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JocBin 3acTocyBaHHA BIpTyaJbHUX TeXHOJIOTIH y AisabHocTi NBA
Ximenec X. P.
JIvsiscokuil OeporcasHutl yHigepcumem Qizutnoi Kyivmypu
imeni lsana bobepcvkoeo, Ykpaina

Anomauin. Tenoenyii cyuacrozo emany po36umky CHOpmy, ceped AKUX 2nodanizayis,
KoMmepyianizayis, KOMR Iomepuzayisi mowo 8usHa4aroms nompeoy y GopmyeanHi HOBUX HANPIMIG
oo po3eumky. 3oxkpema, BGipMyanvbHi MeXHON02Il, SKI CbO20OOHI € uacmMuHow Ycix cgep
AHCUMMEQIANLHOCMI TIOOUHU OAIOMb 3MO2Y NPOCYBAMU CHOPMUBHULL NPOOYKM V' PI3HUX (opmax Ha
puHKy Kibepnpocmopy. NBA, ax o00ua i3 nposiOHUX Ni6HIYHOAMEPUKAHCOKUX NPOPECItHUX Tie
ieposux 6udie cnopmy aKmueHoO YNPOBAONHCYE PO3POOKU Y yboMy Hanpami. Boonouac cyuacna
HayKoeo-meopemuuna oOaza nompebye ¢opmyeanHs ONOKY mamepianie wjooo 00c8idy MmMaxKux
opeanizayiti ik NBA y 3acmocysanui 8ipmyanvHux mexHO#02ili NpPOCY8AHHI CHOPMUBHOSO
npooykmy. Mema o0ocnioxcennsn. Buseumu wnanpsamu poszsumxy cyuacnoi NBA y meogicax
gipmyanvHoeo cepedosuwa. Mamepian ma memoou o0ocnioxycenv. OnpayvbosarHo mamepianu
nyonikayitt OOMu4HUX 00 memamuxu 00CHiodcenHs, ma inghopmayiro 3 ogiyitinozco catimy NBA.
Memoou: ananiz ma ysazanvHeHHs OAHUX, MeEOPemUyHa IHMepnpemayis ma NOACHEHHS, AHANI3
O0OKyMeHmanvHux mamepianie, cucmemuuti awuaniz. Pesynemamu. Cyyacna NBA npaywe
0O0HOUACHO Y OEKINbKOX HANPAMAx po36UmMK) 6IpmyanbHo2o 6ackemobonvho2o npodykmy. Knouosorw
3 HUXx € cmeopena y it cmpykmypi y 2017 poyi NBA 2K eLeague, sika € c80€pioHumM 8ipmyanvbHum
npomomunom ii camoi NBA. Binbwicme komano nieu (22) mawoms 61ACHY KiOEpKOMAHOY i
npoeoosmb Mamui Midc cOO0K HA CUCMEMHIL OCHOBI 68 MelCAX pe2YIsApHO20 HeMnioHamy md
mamuig niet-ogg. Lei npooykm npunocums NBA nonao 1 mapo. oon. wopoky. ¥ 2019 poyi nica
pasom 3 Microsoft Teams nouana peanizayiro nogoco npoexkmy — NBA Together, sxuii nepedbauae
3any4enHs 2n10ayié Ha 6ackemoobHi mamyi y GipmyanvHomy gopmami. Taxum yunom 3 00HO20
00Ky Onsa epasyie 30epicacmvbcsi NIOMpUMKA HA CHOPMUBHIU apeHi, a ¢haHu maroms 3Mo2y
npoanadamu YnoOneHi mMamui 8 pediCuMi pearbHo20 Hacy, He 6uxoosayu 3 oomy. Kuouoeum
YUHHUKOM, AKUL BU3HAYUS CYMMEBY AKMUBI3AYiI0 OisIbHOCMI NicU V 3A3HAYEHUX HANpAMAx €
ceimoea nanoemis COVID. Bucnosku. Cvocooni éipmyanvui npooykmu NBA (NBA 2K League
(2017) ma NBA Together (2019)) axmusHo po3susaiomvci ma YOOCKOHANIOIOMbCA 1 8
MaubdymHboMy NpemeHOyioms cmamu  OOHUMU 3  KIIOYOBUX KOMHOHEHMI8  (PiHaHCc08020
3a6e3neyeHts 3a3Havenoi npogheciunoi cnopmueroi opeanizayii.

Knrwuosi cnosa: 6ackembon;, npogheciiina niea; xibepcnopm; cyuacHi po3pooKu; CHOPMuGHi
3MA2AHHSL.

