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YV cmammi pozenamymo komyuikayitini mooeni, wo Gopmyrnomuscs y
yugposux Komanoax, 3 AaKyeHmom Ha NPUKIaA0 npogecilinozo Kibepcnopmy,
s0kpema epu League of Legends. Axmyanvhicmsb O0ocniodicenHs 00yMo81eHa
cmpimkolo  yugposizayicro  pobouux npoyecis, NOUUPEHHAM  BIPMYAIbHOL
KOMAHOHOI 83a€EMO0Ii ma 3pOCMAHHAM PO epexmusHo20 KOMYHIKAYIUHO20
MeHeOdCMeHm)y 6 OO0CACHeHHI cmpame2iyhux yineu. Aemopu auanizyromo
penesaHmuicms KiacuuHux moodeneu xomyuixayii (Illennona-Bisepa, lllpemma,
MPAHCAKYIlHOL, CNIpaAIbHOi) y BUCOKOOUHAMIYHOMY YUPPOBOMY cepedosulyi, oe
NOBIOOMIIEHHS YUPKYIIOIOMb Y  0A2AMOKAHAILHOMY DedCUMI, a CMmpyKmypa
83A€MO0IT 3MIHIOEMbCSL 3ANEHCHO BI0 ha3z pobomu KoMaunou, poseu ii Y4acHUKI8 i
PiBHA IHOPMAYIIHO2O HABAHMANCEHHS.

3acmocysanns  Keiic-memody ~— ma — KOHMEHM-AHANi3y  00360JUN0
i0enmugpikysamu Kuo4o6i wabioHu KOMaHoHol e3aemo0ii, maki sk shot-calling,
pedicum muwli, peakmuseHi YUkiu ma oOazamopisHesa Ii€papXxis IHEGOpMAYitiHUX
kauanie. Ilobydosana eizyanizoeana mooenb KOMYHIKAYii 0eMOHCMPYE He Juuie
HanpsamKu iH@OpMayitiHux NOMOKI8 MIdC YUACHUKAMU KOMAHOU, alle U 0a€ 3M02Y
suABUMU  KPpUMUYHI  8Y31U  NpuuHaAmmsA  piuleHb  ma  30HU  PUUKY
nepesanmagcenns. Cmammsa MaKoxc BUCBIMIIOE pPOJb  [HCMPYMEHMAIbHOL
ingppacmpykmypu (2on0cosi niamgopmu, MmeceHoxicepu, BHYMPIUHLOIZPOBGI
inmepgheticu) ax 6azu 0 GoOpMy8anHA CcmMAOINILHO2O KOMYHIKAMUBHO20
cepeoosuuya.

Ocobnusy yeaey npudineHo adanmayii mooeneti 00 MYIbMUKYIbIMYPHUX
VMO8, 8apiamusHocmi ponei ma weuOKONIUHHOCMI KOHMEKCMI8. 3anponoHo8aHo
VNPABNIHCLKI  pexomeHOayii wo0o gopmanizayii  wabIoHI8  KOMYHIKAYI,
CMPYKMYPYBAHHS THHOPMAYIUHUX NOMOKIB, VHUKHEHHS HAOMIPHO20 WyMy mda
BNPOBAOICEHHS CHYYKUX CXeM 83aemooii. Pesynomamu 00CniOdCeHHs Marmo
MIDICOUCYUNTIIHApHE — NPUKIAOHE 3HAYEHHSA  OAs  PO3POOKU  YNPAGIIHCHKUX
cmpamezitl Y yu@posux Komaunoax za mexcamu xibepcnopmy — 6 IT-npoekmax,

O0CBIMHBLOMY Ccepedosuwyi, 8i00ANIeHUX KOMAHOAX MA IHHOBAYIUHUX eKOCUCTEMAX.

This article explores communication models within digital teams, using the
professional eSports environment — specifically the game League of Legends — as
a case study. The relevance of this research lies in the increasing virtualization of
collaborative work and the growing significance of effective communication
management in achieving strategic objectives. The study examines the



applicability of classical and contemporary communication models — such as
Shannon-Weaver, Schramm, transactional, and spiral models — within high-
dynamic digital contexts where communication unfolds in multichannel, rapidly
evolving environments.

Using a combination of case study methodology, qualitative content
analysis, and structural-functional analysis, the article identifies and
reconstructs key communication patterns within digital teams. These include
shot-calling, strategic silence, reactive cycles, and layered hierarchies of
information exchange. A visualized communication model is presented, mapping
the flow of information among team roles (e.g., Shotcaller, Jungler, Support) and
identifying critical points of cognitive overload, decision-making bottlenecks, and
zones of high information density.

The article highlights how communication in digital teams extends beyond
immediate gameplay to include organizational and psychological dimensions,
supported by a hybrid infrastructure of voice channels, in-game signals,
messaging apps, and asynchronous platforms. It emphasizes the manager’s role
not only as a message initiator but as an architect of the information
environment, capable of regulating flow, rhythm, and distribution of messages
based on real-time context and team roles.

The findings support the thesis that hybrid communication models, adapted
to team dynamics and situational phases, are more effective than standardized
frameworks. Practical recommendations include formalizing internal
communication protocols, minimizing noise through prioritization of signals, and
designing adaptive infrastructures that support synchronous and asynchronous
exchanges. Although grounded in eSports, the results have broader implications
for communication management in distributed teams, IT projects, remote
collaboration, e-learning, and innovation-driven ecosystems.

Knwuosi cnoea: yugposi kKomanou, KOMYHIKAYIUHUL MeHeONCMeHM,
kibepcnopm, League of Legends, mpancakyilina MmoOenb, CumyamusHa
KOMYHIKAYIS, KOMAHOHA 83AEMOOIS, IHPOPMAYIUHI NOMOKU, GIPMYANbHI KOMAHOU.

Keywords: digital teams, communication management, eSports, League of
Legends, transactional model, situational communication, team interaction,
information flows, virtual teams.



Ilocmanosxka npoonemu y 3azanvHomy e6u2iadi ma it 36°A30K i3
8aXCIUGUMU  HAYKOGUMU YU npakmuunumu 3aedannamu. udposizaiis
YOPaBIIHCHKUX TIPOIECIB Ta 3POCTaHHSA KIJIBKOCTI BIPTyali30BaHUX POOOUYUX
cepenoBuIl TpaHCHOPMYIOTH BHUMOTH JIO0 OpTaHi3aiii KoMaHAHOi B3aemomii. Y
TaKuX yMOBaX KPUTHYHE 3HAYCHHS HAOyBa€ SKICTh YIPaBIIHHSI KOMYHIKAIIEIO,
sKa BU3HA4Ya€ HE JIMIIE OINEPATUBHICTh PIllIeHb, a W €(EeKTUBHICTh JOCATHEHHS
cTpaTeriuHux Iuredd opramizamii [1]. BipryanbHi komanmn (QyHKIIOHYIOTH O€3
MPOCTOPOBOi 200 YacCOBOI CHHXPOHHOCTI, IO TOTpeOye BiJ MEHEIKMEHTY
amanTaiii KJIaCHYHMX MOJeNed KOMYyHIKaiii g0 mudpoBux QopmarTis.
KoMyHIKaTBHAa KOMIIETEHTHICTh MIpPH LbOMY PpO3IJSAAETHCS SK HEOOX1THUI
eleMeHT mnpodeciiiHol KyJIbTypu MEHEmKepa, mo (opMye HOro 3AaTHICTh
e(EeKTUBHO OpPraHi30BYBAaTH B3a€MOJII0 B YMOBAaxX JMHAMIYHOIO 1H(OpMAIIITHOTO
cepenoBuina [2].

