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PO3BUTOK CIIJIPAHY IT'OP SIK OKPEMOI JUCHUIIJITHUA

BiHHMIIbKHI HAIllOHAJIBHUM TEXHIYHUH YHIBEPCUTET

AHoTanis

YV oaniti pobomi docnidsiceno pozeumox cniopany sik okpemozo genomeny y ceimi gideoicop. Pozensdaromucs ocnosHi
emanu CMAaHOBNeHHS CRIOPaHy, 1020 6NIUE HA [HOYCMPII 120D, a MAKONC QOPMYBAHHSA OKPeMOi OUCYUNIIHU 8 PAMKAX
Kibepcnopmy.
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Abstract

This paper explores the development of speedrunning as a unique phenomenon in the world of video games. It examines
the main stages of speedrunning formation, its impact on the gaming industry, and the formation of a separate discipline
within esports.
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Beryn

VY cy4acHOMY CBITi BiICOIrpH CTajM HE JHIIE 3acO00M PO3Bar, a i BaXKJIMBOIO YACTUHOIO U(PPOBOT KyJIbTYPH
Ta eKOHOMIKU. BiIMIHHOIO pUCOIO TIi€l Tamy3i € 11 37aTHICTh TeHepyBaTH HOBI (hOPMH B3aeMOJIl MiXk TpaBLSIMU
Ta KOHTEHTOM, OJIHIEIO 3 SKUX € CIiJipaH — MPaKTHKa MTPOXOHKEHHS irop Ha MBHAKICTH. Lle sBUIIIe BUHUKIIO B
90-x pokax i MOCTYIOBO MEPEPOCIO Y KOHKYPEHTHY IMCIMIUNIHY 31 CBOIMH TpaBHJIaMH, TypHipaMH Ta
cnibHOTaMH [1]. CriipaHepy IEMOHCTPYIOTh BUCOKH PiBEHb MalCTEPHOCTI, YaCTO BUKOPHCTOBYIOUH «TIITUI»
a0o mporpamMHi NOMHJIKU JAJISI MIPUCKOPEHHS MPOXOKeHHs rpu. ChOoroxaHi cripad HaOupae MOMmyJsipHICTh Y
BCHOMY CBITI, IIEPETBOPIOIOYHCH Ha OKpeMHit BH/T Kibepcropry.



3aBISKM CHUIBHEM 3YCHJUISIM CIUIBHOTH TpPaBIiB 1 cTpuMepiB, moaii Ha kmrant Games Done Quick
NPUBEPTAIOTh yBary MUIBHOHIB TIJIAJadiB MO BChOMY cCBiTy. lle momymsipHe 3maraHHs He JIMIIE CIYTYeE
JIEMOHCTpALli€l0 HAaBUUOK TPaBIIiB, ajie i crpusie 300py KOWITIB HAa OIarofiiHicTh. BakanBo Big3HAYWTH, 11O
MOMYJISIPHICTD CIIJIPaHy HEe OOMEXKYEThCS JIMIIE CTAPUMH irpaMHd — CydacHi PO3POOHUKH TAKOX IHTEIPYIOTh
CTeIialbHI PEXKHMMU CITIZIPAaHy B CBOT irpH, 320X0YYIOUYH HOBY ayIUTOPIO JIO y9acTi B oMY pyci [2].

IlepcneKTHBH PO3BHTKY

OnmHuM i3 KIIFOYOBHX AacCIeKTiB, IO CHpPUSE PO3BUTKY CIIApaHy, € MATPUMKa irpOBHX PO3POOHHKIB Ta
PO3IIMPEHHS TYPHIPHOI iH(pacTpyKTypu. 3aBAsku OHIalH-TIaTGopMaM, TakuM sk TWItCh, me rpaBiii MOXKYTH
TPAHCIIOBATH CBOI CITiIpaHH B PeajbHOMY Yaci, CIiJipaH CTaB Ie OLIbII JOCTYMTHUM IS IHUpOoKoi ayauTtopii. Le
He JIMIIE PO3LIUPIOE MOKIUBOCTI Uil MpoeciiHUX IPpaBLiB, ajie i JormoMarae monyJsipu3yBaru CIiipaH cepen
HOBauKiB [3]. ZlOCHIiAHUKN TaKOX ITiAKPECIIIOIOTH BAXKIMBICTh CIIAPaHy AJsl PO3BUTKY KPUTUYHOTO MUCIJICHHS Ta
peaKiiii TpaBIliB, OCKUIBKH JUIS JOCSTHEHHS PEKOPAIB HEOOXiJJHO BOJIOAITH TIIMOOKUM 3HAHHSIM MEXaHiKd TPU.
Kpim Toro, BOpoBaJiKEHHsI HOBUX TEXHOJOTiH y cdepi KiOepcrmopTy MOXKe 3HAYHO BIUIMHYTH Ha €BOJIOIIIO
crigpany. [lITyununii iHTeNeKT i MalMHHE HABYaHHS MOXYTh OYTH BUKOPUCTAHI JJIsl aHAJ3y Ta BAOCKOHAJICHHS
CTpaTeriil chigpaHepiB, BiAKPUBAaIOYM HOBI TOPH3OHTH B Wi aucuumuiini [4]. BaxmBo 3a3HauuTH, 10
Kibepcnopt, sIK 1 KJIacW4Hi BUAM CIIOPTY, BUMarae (pisMyHOI Ta ICHUXIYHOI BUTPUBAJIOCTI, 1 CIipaHepu HE €
BUHATKOM. [lOCTiliHI TpeHyBaHHS, KOHICHTpAIlis i MParHeHHS 10 JOCSATHEHHS Pe3yJIbTaTy CTBOPIOIOTH HOBI
BUKIIMKH JIS TPABIIiB.

BucHoBku

Crigpan irop IEMOHCTPYE, IO BiZICOITpU MOXKYTh OyTH HE JIMIle 3aCO00M pO3Bar, a i KOHKYPEHTHUM
cnoproM. Bin amatopcbkux cnpob 10 mpodeciiHuX TYpHIpiB, chijipaH HaOyBae Bce OiBIIOT MOMYJISIPHOCTI
cepes TPaBIliB 1 TIsAAa4iB 1O BChOMY CBITY. PO3BUTOK Ii€i AMCHMIIIIHK CBITYUTH MPO i1 MEPCHEKTUBHICTH Y
pamKax Kibepcropry, BiJIKpUBalOYH HOBI MOMUIMBOCTI JUTS TPAaBIliB, iIHAYCTPIi Ta HOBUX (hOpMAaTiB 3MaraHa.
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