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The relevance of the research is determined by the fact that prior to the onset of
full-scale aggression, Ukraine had a trend of development in the field of esports.
Esports not only shaped a unique esports culture and a wide audience but also emerged
as an endemic sector of the digital economy. In war conditions, esports continues to
produce esports products, albeit on a reduced scale, while preserving the potential for
rapid post-war recovery. Therefore, the article aims to investigate the modern model of
the functioning of esports as a sphere of the digital domestic economy, include the
ongoing conflict. Attention has been drawn to the fact that from a comprehensive

perspective, viewing esports as a dynamic and complex model, it becomes evident that



the success of esports relies on the interaction between professional teams and players,
tournament organizers, infrastructure and technology, broadcasting and media
coverage, sponsorship and advertising, as well as the viewer base and content
consumption. It is worth noting that each of the highlighted components is a key aspect
of functioning, and they are quite specific. It has been observed that this framework of
functioning can be applied to various contexts, such as systems, organizations,
processes, devices, people, and so on. The conclusion has been drawn that the
successful development of esports requires interaction and collaboration among all
these aspects. For instance, professional teams and players require a suitable training
environment and access to modern technologies to enhance their skills. Tournament
organizers provide platforms for competitions and act as intermediaries between teams,
viewers, and sponsors. Infrastructure and technologies, such as esports arenas and
powerful computers, create the conditions for professional competitions and training.
Broadcasting and media coverage help attract viewers and sponsors, spread awareness
about events, and create engaging content for the audience. Sponsorship and
advertising provide financial support to players, teams, and tournaments, while the
viewer base and content consumption serve as sources of revenue for the esports
industry. The obtained results form the basis for the development of an esports
development strategy, which will include a comprehensive plan that ensures a
systematic process in which input data or resources are transformed into output results
or esports products not only through specific operations but also through procedures of

interaction among economic entities belonging to the esports sphere.

Axmyanonicme  O00CHIONCEHHA  3YMOGIEHA  MuM, wWo 00  NOYAMKY
nosHomacuimabHo2o 6mopeHenHs 6 VYkpaini Oyna HaseéHa MeHOeHYis pPO36UMK)
kibepcnopmy. Ilpu yvomy kibepcnopm ne auuie cpopmyeas YHIKaAIbHY KIOepCnopmueHy
KYIbmypy ma WwupoKy ayoumopiro, a maKox#C 6UOKDeMUBCs 6 eHOeMiuHy cgepy
yugposoi  exomomixu. B ymoseax eitinu Kibepcnopm npooosxCYE  BUPOOIAMU
Kibepcnopmuenuii npooyKkm (xoua i y ckopoueHux macumabax), 3oepiearouu nomenyian
Ol WBUOKO20 NOBOEHHO20 BIOHOBNEeHHA. Biomax, memoro cmammi € 00CHiONCeHHA
cyuacHoi mooeni ¢QyHKyioHyeawHs Kibepcnopmy K cgepu yupposoi GimuuHAHOL
eKOHOMIKU. A8MOpoOM 36epHeHO y8az2y HA MOU (Paxm, wo npu KOMNJLIEKCHOMY po32150i
Kibepcnopmy 5K OUHAMIYHOI mMa CKIAOHOI MoOOeli cmae o04e8UOHUM, WO VCNiX
Kibepcnopmy 3anedcums 8i0 83a€MO0Li Midc npopeciliHumu KOManoamu ma epasysmi,