KomyHikariiHuii MeHEIXKMEHT y Iu(POBOMY CEpEOBUIIl TNependadae
BUKOPHCTAHHS K CHHXPOHHHX, TaK 1 aCHHXPOHHUX KaHAJIB 3B’sI3Ky, BpaXyBaHHS
KyJIbTYpHOI  BaplaTUBHOCTI ~ KOMAaHJIHOTO  CKJIally, THYYKE  YIpaBIiHHS
1H(pOpMaIIiHUMU TTOTOKaMU Ta MOOYIOBY KOMYHIKalIMHOI CTpaTerii B yMOBax
HeBu3HaueHocTi. Sk 3asHadatore Daft ta Lengel, edexktuBHE yrpaBIiHHS
KOMYHIKAI[IEI0 B JWHAMIYHUX CEPEIOBUIAX BUMAara€ He JIMIIE PO3YMIHHS
1H(opMaIIiitHOT HACUYEHOCTI, ajie ¥ 34aTHOCTI aJanTyBaTH CTPYKTYypy OOMIHY 10
KOHTekcTy B3aemonii [3]. CamMe TOMy BHBYCHHS CTPYKTYp KOMYHIKAIli Yy
nuppoBUX KOMaHAaX € HEOOXIJTHO YMOBOIO ISl MOJAIBIIOI  PO3POOKHU
YIOPABIIHCHKUX MIAXOAIB y 11K cdepi.

[Toka3oBUM TPUKIAIOM BIPTYadbHOI KOMAHJIHOI B3a€EMOJIi BHUCTYMAE
npodeciiiHe cepeaoBHile KidepcnopTy, 30kpeMa irpu xkaHpy MOBA, rtaki sk
League of Legends. Taki irpy BHMararOThb BiJl KOMaHJ CHHXpOHI3aIlii mIii,
MIBUJKOTO TMPUWHATTA pillleHb Ta Oe3MepepBHOTO OOMIHY KPUTHYHOIO
iHpopMmaitieto. JlochmiKeHHsST TOKa3ylooTh, 10 3JarojpkeHa KOMYHIKallis B
KiOepCIOPTUBHUX KOMaHAaX MPSMO KOPETIOE 3 €PEKTUBHICTIO BUKOHAHHS ITPOBHX

3aBnanb [4, 5]. Omke, kibepcmopT Moxke OyTH BHUKOPHUCTaHHMA SIK MOJCIBbHE



CepelIOBHILE [JSl EMIPUYHOTO BUBYEHHS KOMYHIKALIMHOTO MEHEIXMEHTY B
YMOBax IU(PPOBOT B3aEMO/III.

Ananiz ocmannix oocnioxcensv i nyonikayii. OopmyBaHHS €(EKTUBHHUX
MoeNield KOMYHIKaIlii B MU(pOBUX KOMAHJIaX CTAJO OJHHUM 13 KIIFOYOBHX BUKJIUKIB
CY4aCHOI'0 YIpAaBIiHHSA B yMOBaX BipTyaii3aiii Mi>KoCOOUCTICHOI B3aemoii [6].
Tpaauiiiini ysBJICHHS MPO KOMYHIKAIIIO SK JIHIMHUNA Tpolec IepeaaBaHHs
MOBIJIOMJICHHS BUSIBWJIMCS HEJOCTaTHIMU [UIsl ONUCY JAMHAMIYHUX OOMIHIB,
XapakTepHux 1is  e-sport cepemoBuina. CydacHi 1udpoBi cepenoBuila
(GYHKIIOHYIOTH SIK 0araTopiBHEBI KOMYHIKATHBHI CUCTEMH, B SKHX MOBITOMIICHHS
HE JIMIIE MEePEIacThCsl, a i BUAO3MIHIOETHCS Y BIJTIOB1/Ib HA IHTEPAKTUBHI CUTHAIU
B peasibHOMY 4aci [7].

VYrpaBiaiHHS KOMYHIKall€l0 B KIOEpCIIOPTHUBHUX KOMaHAaxX BUMAarae
ajanTaiii 10 yMOB 0araToXo0/J0BOi B3a€MOJIli, /i€ BepOasibHi, mapaBepOaibHI Ta
HeBepOasbHI €JIEMEHTH MO€AHYIOTbCSA B €JIMHY CTPYKTYypy. Y XOJ1 3Marasb
MOBIJJOMJIEHHS YaCcTO MOAU(IKYIOTHCS BIAMOBIIHO /10 3MIHM ITPOBOI CUTYaIlll, 110
CBIIYUTH MPO OaraTokaHaJIbHY MPUPOAY KOMYHIKallii y 1udpoBoMy mpoctopi [8].
Bucoka ImUIBHICTh 1H(QOPMALIMHOTO TIOTOKY BUMAara€ CHpPOLIEHHS KOJIB,
CKOpOUYEHHS (hpa3 Ta ONepaTUBHOIO KOHTEKCTHOTO TIIyMayeHHS.

Pesynbrati  gochipkeHb  JAEMOHCTPYIOTH — HpSIMUM  3B'SI30K  MIXK
CTPYKTYpPOBAHICTIO KOMYHIKAI[IHHOTO TIporiecy W e(PEeKTUBHICTIO KOMaHIHOI ii.
Came ueproBicTh 1 pUTM TMOBIJIOMJICHbB, a HE JIUIIE IXHIN 3MICT, BU3HAYAIOTh PIBEHb
3rypToBaHocTi BipTyanbHol koMauau [9]. KomyHikarifini Mojaesni 31 3BOPOTHUM
3B’SI3KOM, 30KpeMa TpaHCakiliiiHa Ta chipajlbHa, JalTh 3MOrYy TOYHO
IHTEpPIPETYBATU 3MIHHI B pEAIbHOMY Yaci Ta MIBUJKO KOOPJIAWHYBATH i1 KOMaH/IH.

