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JOINT DEVELOPMENT OF CYBERSPORT
CLUB SYSTEMS AND DIGITAL TOURISM:
PRACTICE OF ONLINE PROJECTS

AND EVENTS

B. @. ITpockypa,

A. e. H., mpodecop, npodecop KadbeApu MEHEAKMEHTY, YIpaBAIHHSA eKOHOMIYHMMMY IIPOIjeCcaMy Ta TYpU3MY,
MyxkauiBcbKUIT Aep>KaBHUI YHIBEpCUTET

A.II. I'pomux,

K. T. H., AOLIEHT, AOLIeHT KapeApy iHDopManiiHNX TEXHOAOTIH, Pi3nKO-MaTeMaTNIHNX Ta G€3MEKOBUX AMCIUIAIH,
3akaaa Bumoi ocBiti "Iloairbchkuit AepskaBHMIL YHIBepcuTeT"

0. O. Kopoaosuy,

K. €. H., AOLIeHT KadeApy 00AIKY | omoAaTKyBaHHS Ta MapKeTHHTY, MyKadiBchbRuit Aep>RaBHUI YHIBEpCUTET

CHIABHUN PO3BUTOK KAYBHUX CUCTEM KIBEPCIIOPTY TA IUO®POBOTO TYPU3MY:
ITPAKTUKA OHAAVH ITPOEKTIB, IBEHTIB

Esportsis rapidly evolving, and alongside this, local esports club systems are also developing. They
are expanding the scope of their activities and actively collaborating with digital tourism systems,
strengthening their role in the industry through joint projects and events. Therefore, the research is
aimed at studying the features of the joint development of esports and digital tourism systems, which
manifestthemselves through the implementation of projects and events. The research findings indicate
that the functional and typical classification of online projects and events that support the joint
development of esports club systems and digital tourism (including virtual tours of esports locations,
online tournaments with a tourism component, joint content, and educational platforms) demonstrates
a variety and wide range of opportunities for integrating the virtual world of esports with real tourism
experiences. It has been proven thatvirtual tours of esports arenas and cities expand the accessibility
of esports locations to a wide audience, including those who are not active players but are interested
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in esports or travel, thereby promoting the popularization of esports and the development of esports
tourism. It has been proven that online tournaments with a tourism component are an effective tool for
promoting esports and tourism, attracting a new audience, increasing interestin travel, and creating
new business opportunities by combining competitive gaming with virtual tourism. It has been proven
thatcreating joint sports and tourism content provides users with information about esports and tourism,
including data on the best places to visit, tips on trip planning, and reviews. It has been proven that the
creation of specialized educational platforms ensures the accessibility of learning and skill development
in the fields of esports and tourism, offering online courses and programs in esports management,
coaching, digital tourism, marketing, game development, and event organization. Further research
and practical implementation of joint projects between esports club systems and digital tourism is a
promising direction that will contribute to the development of both industries and the formation of new
trendsin the entertainment and tourism sectors.

