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Abstract

Purpose: based on the study of scientific literature on Internet sources, to
analyze the current state of cybersports education in Ukraine and determine the
prospects for its development.

Material & Methods: the material of the study is the scientific literature and
Internet sources, which highlight the current state of cybersport and cybersport
education in Ukraine. Research methods: analysis, generalization and systemati-
zation of data; historical, logical, problem-search, prognostic.

Results: cybersport is a promising sports and economic area, which is
based on the use of computer games. At the same time, cybersport is a new
socio-cultural phenomenon that requires reflection by philosophers, culturolo-
gists, psychologists and art historians. The advantage of cybersport is the pos-
sibility of organizing competitions remotely, which allows you to involve a larger
number of spectators. The latter fact makes cybersport attractive enough for
potential sponsors and advertisers. The development of cybersports requires
the involvement of professional cybersports players with appropriately devel-
oped cognitive abilities and psychological qualities, as well as other specialists
who ensure the constant and uninterrupted organization, holding and coverage
of sports competitions at the proper level (coaches, psychologists, managers,
public relations specialists, commentators, analysts, marketers, directors, etc.).
In the universities of Europe, America, Asia, educational programs aimed at ob-
taining education in the field of cybersports are quite diverse and presented in
sufficient quantity. Unlike foreign institutions of higher education, domestic uni-
versities practically do not offer educational programs that meet the needs of the
cybersports market. Therefore, cybersports education in Ukraine is a promising
educational area that meets the modern needs of the labor market and the needs
of potential employers.

Conclusions: cybersports education in Ukraine is a promising educational
area that meets the modern needs of the labor market and the needs of poten-
tial employers. At the same time, it requires determining the real needs of the
domestic cybersports market in order to develop and implement relevant edu-
cational programs aimed at training specialists in this industry. The information
obtained will allow developing and offering new educational programs that will
allow Ukrainian cybersports to take its rightful place on the world stage.

AHoTauiqa

Hatania LluraHoBecbka, B’a4ecnae NloHuyap, Bagum OaHungH, CeitnaHa
M’atucoubka. KibepcnopTueBHa oceiTa B YKpaiHi: Cy4acHuMii cTaH Ta
nepcnekTuem po3BuTKy. MeTa: Ha nigcTasi BUBYEHHSA HAyKOBOI niTepaTtypu
Ha iIHTepHeT-mXepen npoaHanisyBaTi Cy4acHUn CTaH KibepcnopTUBHOI OCBITU B
YkpaiHiTaBndHauntTunepcnekTneniipo3sntky. Marepianimetogu: matepianom
LOCHNILKEeHHS € HayKOBa NniTepaTypa Ta iHTEPHET-AXepena, B AKUX BUCBIT/IIOETLCSA
aKTyanbHUI CTaH KibepcrnopTy Ta KibepcnopTMBHOI OCBITM B YKpaiHi. MeTtoam
LOCNIOKEHHA: aHani3, y3arajibHEHHA Ta CucTemMatusauis OaHux; iICTOPUYHURA,
NOrivyHniA, NPo6NEMHO-MNOLLYKOBWUIA, NPOrHoCcTUYHWIA. Pe3ynbTatu: Kibepcnopt
aBNsie CoOO0 NepcrnekTUBHY CMOPTUMBHY Ta €KOHOMIYHY rasly3b, B OCHOBI SIKOI
NEXMUTb BUKOPUCTaHHS KOMIM'IOTEPHUX irop. BogHovac kibepcnopT npeacTaBnse
co00I0 HOBUI  COLLIOKYNbTYPHUIA (pEHOMEH, WO noTpedye OCMUCIEHHS
¢inocodiB, KynbTypoOsoOrie, MCUXOMOrB Ta MUCTeLTBO3HaBLUiB. [lepeBaroto
KiBepcrnopTy € MOXJIMBICTb OpraHidauii 3mMaraHb y ANCTaHUINHOMY pPexXumi, Lo
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[03BONISIE 3a4i9TLM BinbLUy KinbkicTb rmagadis. OcTaHHIn dakT
pobuUTb KiGepcnopT AOCUTL NPUBAGAMBUM AN MNOTEHLiAHNX
CnoHcopiB Ta peknamopaBuiB. Po3BMTOK kibepcrnopTty
notpebye 3anyy4eHHs NpPodeciiHnX KiGepcrnopTCMEHIB i3
BiINOBIAHO PO3BUHEHUMWU KOTHITUBHMMMK 3AiOBHOCTAMK Ta
MCUXOJSIOMYHUMUN FKOCTAMKW, a TakoX iHWKMX daxisuis, WO
3abeaneyyloTb MOCTiMHY Ta 6e3nepebiiHy opraHisaLdiio,
NPOBEAEHHS Ta BWUCBITNEHHA CMOPTMBHUX €-3MaraHb Ha
HaNexHoOMy piBHIi  (TpeHepiB, NCUXONOriB, MEHEOXEpIB,
daxiBLiB i3 KOYYMHrY, BpeHanHry, 3B’a3KiB i3 F[POMaACbKICTIO,
KOMEHTaTopiB, aHaniTuKiB, MapKeTOJIOoriB, pPeXucepis-
NOCTaHOBHMKIB TOLLO). B yHiBepcuTeTax €sponu, AMepuku,
A3ii OCBITHI nporpamu, CNpsAMOBaHi Ha OTPUMAaHHSA OCBITU B
ranysi kibepcnopTy OOCUTb PiI3HOMAaHITHI Ta NpeacTaBfeHi y
[OCTaTHINM KinbkoCTi. Ha BigMiHy Bif, 3aKOpAoHHMX 3aknanis
BULLOI OCBITK, BiT4M3HSAHI 3BO npakTW4yHO He MPOMOHYIOTb
OCBITHIX nporpam, €Ki BignoeigaioTb noTpedbam pPUHKY
kibepcnopty. Tomy kibepcrnopTMBHa oOcCBiTa B YKpaiHi €
MEepPCNeKTMBHMUM OCBITHIM HanpsiMOM, LO Bignosigatume
cy4yacHUM noTpebam puHKY npaui Ta 3anMtam NoTeHLiNHNX
poboTonasuis. BucHoBku: KibepcnopTtreHa ocBiTa B YKpaiHi
€ NepCneKTMBHUM OCBITHIM HanpsMoOM, LLO Bignosigatnume
cyyYacHUM notpebam puHKY npadi Ta 3anutam NOTeHLUIRHUX
poboTonaBuiB. BogHovyac BOHa nOTpebye BU3HAYEHHS
peanbHux NoTped pPUHKY BITYN3HAHOrO  KibBepcropTy
3ag1s po3pobKM Ta BMPOBAMXEHHS aKTyaslbHUX OCBITHIX
nporpam, cNpsiMOBaHUX Ha MNiAroToBKy daxiBujiB 3a3HAYEHOI
ranysi. OTpumaHa iHdopMauia [003BONUTL PO3PobUTK Ta
3anponoHyBaTM HOBIi OCBITHIi Nporpammu, gKi O03BONATb
YKpaiHCbKOMY KiOepCcrnopTy MOCICTM HanexHe Micue Ha
CBITOBI apeHi.