Beryn. [loctaTHBO CTPIMKHN PO3BUTOK al. 2016; Lopez-Gonzalez, et. al., 2017).
TEXHOJIOT1H 1H(opMaliiiHoro mnpocropy, Ta, CyuacHa nm0JiMHa B 0aratboX acrekTax
3aragoMm, (opmyBaHHA  iH(OpMAIIHHOTO OpIEHTOBaHA Ha B3AaEMOJII0 13 30BHINIHIM
CYCHUIbCTBA TPU3BENIO JO TOSBH HOBUX CBITOM HUIAXOM 3aly4€HHs 0 BIpTyaJlbHOI
HampsIMiB PO3BUTKY 1y cdepi mpodeciiiHoro peasnibHOoCcTi (bysnoBa & Koswiumna, 2017;
copty (Seo, 2013; Passos, et. al. 2016; Lindsey et. al., 2021), a Tomy mnpodeciiiai
Daehwan & Yong, 2019). 3Baxarouu Ha Te, CIIOPTUBHI JiTH CHOTOHI1 aKTUBHO
0 el BUA IiSUIBHOCTI 30pi€HTOBAHUM Ha CHIBIPAIIOIOTh 3 KOMITaHISIMH, AK1
MOCTIHHY POOOTY 3 JIFOIUHOIO SIK CIIOKHBAYEM JI0TIOMararTh MIPOCYHYTH CTIOPTHUBHE
npoAyKTy mpodeciiiHoi Jiru (CHOPTUBHOTO BUJIOBUIIIE y BIPTYaJIbHUH HPOCTIp Yy PI3HUX
BUJOBHUIIA), 11 YYaCHUKHA NParHyTh [0 dopmarax (Robert et. al., 2015; Seth et. al.,
MOCTIHHOTO yJTOCKOHAJIEHHS KOMYHIKaIlii 31 2017).

CBOIM TIJIIJa4eM Ta 3aJI0BOJICHHS 3aIHTIB, 110 Opna 13 mpoBigHUX TpodeciiHuX Jir
BuHuKaioTh (Quirk & Fort, 1993; Passos, et. irpoBux BuiB cnopty NBA cporosni ogHa 3

MEpIINX peani3oBye PI3HOMaHITHI BIPTyasbHi
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pecypen y i ckapOHuito. Ha ¢hoHl po3BUTKY
TEXHOJOTiH  mira  (akTUYHO  IIOPOKY
pealii3oBy€e HOBI IPOEKTH Ta OHOBIIOE BXKE
airoui  (Zimbalist, 2002;Ward-Henninger,
2020).

Baprto koHcTaryBaTH, W0 TEMIH
PO3BUTKY 3a3HAYEHOrO0 HAIpsMy B MexXax
NBA  mocratHbO ~ CTpIMKi,  BOJHOYAC
TeopeTuyHa 0aza HEMae JIOCTaTHHOI 3BEICHOT
iHpopMaii Mmoo KiGepCIOPTUBHUX ACTIEKTIB
po3BUTKYy cydacHoi NBA. Otxe, 3Baxkarouu
HAa Te, IO Tpamb, sSKi O BUCBITIIOBAIH
3a3HaueH1 KOMIIOHEHTHU B JOCTaTHHOMY 00Cs31
HeEMAae€, OOLUIBHUM BHSABIIETHCS 3OIHCHUTH
TMOIIYK Ta y3arajJbHUTH HasIBHY
nyOmnUCTHYHY  Ta  HAYKOBO-IIOIMYJISPHY
iHpopMmaliiiny 06a3y Ta BHUABUTH KJIIOYOBI
HanpsiMu Ta miaxoau NBA 10 po3BUTKY

CBOTO OPOIYKTY y BIpTyaJIbHOMY
CEPEeIOBHIIII.

3B’A30K 3 HayKOBHMH TEMaMH.
PoGora BukoHana B wmexax Temu 1.1.

«IIpodeciitHuii crmopr B OCBITHBOMY Ta
HayKoBoMy  mpoctopi»  (Ne  mep:kaBHOT
peectpanii 0116U003166) minany HayKoBO-
nociigHoi po6otu JIBBIBCHKOTO JEepKaBHOTO
yHIBEpCUTETY (PI3UYHOT KYyJIbTYpPH.

Merta JAOCJTiIZKeHHSI. Bussutn
HanpsiMM po3BUTKY cydacHoi NBA y mexax
BIPTYaJIbHOTO CEPEIOBUIIIA.