opeamizamopamu mypHipis, iHpacmpyKkmypoo ma mexHON02IAMU, MPAHCTAYIEI0 ma



Media-noKpummsm, CHOHCOPCMBOM MA PEKIaMOI0, A MaKodC 2110aybkolo 6a3on ma
CHOJNCUBAHHAM KOHMEHM). 3a3HAUUMO, U0 KOHKCHA 3 BUOLNEHUX CKIAOOBUX € KIIOUOBUM
aAcnekmom QOyHKYIOHY8aHHs, NPU YboMy docums cneyugivnum. Lle 3ymoseneno mum, wjo
Kamezopisi (OYHKYIOHYBAHHS MOdce OYmuU 3aCmMOCO8aHa 00 PI3HUX KOHMEKCMI8, MAaKux
AK cucmemu, opeauizayii, npoyecu, npucmpoi, aoou mowo. Aemopom 3pobieHo
BUCHOBOK, WO YCRIWHUN  pPO3BUMOK  Kibepcnopmy  eumazac  83aemMooii  ma
cnispobimuuymea mixc ecima tioco acnexkmamu. Hanpuknao, npogecitini xomanou ma
epasyi nompebyroms cepedosuwia 0 MpeHy8anb ma 00CMyny 00 CYYACHUX MeXHONL02il
0J151 po38UmMK) c60ix Haguuok. OpeaHizamopu mypHipie 3abe3neuyioms niamgopmy O
3Ma2ams i BUCMYNAOMb NOCEPEOHUKAMU MIHC KOMAHOAMU, 2190a¥amMu ma CHOHCOPAMU.
Ingppacmpykmypa ma mexnonoeii, wo Maromv Kibepcnopmueni apeHu  ma
Ccneyianizo8ani i2posi MatdaH4YuKu, CmMeopoms YMosu 0l NPOBeOeHHs NPOPECitiHUX
3mMaeanb ma mpenysaHn. 1panciayis ma media 0onomazaroms NPUEEPHymu 210a4ie ma
CNOHCOpPIB, po3nogicmu npo noodii ma cmeopumu Yikasuil KOHmMeHm OJs ayoumopii.
Cnoncopcmeo ma pexiama 3abe3neuyioms QiHaHco8y NIOMPUMKY 2pABYIM, KOMAHOAM
ma mypHipam, a 2na0ayvbka 6a3a ma CnoXCU6AHHs KOHMEHmMY € 0Jcepenom npubymky
o iHOycmpii  kibepcnopmy. Ompumani  pe3yibmamu Cmeopowms 0CHOBY 0
Gopmysanns cmpamezii pozeumky Kibepcnopmy, ska 6yoe Micmumu 3a2aibHUull NiaH,
3abe3neyyrouu  cucmemMamuyHuilL. npoyec, 6 AKOMY 6XiOHI OaHi abo pecypcu
nepemeopromvcs HA BUXIOHI pe3yibmamu abo Kibepcnopmusni npooykmu. Ile
gi00ygaemvcsi He Juwe yepe3 NesHi onepayii, ane i uepe3 Npoyeodypu 63aeMooii

cy0'exkmis ekoHOMIYHOI JisIbHOCMI, WO Hanexcamb 00 cghepu Kibepcnopmy.

Keywords: sports, gamer, endemic sphere, digital economy, esports teams,
fournament organizers, revenue.
Knwwuoei cnosa: xibepcnopm, eetivep, eHOemiuna cghepa, yugpposa ekoHoMixa,

KibepcnopmueHi KOMaHOUu, 0p2aHizamopu mypHipie npudymox.

Target setting. Esports is one of the fastest-growing industries in the modern
digital economy. Before the full-scale invasion, this trend was evident in Ukraine as
well, where esports not only fostered a unique esports culture and a wide audience but
also emerged as an endemic sector of the digital economy. This is evidenced by the fact

that numerous events and championships have been held in Ukraine for schoolchildren,



students, adults, as well as amateur and professional esports athletes. These include
Dota 2 minors supported by Valve, and competitions by StarLadder in CS: GO, Dota 2,
and Hearthstone, among others. In addition, numerous social projects in esports have
been implemented, specifically targeting children with special needs, military personnel,
and ATO/OOC veterans. Furthermore, official esports education has been developed at a
high level.

However, even in times of war, esports continues to produce esports content,
albeit on a smaller scale, while maintaining the potential for rapid post-war recovery.
Let's note that the established model of functioning of esports as an endemic sphere of
the digital economy operates - despite the challenges, online championships,
performances of esports athletes, and other events organized by commercial tournament
operators are held.

