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AKTYAJIBHI TPOBJEMM IIIAI'OTOBKHU ®AXIBIIB 3 KIBEPCIIOPTY

Anomauin: Y cmammi pozenaHymi 3acaou cy4acHoz2o Kibepcnopmy 3
no3uYill CNOPMUBHOI NCUXOJI02IT, PO32NIL0AIOMbCA AKMYANbHI NPoOeMU, NO8 A3aHi
3 NI020MOBKOI0 2PABYi8 ma ixX pe3yibmamueHiCmIo.
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Abstract. Aleksieieva I., Aleksenko Y. Actual problems of preparation of
professionals from cybersport. The article considers the principles of modern
cyber sport from the point of view of sports psychology, considers the actual
problems connected with the preparation of players and their effectiveness.
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IloctanoBka mnpodaemu. Ha maHuii  MOMEHT 3’SBIAIOTBCS  HOBI
KOMIT FOTEPH1 irpH, IyKe€ BHUMOTJIMBI 0 KOTHITMBHUX 1 COIlaIbHUX 3H1I0HOCTEH
reiimepiB. [lomyapHICT ITPOBOTO MPOIIECY JI03BOJISIE TOBOPUTHU MPO KiOEpCHopT,
AK CYKYIHICTh TPUHIMIIOBO HOBUX BHJIB CIOPTUBHOI, TpPEHYBaJIbHOI Ta
3MarayibHOi AisIbHOCTI. [IpoGiemMu MBUAKOCTI 1 TOYHOCTI YHPaBIIHHS PYXOM,
BUTPUBAJIOCTI, OOCITY Ta PO3MOAUIY YBaru, €MOIIHHOIO CaMOKOHTPOJIO Ta
caMoperyisiii B LUIOMY y BHIIIH Mipi akKTyaldbHI JUIS  IIATOTOBKHU
KiOepCIIOpTCMEHIB.

AHaJii3 ocTaHHIX J0c/ilkeHb Ta nyoaikanii. Kibepcropt «eSports» — 11e
dopma cmopty, B SKIH OCHOBHI acCHEKTH 3a0e3NeUyIOThCA EICKTPOHHUMH
cucremamu [3]. Kibepcropt 3a3Budail BiTHOCHUTHCS JI0 3MaraiabHUX (IpodeciiiHnx
1 aMaTopChbKHUX) BiJCOIrOp, SIKI YacTO KOOPAWUHYIOTHCA PI3HUMHU JIiraMH Ta
TypHIpamu, /1€ TPaBIli 3a3BHYall HaJeXaTh KOMaHAaM a0 IHIIUM CIOPTHBHHUM
oprasizailisim, siki CIIOHCOPYIOThCSI PI3HUMU TIpeACTaBHUKaMu Oi3Hecy. B octanHi
POKH KIOEpCTIOPT CTaB OJHICI0 3 HAWOUIBII MIBHIKO3POCTAIOUUX (POPM «HOBUX
Mefia», 3aBASIKA 3POCTAHHIO TMOMYJSIPHOCTI OHJIAWH-ITOP 1 OHJIAWH-TEXHOJOTIN
MOBJICHHSI.

IcaHye nymka ocoOnHMBO (paHATIB «TPAMUIIHHUX» BUIIB CIIOPTY, IO €Sports
HE MO’KHA Ha3BaTH CIIOPTOM, TOMY IO KOMIIETEHIIiS TPABISl HE BUMIPIOETHCS 1X
Gi3uuHIMHE MOXIHMBOCTAMH. He3Bakaroum Ha Te, MO MOAIl, IO BU3HAYAIOTH
pe3yabTaT B CHOPTI, BIAOYBAIOTHCS B YMOBaX €JIEKTPOHHOI, OMOCEPEIKOBAHOMY
KOMIT FOTEPOM CEPEJIOBUIIII, i€ *KOJHUM YMHOM HE O3Hayae, o KidOepcrmopT He
MoOxe (hI3UYHO BUCHAKYBATH IpaBiiB [4, 5, 6].
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B nanwnii yac HaykoB1 myOJiKailii, NPUCBSYE€H] ICUXOJIOTTYHIN MIATOTOBLI B
kibepcnopTi, MOKHa Ha3BaTH aedimiTapHuMu. HanpsMok mpakTUYHOI MCHXONOT1i
B eSports MOKH 3HAaXOIUThCS Ha CTajli MEepBUHHOTO 300py iHopmarlii, 1 3apa3
MOCTYIIOBO MEPEXOJIUTH 10 T0KA30BOCTI.

