia BacuiiBHa — k.e.H., JOLEHTKa, 3aBiayBauka kadeapu eKOHOMIYHOI Ki-
6epHeTuky CyMCBHKOTO JIEpKaBHOT'O YHIBEPCUTETY.

Mmunenko Cepriii BorogumupoBu4 — 10ktop ¢inocodii, cTapuinii BUkiagad kapeapu eko-
HOMI4YHO1 Ki0epHEeTHKH CyMCBKOTO JIEP’KaBHOTO YHIBEPCUTETY.

I'punenxo KocrssuTtun I'puropoBuy — K.T.H., IOIIEHT, AOLECHT Kadeapu eKOHOMIYHOI Kibep-
HeTHKU CyMCBHKOTO JI€p>KaBHOTO YHIBEPCHUTETY.

SAuenko Banepiit BanepiiioBuu — x.T.H., 1011eHT, Kadeapa eKOHOMIUHOT KioepHeTHKH CyM-
CBKOT'O JIEPKABHOTO YHIBEPCUTETY.
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