KiéepcnopT cTpiMko po3BUBa€TbCA, pa30M 3 LM €BOJIIOLLIOHYIOTb JIOKaJIbHI KJ1lyOHi cuctemu kibep-
crnopty. BoHU po3LwmnMpiooTb MacLUTaby CBOET Aisi/IbHOCTi Ta aKTUBHO CIiBNPaLioloTh 3 cucTeMamm ung-
POBOIro Typu3amy, L0 3MIiLHIOE iXHIO POJIb B IHAYCTPIi BHaCNigOK CNiJIbHUX NMPOEKTIB Ta iBeHTIB. BigTak,
AOCNigKeHHs CripIMOBaHe Ha BUBYEHHSI 0COBJINBOCTEV CriJIbHOro pO3BUTKY CUCTEM KibepcrnopTty T1a
ungpoBoro Typmuamy, L0 NPOSBASIOTb cebe Yepe3 peani3alito NPoeKTiB Ta iBeHTIB. 3a pe3ynbratamu
AOCNigKeHHSI KOHCTaToOBaHoO, WO PpYHKLiOHanbHa Ta TUrnoBa knacudikalii OHnanH-rNPoEKTIB Ta iBEHTIB,
ujo 3a6e3neyyroTb CrifIbHWI PO3BUTOK KJTYOHUX cCUCTEeM KibepcrnopTy Ta ungpoBoro Typuamy (3okpe-
Ma, BipTyasnbHi Typy KibepcrnopTUBHUMU JIOKaLisMN, OHJIalH-TYPHIPY 3 TYPUCTUYHUM KOMITOHEHTOM,
CrisIbHNU KOHTEHT Ta OCBITHi Nnargopmu), AEMOHCTPYIOTb PiSBHOMAHITTS Ta LUNPOKI MOXJINBOCTI ANsi
iHTerpauii BipTyanbHOro cBiTy kibepcrnopTy 3 peasbHUMN TYPUCTUYHUMU BpaXKeHHIMu. [JoseneHo, Lo
BipTYyanbHi Typu Ki6bepcrnopTUBHUMN apeHaMu Ta MiCTaMu PO3LUNPIOIOTb AOCTYIHICTb KibepcrnopTus-
HUX JIOKaLiv AJ1s1 LUWPOKOI ayANTOPIi, BKJITIOYAIOYN TUX, XTO HE € aKTUBHUMMU rpaBLsiMU, aJie LiikaBUTbCS
Ki6epcrnopTom abo nogopoXxxamu, Ccripusiroym nNonyaspun3adii kibepcnopTy Ta po3BUTKY KibepcrnopTnse-
Horo Typu3amy. JoBeeHOo, L0 OHJIaH-TYPHIPN 3 TYPUCTUYHUM KOMIMOHEHTOM € e(PeKTUBHUM iIHCTPY-
MEeHTOM 4151 NPOCYBaHHSA KibepcrnopTy Ta Typu3my, 3asy4aroym HOBY ayanuTopito, NigBuLLLYIOYU iHTepec
A0 1nogopoxkeN Ta CTBOPIOYYN HOBi MOXX/INBOCTI Ans Gi3Hecy 3aBASKN NOEQHAHHIO 3MarasibHoi rpura
BipTyanbHoro typnamy. JoBegeHo, Lo CTBOPEHHS CMiJIbHOIro CrIOPTUBHO-TYPUCTUYHOIO KOHTEHTY 3a-
6e3ney4ye kopucTyBadie iHpopmMaujiero NPo kibepcrnopT Ta Typnu3M, BK/IIOYaloYn 4aHi npo HavikpaLlwi micusi
A9 BiaBigyBaHHS, nopaav LWo[0 opraHi3audii noi3gok, ornsan. JJloseaeHo, Lo CTBOPEHHS crieliarii-
30BaHUX OCBITHIX NnaTr¢opm 3abe3nedyye 4OCTYNHICTb HABYaHHS Ta PO3BUTKY KOMMNETeHLUin y ranys3i
KibepcrnopTty Ta Typu3my, NPOroHYI04YN OHNAANH-KYPCH Ta NPOorpamMm 3 Ki6epcrnopTUBHOro MeHe)XMeH-
TY, KOYYUHTY, ULUPPOBOIro TypnU3mMy, MapKeTUHry, po3pobku irop Ta oprarisauiiiseHTis. MogansLie goc-
NigPKeHHs1 Ta NPaKTUYHe BripoBaa)KEHHS CriJIbHUX MPOEKTIB KIyOHUX cucTem KibepcrnopTty Ta ungpoBo-
ro Typmu3amy € nepcrneKTUBHUM HarnpsiMoM, LLO CIIPUSTUME PO3BUTKY 060X ranysei Ta ¢popmMyBaHHIO
HOBUX TPEHAIB y cpepi po3Bar ra Typu3my.

Key words: esports clubs; tourism; digital esports content; streaming or gaming platforms; club academies;
esports.

KarowoGBi cnoBa: kibepcnopmuBHi kaybu; mypusm; uugpoBul kibepcnopmuBHuL KOHMeHm; cmpimiH206i a6o i2poBi
naamaopmu; kKaybHi akademii, kibepcnopm.

PROBLEM STATEMENT

collaboration and the application of information technologies,

Esports is rapidly developing, and alongside this
evolution, local esports club systems are expanding their
scope of activities and actively collaborating with digital
tourism systems, thereby strengthening their role in the
industry. Previously, the joint development of esports club
systems was seen as a tool to enhance competitiveness, but
now it has transformed into a hybrid catalyst for both digital
esports and tourism industries development. Esports club
systems are no longer limited to specialized activities. They
are evolving into multifaceted organizations that, through

encompass increasingly diverse aspects of their operations.
This includes developing multiple esports disciplines,
digital academies, and youth squads; creating digital
esports content with a tourism component; utilizing
streaming or gaming platforms; organizing online esports
events; and advancing virtual esports and tourism
infrastructure. The outlined features enable esports club
systems and digital tourism to collaboratively develop
digital esports and tourism centers that bring together
players, fans, sponsors, and other industry participants.