BaxnuBo BpaxoByBaTH, LI0 KOMYHIKallisl B KiOEpCIOPTUBHUX KOMaHIaX
BUXOJWUTHh 32 MEXI CyTO IrpOBOI B3a€MOJIl, OXOIUTIOIYM aJMiIHICTPATUBHUMA,
oprafizamiiauii 1 ncuxonoriyauii piBHi. CTpykTypa 1UbpoBOi KOMAHAM YacCTO
BKJIIOYA€ (popMalibHI Ta HedOpMallbHI KOMYHIKaTUBHI KaHAIU, K1 3a0€3Me4yI0Th
SK BHUKOHAHHS CTpaTeTIYHUX 3aBJaHb, TaK 1 MATPUMAHHA MOpPaJIbHO-

ncuxojioriuroro kiriMaty [10]. Lle 3ymoBiroe moTpedy B yIpaBIiHChKUX MiIX01aX,



10 BPaxOBYIOTh 0araTo(pakTOpHy HMPUPOY BHYTPIIIHBOKOMAHIHOI B3aeMoAil. Y
POMY KOHTEKCTI 1H(OpMalliiiHa KOMIETEHTHICTb MEHEIKepa — 3JaTHICTb
IpaioBaTi 3 MOTOKAMHM JaHHWX, TPAHCIIOBATH iX y NPUUHATHI KOMYHIKAaTHBHI
dbopMaTu Ta mpuiiMaTy pillieHHS Ha OCHOBI 1H(OPMALIIHHOTO aHAJI3y — MOCTAE SIK
dbyHIaMeHTalIbHA CKJIaJ0Ba YIIPaBIiHCHKOI MArOTOBKU B IU(poBY enoxy [12].

KomyHikatBHa TmOBEIHKAa YYaCHHMKIB HHU(PPOBUX KOMaHJ JEMOHCTPYE
BHCOKY BapiaTHUBHICTh, 3aJIC)KHO BiJl TUIy B3a€MOJIi, pojil B KOMaHAl Ta irpoBOi
JTUHaMIKH. [neHTH(hIKOBAaHO YOTUPH OCHOBHI BaplaHTH KOMYHIKaIlli: TUPEKTHUBHA,
KOOTIepaTHBHA, E€MOIIIifHO-3a0apBiieHa Ta AaCHHXPOHHA, IO YepryroTbcs abo
MOEHYIOTBCS 3aIeKHO Bija curyamii [12]. Take pi3sHOMaHITTS pEXHUMIB CBITYUTH
PO HEOOXITHICTh CTBOPEHHS THYYKUX TIOpUAHMX MOJENed KOMYHIKAI[lifHOTO
MEHEKMEHTY.

VY 1mudpoBux cepenoBUIlaX TMOBIIOMICHHS (POPMYETHCS HE SK CTaOUIbHA
OJIMHULIA, a SIK MPOIIEC, IO MiJJjIsirae Oe3mepepBHI PeKOHCTPYKIlI B KOHTEKCTI
0aratocTopoHHBOI B3aeMofii. KoMyHiKallisi po3ropTaeTbcsi B MeKax HENIHIAHUX
MEpEeXK, /1€ KOKEH YYaCHUK OJHOYACHO € 1 BIAIPAaBHUKOM, 1 PEIHTEPIIPETATOPOM
cenciB [7]. Takmii migxin Bu3Ha4Yae (QyHIaMEHTATBHI 3MIHM B YIpaBJIiHHI
KOMYHIKAIII€10, 30KpeMa y BUCOKOJIMHAMIYHUX ITU(POBUX KOMAH IaX.

Dopmynrweanns yineit cmammi (nocmanoeka 3a80ants). MeToro CTarTi €
aHali3 PeJeBAaHTHOCTI KJACMYHMX 1 CyYaCHUX MojJeNed KOMYHIKalli y nudpoBux
KOMaHAax Ta (OpMYJIOBaHHS pEKOMEHAAll JUid iXHBOTO 3aCTOCYBAaHHS B
YOPABMHCHKIA mpakTuii. O0’€KTOM JTOCIIKEHHSI BUCTyNae HU(PpoBa KOMaHIHA
B3a€MOJIisl B yMOBaxX MYJbTUKYJIBTYPHOTO cepeaoBuiia. [Ipenmerom mocimKeHHs
€ CTPYKTYpHI Ta TMpOILECyalbHI XapaKTEPUCTUKH KOMYHIKAIId y BIpTyaJIbHUX
KoMaHaaxXx. ABTOpW NparHyTh jJoBecTH, 1o mojaen lllenHona-Bisepa, [llpemma,
Jlenca Ta 1H., 3a BIAMNOBIAHOI ajamnTalli, 3aJUINIAIOTbCS MPOAYKTUBHUMHU Y
1IU(HPOBOMY MEHEIPKMEHTI.

Mertoaonoris 1ociipKeHHs 0a3yeThCsl Ha MOEIHAHHI KeHC-METOY, IKICHOTO

KOHTEHT-aHali3y Ta €JIEMEHTIB CTPYKTYPHO-(DYHKILIOHAIBHOTO aHamizy. O6’ekToM



aHami3y BUCTYMIJIa KOMaHIHA KomyHikamis y Tpi League of Legends, mio
penpe3eHTy€e TUMIOBY MOJIETh IUPPOBOI B3a€EMO/I1i B AJMHAMIYHOMY CEPEIOBHILI.

Ketic-MeTo 103BOSIMB AOCTIIUTA MOBEAIHKY KitouoBuX poseit (Shotcaller,
Support, Jungler Tomio), BiACTeXKUTH iH(QOPMAIHI TOTOKM MK HHMH Ta
PEKOHCTPYIOBATH THIIOBI cIieHapii B3aemojii. MarepiajioM UIisl aHANI3y CTaH
BIIKPUTI aHAMITUYHI JKepena, myOikaliii y pereH30BaHuX HaAyKOBUX BHIAHHSX, a
TaK0X eMITIPUYHO Bepru(PiKOBaH1 TOCIIKEHHS CTPYKTYPHU KOMaH] y KiOepcropTi.

KontenT-anamniz 0ys0 3aCTOCOBAHO JIJIi BUBUCHHS OIUCIB KOMYHIKAI[IHHUX
mabJoHiB, posei Ta (a3 rpu. OcobauBY yBary mpuaUIeHO pparMeHTaM B3a€MOJIIT
B YMOBaX BHCOKOTO 1H(OpMaIlifHOrO HaBaHTAXXEHHsI, K1 JTO3BOJISIOTH OI[IHUTH
HIUTBHICTB, PUTM 1 (YHKIIOHAJIBHY LIHHICTH MOBIIOMIICHb. OTpUMaHi aHi Oyiu
IHTEPIPETOBaHI IUITXOM MOOYI0BU Bi3yalai30BaHOI MOJEINI BHYTPIIIHbOKOMAaHIHOT
kKoMyHikalii. CTpykTypHO-(YHKIIIOHAJFHUN aHali3 J1aB 3MOTY 31CTAaBUTH peajbH1
naTepHU B3aEMOJII 3 KJIACHYHUMHM TEOPETUYHUMHU MOJENsMU (TpaHCaKIliiHa,
cHipajibHa, CUTyaTHBHA), OLIHUTHU IXHIO PEJIEBAHTHICTH JJIS IIU(PPOBUX KOMAH]I Ta
chopMyIOBaTH MPaKTUYHI PEKOMEHAAI] II0A0 OpraHizaiii KOMYHIKaIllid Yy
BIJIJTAJICHUX CEPEOBUIIAX.