Marepiagx Ta MeTOAM JOCJIIKEHHS.
[Tomyk MarepianiB ajisi aHamilzy 3asBICHOL
npobIeMaTuKU 3/1€01JIBIIIOTO OyB
30cepeKeHNt Ha Marepianax I[HTepHer-
Mmepexi.  IlepmodeproBo  omparroBaHHIO
miggaBanacs iHgopMallist oQIliifHOTO CanTy
NBA, a Takox myOuikarliif, 10 BUCBITIIOIOTh
TaHy TEMY.

s peanizauii copMynbOBaHOI MeTH
HAMH  BUKOPHCTOBYBAJHCS TaKi MeTOAH
AOCJiKeHb: aHai3 Ta y3arajJbHEHHS TaHMX;
TEOpEeTUYHA IHTEpHpeTalis Ta TMOsSCHEHHS;

aHayi3 JIOKYMEHTaJIbHUX Martepiais,
CUCTEeMHHMI aHai3.
PesyabraTn  jgociaiizkeHHs Ta  iX

o0rosopenHsi. OgHUM 13 HAWOUIBII SICKPaBO
BUPAKEHUX CyCcHiIbHUX (eHomeHiB XXI
CTOMTTS € iHpopMaTuzauiss (aKTUYHO YCIX
chep AISNTBHOCTI Ta TOBCSKIACHHOTO >KHTTA
moaunan (Lee, et. al., 2003; Catherinem &
David, 2004; Imac, 2020). OxHO3HAYHO IIe
3auenmwio 1 crnoptuBHy cdepy. Cporoasi
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3MICT  CIIOPTY, CIOPTUBHOTO  BHJIOBHIIA
IyOJIto€eThCsl 1y BIPTYalbHHUH MPOCTIp.
[loenHaHHA CHOPTHBHOTO 1 BipTyalbHOTO

CBITIB JJaJI0 CBITY HOBHUH HPOAYKT y BUTJISAAIL
Tak 3BaHOro kibdepcrmopry (Zimbalist, 2002;
bysnoBa, & Koswiuna, 2017; Daehwan, &
Jae Ko, 2019).

Kepyrounce mumu tenaeHmismu NBA,
SK OJHA 13 TPOBIAHUX MNPOodeciHHUX JIr
IrpOBHX BHJIIB CHOPTY CBOTO/HI PEani3oBye
BJIaCHI KiOEpCIIOPTHBHI TPOEKTH, 30KpeMa
Ui 30UTbLIEHHS BJAacHOI MPHOYTKOBOCTI.

Tak, NBA 2K eLeague - cmiibHO
opranizoBana NBA Ta Interactive Take-Two
(po3pobHuK  crumynsatopa  NBA  2K)

kibepcnopTuBHa Jira. Bona Oyma cTBOpeHa
BifHOCHO HemiogaBHo, 2017 poky. [o
crorogai 22 i3 30 xomanx Acomiamii
HOrOJIMIIUCS. MaTH BiacHy KomaHay B NBA
2K elLeague. 23-1 KOMaH/1a TIOEAHYE KPAIIUX
reiimepiB CIIIA Ta A3ii mijg KepiBHUITBOM
Gen.G - rnoGampHOi  KiOepCIIOPTUBHOI
opranizanii. [lepmmii ce3on craptysaB y 2018
polli i cboroHi el mpoeKT HabyBae 00epTiB.
s Toro, mo6 kBanipikyBaTHCS Ha MPOEKT,
TpaBIEBl TMOBUHHO BUMOBHUTHCA 18 pOKiB,
BiH noBuHeH Matu NBA 2K na PlayStation 4
a6o Xbox One ta 3m00yTH mepemory B 50%
irop B pexxumi Pro-Am (pexxum B sSIKOMY B
OJIHIM KOMaHJi € CHJIbHI TPaBIll 1 HOBAYKH).
SIkmio 3a3HadyeHi YMOBHM BHMKOHaHI IpaBelb
MoJIa€ 3asiBKY, MICJIS YOTO MpUAMae ydacTb y
TaK 3BaHOMY «KOMOaiiH1», KUl 3a3BUuail
MPOXOAUTh y JtoTomy. L{ikaBuM € TOM dakr,
o0 LEed HOBUM MPOEKT OTPUMAB ULIUPOKY
MOMYJISIPHICTh 1 BXKE€ Yy TMEpIIOMYy CE30HI
3HAWIIOB  BEJNMKY KUIBKICTh  Oa)karoumx
NPUWHATH y4YacTh, TpOTE, JHIIE BHOpaHa
KIJIBKICTh YYaCHUKIB OTPUMAJIH 3aIIPOIIECHHS.

Berynnuit ce3oH TpuBae 17 THXKHIB Ta
3aBepiryerses QinamoM. LlikaBum € Te, 110
BCl iITpU TPAHCIIOIOTHCS B MpsMoMy edipi Ha
Twitch Ta, mo 3aBepumieHHI OPAMUX
TpPaHCIALINA, BIIKPUBAIOTECS Yy BUIBHOMY
noctymi. 3aranom Twitch Ta NBA mianucanu
JIOBFOCTPOKOBY YTOJy IMPO TPAHCIALII irop
NBA 2K. Ilepmuii ce30H HaniuyBaB OJU3bKO
181604 nepernsanis (Ansuuyk, 2017). Oxpim
toro, y 2020 poumi NBA 2K eLeague
mianucana yrogy 3 ESPN2 1 ESPN App npo
TpaHcALio cBoix irop. l{oxo momyssipHOCTI,
To y 2020 pori cBitoBa aBauTopiss NBA 2K
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nocsirHya 453,8 MITH. TIsA1a4iB, a T0Xia Bif
Hei cknaB 1,1 mipa. gomnapis.