IHBecTnuli: npaksTka Ta gocsig N 15/2024




Table 1. Structural elements of esports club systems

in specific esports
disciplines (such as
Dota 2, PS, League
of Legends, etc.).

their rosters

Elements . General specifics
of esports Characterization Internal structural of the functioning
O £SpOrts of the element elements
club systems of the club system
Plubs Groups of It unites teams of players
professional players across different disciplines | The identified
representing the club B elements are
Teams and Includes main players,

substitute players, and
coaching staff.

interconnected and
play a crucial role in
the development of
the esports

Plub
academies

Structures created by
clubs for scouting,
training, and
developing young
talents in esports

Departments that offer
systematic training,
mentorship support,
psychological preparation,
and other resources for
player development

ecosystem, ensuring
a continuous flow of
new talents, raising
the level of
competition, and
increasing the
popularity of esports

Organizations and
teams that focus on
working with young
players (typically
under 18 years old).

Youth esports
clubs and

their squads

Includes players
competing at the amateur
level, gaining experience,
and preparing to transition
into professional esports

as a sport and
entertainment

Source: formulated by the author based on [1—3; 6].

THE ANALYSIS OF RECENT RESEARCHES
AND PUBLICATIONS

The features of cooperation between organizations of
different types and fields of activity are highlighted in the
studies by Chaykina A. and Klochko A. O.

Some aspects of joint activities of club esports
systems are discussed by Horova K.O., Horovyi D.A.,
Kiporenko O.V., and Chyzmar L.I.

The basics of cooperation between tourism and
other organizations are presented by Kopets H.R.,
Sergatiuk A A.

However, in scientific literature, general principles of
joint activities between club esports systems and digital
tourism have not yet been fully explored.

Considering that such cooperation opens oppor-
tunities for entities within these systems to transition from
narrow specialization to multifaceted approaches, this
research is relevant.

GOAL SETTING (FORMULATION OF GOALS
OF THE ARTICLE)

The article aims to study the features of joint
development between esports systems and digital tourism,
manifested through the projects and events imple-
mentation.

THE PAPER MAIN BODY WITH FULL
REASONING OF ACADEMIC RESULTS

In the context of joint development between esports
systems and digital tourism, participants are effectively
forming diverse digital ecosystems. These systems can be
interpreted as interconnected sport-tourism networks
involving organizations, individuals, technologies, and
platforms that collaboratively create, distribute, and
consume shared digital products and services within joint
events and projects.

Referring to the research by Horova K.O., Horovyi D.A.,
Kiporenko O.V. [1], and Maslyhan O.0O. [5], in the context
of esports and digital tourism, such an ecosystem includes

esports club systems (individual clubs, their teams and
rosters, club academies and youth esports clubs and their
squads), digital tourism systems (tourist agencies offering
virtual tours to various events, organizations providing
online excursions, interactive maps, and guides, etc.)..

Esports club systems encompass organizations and
their components dedicated to esports as a sport and
business development.

According to their structural qualifications (see Table
1), these organizations invest in creating and supporting
teams, provide training facilities, participating in orga-
nizing and hosting esports events, and engage in
promoting the club's brand and its players

The outlined general specifics and internal typology
are not exhaustive; however, they can delineate the basic
functions of these systems within the digital ecosystem.
Among these functions, the following are highlighted:

— Talent scouting and selection, creating balanced
rosters for different disciplines.

— Providing teams with necessary resources (training
facilities, equipment, analytics), and developing game
strategies and tactics.

— Registering teams for esports tournaments,
managing logistics, and other organizational aspects.

— Promoting club brands, creating fan content, and
engaging with sponsors and partners.

Digital tourism systems encompass companies and
institutions that utilize digital technologies to create,
promote, and sell tourist products and services.
Organizations, according to their structural qualifications
(Table 2), play a key role in the development of digital
tourism by providing innovative solutions and services for
travelers who wish to explore the world using digital tools.