Buknao ocnosenozo mamepiany 00CnioMHceHH .

O6rpynmyeanns subopy keticy League of Legends (LoL)

HudpoBi KOMaHIHI cepeoBHUIa NOTPEOYIOTh AHATITUYHUX MOJECINIEH, SIKI
JO3BOJISIIOTH  (DIKCYBaTH CKJIQJHI OararokaHallbHI KOMYHIKAIIHI TPOIECH Y
peanpHoMy 4aci. [Ipodeciitnuii ki6epcnopt, 30kpema rpa League of Legends,
HAJa€ MOMJIMBICTh JOCTIAUTH CUHXPOHHY ¥ ACHHXPOHHY B3a€EMOJII0 MIXK
yYaCHHUKaMHd KOMaHIu, 10 (yHKIIOHYIOTh B yMoBax 1H(OpMaIiiHOTO
NIEPEBAHTAXXEHHS, YacOBOI HECTaOLILHOCTI Ta TAaKTHYHOI HEBU3Ha4YeHOCTI [5].
IrpoBuii mporec nependavdae KOPCTKE POIHOBE PO3MEXKYBAHHS, € KOKEH T'PaBellb
BIJIMOBIJIA€ 32 YHIKAJIbHI (PYHKIII1, BUMArarouu MpH IIbOMY MOCTIHHOTO y3TOKEHHS
Iiit yepe3 KomyHikaniHi curHanu [9].

KomyHikarriss y komaHai peami3yeTbcsi 4epe3 MOeaHaHHS TOJIOCOBOTO YaTy,

BI3yaJIbHUX 1HMKATOPIB, BHYTPIIIHbOITPOBUX MO3HAYOK 1 YMOBHHMX CKOPOUEHHUX



koziB. lle cTBOpIOE MOMJIMBICTH AOCTIIUTH, SIK KOMaHAA BUOYIOBYE BIIACHY
CHUCTEMY 3BOPOTHOTO 3B’S3KYy, MEpPETBOPIOIOYM ii HA IHCTPYMEHT YIPaBIiHHS
irpoBoto cutyartiero [4]. 3MiHHICTh CIICHAPITB, BIACYTHICTh MAOJOHHUX CUTYAIlIH 1
MYJIbTUKYJIBTYPHUNA CKJIAJ, KOMAaHIM CTBOPIOIOTh BHCOKHMH DPIBEHb aJalTHBHOT
B3a€EMO/Iii, sIKa 3MYIIy€ TpaBIiB MOCTIMHO MOJAU(]IKYBaTH CTUJIb CIIJIKYBaHHS,
MEepEeMUKATUCh MDK pPEeKMMaMHU 1HIIIATHBH, peakilli Ta yTpuMaHHS 1H(opmarii
[12].

Takuii keic M03BOMSIE TEPEBIPUTH €PEKTHBHICTh KJIACHUYHUX 1 Cy4acCHHUX
KOMYHIKAIifHUX MoJeNied B yMOBaX JMHAMIYHOTO ITM(POBOTO CEPEIOBHINA, NIC
HEMae vacy Ha pe(diekcito, a KOXHE MOBIJOMIICHHS BHUKOHYE YIPABIIHCHKY
dbynkuiro. 3anydeHHs go aHaiizy rpu League of Legends nmae 3Mory BUABHUTH
NPUKIAJAHI TapaMeTpd KOMAaHJIHOI KOMYHIKalii, II0 MawTbh Oe3nocepenHe
3HAUEHHA JJI1 MEHEHKMEHTY — CTPYKTYpYBaHHS 1H(QOPMALIMHOIO TOTOKY,
JIeTIeTyBaHHSI, IPIOPUTE3aIlil0 CUTHAIB 1 3HWKEHHS piBHA 1rymy [10].

Buseneni komynikayivini mooeni 6 cmpykmypi 63aemo0ii Komanou

Ananiz keiicy League of Legends nae MOXIHMBICTh BUSIBUTH pealibHE
(yHKLIOHYBaHHA KUJIBKOX (DyHIAMEHTaIbHUX MOJIENEN KOMYHIKAIlli, aJanTOBaHUX
10 UM(POBOrO KOMAHIHOTO CEpeloBHMINA. Y Tpoueci KOMaHAHOI TIpu
CIIOCTEPITAETHCSl AKTUBHA pealtizallisi TpaHCAKIIHHOT MOJIeN, Y MekaX SKOi KOXKeH
rpaBellb BHUCTYIAE HE JHIIE K JHKEpeNo, aje W SK PEIUMIEHT TMOBiIOMIICHb,
MOCTIMHO 3MIHIOIOYH 111 POJII 3aJIEKHO BiJ irpoBoi cuTyaiii. Bzaemonist y Lol He
Ma€ YITKO BHU3HAYEHOI'O LEHTPY — MOBIJOMIIEHHS PYXalOTbCsl B OOMJIBI CTOPOHH,
YTBOPIOIOYH QIalITUBHY MATPUIIO Jianoris [9].

B okpemux (azax rpu, 0co0aMBO mijg yac KOMaHIHUX 00iB a00 3aXOTUICHHS
00'eKTIB, CHOCTEpIracThCsi e(eKTUBHA peanizalis cripaidbHoi Mozeni J[leHca.
[ToBimoMIIEHHSI TIEpENAIOThCS TIOBTOPHO B MOAM(iKOBaHIN GopMi, 3 ypaXyBaHHIM
HOBUX YMOB, IO JIO3BOJISIE MIATPUMYBATH aKTyaJIbHICTH iH(popMarii. Takuil Ty
KOMYHIKaIlil 0COOJIMBO BaXXJIMBUM y OaraTrocTyrneHeBUX B3a€MOISX, KOJIM PIILICHHS

(bopMyeThCs MOCTYIIOBO, HA OCHOBI YTOYHEHD 1 peakiliii yuacHukiB [12]. 3B’s130K y



TaKUX BUMAAKAX YacTO MEPEXOJUTh Yy TMapajelbHUN PEKUM, NIe KijbKa KaHaJIB
(GYHKIIIOHYIOTh OJTHOYACHO — TOJIOCOBH, Bi3yaJdbHUI, TAKTUYHUH MIHT.