Jlira BUKOpUCTOBY€ TaK 3BaHUN PEKUM
Pro-Am, sxuii Bkatoyae mardi 5x5. Bapro
3a3HAYUTH, 110 OKpeMmi ¢axiBii KibepcrmopTy
BBXKAIOTh, M0 MOMIOHUI (hopMar HE 3Haie
3HAQYHOI MIATPUMKH TeHMepiB, OCKUIbKHU
OCTaHHI 3BUKJIM rpatd y ¢opmari 1x1. [pu
bOMY TpaBlli BUKOPHCTOBYIOTh apXETHUIH 13
c(OpMOBaHMMH HABHUYKAaMH, a HE CTBOPEHUX
BJIacCHOpYY rpaBiiB uyu TpaBmiB NBA. ILle
3po0yieH0 At TOro, o0 pelTuHTH Oynu
BIJIHOCHO OJTHOP1THHMH.

YerBeptuii ceson NBA 2K eleague
pO3IOYaBCsl y TPaBHI 1 3aBepIIMBCS (piHATIOM
y BepecHi 2021 poky. dopmar MaTdiB
BKJIFOYaB 10 JIBI TpU MK KOMaHJIaMHU-
yuacHuusaMu (NBA 2K elLeague. LEAGUE
INFO).

Jlisi pOTO CE30HY XapaKTEepHUM € Te,
mo NBA 2K League posmojineHa Ha JBi
koH(pepermii: Cxigay (12 xomanm) Ta
3axigny (11 xomann). Koxkna 3 komauf,
BIAIIOBIOHO, 3irpae SIK BHYTPIIITHHO
KOH(EpeHIIiiHl, Tak 1 MK KOH(pepeHIiHHI
MaTH4i.

Y ceszoni 2021 poky mniaHyeTbcs
MPOBEJICHHSI TPhOX Ce30HHUX TypHipiB (The
Tipoff, The Turn 1 The Ticket). Yci 23
koMauau (138 rpaBuiB) 3maratumyTthest y The
Tipoff 1 The Turn. o nneli-odpd npoxoasTs
10 kpamux KoMmMaHa 3TiIHO pe3yJbTaTiB
perymnsipHoro yemmioHaTy. [xHmi 13 komanz
3maratumyThesa fami 'y TypHipi The Ticket 1
JIBl Kpallli 3 HUX OTPUMAIOTh 3MOTY IMOCICTH
11-e Ta 12-e micusa B miei-opd (Bumbaca,
2021).

OHOBIIEHHSM, HOPIBHSHO 3
MOTIEPETHIMU CE30HaMU, € TaKoX Te, IO
KOMaHJY 3MararoThbCs B relmIuiei 5 npotu 3,
BUKOPUCTOBYIOUH YHIKAJIILHUX TIEPCOHAXKIB
(ueicHyrounx rpasuis NBA).

VY npuzoBomy ¢onai NBA 2K League y
2021 poky 1,5 mmH. gomnapiB, ki OyayTh
BpyueHi B Mexxax TypHipiB The Tipoff i The
Turn Ta rureit-odd.

Bapro 3a3HauMTH 1010 CTPIMKOIO
pocty momymspaocti NBA 2K League. lo
npuKiIany ynponosk ce3oHy 2020 poky
Tpaucaiii matdiB Ha Twitch 3pociau Ha 69%
y TOpIBHSAHHI 3 TONEpPEJHIM CE30HOM
MHUHYJIOTO  pOKY  3aBISIKH  CYTTEBOMY
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3pOCTaHHIO KUTBKOCTI MPUXWILHUKIB
6ackeTOOIBHUX Irop Takoro Gopmary.

CyMapHa KUIBKICTh MEpEerIsAiB MaTyiB
NBA 2K League y nipomy ce3oHi ckiana 441
MITBHOH Ha YyCiX IaTdopmax COIMaIbHUX
menia NBA 1 NBA 2K League (Facebook,
Twitter, Instagram, TikTok, Twitch Ta
YouTube) (NBA 2K eLeague. LEAGUE
INFO).

IikaBuM € QaxkT, 0O YYaCHUKAMHU
koMann NBA 2K League MoxyTh OyTH 1
KIHKM, $KI Ha piBHI 3  YOJIOBIKAMH
3MararThCs y demmioHari. Llg iHimiatuBa
orpuMaia Ha3By «OKinku y rpi». CTaHom Ha
2021 pik cepen TpaBIliB BIPTyaJIbHOI JIIrK
HasigyeTbes 10 KiHOK.