_Introduction

Global digitalization is significantly changing the world,
putting forward new requirements for many sectors of the
economy, production, culture and education, changing es-
tablished ideas even about traditional areas. E-commerce,
e-banking, administrative e-services have recently been
supplemented by various scientific, artistic, cultural, and en-
tertainment events in digital format (remote scientific confer-
ences and internships, industrial presentations in online for-
mat and virtual excursion tours, etc.).

At present, it is digitalization that is the main driver of
changes in society and, therefore, in sports, Riatti and Thiel
(2021) argue. The Ukrainian society is gradually joining the
global trend in the development of sports and cybersports,
which has already received global recognition in the world.
Objectively, the number of people professionally involved in
cybersport as athletes and/or organizers of cybersports com-
petitions and tournaments is growing (Briskin et al., 2015).

From 2018 to 2019, the total number of cybersports jobs
grew by 87%, from 5869 to 11027 jobs respectively. The to-
tal number of potential vacancies in cybersports in 2021 was
more than 12,000 (Jenny et al., 2021). As T. Savchuk (2022)
notes: “... cybersport is not just shooting games, but a funda-
mental element of modern digital culture. Today, cybersport
can even be studied at the university, and there are more and
more jobs in this area” (Lysenko & Morozova, 2020). Dynamic
development of the cybersport market in Ukraine (Horova et
al., 2016; Tsaranenko, 2018; Chaika, 2018; Lytvin & Vakulka,
2021)increasesthe demand for professional athletes/players,
administrators, managers and other professionals involved in
organizing cybersports competitions. A team of Ukrainian sci-

entists based on the results of their own exploratory research
(Shynkaruk et al., 2020, p. 115) also testifies not only to the
growing popularity of cybersports, its globalization as a sport,
but also to the trend towards increased demand from employ-
ers and the interest of higher education in training personnel
for the cybersports industry.

