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BUKOPUCTAHHSA DIGITAL-AHAJII3Y
B KIBEPCIOPTI (ESPORT)

USING DIGITAL ANALYSIS IN ESPORTS

AHoTauif. BcTyn. KibepcrnopT B OCTGHHI pOKM CTAB He inLUe NOMny/IiPHAM BUGOM COPTY, d ¥ YACTMHOIO i2pOBOI iHGYCTpii,
L0 B CBOIO Yepay MA€ BI/IMB HA 2100a/1bHYy eKOHOMIKY 30 PaXyHOK 3a/y4eHHsl MibHOHM 2A151gayiB i 2paBLiB N0 BCbOMY CBITY.
Y KOHTeKCTi Lib020 po3BuTKY, digital-aHani3 cTae HeBig'EMHOIO CkAAGOBOIO KibepcrnopTBHOI IHGYCTpIl, HAgalo4 MOXIMBOCTI G/
PO3YMiHHSI 27151gaLbKoi ayguTopii, 2paBLiB, iHBECTOPIB, MigBULLEeHHS ePeKTMBHOCTI 2pyu, ONTMMI3ALlii MapKeTMH20BMX CTpaTeair
Ta OTPUMAHHS PIHAHCOBMX BM20G.

Digital-ananiz y kibepcropTi 0OXON/IOE LWMPOKWI CREKTP IHCTPYMEHTIB Ta METOGUK, BK/IKOYAIOYM AHANI3 BEMKMX gaHux (Big
Data), wry4Hwii inTenekT (Al), MalmHHe HaB4aHHS (ML) Ta iHWwi TexHonozii, iki go3BOASAIOTb 2mbLLe 3pO3yMiT MOBEGIHKY KO-
PpUCTYBQUIB, iXHi BIOGOOAHHS i B3AEMOGItO 3 KOHTEHTOM. Lii TexHON0RIl He niue CrpusitoTb NepCoHani3avii 19gaLbko20 gocaigy,
asie i gonomazaroTb MignpUeEMCTBAM KpdLLe aganTyBaTu CBOi NPOGYKTH i mocnyaun go noTped ayguTopii.

Okpim To20, digital-aHaniz gae 3mo2y opeaHi3aTopam TypHIpIB i KOMAHGAM eeKTMBHiILLE OLiHIOBATY TA MOKPALLYBATH CBOI
cTparezii, K y epi, TaK i 103a Helo. AHaNi3youn BennKi 0bcaan gaHnx Npo NpogykTUBHICTb 2paBLiB, TPeHgH nepeasgiB Ta ak-
TUBHICTb B COLA/IbHMX Megid, BOHM MOXYTb po3pobasiTu BifibLL TOYHI MPO2HO3M, BJOCKOHAIIOBATY TPeHyBA/IbHI Mpo2pamu Td
MOANLWYBATH 3020/1bHY KOHKYPEHTOCTIPOMOXKHICTb.

Y Lifi cTaTTi po32/1IHYTO K/IIOYOBI ACrekTn BUKopucTaHHs digital-ananiy B kibepcnopTi, 1020 BNAMB Ha PO3BUTOK IHGYCTPii,
0 TAKOX OCHOBHI BUK/IMKM TA MOXJIMBOCTI, 5IKi CTOATb Mepeg i2poBoto iHGYCTPIELo.

Meta. MeToto gocnigeHHs € OLiHKa Ta BuKopucTaHHa digital-aHanisy B 2any3i ispoBoi iHgycTpii, Ha npuknagi kibepcropty.

Martepiann i meTogu. Matepianamm qocaigxeHHs €: Npavi BITYN3HAHNX Ta 3apyOiKHMX aBTOPIB, L0 MPOBOGATb CBOI HaYyKOBO-
MPAKTUYHI GOCAIGXKEHHS y YaCTUHI BUBYeHHS KibepcrnopTy Ta gaTa aHaniy, 30Kpema aHanizyoum ix 3i CTOpoHM BIMBY HA iHGYCTPil
B LIiIOMY, G TAKOX MOMJIMBOCTI MOKPALLEHHS G/IS KOXKHO20 e/1eMeHTY eKOCUCTeMM.