Analysis of research and publications. The question of esports development has
been addressed in the works of researchers such as V.V. Goblik, Y.V. Chaika, 1.O.
Lazneva, D.I. Tsaranenko, and others. However, the majority of studies focus on the
specifics of hardware progress in Ukraine and its impact on the popularization of
esports, as well as the transition of sports clubs into the esports environment. At the
same time, the modern model of esports functioning is practically unexplored, which
highlights the need for research in a particular area.

The wording of the purposes of article (problem). The article aims to investigate
the modern model of the functioning of esports as a sphere of the digital domestic
economy.

The paper's main body with full reasoning of academic results.
Despite the full-scale invasion, the domestic model of the functioning of esports as an
endemic sphere of the digital domestic economy has maintained its integrity. It
continues to exist in its traditional form, encompassing several components, including
professional teams and players, tournaments and competitions, infrastructure and
technologies, broadcasting and media coverage, sponsorship and advertising, and the
viewer base and content consumption. It is worth noting that each of the highlighted

components is a key aspect of functioning, and they are specific. The framework of



functioning can be applied to various contexts, such as systems, organizations,
processes, devices, people, and more. In each case, functioning refers to how something
operates, how its components interact with each other, and how it achieves its goals.
The characteristics of the outlined key aspects of the model of functioning of esports as
an endemic sphere of the domestic digital economy are provided in Table 1.

Therefore, within the scope of the research, the key aspects of the functioning of
esports should be the fundamental categories that we interpret as the essential
components necessary for the successful implementation of core processes or modes of
operation of economic actors belonging to this sphere.

Table 1. Description of key aspects of the functioning model of esports as an

endemic sphere of the digital domestic economy

Key aspects Role in eSports functioning | A look at the aspect from the point of the e-
model sports functioning view

Professional Based on professional teams and | Professional teams and players can be

teams and players who compete in various | organized as clubs or sports organizations that

players disciplines. provide conditions for training, participation

in tournaments, and development.

Tournaments Based on the organization of | Tournament organizers attract sponsors, and

and regular tournaments and | broadcast competitions, which generate an

competitions competitions, including national | audience and revenue.

and international events such as
leagues, championships, and
grand finals.

Infrastructure Based on the utilization of Professional teams, players, and tournament
and specialized infrastructure where | organizers focus on utilizing specialized
technologies competitions, training, online arenas, training facilities, and online gaming
games, and technologies take platforms.
place.
Broadcasting Based on the broadcasting of Esports tournaments are often live-streamed
and media competitions and the use of in real-time through specialized online
media platforms for content platforms.
dissemination.
Sponsorship and | Based on attracting significant Companies aim to reach a young audience;
advertising attention from sponsors and thus, they collaborate with esports teams and
advertisers. tournaments.
Audience base | Based on active consumption of | The presence of a wide audience base allows
and content esports-related content. for revenue generation through advertising,
consumption sponsorship, and ticket sales for competitions.

Source: formed based on [1; 3]

It includes work, task execution, interactions, and processes that enable something

or someone to function, operate, or perform. Based on the presented data, it is evident



that with a comprehensive view of key aspects of esports, it can be represented as a
dynamic and complex model whose success depends on the interaction between
professional teams and players, tournament organizers, infrastructure and technologies,
broadcasting and media coverage, sponsorship and advertising, as well as the fan base
and content consumption.

The aspect related to professional teams and players in esports functions through
computer or esports clubs and sports organizations that provide players with the
necessary conditions for training, participation in tournaments, and development
through team organization, player transfers, sponsorship, and funding according to the

specificities outlined in Figure 1.

Organization Team Support™*.
As a result of this, teams have managers, coaches, and other experts who assist
players in training, strategies, and manage their activities.

Player Transfers between Teams™**.
Thanks to this, players can sign contracts with different teams and work across
different platforms..

Facilitate support from sponsors and investors.
Sponsorship agreements allow teams to receive finances to ensure player training,
participation in competitions, travel, and other expenses..