The professionalization of the industry is inextricably
linked with the possibility of obtaining professional education.
It should be noted that non-formal education in the field of e-
sports is actively developing today. Thus, cybersports organi-
zations and federations create private schools and academies
that allow them to develop their own gaming skills, as well as
learn how to create games and hold competitions.

Higher education institutions are just beginning to recog-
nize the potential value of cybersports education as the cy-
bersports industry continues to grow. There are full-fledged
educational programs in this area only in three domestic uni-
versities (Kharkiv State Academy of Physical Education, Petro
Mohyla Black Sea National University and the National Uni-
versity of Physical Education and Sports of Ukraine), which
is certainly not enough, and requires a detailed study of the
current state of the cybersports market, to analyze its needs,
existing educational programs and determine possible direc-
tions for the development of domestic cybersport education.

Purpose of the study: based on the study of scientific
literature on Internet sources, to analyze the current state of
development of cybersports education in Ukraine and deter-
mine the prospects for its development.

Material and Methods of the research

The research material is specialized scientific literature
and Internet sources, which highlight the current state of cy-
bersports and cybersports education in Ukraine. Research
methods: analysis, generalization and systematization of
data; historical, logical, problem-search, prognostic.

) Results of the research

Cybersports is “a kind of sport that is a training and com-
petitive activity in a virtual space based on computer and /
or video games, which is characterized by the constant rules
of sports competitions, interpersonal relationships between
players, where a player or team interacts with a competitive
environmentin real time, mediated sports equipment, ata cer-
tain distance and the impossibility of breaking away from the
competitive environment during the competition” (Shinkaruk
& Anokhin, 2021, p. 50).

A relatively small number of scientific works of domestic
and foreign experts are devoted to the study of the phenom-
enon of cybersports and especially cybersports education,
which is explained by the relative youth of cybersports, on
the one hand, and the ambiguous perception by a part of so-
ciety, on the other. An analysis of recent publications shows
that the features and possibilities of cybersports as a cultural,
economic, educational and sports phenomenon are of inter-
est to many modern domestic and foreign scientists. Thus,
cybersports as a modern cultural and social phenomenon is
described by Riatti and Thiel (2021), Ganaga et al. (2021),
Savchuk (2022), Shinkaruk et al. (2020); the essence and
features of the development of the cybersports industry in
the world are systematized by Reitman et al. (2019), Wagner
(2015), Tsaranenko (2018), Shinkaruk et al. (2019); in Ukraine
- by Lytvyn and Vakulka (2021); trends in the development of
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the cybersports market in Ukraine were determined by Goro-
voy, et al. (2016), Zozulev and Chaika (2019); the definition of
the concept of “cybersport” was provided by Shinkaruk and
Anokhin (2021); the history of the development of cybersport
and the prospects for its further development are considered
by Bulgakov (2019); periodization of cybersports develop-
ment was proposed by Briskin et al. (2021); the subjects of
the cybersports market and the relationship between them
are analyzed by Chaika and Zozulev (2019); signs of cyber-
sports as a sports discipline are systematized by Lysenko
and Morozova (2019); the problems of training cybersports
specialists are analyzed by Jenny et al. (2021), Alekseeva and
Alekseenko (2019).

According to the periodization proposed by Briskin et al.
(2021, p. 13), it is expedient to divide the process of cyber-
sports development into three stages: 1) 1972-1988 (1972
- the first mention in information sources of organized video
game competitions; competitions were organized exclusive-
ly by game developers with the aim of advertising their own
products, the sports result was determined by means of ob-
jective metric calculations; there was no mechanism for mak-
ing a profitin monetary terms); 2) 1988-2011 (the appearance
of games that support the Internet connection; organization
of competitions for sponsorship and with the help of distance
technologies; emergence of professional structures special-
izing in holding competitions; the latter acquire entertainment
and coverage through popular internet platforms); 3) from
2011 to the present (thanks to the appearance in 2011 of the
Twitch TV video streaming platform, a mechanism is being
created for the sale of online tickets and licensed products,
ad monetization processes are improving, which entails a
rapid increase in sponsorship funding, prize funds, and ath-
letes’ salaries professional players, active development and
improvement of cybersports education, development of spe-
cial software).

According to S. Hunter, at the present stage of devel-
opment of cybersports, its subjects are: cybersports play-
ers themselves, competition organizers, fans, game devel-
opers, bookmakers, sponsors, clubs/associations, media
and streaming platforms or TV channels (Chaika & Zozulov,
2019, p. 320). Together, they form an integral system, sub-
ject to market laws. Based on their interests, each of them
has its own role and responsibilities. The key players in the
cybersports market are the players (Chaika & Zozulov, 2019,
p. 322).