B npoueci 3givicHeHHs gocaigxeHHs 6y10 BUKOPUCTAHO HACTYMHI HAYKOBI METOgU: TEOPETUYHO20 y3a2A/IbHEHHS TA 2pyny-
BAHHSI; popmanizauii, aHanizy Ta CMHTe3; 102i4HO20 Y3a2anbHEeHHS pe3y/bTaTis.

Pe3ynbTaTu. Y HayKoBiii CTATTi po3kpuTo Hanpas/ieHHs digital-aHanisy B kibepcropTi, BuBegeHo npobiemu 3 kUMM CTUKAETHCS
KibepcropT npy GopMyBAHHI gaHUX g QHANI3Y, O TAKOX CHOPMOBAHO OCHOBHI HAMPAB/eHHS BUKOPUCTAHHs digital-aHanisy.

IMepcnexkTnsu. B noganbLumx HayKOBMX JOCTIgIKEHHSX MPOMOHYETbCA 30CepeguTy yBazy Ha eKOCMCTeMi Ta BUKOPUCTAHHIO
digital-ananisy gns KOXHO20 MPEgCTABHMKA eKocucTeMy, d TAKOX HA GOPMYBAHHI BHYTPILLHbOi2POBOI eKOHOMIKK. Lje HaggacTb
3MO2y goC/igUTI KOHKYPEHTOCITPOMOXHICTb Ta BUSIBUTM TOYKM MOX/INBO 3POCTAHHS T CTBOPEHHS «OIKMTHO20 OKeaHy» gJisl
nignpueMcTs.

Kniouosi cnosa: digital-aHanizy, kibepcriopt, eSport, undposi TexHosozii.

Summary. Introduction. In recent years, esports has become not only a popular sport, but also a part of the gaming industry,
which in turn has an impact on the global economy by attracting millions of viewers and players around the world. In the context
of this development, digital analytics is becoming an integral part of the esports industry, providing opportunities to understand
the audience, players, investors, improve game performance, optimise marketing strategies, and generate financial benefits.

Digital analytics in esports covers a wide range of tools and techniques, including big data analysis, artificial intelligence
(Al), machine learning (ML) and other technologies that allow for a deeper understanding of user behaviour, preferences and
interaction with content. These technologies not only help personalise the viewer experience, but also help businesses better
tailor their products and services to the needs of their audience.
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In addition, digital analytics enables tournament organisers and teams to more effectively evaluate and improve their strat-
egies, both on and off the field. By analysing large amounts of data on player performance, viewing trends, and social media
activity, they can develop more accurate forecasts, refine training programmes, and improve overall competitiveness.

This article discusses the key aspects of the use of digital analytics in esports, its impact on the development of the industry,
as well as the main challenges and opportunities facing the gaming industry.

Purpose. The purpose of the study is to evaluate and use digital analysis in the gaming industry, using the example of esports.

Materials and methods. The research materials are the works of domestic and foreign authors who conduct their scientific
and practical research in the field of esports and data analysis, in particular, analysing them from the point of view of their
impact on the industry as a whole, as well as the possibilities for improvement for each element of the ecosystem.

The following scientific methods were used in the course of the study: theoretical generalisation and grouping; formalisation,

analysis and synthesis; logical generalisation of the results.

Results. The scientific article reveals the direction of digital analysis in esports, identifies the problems faced by esports in
the formation of data for analysis, and also forms the main directions of using digital analysis.

Discussion. In further research, it is proposed to focus on the ecosystem and the use of digital analysis for each ecosystem
representative, as well as on the formation of the in-game economy. This will allow us to study competitiveness and identify
points of possible growth and the creation of a ‘blue ocean’ for enterprises.

Key words: digital analysis, eSports, digital technologies

Hoc'ranomca npo6aemu. KiGepcopt (eSport)

CTaB II00aJIBHUM ABUIIEM, III0 TIPUBEPTAE yBATY

MIJIBHOHIB IVIANAYIiB Ta YYACHUKIB II0 BCbOMY CBITY,

a TaKOK CTBOPIOE BEJIMUE3HUIT €eKOHOMIUHUUI TOTEHITi-

aj. Y 3B'A3KYy 3 UMM, BUHUKAE T0TPe6a B TTHOUHHOMY

PO3yMIHHI Ta aHAJII3] JUIKATAI aCIIeKTIB ITiel cepmu,

III0 OXOILTIOE B3AEMOIII0 MK YUACHUKAMU, II0BEJIHKY

miAnavis, epeKTUBHICTh MAPKETHHIOBUX KaMIIaHil,

a TaKoyK BILIUB HOBITHIX TEXHOJIOTI HA PO3BUTOK Ki-

OepcriopTy.