The outlined general specifics and internal typology
are not exhaustive; however, based on them, we can outline
the basic functions of the identified systems within the
digital ecosystem. Among these functions, we highlight
the following [1; 5—6]:
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Table 2. Structural elements of digital tourism systems

The overall

that have adapted to the
digital era

Structural Characterization of the Internal structural functioning specifics
elements element elements of the digital
tourism system
Tourist agencies | Traditional tourist agencies | Bringing together

components that
encompass online tour
bookings, virtual tours,
video consultation
services, and more.

excursions

Online booking Organizations allow users Bringing together
platforms to independently book websites and mobile

hotels, ﬂights, togrs, and applications The identified

other tourist services clements play a
Pompanies Organizations allow users Interactive content cruc1gl rollle m ds of
developing to virtually visit various (games and simulations, meeting the needs o
virtual tours and | places and landmarks interactive maps and moderq tr zivelelrs who
online infographics, virtual and | MCreasmngly rely on

Developers of
mobile
applications for
tourists

They create apps that
provide useful information
about tourist places, routes,
transportation, restaurants,
etc., and may also include
features for a more
immersive experience.

digital technologies
for planning and
carrying out their
journeys.

augmented realities,
360-degree videos and
photos).

Pompanies They help tourist
providing digital | companies promote their
marketing products and services

Social media, search
engine optimization
(SEO), content

digital tourism
industry

companies developing
innovative solutions for
digital tourism.

services online. marketing, and other
tools
Startups in the Newly established Sharing economy

platforms for
accommodation,
personalized travel
recommendations,
virtual reality apps

Source: formulated by the author based on [2—3; 5: 7].

— Creation and promotion of digital content (including
developing virtual tours, 3D models of landmarks, online
excursions, and other interactive content; creating and
maintaining websites, mobile apps, and social media pages
to promote tourism products and services; using digital
marketing tools to attract target audiences and increase
sales).

— Online booking and sales of tourist services
(including providing a platform for online hotel reser-
vations, airline tickets, tours, transfers, and other services;
developing convenient and secure payment systems,
offering customer support online and via phone).

— Personalization of the tourist experience (including
using user data to provide personalized recommendations
for travel destinations, landmarks, restaurants, developing
individualized travel routes and programs; creating
interactive tools that allow users to plan their trips
independently).

— Providing additional services (including organizing
online consultations with travel experts, providing
information on visa requirements, entry rules, and other
important aspects of travel, and assisting in resolving
issues that arise during the trip).

— Data analysis and service improvement (including
gathering and analyzing user behavior data on digital

platforms, using this information to enhance service
quality, develop new products, and optimize marketing
campaigns).

— Collaboration with other participants in the
tourism ecosystem (including partnering with hotels,
airlines, museums, entertainment venues, and other
organizations to create comprehensive tourism
offerings, participating in joint projects aimed at
developing digital tourism and promoting tourist
destinations).

Functional and typical classification of online projects
and events facilitating the joint development of esports
club systems and digital tourism includes [4; 6—T7]:

— virtual tours of esports locations;

— online tournaments with a tourism component;

— collaborative content;

— educational projects.

Each outlined component demonstrates diversity and
extensive opportunities for integrating the virtual world
of esports with real tourist experiences.

It's important to consider that online projects are long-
term initiatives with specific goals, such as creating a
virtual tour, while events are short-term activities for
exchanging information and networking, such as an online
tournament.

IHBecTuyil: noaxtusa ta gocsig Ve 152024




of online projects and events that integrate the virtual world of esports

Table 3. Detailed description

with real tourist experiences

S s NEN
COHOMIN K

Types of online
projects and
events

Implementation
directions for
online projects
and events

P haracteristics of the specificity of implementing online
projects and events

Projects and

events aimed at
creating virtual
tours of esports

arenas and cities

Online tours

These collaboration directions focus on leveraging modern
technologies to allow esports fans to «visit» arenas where
major events take place, all without leaving home

Detailed three- These directions of collaboration are aimed at creating 3D
dimensional models through which users can virtually stroll through streets,
models of arenas examine architecture, and discover interesting places associated
and cities with esports.