Okxkpim toro, ceoroani NBA 2K League
POBOIUTH TMOBHOLIHHUKA apadr (3 2017
POKY), SIKHI TaK0XX TPAHCIIOETHCS HA IUPOKY
aBauTopito Ha kaHaiax Twitch ta YouTube i
€ JIOCTaTHbO TMOMYJSPHUM BHUIOBUIIEM Y
BipTyasibHOMYy cepenoBumii. Y 2021 pomi y
HBOMY MpHIMaNu y4acTh 265 y4acHHUKIB, SKi
IpeTeHIyBalld Ha 63 MicIst B MeXax KOMaHJ
JITH.

To6tro Bipryambna NBA 2K — 1me
CBOEPIMHMK  TIpoTOTHNl  peanbHOi  NBA.
®dakTUUHO cucTema ii 3Marab Ta BiAOOpPY
BiZI0OpakaroTh 3MICT MPOBIAHOT MpodeciiHol
6acketOo0sbHOI Jiru [1iBHIYHOT AMepHKH.

3aranom NBA 2K League — ue
yHIKaJbHa cepis BiAeoIrop, sika 3a OCTaHHI 22
pPOKHM OTpuMaia HaWBUII PEHTHHTH cepen
noaioaux cobi. [Ipomax cepii NBA 2K cknas
maibke 110 MiIbIIOH OAUHUIIL Y BCbOMY CBITI.
[Ilomo MiXKHapOJHOI MOMYJSPHOCTI BapTO
KOHCTaTyBaTu Takox, mo NBA 2K Online B
Kwurai € crorogni mepiior B PEeHTHHTY OH-

JalH  CHOPTHBHOIO  TIporo, Yy  AKIH
3apeeCTPOBAHO 0JI3BKO 50 MUJTH.
kopuctyBauiB (NBA 2K eLeague. LEAGUE
INFO).

Hlomo matdpopm Ha 06a3i  AKHX

npoBoATh 3MaranHs NBA 2K eLeague, To
ynpojox 1999-2004 ne Oyna BHKIIOYHO
Sega. 3 2005 1o 2020 irpu jira NpoBOAUINCS
Ha riatgopmi 2K Sports. ¥V 2021 odimiiiHor0
miargopmoro  NBA 2K League crama
PlayStation (Pobeptc, 2021). Ilpu 1mmomy,
cpboronHi BinacHuku PlayStation 5 mMoxyTh
MIPONTH peecTparlito 1 NpUHHATH y4yacTb y Tpi
Three For All Showdown. Ilepemoxers
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BiIOIPKOBOTO TYpHIPY 3MOXE 3irpatd y
BipTyasIbHUI 6ackeTO0s1 B MEXax MIOPIYHOTO
typuipy NBA 2KL Three For All Showdown.
Octanne nepenbavae MOJXKITUBICTh
Mo3MaraTucs 3 MPOBITHUMHU TrpaBisiMu NBA
2K League, panamu i BIZOMUMH OOJUYYSMH
COIIAIbBHUX MEpEeX 3a MPU30BHH GoHT Yy 25

tic. gon. y <¢opmari 3x3. I[lnmardopma
PlayStation 5 TaKOoXK MIPOTIOHY€E
eKCKJIIO3UBHUM  KOHTEHT,  PI3HOMAaHITHI
mopaad Bia HaWKpamux 0ackeTOOoICTIB

CBITY, a TaKOX TeJETPaHCIAMil HaWOUIbII
nonyJisipHux Kioeprmoxaiii y cBiti (NBA 2K
League oronocuna PS5 cBoeto odiniaapHOIO
KoHcoutio, +2021).

lomo peanpauX irop komangq NBA, to
y ce3zoni 2019/2020 poky cutyamis 3
naggemie;o COVID  chnpuumHmna 10
peamizaiii HOBUX IIPOCKTIB, TIOB’SI3aHUX 3
BIPTYQJIbHUM  CEPEJOBUIICM. 3okpeMa,
Microsoft Teams crana miaThopMor Tak
3BaHOI BIPTyaJdbHOI HIATPUMKH KOMaHA Ha
irpax miru. CnoiieHO oOpraHizamii BTUTWIH
pimeHHs Ha ocHOBI pexkxumu Together mode B
Microsoft Teams, ske 103BOJIsIE€ BiATENEp
risgadaM  MeperyisigaTd  MaTdi B PeXHMI
peasibHOTO Yacy, IpoTe, nepedyBarodu BIomMa
abo iHmomMy 3pyuHomy wicii. Lleit mpoext
orpumMaB Ha3By NBA Together.