TTorpu miBMIKe 3pocTaHHA iHTEpeCy O0 KibepcropTy,
3aJIMIIAETHCA HEeTOCIIHKEHNM IINTAHHA e(DeKTUBHOI0
BuKopucrauHa digital-anasmisy s pisHUX eJIeMeHTIB
exocucteMu KibepcoopTy. IcHye oOMekeHa KiJIBKICTh
JIOCJTi/I?KeHb, 1[0 CUCTEMATHYHO PO3TIIANAOTD ITiIXO0U
JI0 PO3YMIHHA Ta aHAJI3y KJIIOUYOBUX €JIEMEHTIB ITiel
ekocrucreMu. Taki eJIeMeHTH BKITIOUAIOTh:

e Amastis aynuropii ta 3aiyuenocti: [lorpeba B merasnb-
HOMY PO3YMIiHHI IIOBEJiIHKU Ta BHOI00aHb IVIANAYIB
KibepcIiopTy Ha pisHuX riaTgopMax.

o EdexruBHicTh MAPKETUHTOBUX 1 CITOHCOPCHKUX CTPA-
Terii: BukopucranHa QUIKATAI 1THCTPYMEHTIB [JIA
OIIIHKY BILUIUBY PEKJIAMHUX KaMIIaHIl Ta CIIOHCOP-
CBKUX YTOJI Y KiOepCIIopTi.

o Ilepconasmizarisa koHTeHTY: Heo0XiTHICTh CTBOPEHHSA
epPCOHAJTI30BAHUX PEKOMEeHIAIlil qJIA IVIAadiB Ha
OCHOBI IXHBO1 IIU(PPOBOI AKTUBHOCTI.

o BruiuB HOBITHIX T€XHOJIOTIH: AHAaJI3 BILIUBY TEXHO-
JIOTi#, TAKUX AK BipTyaJIbHA PEaJIbHICTh, IITYYHUN
1HTeJIeKT 1 0JIOKYEliH, HA PO3BUTOK 1 TpaHC(HOPMAIIii0
KibepcIiopTy.

3 orJIAMy Ha 3POCTAOUy IOILYIAPHICTL Ta eKOHOMIY-
HUI BILUIUB Kibepcropry, epexruBHuii digital-amasis e
KPUTHUYIHUM [IJIA PO3yMiHHA HOro JUHAMIKH Ta YCIIIITHOI
B3aemopii 3 aymuropieto. Ile mocmimreHHA cupuATMe
POBBUTKY HAYKOBOTO 1 MIPAKTUYHOI0O ITiJIXOAY 0 BUKO-
PUCTaHHA TUKATAII TEXHOJIOTIH y cdepi KibepcIopTy.

Anajiz ocTaHHIX DOCTig:KeHb i mMyGiKaiin.
Brecok y mocikeHHA TUTAHHA BUKOPUCTAHHA CY-

YacHUX IMUMPOBUX TEXHOJIOTIH, 1[0 BUKOPUCTOBYIOTHCSA
y kibepcropTi 3pobusiu Pakursanceka I B. [1] y koHTeKCTI
BUBUEHHA PO3POOKU IIPOTPAMHOT0 3a6e3IedeH s AT
rpenyBaunsa. Oxpim toro, €.B. Imac, O. M. ITu:xoB m1o0-
CIIIIMIIV ITIUTAHHA KifepcrnopTy y KOHTEKCTI BIJIMBY Ha
CIIOPTUBHY Ta €KOHOMIUHY KyJIBTypY Uepes CTBOPeHHA
HOBUX POOOUMX MiCIlh, 3DOCTAHHSA PUHKY Bi/Ie0irop, pos-
BUTOK HOBHX irPOBUX ILTIAT(OPM, 3a/IyUeHHs ayquTopii,
a TAKO0K MreHepAaIliio JOXO/IiB Bifl IPOAKIB irop, irpoBOro
KOHTEHTY, CIIOHCOPCTBA Ta peryiamu.[2]