The ecosystem ofthe cyber industry, according to Russian
scientists Lytvyn and Vakulka (2021), consists of the following
structural elements: game developers - people who create a
product; video games - the actual product (for example, Dota
2, Overwatch, League of Legends, Counter-Strike, etc.) that
meets the criteria of an cybersports discipline; cybersports
organizations; direct participants in cybersports competitions
teams and/or individual players; tournament operators and
other intermediaries directly providing the holding of events,
their advertising and media coverage; broadcast streaming
platforms (Twitch, YouTube, etc.); National and international
federations and professional cybersports associations whose
activities are aimed at promoting cybersports, attracting in-
vestments, developing a professional cybersports infrastruc-
ture; fans (Lytvin & Vakulka, 2021, p. 169).

Professional cybersport athletes, according to Imas et al.
(2021), must be stress-resistant, creative, have well-devel-
oped reactions and motor skills, analytical thinking, the ability
to make quick decisions in non-standard situations, be able
to work in a team (in the case of team competitions) (Imas et

al., 2021, p. 77), also, “like any kind of sport, cybersport and
a cybersport athletes needs social, scientific and psychologi-
cal support and, obviously, the support of a cyberpsycholo-
gist” (Imas et al., 2021, p. 77). All this requires the creation
of full-fledged, systematized educational programs aimed at
the thorough training of various specialists for cybersports:
athletes, coaches, administrators / managers, psychologists,
streamers / hosts / commentators of cybersports competi-
tions, public relations specialists, etc. the latter, according to
E. Imas, today are very few in Ukraine (Imas et al., 2021, p.
77).

In Western countries, secondary or higher education in
the field of cybersports is already becoming commonplace.
In order to train specialists in the field of the cybersports in-
dustry, there are more than 50 educational institutions in the
United States alone where there is such a specialization. The
countries of Europe and Asia are not far behind. According
to Jenny et al. (2021) there are more than 80 bachelor’s and
master’s cybersports programs in the world in 2021, offered
by 62 different institutions of higher education around the
world, mainly located in North America and Europe. The vast
majority of these programs (77,5%) are focused on the cy-
bersports business (e.g., management, marketing). In addi-
tion to full-fledged educational programs in the field of cyber-
sports, there are many universities that offer separate courses
in cybersports, which also do not offer academic programs in
cybersports. Thus, cybersport disciplines were added to the
main school curriculum at The Games Vidaregaande Skule
(Norway) and Arlandagymnasiet (Sweden). You can enrollin a
one-year course in cybersports and game design (Informat-
ics Academy, Singapore) or study in a three-year game skills
development program (Lanxiang Vocational School, China).
In addition, there is an opportunity to get a bachelor’s degree
in cybersports (Staffordshire University, UK).

Academic programs in cybersports have the follow-
ing direction (according to Jenny et al. (2021): cybersports
business/management/administration (22%), theoretical as-
pects of the functioning of cybersports/history of cybersports
(13%), production of cybersports services/cybersports me-
dia communications/public relations (12%). Among others:
cybersports coaching, event management, cybersports mar-
keting, coaching, cybersports job management. The main
focus is on the gaming preparation of cybersport athletes/
players for their future careers. The cybersports training pro-
gram includes: development of cognitive skills and digital in-
telligence, teamwork, communication and adaptability.

In Ukraine, opportunities for education in the field of cy-
bersports are much less. In particular, since 2018, the special-
ization “Computer sports (cybersport)” has been launched at
the Kharkiv State Academy of Physical Culture as part of the
educational program “Coaching in the chosen sport” for the
first (bachelor’s) and second master’s levels of higher educa-
tion. Since 2019, you can get a master’s degree in the edu-
cational program “Cybersport” at the National University of
Physical Education and Sports of Ukraine (NUUPES).

Theoretical and practical training of future coaches in
the educational program “Computer Sports” at the | (bach-
elor’s) level of higher education at the Kharkiv State Academy
of Physical Culture includes: computer game theory, cyber-
sports ergonomics, management and marketing trends, mas-
tering basic gaming, information technology in sports, the
theory and methodology of sports training, as well as prac-
tical physical training, pedagogical skills, sports psychology,
scientific research methods, anatomy, physiology, statistical
research methods in sports, etc. Upon graduation, graduates
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receive the qualification “Cybersports (e-sports) coach”.

The Petr Mohyla Black Sea National University involved
experienced cybersport athletes in teaching under the new
educational program “Cybersports” at the first (bachelor’s)
level of higher education, and included the practice of playing
in a team in the practical training program from the second
year. The compulsory subjects included gaming theory, sports
law, biomechanics of body organization in cybersports.