OxkpeMy Tpymny CcHUTYyalllii CTaHOBJSATH BHMAJKH BHUCOKOTO pPHU3HUKY abo
KPUTUYHOTO ITPOBOTO MOMEHTY, KOJHM yYaCHUKHU MEPEMHUKAIOTHCS Ha CHUTYaTHBHY
MOJIeJIb 3 IHTEHCHUBHUM 3BOPOTHUM 3B’S3KOM. Y TaKWX BHUIAJKaX CTPYKTypa
KOMYHIKAIlll CTUCKAEThCA N0 KJIOYOBUX CHUTHAJIB, MAaKCHUMAaJbHO CIPOIIECHUX 1
yHIpIKOBaHUX, 10 [Ja€ 3MOTY YHUKHYTH 3aTPUMOK 1 KOTHITHBHOTO
nepeBaHTakeHHs. {1 Mojep 4acTKOBO HAOMMXKAEThCA J0 Teopii 1H(PopMaIiiHol
EKOHOMI1, JIe MPIOPUTET Ma€ HE TTOBHOTA TIOBIAOMJICHHS, a HOTO ONEPaTUBHICTH Ta
pelieBaHTHICTh 10 MoMmeHTy il [4]. TlommpeHuMH € BUIAAKH, KOJW KOMaHa
[IJIECIPSIMOBAHO OOMEXYE KIJTBKICTh KOMYHIKATUBHHMX OJIMHUIIb, 1100 YHUKHYTH
myMy a0o napaniidy il uepe3 HaJIMIpHY CKJIaJHICTb.

AHami3 CBIAYUTD, 0 B IIU(POBOMY KOMAHIHOMY CEPEIOBHUII HEMAE €IMHOI
yHIBepcaibHOI Mozeni — edeKTUBHA B3aeMOJis TNependadaec KOMOIHYBaHHS
JEKUTBKOX MOJIeel 3a1eXHo BiJl a3y Ipu, poji rpaBls Ta 30BHIIIHBOTO THUCKY.
[Tix gyac MATOTOBKU O MaT4y AOMiHYE 1H(HOPMATUBHO-IUPEKTHBHA KOMYHIKAITIA,
y CepelliHI TpU — peakTHUBHA MOJIEINIb 3 aJalTUBHUM MEPEPO3NOITIOM KaHAJIB, Y
biHanpHId (a3l — cTpareriyHO OOMEXKEHE CHUIKYBaHHS 3 TMPIOPUTH3ALIEI0
KOPOTKHX, KpUTHUHUX moBimomacHb [8]. Lle noBoauTh, M0 KIHOYEM [0
e(EeKTUBHOIO MEHEIKMEHTY B HHU(GPOBUX KOMAHJAX € THYYKE YIPaBIIHHSI
KOMYHIKAI[IHTHUMU peXUMaMH, a HE CTaHJaPTU30BaHE 3aCTOCYBAHHS TEOPETHUHUX
CXEM.

Tunonoecisa KoMyHIKayiuHUX namepuie ma ix ynpaeniHCcbKa 3HaYywicms

Komannna xomynikamis B League of Legends dopmye crpykTypoBani
mabJIOHN B3a€MOJI1, SIKI 3MIHIOIOTBCS 3aJ€XKHO Bia (a3u rpu, poni rpaBus Ta
CUTYaIlIHHOTO KOHTEKCTY. Y paHHIN cTajli JTOMIHyE NUPEKTHBHA TepeamMaTdeBa
KOMYHIKaIlisi, o rnepeadadae 4iTKUil po3MOALT pojieH, ClieHapiiB pearyBaHHs Ta
uineit. ¥ §asi «JaHiHTy» aKTUBYETHCS IHPOPMALIIMHO-CIIOCTEPEKIUBUMN 111a0JI0H —
IpaBIll TEPEBAXXHO INEpeAaloTh JIAKOHIYHI  IMOBIAOMIICHHS TIPO  IO3MIIIT

CYNPOTUBHUKA, KOHTPOJIOIOTH 00’€KTH Ta 1HQOPMYIOTH TPO Jii BOPOXKOTO



«micaukay [9]. Lle migTBepKye, Mo madbJoHH KOMYHIKAI] € (a30B0-3aJIe)KHUMHU
1 BOHOYAC CTAOUTBHUMH B MEXaxX BIMOBIMHUX (a3.

VY curyanisgx KOMaHAHOI B3a€EMOJIIT B CEpEANHI I'PU aKTUBYETHCS TaK 3BaHUM
shot-calling pattern, sikuii mepembavae HasSBHICTH Jiijiepa KOMYHIKAIll 3 YiTKOFO
npiopuTesaiiero 1HQopMarii Ta IEHTpPaTI30BaHUM MPUUHATTIM TaKTHYHHUX
pilieHb. SIK MOKa3yloTh pe3yibTaTH aHATITUYHOTO MOJIEIIOBAHHSA, €(EKTHUBHICTD
shot-calling 3Ha4HOIO MIpOIO 3aJICKUTH BiJl y3TO/KEHOCTI KaHANTIB, BiJICYyTHOCTI
JyOJIFOBaHHS MOBIAOMIICHh Ta MIATPUMKH aCUMETPUYHOI 1HPOpMAIliiHOI 1epapxii
[13]. VcmimHi koMaHAW BUOYAOBYIOTH KOMYHIKAIlIO SIK WK IHIIIAIS —
MIJITBEPIPKEHHS — 151 — 3BOPOTHUM 3B 30K — ajanTailisi. Taki HUKIU T03BOJISIIOTH
MIHIMI3yBaTH IIYM 1 MiJIBUIIATH MIBUAKICTh YXBAJICHHS PIIlICHb.

OxpeMo BapTO BHIUIUTH «PEXKUM THUIID» — a3y IrpOBOrO HaIpPY>KEHHS,
KOJM OUIBIIICTh YYAaCHUKIB YTPUMYIOTHCS BiJl HEMOTPIOHUX TMOBIJIOMIICHB,
JIO3BOJISIIOYM CKOHIIEHTPYBATH yBary Ha KpUTUYHOMY 0010 a00 MOMEHTI iHiIaIri.
[leit maTepH He € O3HAKOIO Ne(PIIUTY KOMYHIKallli, HABIAKU — BIH CBIIYHUTH PO
c(eKTHUBHE YIpPaBIiHHSA iHGOpMAIIMHUM HaBaHTaXeHHsIM [4]. MeHnemxkep
1M(pOBOT KOMAH]IU, SIKAW 3aCTOCOBYE CXOXKHMM MIJIX1/1, MA€ HABUUTHUCH NPALIOBATU
HE TUJIBKHM 31 3MICTOM HOBIJOMJICHb, a M 13 TEMIIOM, OOCATOM 1 MOMEHTOM iX
noctaBku. Came dyepe3 CTPYKTYpy IIA0JIOHIB MOMIIMBO BUSBUTH MPUXOBaH1 3001 B
JUHAMILl KOMYHIKAIlli, $SKi HE OYEeBUIHI Ha pIBHI 3MICTYy, ajleé KPHUTHYHO
BIJIMBAIOTh Ha PE3yJIbTarT.