Jlia peanizanii MpoeKTy IrpoBlI apeHH
OCHAIlYIOTh  CBITJIOAIOAHMMHU  €KpaHaMH
BUCOTOIO Y 5 M, TIO TPH CTOPOHH apeHH.
[Tonan 300 BOONIBaNBHUKIB MalOTh 3MOTY
3allOBHUTU TaKl «TpUOYHU» 3a JOMOMOIOIO
pexumy Together mode, skuit mo3BOMISIE
o0’enHaTH JroA€d 1  CTBOPUTU  e(eKT
peanbHOCT1 K ans rpaBuiB NBA, Tak i s
rmsgadiB. s meperisgy MaTdy  MOKHA
npuadatd  abOHEMEHT, SKUH  J103BOJISIE
3aiiMaTH  «Kpamy — Miclish»  Ha  MaTrdax
YIOPOJIOBXK  CE30HY, 1HIII  HPUXHIBHUKH
0acker00Jly MOXYTh NPUI0ATH KBHUTOK Ha
OKpeMHI MaT4, mpoTe MICI BOHU 3aliMaroTh
32 TPUHIUIOM «XTO TPHHAIIOB MEPIITM»
(Ward-Henninger, 2020).

Ha mnpuknani NBA, Takuii BapiaHt
3a0e3neueHHsl MPHUCYTHOCTI  IIIAfadiB €
[IIJTKOM aJIeKBaTHUM 1 HaBITh MIEPCTIEKTUBHUM.
SIK1io, A0 MPUKIALY MOPIBHATH MOXKIUBOCTI
NFL ta MLB y npoMmy 3aBnaHHi, TO HOro
BUPIIICHHS Ma€ 3HAYHO OLIbIIE TPY/IHOIIIB.
Amxe irpy NBA BinOyBaroThCsl y 3aKpUTHX
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MPUMILICHHSX, ne BCTAHOBJICHHS
JIOPOTOBapTICHUX HAACy4YaCHHX €KpaHiB €
IIJIKOM MOKJIMBHMM, a IO CTOCYETbCS 1HILIUX
JIBOX Oprasi3aiiid, siki MPOBOAATH 3MaraHHs
Ha BIJKPUTUX apeHax, TO BCTAHOBJICHHS
noMiOHOT  TeXHIKM  mependadae  CyTTeEBI
TPYIHOIII 1 HEOE3MEeKH iX IOIIKOIKEHHS
(BiTep, Jou1 TOIIO).

3aranom cmiBnpansg Mixk Microsoft Ta
NBA peanizyetbcst Bxke He Brepuie. Y 2020
pori  opraHizamii = yKJIaJIM ~ CTpaTeriYHHI
QIbSHC 3  METOI0  CTBOPEHHS  HOBUX
MOYJIUBOCTEN IUIA 0ackeTOOJIFHUX
NPUXWIBHUKIB, 30KpeMa Iiar(opmu, M0
MIPOTIOHYE MEPCOHATI30BaHY TPAHCIIAIIIO Irop
y npsiMmoMy e¢ipi, icTOpHYHUX BiJIe0apXiBiB, a
TaKOX YHIKAIbHHUX IHCTPYMEHTIB aHAJI3y Ui
npuxwibHUKiB NBA, tpenepis (Microsoft
Teams gomomoxke (aHaram MiATPUMATH
ymo0sieHy komany Ha irpax NBA, 2020).

BucnoBku. IloBHOIiHHA peami3aris
CTIIOPTUBHOTO MPOAYKTY CHOTOIHI
YCKJIQJIHEHA, L0 IOB’SA3aHO 13 CUTYaLl€l 3
maggemicro COVID Tta oOMeXeHHAMH, IO
BCTaHOBIIEHHI (DAaKTUYHO Ha MIKHAPOIHOMY
piBHI. [TpoBimHI ~ CBITOBI  CHIOPTUBHI
opranizarii, 30kpeMa TmpodeciiHuX BHUIIB
CopTy, Ui 30€peXEeHHsT CBOTO CTaTycy,
(1HAHCOBUX HAAXO/UKEHb TOIIO ChOTOJHI
aKTUBHO OCBOIOIOTH BIPTyaJIbHUH PHHOK 1
BIIPOBA/KYIOTh BEJIUKY KIUJIBKICTh HOBITHIX
pO3poOOK  MOB’S3aHUX 13  MPOCYBaHHIM
CIOPTHUBHOT'O BUJIOBUIIA Y IIbOMY HAIPsIMi.