3 oAy Ha eKocucTeMy Ta 3amisHux B Hiit B.I1. Bu-
nrHeBelnbKa [3] BuBUaja BOJIUB IUIAAYIB, CTPUMEDPIB,
KOMEHTATOPIB 1 IMMOTOKOBUX IJIAT(OPM HA PO3BUTOK
caMoi iHgycTpii Ta il moganbuInii po3BUTOK. [lawe nu-
TaHHA 0yJi0 mortubiiere B mocaimkentHi O. [uukapyx,
M. Apmonenxo, FO.FOxuo, B. JIennuerko [4] B koHTeKCTI
aHatigy BILuBy crpiMminroBux miardopm. A O.O. fdko-
Benko, 10. 0. IOxuo, H.T". Bumesens, B. JI. 3aBajabHIOK,
A.K. Kynuros [5] BUCBITIINII MOMEHTY BUKOPUCTAHHSA
digital-amasisy B KOHTEKCTI TPeHYBAJILHOI T 3Marajib-
HOI JisIJILHOCTI B KiOepCIIopTi.

B konTexcTi (hiHaHCOBOrO MUTAHHA KiGEPCIIOPTY, TO
Vefa Ergin, Goksel Ataman, Tutku Tuncali qocimxy-
BaJIA B3a€MO3B A30K MIK CIIOHCOPYBAHHAM KiGE€pCIIOPTY,
kamitasoM OpeHay, HamipoMm npuabaru Ta E-WOM [6],
a JOCJIIKeHHAM MoHeTu3alrii saimanack Ojiekcanapa
Adomnina [7].

OCKiJIbKY KiGepCIIOPTY TaKO0K MPpUTAMAaHHE Iax-
paricTBo, a HalJaCTillle YUTEPCTBO, TO JaHY IIpobieMy
mocmimkysasia [Munakapyk O. [8] Ta maBena nuisaxu ii
BI/IpiHIeHHH. A IINTaHHAM BUKOPHMCTAaHHA MAaIIKMHHOI'O
HaBUYaHHA B KibepmopcTi 3atimanuca Francisco Javier
Galan-Sales, Maria Lourdes Linares-Barrera, Pablo
Reina-Jiménez, Ana Rodriguez-Lépez & Manuel Jesus
Jiménez-Navarro [9].

Mertoro cTarTi € BUCBIT/IIeHHA Bukopucranusa digital-
aHaJTi3y B Kibepcoopry.

Marepiaau i Mmeromgu. MarepiajiaMu T0CTIIKEeH-
HA €: 1) mpailli BITYM3HAHUX Ta 3apy0iKHUX aBTOPIB,
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1[0 TTPOBAJIATH CBOI HAYKOBO-TIPAKTUYHI TOCITi/TKEeHHA
y TUIOIIVHI BUKOPUCTAHHA aHAJII3y TaHUX B KIOEPCIIOPTi.
B mporieci saiticHeHHA OOCITIAyKEHHA 0YJI0 BUKOPHU-
CTaHO HACTYITHI HAYKOBI METOIW: TEOPETUUHOIO y3a-
raJIbHeHHs Ta rPyIlyBaHHsA; hhopMaisarii, aHarisy Ta
CUHTE3Y; JIOTIYHOT0 y3araJibHeHHA Pe3yJIbTaTiB.

Buknag ocHOBHOro MaTtepiay. 3a 0CTaHHI KiTb-
Ka JIeCATWIITH irpoBa 1HAYCTPiA IIBUAKO PO3BUBAIACA,
MePeTBOPIOIOUICH 3 IIPOCTUX APKAIHUX Irop Ha CKJIAIHI
Ta KpocriaropMeHnHi. PyrriiiHoro croro 11iel TpaH-
copmariii 6yB aHaIi3, AKUH BUKOPUCTOBYBABCA IS
MOKpAaIlleHHA PO3pO0KU irop, 3a/IlyueHHA I'PaBIliB Ta
OTPUMAaHHA NIPUOYTKY.