Incmpymenmanvua inppacmpyxmypa yughpogoi KomanoHoi KoMyHIKayii

[udpoBa KOMyHIKaIisl B KOMaHAHUX CEPEAOBUILAX 3AJIEKUTH HE JIMILE Bij
CTpaTerii 1 TMaTepHIB B3a€MOJIi, ajge ¥ BiJg TEXHOJOTIYHUX 3aco0iB, sKi
3a0€3MeuyoTh JOCTYN 1O CHHXPOHHOTO MW acuHXpoHHOro 3B’si3Ky. Cepen
HAWUTIOMIMPEHIMUX IHCTPYMEHTIB — TOJIOCOBI ¥ TEKCTOBI MECEH/DKEpHU, IHTETPOBaH1
maThopMu  JIJIT TOJOCOBUX KOH(epeHIliid, BHYTPIIIHBOITPOBI iHTepdericu, a
TaKOK KaHalu pe3epBHOro i1H(opmyBaHHs. KomOiHamigs nmx 3aco0iB (opmye

1H(}pacTpyKTypHY pamMKy KOMAaHIHOI B3a€MOJii, SIKa KPUTHUYHO BaXKIIUBA IS



30epekeHHs CTablIbHOCTI KOMYHIKallil y AUHAMIYHUX YMOBaX rpu abo mugpoBoro
npoekty [14].

3actocyBaHHs 30BHIIIHIX Iuiarpopm (takux sk Discord, Telegram,
TeamSpeak) mo3Boiysie KOMaHIaM MIATPUMYBATH 3B’SI30K 1032 MEKaMH irpoBOi
cecii, 30epirati apxiB pilieHb, GopMyBaTH MpaBuja criikyBaHHs. Lle po3mmproe
B3a€EMO/III0 32 MEXKI MUTTEBOIO OOMIHY CHUTHAJaMU 1 BBOJUTH ii B yIPaBIiHCHKUI
KOHTEKCT. J{oCi»KeHHsI M ATBEPKYIOTh, 1110 Haile()eKTUBHIII KOMaHAN OyAyIOTh
OaraTolapoBy CTPYKTYpY KOMYHIKAIli: ONlepaTUBHUNA KaHal, CTpPATEr1YHUM KaHaJ,
apxiBHUH KaHaJ, a TaKOXX CIeIliali30BaHl MiKpoJaTH Juis poJiel um 3amad [15].
Taka cTpykTypa 3a0e3leuye THYYKICTb, MIHIMI3y€E IIyM 1 CIpPHSIE MPO30POCTI
MIPOIIECIB.

VYnpapinigHs 1UQPOBUMU KOMaHJaMu MOTpeOye HE JIMIE HasiBHOCTI
TEXHOJIOTITYHUX 3aco0iB, ajie i CBIIOMOro iXHBOTO BIPOBAIKEHHS SIK YACTUHU
YOPaBIMHCHKOTO au3aiiHy. Jlijmepu, MO CTPYKTYpPYIOTh KOMYHIKAI[iHI IMOTOKHU
gepe3  MECEHKEPH, MOXYTb €(QEeKTUBHO JeNeryBaTh  IOBHOBAKCHHS,
BIIPOBADKYBATH  MOJEpalliio, IHTErpyBaTH 4ar-00TH Ui  aBTOMAaTH3AIll
NOBIOMIIEHb. lle 3MeHIIye HaBaHTaKEHHS HAa LEHTPaJIbHI BY3JM YIPaBIIHHA 1
MOKpaIlye MBHUIKICTh MPUUHATTS pimeHb. JlocBiag GopmyBaHHS e-sports KOMaH]
MOKa3ye, M0 came SAKICTh OpraHizaili mu¢poBOro CEpeloBUINA YACTO BU3HAYAE
CTaOlIBHICTh IPYIIOBOI TUHAMIKH Ta PIBEHb 3aJy4E€HOCTI HOBUX yJacHUKIB [14].

Bizyanizoeana mooenv yugposoi xomanonoi komyuikayii y epi League of
Legends

AHani3 kKoMyHikamiitHux npoueciB y komanal League of Legends BusBisie
XapaKkTepHy OararokaHaJIbHY l€papxit0 1HPOPMAIIHOTO 0OMIHY, IO (PYHKI[IOHYE
B YMOBax BHCOKOI JMHAMIKU ¥ (¢parMeHraunii cuTyamiil. 30KpeMa, MOJENlb
KOMaHTHOT KOMYHIKaIlii 0a3yeThCsl Ha (PYHKIIOHATBHO PO3MOIITICHINA apXITEKTYpi,
B sikiii posib Shotcaller Buctymnae sagpom KoopAMHAIIHHOT B3a€MO/Ii1, aKYMYITIOIOUYH
Ta TPAHCIIOIOYHW KIFOYOBI CHUTHAJIM B PEXMMI peanbHOro vacy. IIpote 1eit nentp

He gie aBTtoHOoMmHO: Support, Jungler ta Mid mnocravaoTh CHTYyaliiHO



oOrpyHTOBaHy 1H(OpMAIliI0, CTBOPIOIOYN TOPU3OHTAIBHY OIMOPY ISl yXBaJICHHS
pimrens [9, 13].

[IpencraBnena Ha puc. 1 cxema JEMOHCTPYE OCHOBHI HAamNpsSMKH Iepenadi
MOBIJIOMJICHP MDK KJIIOYOBMMH poJisiMH Komanau: 10p, Jungler, Mid, ADC,
Support i Shotcaller. Koxna cTpiika Mo3HaYa€ IEPEBAXKHUI MapIIpyT PyXy
iHQopMalrii, 3acHOBaHMH Ha THUIIOBHUX CIIEHApiSAX B3aeMOJli B Maryax
npodeciitnoro piBHsA. OkpeMi CerMeHTH, HampuKiIaa, 3B’sA30k Support—ADC,
GYHKLIOHYIOTH SIK JIOKaJi30BaHI MiJCUCTEMHU 3 BHUCOKOIO IIUIBHICTIO OOMiHY. Y
cBOIO uepry, Jungler mie sk MOOLIBHHI IMepemaBad JAaHUX MiX 130JbOBAaHUMHU

¢raHramMu, 1o MOCHITIOE TOPU3OHTAIILHY 3B’ I3aHICTh cucteMu [4, 16].