Figure 1. The fundamental characteristics of providing players with conditions for

training, participation in tournaments, and development

Note:

*Professional esports teams can have different forms of organization, including sports organizations,
clubs, or organizations created by companies or investors.

**Player transfers are a complex process involving negotiations, financial agreements, and player
movements between teams.

Source: formed based on [1,2; 3]
The specific nature results in teams typically having managers, coaches, and other
experts who assist players in training, strategies, and managing their activities. Among

the participants shaping this aspect, notable teams include Team Liquid, OG, Evil

Geniuses, and Virtus.pro, Natus Vincere, and others.



The aspect related to tournaments and competitions in esports operates through
tournament organizers. These entities play a crucial role in creating and managing
professional esports competitions and other events. They engage sponsors, competitions
broadcast and provide media coverage, establish the format and rules of the
competition, offer registration and management platforms, and guide the development

of professional players according to the specificities outlined in Figure 2.

Attracting sponsors for financial support is crucial for competitions.

Sponsors can act as investors or partners who provide financial assistance for
organizing tournaments, awarding winners, and covering expenses for advertising
and marketing initiatives. Sponsorship agreements ensure the stability and growth
of tournaments.

Tournament organizers ensure the broadcasting of competitions™
Broadcasting allows viewers to watch the matches in real-time and creates a
global audience.

Broadcasts of competitions provide a viewer base and generate revenue
through advertising, sponsorship agreements, and paid subscriptions.

Tournament organizers establish the format and rules of competitions and
other events.

The format and rules encompass the game rules, prize money distribution,
qualification system, and tournament schedule**

Tournament organizers provide a platform for registration and management.
This platform serves as a hub where teams and players can register, receive
information about the tournament, make payments, interact with other
participants and organizers..

Tournament organizers contribute to the development of professional players.
In particular, this is achieved by providing them with the opportunity to compete at
a high level***

Figure 2. The fundamental characteristics of esports tournament organizers

Note:

*Media platforms such as online streaming services, television, and social networks are used for
broadcasting the competitions.

** The format and rules of the events take into account the specificities of each game, ensuring
balance and fairness in the competition.

*** Tournaments provide players with a platform to showcase their talent, gain experience, and gain

recognition in the industry.
Source: formed based on [1; 3; 5]



The aspect related to infrastructure and technologies is formed according to the
requirements of professional teams and players, as well as tournament organizers.
Infrastructure and technologies are aimed at providing functionality for specialized
esports arenas, training facilities, and online gaming. In addition, esports arenas should
be equipped with high-tech infrastructure, which includes powerful computers or
gaming stations, high-speed internet, video and audio equipment for broadcasting
competitions, and comfortable equipment for players and spectators. Before the war,
Ukrainian esports organizations planned to invest $40 million in the construction of a
multifunctional esports arena [4]. Its importance is driven by the fact that Ukraine lacks
sufficient venues that can accommodate both quality online and offline tournaments.
Training facilities and online gaming venues should be equipped with powerful
computers, high-quality gaming equipment, comfortable workstations, and other
necessary facilities. Before the start of the full-scale invasion in Ukraine, esports clubs
and other establishments offered players over 50 specialized training and online gaming
venues. Some of these establishments had modern computer stations equipped with
powerful computers and high-quality equipment for team play. It allowed players to
practice, improve their skills, and communicate with their team. Currently, specific
information regarding their quantity and condition is not disclosed, but specialized
esports arenas and gaming venues continue to play a key role in organizing training and
online gaming.

The aspect related to broadcasting and media is shaped by the specifics of esports
events. In particular, esports tournaments was real-time streamed through specialized
online platforms. In Ukraine, various esports competitions and events have aired
through online platforms. Some of the most well-known esports events that aired in
Ukraine include the StarLadder and WePlay tournaments. StarLadder and WePlay are
renowned organizers of esports tournaments held in Ukraine. They broadcast their
events through various online platforms, allowing viewers worldwide to watch the
competitions.