3a manumu mociimkeHHa Statista, va 2023 pik Gysio
3reHepoBaHo 3.8 MJIH. [I0JI. JOXOMIB, a 3a MPOrHO3aMU
mo 2028 poky moxim puHKY ckjage 5.7 mutH. moit. [10].
Takoxx ouikyeTbes, 1o 10 2025 POKy KiJIBKICTh IPaBIliB
kibepcropTy HastigyBaTuMme moHas 318 MiIbHOHIB, 110
€ 3HAYHUM 301JIBIIIEHHAM IIOPIBHAHO 3 215,2 Mijbiio-
mamu y 2020 pori. Kpim Toro, rportosyerscs, 1o g0
2025 poxy 6siu3bpK0 322,7 MIJIBIOHIB JIFOJIell CTAHYTh
BUMIAIKOBUMHU TJIssIauaMu kibepcmopty [11].

3acTrocyBaHHA aHAJN3y B irpoBiil iHayCTpil Mormoma-
rae MOKPAIUTHU Pi3HI aCleKTu PO3POOKU Ta AU3aNHY
irop, 06 ONITUMIZyBaTU MTPOAYKTUBHICTD, TIOKPAIIIUTH
BPayKeHHA [JIAA TPABIIIB 1 3AJIyYUTH GLJIbIIIE KOPUCTYBA-
ugiB. KpiM Toro, pinreHHa mos’sa3aHi 3 00p0OKOI0 JaHUX
ITO3BOJIAIOTH MiAIIPUEMCTBAM BUBYATU MOBEIIHKY IpaB-
I[iB Ta BiICTEIKYBATU TXHIO 32J0BOJIEHICTb TPOIYKTOM.
e B cBOIO Uepry 03BOJIAE MIATTPUEMCTBAM PO3POOIATH
crparerii yTpUMaHHA, «IIPUAO0AHHA» Ta TOBTOPHOTO
«IpuAOGaHHA» KOPUCTYBaUiB Ta rpasiliB. Kpim Toro,
digital-amasis gorromarae migIrpueMcTBaM 3HAYHO
30UTBIIUTU KUTBKICTh TIOKYTIOK &, OTKe, IIIBUIIUTH JI0-
XiJT, TIEPETBOPIOIOYY T'PABI[iB 3 HUBBKUMU J0X0/IaMU HA
BUCOKOTPUOYTKOBUX. Po3riiamanun MOKJINBUMA BILJIUB
Ta Bukopucrautsa digital-anasmisy B cucremi Esport, To
MOKHA BUUIATH TAaKi YiTKI HAIIPABJICHHS:

1. MoueTusatiis rpu — BUKOPUCTAHHSA aHAJIIBY /103-
BOJIAE OIIHUTH MMOBIPHICTD TOTO, IO I'PaBIll Hpuada-
IOTh TIEBHI TIPEeJIMETH B I'Pi, a TAKOK IIPOTHO3YBATU MO-
meti Butpar. Kpim Toro, Kepyoouncs JaHUMU AHATITHKA
IIAIPUEMCTBA irpoBoi IHAYCTPil MOXKYTh ONTUMIi3yBaTH
BOPOHKH! KOPUCTYBaUiB Ha OCHOBI KOHKPETHUX TIOJIili,
imeHTU(IKyBaTH HAUIIIHHIIINX TPABIliB 1 BiCTEXKyBa-
TH 3arajibHy irpoBy aKTUBHICTH Ta irpoBuil Tpadik.
THmr mpakTuYHI cloco6u BUKOPUCTAHHA aHAJIIZy —
CTUMYJTIOBAHHA MOHETU3AIIi1 irop 1 301IbIIeHHSA JOXOTY
BKJIFOUAOTH BIIPOBAKEHHA cTpareriit A/B recryBanus
IUIA MAPKETUHTY Ta OIITUMI3alliio I[iH qJIA 3a100iraHHA
TepeHacuueHHIO.