Support ADC

{k

A

A 4

Shotcaller

Mid

T ————— 5| Jungler

Top

Puc. 1. Moageab komyHikanii B komanai League of Legends

(IIpumimxa: cmpinku 8i00b6paxdcaromsv NepesadCHUll HANpsIMOK nepeoadi Nosi0OMIEHb MidC
poasamu 8 icpogomy cepedosuwi;, Shotcaller ¢hixcyemvcs sk yewmp xoopounayii 6 ¢hazax
cepeOunl ma 3a8epuileHts 2pu)

IDicepeno: [lobyoosano aemopamu camocmitino

[Ile ogHi€I0 BAXKJIMBOIO CKJIAJOBOIO MOJIENI € IHCTPYMEHTAJIBHUIN BUMIp, 1110
OXOTUTIOE 3aCTOCYBaHHS TaTGOpM 1 3ac00iB MIATPUMKH KOMYHIKAIIIil: TOJOCOBHIA
4yaT, BHYTPINIHBOITPOBI MIHTH, TEKCTOBI MECEH/KepH, Discord-kaHamu, rpynu
Telegram Tomo. Ile ¢dopmye OarartomapoBy iHPpPACTPYKTYpy B3aeMoOAli, e

OTIEpAaTUBHUM PiBEHb (PYHKIIIOHYE B PEATbHOMY Yacl, a CTpaTeriYHUi 1 (OHOBHIA —



y BUTJISI/II ACHHXPOHHUX KaHAJIB JUIS IJIAaHyBaHHsI, MOJiepallii Ta apxiByBaHHs [14,
15]. TlomiOHuii mimxim Mae OYEBHIHY €BPUCTUYHY I[HHICTH I IUPPOBOTO
MEHEKMEHTY, OCKUIbKM JI03BOJISIE pO3IJSAaTH KOMaHAy SK 1HQOpMaliiiHy
CHUCTEMY 3 PO3MOJUICHOI0 BiAMOBIAAIBHICTIO Ta CTPYKTYpPOBAaHUMH 30HAMH
PU3HUKY.

3 NpUKIaZHOI TOYKU 30py, IpPEACTaBICHA Bi3yallbHa MOJEIb J03BOJISE
MeHeKepy HU(pOBOi KOMaHIM IarHOCTYBATH MOTEHIIIHI 30HU 1H(OPMALIHHOTO
NEPEBAHTAXXEHHS, BUSIBUTU KPUTHYHI BY3JIM HNPUWHATTSA PIIIEHb 1 ONTUMI3YyBaTH
KOMYHIKAIlIfHY  CTPYKTypy. BmpoBajkeHHS TOAIOHOTO  IHCTPYMEHTY B
YOPaBIIHCHKY MPAKTUKY JOMOMAarae KOHTPOJIOBAaTH 1HQOpMAIliiHI TMOTOKH Y
MYJBTUKYJIBTYPHOMY CEPENOBUILl, YHUKATH HAJMIPHOI 3aJE€KHOCTI Bl OJHOTO
JUKEepeJla CUTHAMIB 1 MiJIBUIYBAaTH CTIMKICTh 10 AecTaOuTi3allii, 30KpeMa B yMOBax
TUCKY Yacy [16, 17]. ¥V momanbimomy 1€ BiIKpUBAE MOKIUBOCTI JJISI PO3POOKH
IPAKTUYHUX YOPABIIHCBKHUX PILLIEHb, aJalTOBAHUX 10 OCOOIMBOCTEN IUPPOBUX
KOMaHJl, W0 [II0Tb Yy JHWHAaMIYHOMY, pO3MOAUIEHOMY Ta 1H(OpMAaIiiHO
HACHYCHOMY CEPEIOBHIIIL.

lpaxmuuni pexomenoayii 011 meHedHicepis Yupposux KOMaHo

Pesynbraty aHamizy KOMYHIKAIIHHOI JWHAMIKM Yy BIPTyaJdbHIA KOMaHi
League of Legends naroTh minctaBu copMysoBaTH HHU3KY PEKOMEHIAIlH,
OpPIEHTOBAaHUX Ha MEHEIKepiB LU(PPOBUX MPOEKTIB. OCHOBHOIO MNEPETyMOBOIO
e(heKTUBHOI B3a€EMO/IIi € HE JIMIIIC HASBHICTh TEXHOJIOTIYHUX 3aC001B, a ¥ 3/1aTHICTh
YOPABJISTH IIUIBHICTIO, PO3MOAUIOM 1 PUTMOM 1H(pOpMaUiiHUX MOTOKIB. Lle
O3Hayae, M0 B LHUPPOBHX KOMAHIAX KEPIBHUK Ma€ JIATH HE SK JHKEPEIIo
MOBIJIOMJICHb, a SIK apXiTEKTOp 1H(POPMAIIMHOTO CEpPEeJOBHINA, IO ONTHUMIZYE
MapIIpyTH B3a€MOJIIT 3aJICKHO Bifl poJieit i curyartii [14].

[lepuie ympaBiiHCbKE 3aBIAaHHA — G6UAGNEHHA mMA KOHMPONb MOYOK
nepesanmadycenHs. AHami3 MOJeNl MoKasas, 1o poii tumy Shotcaller abo Jungler
4acTO BHUCTYMAIOTh SIK BY3JIM KOMYHIKAIIHHOTO THUCKYy. MEHeIXep Mae
nependayaTd  pUBMK  BTpATH  MPOAYKTUBHOCTI  4epe3  iHdopMariitHui

MepeHacUueHHs Ta TepeadadaTv poTaliro ado ayOrOBaHHS POJICH, 30KpeMa y



BUCOKOHaBaHTaXeHHX (pazax [9]. 3ampoBalKeHHS TEMITOPAIBHUX PEKUMIB THIII
abo OoOMeXeHHs KaHalB JO KPUTHUYHUX TOBIIOMJIEHb MOXKE CIyTyBaTH
e(heKTUBHOIO MTPAKTUKOIO 1H(GOPMAIIHHOI 1epparMeHTaIi.

Jlpyroro  KpUTUYHOIO PEKOMEHIAIEI €  ¢hopmanizayis  namepHie
KomyHixayii. Sk Toka3ye keic, y komaHli Lol 3acTocoBYIOThCS MOBTOPIOBaHI
CTPYKTYpPH B3a€MOJii, SKI MOKHa TpPAHCIIOBAaTH Ha YOPABIIHHS LHUPPOBUMHU
KoMaHgaMu — (pa3u OOMiHY, PEaKTHBHI ITUKJIH, PO3IUICHHS CHUTHAJIB 32 PIBHEM
npiopuTeTy. BapTo CTBOprOBaTH BHYTPIIIHBOKOMAHHI MPOTOKOJIW ab0 1m1abioHu
B3aeMOAIl (BKIIIOYHO 3 eMOLIMHMMU (IIbTpaMHu), $KI CKOPOYYIOTh dYac Ha
y3TO/KEHHSI JIif Ta 3MEHIIYIOTh KOMYyHiKaliiHi Brpatu [13].