NBA y cBOill [JisUIBHOCTI TakKoX
ChOTOJIHI ~ HAJae  BaroMoro  3HAYCHHS
CHIBMpalll 3 KOMMIAHIAMH, Ki JOMOMararoTh
peani3oByBaTH 1iif CBOIO JAISUIBHICTH Ha
kibepcopTuBHOMY  piBHI.  KitouoBumu
IOPOJYKTaMM Takoi CHIBIpall ChOTOJHI €
NBA 2K League ctBopena y 2017 pomi Ta
NBA Together, mo craptysana y 2019 pori.
[lepmia po3poOka — kibepcropTUBHa Ipa, sKa
CHOTO/IHI Halyrna BHCOKOTO piBHS
MOMYJISIPHOCT1 1 IPUHOCUTH IOPOKY THoHaf 1
mipa. pon. goxoxay Jlizi. NBA 2K League
BiJ0Opakae CTPYKTYpHO peaibHuN
gyemnionar  NBA.  Bxmouaroun  irpu
peryisipHOTO ce30Hy Ta 1iei-odhd. Komanan
mpyu IBOMY TaKOX TMOAUIEHI Ha JIBi
KOH(EpeHIIii.

[Hmmii cygacuuii npogykt NBA — NBA
Together Takox cBOro poay yHIKaJIbHHA.
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Tinpbku B Wi Ji31 CHOTOJHI YIPOBAIKEHO
MOXJIMBICTh OYTH TisijaueM OacKeTOOIbHUX
MaT4iB B peaIbHOMY 4aci, He BUXOJSYN MpPU
BOMY 3 JOMY. 32 JOIOMOTOIO CIIEIiaIbHO
po3po0JIeHNX eKpaHiB, (haHH MaIOTh YYJIOBY
MO>KJIMBICTh MiATPUMYBATH yno0IIeH1
KOMaH/I1 0e31ocepeIHbO il Yac rpu.
ObunBa BipryanpHi nponyktd NBA
ChOTOJ[HI yJOCKOHAJIOKTHCA 1 HaOUparoTh
00epTiB, 1 B MalOyTHbOMY NPETEHIYIOTbH
CTaTH OJHUMH 3 KJIIOYOBUX KOMIIOHEHTIB
¢binancoBoro 3abe3neueHHs OpraHizarii.

[Inanyetncs MPOJOBXKUTH BHUBYCHHS
MaTepianiB MOAO0 JOCBITY MisIIBHOCTI Yy
BIpTyaJIbHOMY CEPEIOBHII 1HIIMX MPOBIIHUX
npodecifHuX JIr irpoBHX BHIIB CHOPTY Yy
[TiBniunii Amepumi (NFL, MLB, NHL,
MLS) ta B €sponi (UEFA, FIBA/ULEB) Ta
THX, fKi KypyloTb npodeciiHi irpoBi BHIH
criopty y cBiti (ITF/ ATP/WTA, PGA).
Konduikr iHTepeciB. ABTOp 3asBisie
PO BiICYTHICTh KOH(MIIKTY iHTEpECIB.
M:xepena ¢inancyBannsa. Ll crarts
He oTpuMana (iHaHCOBOI MIATPUMKH BiJ