You can get a master’s degree in the Cybersports educa-
tional program at the National University of Physical Education
and Sports of Ukraine (NUUPES). Future master’s study in-
novative technologies in cybersports, cybersports infrastruc-
ture, computer gaming theory, professional gaming, strategic
management, modern management and marketing trends in
the work of the cybersports club and cyber arena; psycholog-
ical support of sports activities, a system of training and com-
petition in cybersports, leadership and an education team in
cybersports, psychoregulation in sports activities of gamers,
event management in cybersports, etc. Not only theoretical
teachers are involved in the training, but also practitioners in
the field of cybersports. After graduating from the master’s
program, specialists will have the opportunity to work in vari-
ous qualifications - trainers, PR journalists, commentators,
psychologists, managers.

Promising areas of esports education in Ukraine, which
create prerequisites not only for the career of an cybersports
athlete/player, but also allow them to further realize them-
selves in many other areas, are: 1) management, administra-
tion, management of an cybersports team/club; 2) coaching
and mentoring; 3) PR and marketing of cybersports events;
4) organization of cybersport tournaments, championships,
competitions and other events; 5) commenting on cybersports
measures and their analytics; 6) development of games and
other products for the cybersports industry; 7) game design;
8) cybersports journalism; 9) branding.

The training program for specialists in the field of cyber-
sports must necessarily include disciplines, both general dis-
ciplines that allow to form a certain level of culture and gen-
eral awareness of a specialist, and professional educational
components designed to develop professional competencies
in the field of cybersports (in particular, games, gaming, in-
formation technology in sports, modern digital technologies,
theory and methodology of cyber training, etc.). Taking into
account the significant number of international tournaments
and competitions, the skills of free communication in English
will be useful for future cybersports specialists, which will be
a significant advantage for the graduate during employment.
An important competence is also the ability to maintain physi-
cal and mental health, which can be realized through system-
atic physical activity and the study of the theory and practice
of stress management (necessarily with elements of practi-
cal training to relieve and minimize stress through various
means). The qualification of a journalist or PR-specialist in
the field of cybersports, of course, requires perfect command
of the literary Ukrainian language, skills in working with text,
copywriting, promotion of sites/web pages in social networks,
communication and conflict management.

Author Contributions

Discussion

Thus, cybersports is one of the modern sports, which is a
form of competitive activity, which is based on the use of com-
puter games that require the development of specific cogni-
tive abilities and psychological qualities in cybersport athletes.
Cybersports is not just a sports competition, but a completely
new socio-cultural phenomenon that requires reflection from
specialists in various fields, primarily philosophers, culturolo-
gists, psychologists, and art historians.

The launch of the webcasting platform in 2011 allowed
for a rapid increase in viewership and, as a result, made cy-
bersports competitions commercially attractive. The latter
requires not only the proper professional level of cybersports
players, but also the appropriate level of organization, cover-
age and entertainment of the competition itself.

The professionalization of cybersports has led to the need
to train a number of specialists who can competently ensure
the planning, organization and conduct of cybersports at the
proper level (coaches, psychologists, managers, coach-
ing, branding, public relations specialists, commentators,
analysts, marketers, directors etc.). In the universities of Eu-
rope, America, Asia, educational programs aimed at obtain-
ing education in the field of cybersports are quite diverse and
presented in sufficient quantity. Unlike foreign institutions of
higher education, domestic universities practically do not offer
educational programs that meet the needs of the cybersports
s market. The exceptions are two programs on the bachelor’s
level of higher education (Kharkiv State Academy of Physical
Education, Petro Mohyla Black Sea National University) and a
master’s program (National University of Physical Education
and Sports of Ukraine), as they cannot fully meet the needs of
the Ukrainian cybersports market in professional personnel.

Conclusions

Cybersports education in Ukraine is a promising educa-
tional area that meets the modern needs of the labor market
and the needs of potential employers. At the same time, it re-
quires determining the real needs of the domestic cybersports
market in order to develop and implement relevant education-
al programs aimed at training specialists in this industry. The
information obtained will allow us to develop and offer new
educational programs that will allow Ukrainian cybersport to
take its rightful place on the world stage.

Prospects for further research in this area are related to
the need to carefully study the structure of the cybersports
market and the requests of employers in order to determine
specific qualifications and specializations that will be in de-
mand in the field of cybersports, as well as content com-
ponents for future educational programs. The information
obtained will allow us to develop and offer new educational
programs that will allow Ukrainian cybersport to take its right-
ful place on the world stage.
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