Tperte 3aBmanns — iHgppacmpykmypHa ousepcugbikayia kananie. Y CHIIIHI
KOMaHJ1 KOMOIHYIOTh CUHXPOHHI (T0JIOCOBI, BiJIE0) Ta aCHHXPOHHI (MECEH]IKEPH,
dbopymu, 4yaT-00TH) TUIATPOPMHU 3 PI3HUM CTYIIEHEM MPIOPUTETY. 3aCTOCYBaHHS
OaraTokaHaJbHOT MOJIEINI JO3BOJISIE 3MEHIIIUTU 3aJICKHICTh B1JI KOHKPETHOTO HOCIA
1H(popMarlii, 130J1I0BaTU CTpaTEeriyHl MOBIJIOMJIEHHS BIJ IIyMy Ta OpraHi3yBaTH
3BOPOTHHMH 3B’S30K Ha KuUTbkoxX piBHsAX [15]. [lpu oMy MeHemkep Mae
3a0€3MeUYUTH YITKE PO3MEXKYBaHHS OINEPATUBHOIO U PEQPIIEKCUBHOIO PIBHIB
CHJIKYBaHHS.

[, wapemiti, AOUITBLHO BHIPOBAKYBATH aO0ANMUBHI MOOeN YNpaeiliHHA
KOMYHIKayi€ro, 10 nepeadadaoTb 3MiHY apXITEKTYPH 3aJIEKHO BiJ (a3 MPOEKTY.
VY nmnepiogu TUIaHYBaHHS MOMJIMBE BHUKOPUCTAHHS IIMPUINX TOPU3OHTAIBHHUX
KaHAIIB 1 3aJy4Y€HHs BCIX WIEHIB KOMaHIY, HaTOMICTh Yy (pa3ax BUKOHAHHA —
KOHIICHTPYBaHHS KOMYHIKAIlii B KJIIOYOBUX TAKTUIHUX POJISIX. [ Hy4KiCcTh MOACIIeH
J03BOJISIE  KOMaH[1 30epiraTd e(eKTUBHICTh 3a YMOB HEBHU3HAYEHOCTI, 3MIiH
30BHIIIHBOTO CEPEAOBHINA A00 KPUTUYHUX MEPEBAHTAKEHbD.

Bucnosxku ma nepcnekmusu nooanvuiux po3eiooK y 0anomy nHanpami. Y
CTaTTl 3MIMCHEHO KOMIUIEKCHUN aHalli3 KOMYHIKAIIMHUX TPOIECIB y IUGPOBUX
KOMaHaxX Ha MpuKIIaal npodeciitHoi B3aemoii rpaBiuiB y rpi League of Legends.
BcranoBneno, 1o cydacHe 1u)poBe KOMaHIHE CEPEIOBUIIE MOTPeOye T1OpUIHUX

Moziesield KOMYHIKaIlii, skl MO€AHYIOTh MPUHIIMIN TPAHCAKI[IHHOTO, CHIPaTbHOTO



Ta CUTYaTHUBHOTO MIAXOAIB. Y CTPYKTYypi KOMaHIHOI B3a€MOJIl KJIIOUOBY pPOJIb
BIJIITpa€ He JIMIIe 3MICT MOBIIOMJICHb, a M IXHA JUHAMIKa, PUTM, HAmpsSIMOK Ta
orepariiHui KOHTEKCT.

Pesynbpratu emmipuuHoro asamizy miarBepauiu, mo Shotcaller Buctymae
LEHTPaJIbHUM KOOPAMHALIMHUM BY3JIOM y (ha3ax BHCOKOI Hampyru, TOAl K poil
Jungler, Mid, Support Ta ADC hopmyroTh TaKTUYHI MIJCUCTEMU TOPU30HTATIHLHOTO
OoOMiHYy. VYHIKaJIBHICTh BIPTYaJIBHOTO CEPENOBUINA TIOJSATAE Y IIOETHAHHI
CUHXPOHHOI Ta ACHHXPOHHOI KOMYHIKAI[ll, L0 peai3yeTbcs 4Yepe3 TOJIOCOBI
KaHaJM, Bi3yaJlbHI CUTHAIX Ta HU(poBl MeceHmkepu. [HdhpacTpykTypHUil piBeHb
B3a€MO/I1, IKMI OXOIUTIOE OaraToKaHajJbHE CEPEeOBUIIE, € KPUTHUHUM YHNHHUKOM
3abe3reueHHs €¢()eKTUBHOCTI KOMaH/IH.

Po3pobsiena Bi3yaibHa MOJIENb JO3BOJIIE PENPE3CHTYBAaTH HE JIMLIE
HanpsMKU 1HQOpMAIIfHUX TOTOKIB, aje W BUSBUTU 30HU IE€PEBAHTAKEHHS,
CTpaTeriyHl BY3JIM MPUUHATTS pillleHb Ta JIOKajdbHI 30HUM 0OMiHy. lle cTBOprO€E
NIAIPYHTS JUIsl aJanTaiii pe3yJbTaTiB 0 YNPAaBIIHHSI HUPPOBUMH KOMaHIaMHU
nmo3a cdeporo kidepcropty. [IpakTuuHi peKkoMeHsallii, 3amporoHOBaHl y CTaTTi,
OXOIUTIOIOTh 1A€HTU(IKAIII0 KOMYHIKALIMHUX PU3UKIB, IPOCKTYBaHHS aJalTHBHOL
apXITEKTYpH KaHaTiB, TuBEepcU(DIKaIli0 IHCTPYMEHTIB B3aeMOJIil Ta (hopmai3allio
mabsoHiB  0oOMiHY TOBiJOMIJIEHHAMH. OTpuMaHi pe3ylbTaTd MalTh SK
KOHLENITyaJIbHE, TaK 1 MPUKJIAAHE 3HAYCHHS JUJIs MOJAIbIINX AOCTIIKEHb Y cdepi
KOMYHIKAI[ITHOTO MEHE/KMEHTY, 30KpeMa y Taly3sX IUuGpPOBUX MPOEKTIB,
riOpuIHUX KOMaHJ, e-learning Ta cTpaTreriyHOro ympaBiiHHS Yy PO3MOAUICHHUX
oprasizauisx. IlepcnekTHBHUM HAaNpsMOM AOCIIHKEHHS € eMIIpUYHE TECTyBaHHS
3aIpONOHOBAHOI MOl B IHINIKUX TUMax IudpoBux cepenoun] — |T-komangax,

BIIKPUTHUX 1HHOBAIIITHUX €KOCHUCTEMAaX, BIAAJICHUX BOJIOHTEPCHKUX CTPYKTYpax.
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