The aspect related to sponsorship and advertising is shaped by the attraction of a

large audience. It is natural for various companies to seek to reach the young audience



and therefore collaborate with esports teams and tournaments. For example, Natus
Vincere (Na'Vi) has sponsors such as HyperX, Monster Energy, GG.Bet, and others.
Team Spirit has Parimatch, Xsolla, ViewSonic, and PariMatch League sponsors.
Winstrike Team has sponsored such as Winstrike, HYDROGEN, Head & Shoulders,
and others.

The aspect related to the viewer base and content consumption is connected to its
accessibility through online streams, player streams, video highlights, news, and
analysis. It allows for generating revenue through sponsorships, advertisements, and
tournament earnings based on the specific characteristics of the viewer base and content

consumption, as depicted in Figure 3.

Online broadcasts.
Esport tournaments and competitions are often live-streamed in real time through specialized
online platforms.*

Player streams.
Professional players conduct their own streams, which means they broadcast their
gameplay and provide commentary for their audience.

Video highlights, news, and analysis.
Esports media platforms, bloggers, and journalists create video content featuring match
highlights, news updates, and analysis.

Ticket sales for competitions.
Most esports tournaments have a physical or virtual venue where spectators can attend the event.

Figure 3. Fundamental characteristics of audience base formation and content

consumption

Note:

Specialized online platforms such as Twitch, YouTube Gaming, Facebook Gaming, and others.
Source: formed based on [1; 3; 5]

In particular, advertisers leverage the popularity and success of esports teams and
individual esports athletes to attract potential customers. Advertisers can utilize online
broadcasts of competitions and other events, and player streams for displaying

advertisements and sponsorship messages. Advertisers can also use video content from



bloggers and sports journalists to place advertising materials or sponsor messages.
Additionally, most esports tournaments have a physical or virtual venue where
spectators can attend the event. Advertisers can simultaneously utilize the physical or
virtual venue for advertising placements.

Ukrainian esports teams and individual players utilize their popularity and success
to attract sponsors, secure advertising deals, and support the growth of esports. As a
result, the successful development of esports requires interaction and collaboration
among all these aspects.

Conclusions from this study and prospects for further exploration in this area.
Within the scope of the research, the key aspects of esports functioning, which we
interpret as essential components necessary for the successful implementation of core
processes or modes of operation of economic entities belonging to this sphere, should
be categorized as fundamental categories. It includes work, task execution, interactions,
and processes that enable someone or something to function, operate, or act. Based on
the provided information, it is evident that by taking a comprehensive view of the key
aspects of esports, it can be represented as a dynamic and complex model whose
success depends on the interaction between professional teams and players, tournament
organizers, infrastructure, and technology, broadcasting and media coverage,
sponsorship and advertising, as well as audience base and content consumption.

A comprehensive view of esports as a dynamic and complex model allows us to
represent its functioning through the unity of the following processes or modes of
operation of economic entities within this field:

1. Associated with professional teams and players in esports: Computer or esports
clubs and sports organizations provide players with the necessary conditions for
training, tournament participation, and development.

2. Associated with tournaments and competitions in esports: Tournament organizers
play a key role in creating and managing professional esports competitions and

other events.



3. Associated with infrastructure and technology: Specialized esports arenas,
gaming facilities, and training centers play a key role in organizing training
sessions and online gameplay.

4. Associated with broadcasting and media coverage: Bloggers, streamers, and
sports journalists provide real-time coverage of competitions and events through
specialized online platforms.

5. Associated with sponsorship and advertising: A large audience is engaged, and
various companies seek to reach them through sponsorship and advertising
opportunities.

6. Associated with audience base and content consumption: Online broadcasts,
player streams, video highlights, news, and analysis generate revenue by catering
to the specific preferences of the audience base and their content consumption
habits.

The conclusions highlight the fact that the successful development of esports requires
interaction and collaboration among all these aspects. The obtained results provide the
foundation for formulating an esports development strategy, which will include a
comprehensive plan that ensures a systematic process where input data or resources are
transformed into output results or esports products not only through specific operations
but also through procedures involving the interaction of economic entities within the

esports sphere.
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