IlepcnexkTuBH NoJAJbIINX Jep’KaBHOI, TpoMaAChkoi abo KoMepIiiHOI
AOCJHIIZKeHb Yy  JaHOMY  HaIpPsSIMKY. oprasizarii.
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Annomayusa. Xuminic K. P. Onvim npumenenus eupmyaiabHblX HMEXHONO0UN 8
odeamenvhocmu NBA. Tenoenyuu cospemenno2o smana passumusi cnopmd, cpeou KOMOpbIX
2nobanuzayus, KOMMEPYUaIU3ayus, KOMNbHOmMepusayus u m.0. onpeoeisiom HompeoHOCmyb 8
Gopmuposanuy HOBbIX HANpAsieHUll e20 pazeumus. B uacmuocmu, eupmyanvHble mMexHON02Uu,
KOmopble Ce200Hs AGNAIOMCA YACMblo 6cex cghep dHcuU3HeOesmelbHOCMU YellogeKd, NO380NAI0M
npoosuams CHOPMUBHBLU NPOOYKM 6 PA3TUYHBIX (POpMAX Ha pbinKe Kubepnpocmpancmed. NBA,
KaKk OOHA U3 B8e0YUUX CeB8ePOAMEPUKAHCKUX NPOPECCUOHATbHBIX JiUe USPOBbIX BU008 CHOPMA
aKmueHo eHeopsiem paspabomku 6 3MoM HanpasleHuu. B mo oce epems cospemennas HayuHo-
meopemuyeckas 0aza Hyscoaemcs 8 GopmuposaHuu 0OI0KA Mamepuanrog o6 onvime MmMaxKux
opeanuzayuti kak NBA 6 npumenenuu 6UpmyanvbHulX MEXHOI02UU NPOOBUINCEHUS CNOPMUBHO2O
npooykma. Ilenv wuccnedosanusa. Bviseumv wnanpaenenus paseumus coepemennoi NBA 6
gupmyanvhoti cpede. Mamepuan u memoovt uccredosanui. OodpabomanHo mamepuanvl
nyonuUKayull KAacarowuxcsi memMamuxy Uccied08aHus, a makxdice UH@opmayuio ¢ oQuyuarbHo2o
cauma NBA. Memoowi: ananuz u o00606weHue OaHHbIX, Meopemudeckas uHmepnpemayus u
00bsICHeHUe, aHAIU3 OOKYMEHMANbHbIX MAmepuanos, cucmemHvlll avaius. Pezynomamot.
Coepemennass NBA pabomaem 00HO8pEeMEHHO 6 HECKONbKUX HANPAGIEHUAX  PA3GUMUS
BUPMYANIbHO20 6ACKemOOoIbHO20 Npodykma. Kniouegvim u3 Hux s61s1emcs co30aHHAs 6 ee
cmpykmype NBA 2K eleague 6 2017 200y, komopas 561iemcsi c80e00pA3HbIM GUPMYAIbHBIM
npomomunom ee camou. bonvwuncmeo komano aueu (22) umerom coocmeeHHy0 KUbGepKoManoy u
NpPOBOOSIM MAMYU MeHCOY COOOU HA CUCMEMHOU OCHO8€ 8 PAMKAX pe2YIapHO20 YeMNUOHAmA U
mamueil naet-ogpp. Imom npodykm npunocum NBA 6onee 1 mapo. oonn. esxcecoono. B 2019 200y
auea emecme ¢ Microsoft Teams nauana pearuzayuro Hosoz2o npoekma — NBA Together, komopulii
npeoycmampusaem npugiedenue 3pumenei Ha OacKkemooIbHbvle MAMuU 8 GUPMYATbHOM hopmame.
Taxum 0bpazom, ¢ 0OHOU CMOPOHbL O/ USPOKO8 COXPAHAEMCS NOOOEPIHCKA HA CNOPMUBHOIU apeHe,
a ¢anvl mocym npocmampugams 10OUMble MAMYU 8 PedHCUME PeabHO20 8peMeHU, He 8biX005 U3
ooma. Kniouegvim pakmopom, Komopulii onpedenun CywecmeeHHyo akmususayuio 0esimeabHoCmu
U 8 YKA3AHHLIX Hanpaeienusx saensiemca mupogas nandemus COVID. Bwvieoowt. Cecoomus
supmyanvhvie npooykmovl NBA (NBA 2K League (2017) u NBA Together (2019)) axmusno
PAa36uBarOmcs U CO8EpULeHCmEYIomes u 8 0yoyujem npemeHOyiom cmams OOHUMU U3 KIIOUeBblX
KOMNOHEHmMOo8  (uHancooco  obecneuenuss  YKA3AHHOU  NPOGDEccUOHANbHOU  CHOPMUBHOU
opeaHusayuu.
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Knrwouegvie cnosa: oOacxembon, npogeccuonanvHas auea; KubOepcnopm; co8pemeHHbvle
pa3pa60mku; CnopmueHRble COpEBHOBAHUAL.

Abstract. Khimenes Khrystyna experience of virtual technology application in NBA
activities. Trends of the current stage of sports development, including globalization,
commercialization, computerization, etc. determine the need for the formation of new directions of
its development. In particular, virtual technologies, which today are the part of all spheres of
human life, make it possible to promote a sports product in various forms in the cyberspace market.
The NBA, as one of the leading North American professional leagues of game sports, is actively
implementing developments in this direction. At the same time, the modern scientific and theoretical
base requires the formation of a block of materials on the experience of such organizations as the
NBA in the use of virtual technologies to promote a sports product. The purpose of the study. To
identify the development of modern NBA within the virtual environment. Material and methods of
research. There were processed materials of publications related to the research topic, as well as
information from the official NBA website. Methods: data analysis and generalization; theoretical
interpretation and explanation; analysis of documentary materials, system analysis. Results. The
modern NBA works simultaneously in several areas of development of a virtual basketball product.
The key one is the NBA 2K eLeague created in its structure in 2017, which is a kind of virtual
prototype of itself. Most league teams (22) have their own cyber teams and play matches against
each other on a systematic basis within the regular season and playoff matches. This product brings
the NBA more than $ 1 billion dollars every year. In 2019, the league together with Microsoft
Teams launched a new project — NBA Together, which involves attracting spectators to basketball
matches in a virtual format. In this way, on the one hand, players retain support in the sports arena,
and on the other hand — fans can watch their favorite matches in real time without leaving home.
The key factor that has determined the significant intensification of the league's activities in these
areas is the global COVID pandemic. Conclusions. Today, virtual products NBA (NBA 2K League
(2017) and NBA Together (2019)) are actively developing and improving and in the future claim to
be one of the key components of the financial support of this professional sport organization.

Key words: basketball; professional league; e-sports; modern developments; sports
competitions.
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