Digital maps and These collaboration directions help fans plan trips to cities

guides with a
focus on esports
locations

hosting tournaments, find esports cafes, stores with themed
merchandise, and other interesting places

Projects and
events aimed at
creating online
tournaments
with a tourism
component

Virtual tours
during broadcasts

These directions of cooperation aim to create live broadcasts of
esports competitions, integrating virtual tours of the cities
where participating teams are located

Raffles for tourist
packages, tickets
to esports events,
or themed souvenirs

Ponducting specific projects and events at online tournaments
stimulates audience engagement and promotes tourist
destinations

Interactive quests
and contests
related to esports
and travel

These cooperation directions aim to engage fans actively,
allowing them to test their knowledge and win prizes

Projects and
events aimed at
creating joint
sports-tourism
content

Interviews with
players and
coaches

These collaboration directions can include interviews where
participants share their experiences with games, travels, and
favorite places, which are interesting content for fans and
potential tourists

Blogs and videos
about esports
tourism

These collaboration directions aim to provide firsthand
information about trips to esports events, hotel reviews, travel
organization tips, and other thematic content

Pollaboration with
influencers

These collaboration directions focus on engaging bloggers,
streamers, and other opinion leaders in esports to promote
esports tourism

Projects and
events aimed at
creating
specialized
educational
platforms

Online lectures
and webinars

These collaboration directions focus on organizing online
sessions covering various aspects of esports, expanding
audience engagement and reach.

Masterclasses by

These directions of collaboration provide fans with the

professionals opportunity to enhance their gaming skills and learn success
secrets from professionals

Virtual tours by These collaboration opportunities provide the chance to

educational virtually visit universities and colleges offering esports

institutions programs, which can interest potential students and assist them

in making an informed decision in favor of this promising field.

Source: formulated by the author based on [2; 4—5; 7].

Among such online projects and events [4; 7]

— Virtual tours of esports arenas and cities
(including online excursions, creating detailed 3D
models of arenas or cities where esports events take
place, developing digital maps and guides focusing on
esports locations, places to play video games, themed
cafes, and stores).

— Online tournaments with a tourism component
include virtual tours during broadcasts, prize giveaways,
and organizing online quests and contests related to
esports and travel, with opportunities to win prizes from
tourism companies.

— Creating joint content (including interviews with
players and coaches, blogs and videos about esports
tourism, and collaboration with influencers).

— Specialized educational platforms (covering
resources such as online lectures and webinars,
online masterclasses with esports athletes and
coaches, and virtual tours of educational instituti-
ons).

Collaboration between esports clubs and digital
tourism organizations opens up numerous opportunities
for creating innovative and engaging projects, contributing
to the development of both industries, as evidenced by
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the more detailed description of the outlined projects
provided by us in Table 3.

By leveraging digital technologies, esports enthusiasts
can gain new experiences and impressions, while the
tourism industry can attract a new audience and expand
its offerings.

Virtual tours of esports arenas and cities make esports
locations accessible to a wide range of people, including
those who are not active players but are interested in
esports or travel. This contributes to the popularization
of esports and the development of esports tourism.

Online tournaments with a tourist component blend
elements of competitive gaming and virtual tourism,
attracting a new audience, increasing interest in travel, and
creating new business opportunities.

Creating joint sports-tourism content (information
materials that combine elements of esports and tourism)
contributes to the development of both industries by
informing about the best places to visit, providing tips on
organizing trips, reviewing esports events in different
countries, and more.

Creating specialized educational platforms ensures
accessibility to learning and skill development in esports
and tourism. These platforms offer online courses and
programs in esports management, coaching, digital
tourism, marketing, game development, and event
organization.

Conclusions from this study and prospects for further
exploration in this direction. The study concludes that the
functional and typical classification of online projects and
events facilitating the joint development of esports club
systems and digital tourism (including virtual tours of
esports locations, online tournaments with a tourism
component, collaborative content, and educational
platforms) demonstrates the diversity and extensive
opportunities for integrating the virtual world of esports
with real-life tourism experiences. Here are the translations
you requested:

1. Virtual tours of esports arenas and cities enhance
accessibility to esports locations for a wide audience,
including those not actively involved in gaming but interested
in esports or travel, promoting the popularization of esports
and the development of esports tourism.

2. Online tournaments with a tourist component are
an effective tool for promoting esports and tourism,
attracting new audiences, increasing interest in travel, and
creating new business opportunities by combining
competitive gaming with virtual tourism.

3. Creating shared sports and tourism content
provides users with information about esports and
tourism, including details about the best places to visit,
travel tips, and reviews.