KiGepcnopt — 11e He TUIbKM 0araTorogMHHUN redMiHr. Sk 1 B OyIb-siIKOMY
CHOpPTI Y KOMAaHJ € TpEHep: BIH CKIaJa€e po3KIajJ TPEHYBaHb 1 PO3MOALUIAE
HAaBaHTAXXEHHS Ha IPaBI[IB, pO30Mpae 3 HUMU CTpATErii 1 TAKTUKHU — 1HIUBITYyalbHI
Ta KOMaHJHI. 3 KiOepCIMOPTUBHUMHU KOMAaHAAMH HpPALIOIOTh 1 1HIIN (axiBul, sKi
BU3HAUYAIOTh 00CAT (PI3MYHOTO HABAHTAXKEHHSI, PO3BUBAIOTH X KOMYHIKAaTHBHI Ta
1HIII1 HABUYKH, SIK1 HEOOXI1/IH1 JIJISl YCIIIIHOI y4acTi B 3Maranusx [1].

Oco0nuBY yBary HaykoBIli [2] npuaLISIOTE OCOOJHMBOCTSAM KOTHITHBHOI Ta
IHTEJNIEKTYyaJIbHOI MIATOTOBKM (axiBuiB 3 (I3UYHOI KYyJIbTYypH Ta CIOpPTY,
Ki0epconpTCMEHIB.

Y 2018 poui ob6car rinobanbHOI 1HAYCTpIi KidepcmopTy, 3a OLIHKaMu
Newzoo, gocsar 905 minbsitoHiB nonapis. [Ipu nbomy Bxke 10 2020 o6csT pUHKY, Ha
IYMKY €KCHEpPTIB, MEPEeBUILUTD 1,4 MUTbAp/A.

MeTta pociimkennsi. [IpoaHanizyBaTu CydacHHI CTaH PO3BHUTKY MPOOJIEeMHU
IPH TIATOTOBII (axiBIiB 3 KIOEPCIIOPTY.
Pe3yabTaTu A0CHiIKeHHs1 Ta iX odroBopeHHsi. Ha cranii miaroToBku 1o
3marassb (puc. 1) B naHiii 061acTi IPiOPUTETHUMHU MOXKHA HAa3BaTH HAIPSIMKH:
a) YIpaBIJIiHHS EMOIIMHUM CTaHOM;
0) dbopMyBaHHS 3arajJbHOTO CEMAHTUYHOTO MOJs (BUPaXKEHHS 1 CIOBHUKOBHIM
3arac TpaBIliB HEPIJIKO YCKIIAIHIOIOTh KOMYHIKAIIII);
B) TPEHYBAaHHS HABUYOK KOHCTPYKTUBHOTO JiaNOry (B TOMY YHCIIi, 32CBOEHHS
NPUHIMITB 3BOPOTHOTO 3B’S3KY, MIAKPIMUICHHS, aJTOPUTMIB TPUUHATTS
I'PYIIOBUX PIIIEHB).

Puc. 1. KibepcnopT B Ykpaini
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BiaminHoIO pucoro KibepcrnopTy € BIIHOCHO clla0Ka JAMCIUILIIHA TPaBIliB,
OB’ s13aHA 3 MOJIOJIICTIO SIK CaMHUX K10€pCIOPTCMEHIB, TaK 1 rainysi B 1uioMy. [loku
[0 BIACYTHI Oyab-gKi crpoOM cucTeMaTHh3alli irpoBOi IISJIBHOCTI K OKPEMOTo
BUJIY CIIOPTY 31 CBOEIK CYBOPOKO TMEpIOJU3AIlEl0 HAaBaHTaXXKEHb, CHOPMOBAHOI
JIIE€TOI0, 0a30BUMHU BUMOTAMHU.

BucHoBkHM. VY3aranpHIOIOYM OTpPUMaHI JIHI  CIIOCTEPEKEHHS MOXKHA
CTBEPXKYBAaTH, 1110 HE3BAXKAIOUM HA Take OypXJMBE 3pOCTaHHS KiOepCIOPTUBHOIO
HANpsSIMKY 1 HOTO ayAUTOPIi, 3aJUIIAETHCS JOCUTh 0araTo MUTaHb, SKi MOTPEOYIOTh
CBOro BHpilIeHHA. J[0 HUX BIJHOCATHCS MPOOJIEMH CHCTEMAaTu3allli CIOPTHUBHOT
JISUTBHOCT1, MUTAHHSA CHEHM(IKU MCUXOJOTTYHOT MIATOTOBKU ISl KiIOEpCHopTy B
IIJIOMY 1 KOXHOT 3 TUCIUIUIIH OKPEMO, BUAUICHHS OCHOBHUX SIKOCTEH, HEOOXITHUX
JUIsL yCHIIIHOT KiO€pCHOPTHUBHOI MISNIBHOCTI B KOXKHIM 3 JUCHUUIUIIH Ta Oarato
HILIOTO.

IlepcnekTBH NMOAAJBIIMX AOCTiAXKeHb. B momanpmioMy MiaaHyeTbes y
CUTyallil, 10 cKjajacs Juisi 0araTb0X TpPEHEpIiB 1 CHOPTCMEHIB HEOOXIAHICTh
dopMyBaHHS e(hEKTUBHUX HABUYOK CAaMOPETYJIALIi @ TaKOK MOBHOLIHHOI CUCTEMHU
MICUXOJIOTTYHOT Ta (h13UYHOT MIATOTOBKH.
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