4. Creating specialized educational platforms ensures
accessibility to learning and competency development in
esports and tourism. These platforms offer online courses
and programs in esports management, coaching, digital
tourism, marketing, game development, and event
organization.

Further research and practical implementation of joint
projects between esports clubs and digital tourism
represent a promising direction that will foster the
development of both industries and shape new trends in

entertainment and tourism. Particularly important is
studying the impact of such projects on regional
economies, attracting investments, and creating new job
opportunities.

Jlitepatypa:

1. Toposa K. O., l'oposuii [l. A., Kinoperko O. B. Nep-
CNEeKTUBM CTBOPEHHS KibepcnopTueHoro knyby B YkpaiH.
Mpobnemu i nepcneKTUBK PO3BUTKY NignpueEMHUUTBA, 2017.
Ne 2 (17).C. 26—33.

2. Knouko A. O. IHTerpoBaHui nigxia sk cyyacHa dpop-
Ma opraHisauii HaBuYanbHoro npouecy. Science and
Education a New Dimension. Vol. 1. February 2013. C. 85—
87.

3. Koneub I'.P., Cepratiok A.A. Kny6Hui BignounHok
y Typu3ami Ykpainu. 36ipH1K HaykoBux npaub "Mpobnemu
eKoHoMiku TaynpaeniHHa". 2011. Ne6 98. C. 61—66.

4. Koponosuu O. O. Jliba H. C.. Game streaming
platforms and their impact on the development of esports
as anew sphere of Ukraine's digital economy. IHBecTHuii:
MpakTtuka ta gocsig. 2023. Ne 13. C. 35-40.

5. Macauran 0.0. OpraHisauiiHa napagurma iHterpa-
TUBHOTO YNPaB/iHHS NiANPUEMCTBAMHU Y MeXXax KJlacTepiB
Typu3Mmy Ta pekpealii. EkoHoMika, dhiHaHcH, npaso, 2014,
Ne 1(1).C. 40—48.

6. Yarikina A. OcobnmBocTi iHTerpauii pUauK-MeHeaK-
MEHTY B CUCTeMy ynpaB/iHHA nignpuemcTBoM. EkoHoMika Ta
cycninbcteo. 2020. Ne 39. URL.: https: / /doi.org /10.32782 /
2524-0072 /2022-39-5 (pata 3BepHeHHs: 20.12.2023).

7. Ynamap l. I. Cuctematuka po3BUTKY CnopigHEHOCTI
KibepcnopTUBHMX OpraHisauii Ta cninbHOT B YKpaiHi. Ar-
pocait. 2021. Ne 4. C. 57—64.

References:

1. Horova, K.O., Horovy, D.A. and Kiporenko, O.V.
(2017) "Prospects for creating an e-sports club in Ukraine”,
Problemy i perspektyvy rozvytku pidpryyemnytstva,
vol. 2 (17), pp. 26—33.

2. Klochko, A.O. (2013), "The integrated approach as a
modern form of organization of the educational process",
Science and Education a New Dimension, vol. 1, pp. 85—87.

3. Kopets, G.R. and Sergatyuk, A.A. (2011), "Club
recreation in tourism of Ukraine", Zbirnyk naukovykh
prats? "Problemy ekonomiky ta upravlinnya", vol. 6 98,
pp. 61—66.

4. Korolovich, O. O. and Liba, N. S. (2023), "Game
streaming platforms and their impact on the development
of esports as anew sphere of Ukraine's digital economy”,
Investytsiyi: Praktyka ta dosvid, vol. 13, pp. 35—40.

5. Maslygan, 0.0. (2014), "Organizational paradigm
of integrative management of enterprises within tourism
and recreation clusters", Ekonomika, finansy, pravo, vol.
1(1), pp. 40—48.

6. Chaykina, A. (2022), "Features of the integration
of risk management into the enterprise management
system", Ekonomika ta suspil?stvo, vol. 39", Available at.:
https://doi.org/10.32782/2524-0072/2022-39-5
(Accessed: 20.12.2023).

7. Chyzmar, I.I. (2021), "Systematics of the develop-
ment of kinship of e-sports organizations and communities
in Ukraine", Ahrosvit, vol. 4, pp. 57—64.

Cmammasa naditiwmaa 0o pedaxyii 14.07.2024 p.

IHBecTuyil: noaxtusa ta gocsig Ve 152024