2. MoHITOPHUHT 0OCHOBHUX ITOKA3HUKIB e()eKTUBHOC-
Ti — digital-anasis moseriye peryaapHUil MOHITOPUHT
KIJIBKOX KJIFOUOBHUX ITOKa3HUKIB epexruBHocTi (KPI).
KPI oxomiio0Th yci acneKTH NpOoayKTUBHOCTI Tpu:
AKICTH, 3aJIy4eHHA T'PaBIB, MPUOYTKOBICTb, TOMUJI-
KM, CKapru ToIo. HaliBaKJIMBIIII KJIFOUOBI IIOKA3HUKN
e(peKTUBHOCTI, SAKI BiJICTEKYIOTh irpOBi KOMITaHi1, BKJIO-
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YalTh, aJie He 00MEeKYIThCA JIUIIe HUMU: IIOAeHH] aK-
tuBHI KopuctyBaui (DAU), moMicsuHi AaKTUBHI KOPUCTY-
Baui (MAU), cepenniit qoxixg Ha kopuctyBaua (ARPU),
cepemHiit goxim Ha marHoro Kopucrysaua (ARPPU),
BHYTPIITHBOITPOBI TTOKYIIKH, KOe(iIlieHT! KOHBEPCIi.
BumiproBaHHA Ta PO3yMiHHA ITUX OKA3HUKIB 1a€ 3MOTY
PO3POOHUKAM ITOCTIITHO YIOCKOHATIOBATH PI3HOMAHITHI
eJIEMeHTU I'pHU, CIIPUAIOYY YCITiXy Ta cTabijIbHOCTI I'pu
Ipu IIbOMY 361JIbIIyI0UN IPpUOYTOK IigmpueMmcTsa [12].

3. [To6pe 36amancoBana irposa exonomika — digital-
aHaJIi3 crpusde GopMyBaHHIO 30aJIaHCOBAHOI irpoBO1
€KOHOMIKH, 30Cepe?KeH0l Ha PeTeJIbHOMY YIIPaBJIiHHI
BHYTPIIIHLOITPOBUMH MeXaHi3MaMU, BAJTIOTAMU, BUHA-
rOpoAaMU Ta JyKepesiaMu il orpMuanHsd, Toino. OcHoOBHA
MeTa MOJIATAE B TOMY, 1106 CTBOPUTH KOM(OPTHE cepe-
IOBHIIE OJIA TPABIiB Ta 3abes3meunT O0es3repediiiHmil
moceia. ETanu cTBopeHHA irpoBoOi €KOHOMIKH BKITIOUAI0Th
(opmyBants ocaoBHux KPI rpu, hopMyBasHs MpaBuiib-
HOTO JOCBITy MiIK/TIOYEHHA I'PABIIiB 10 'pU Ta 30aJIaH-
CyBaHHA 1HBECTUIIHUX 1 HEIHBECTUITITHUX PECYpCiB.
Pospobka edekTrBHOI cricTeMy BUTPAT 1 MiATPUMAHHS
fajtaHCy MK «BaKKUMU/JIETKUMU» Ta «I[IKABUMU/HYI-
HUMI>» (pasdaM¥ IPOTATOM YCHOTO IrpOBOTO IIPOIECY €
OHUMU 3 BAKJIUBUX CTOBIIB, SKI CYTTEBO BILJIMBAIOTH
Ha BCTAHOBJIEHHA ONITUMAJILHOT €EKOHOMIKU TPU.

4. TTepcoHasTi3oBaHUIT MAPKETUHT — BUKOPUCTAHHSA
MeromiB digital-anasrisy B irpoBiit iHgycTpil M03BOIAE
CEerMEeHTYBATH Ta CTBOPIOBATU HA iX OCHOBI ITpodii
rpasiiB. [Jaui mpodinai GopMyoOTHCSA Ha OCHOBI fe-
MorpadiuHNX MOKA3HUKIB, a TAKOM ITOBEMIHIN B I'pi,
B3aeMO/il 3 IHIIMMU KOPUCTYBAUaMU Ta iX BIIOJI00aHb.
PerensHo BuBuUarouwu mmpodisti rpasifiB, MOKHA HaJia-
MITYBaTU iTPOBUIL JOCBI/I JIA OKPEMUX KOPUCTYBaUiB,
TOCWJIUTH IXHIO yYaCTh B irPOBOMY ITIPOIIECi Ta CTBOPUTHU
eeKTUBHI TTepCOHATI30BAHI MAapPKETHUHIOBI CTpAaTerii.
ITpodisi rpaBiiB, AKi 6a3yOTHCA HA HAYKOBUX 1 aHAaJTi-
TUYHUX JAHUX, MIIKUBIIIOIOTL MEXaHI3MU PeKOMeH Ia-
il 1 T03BOJIAIOTH TOUHO aJaIITyBaTU PEKJIaMHi MOBi-
JIOMJIEHHSI, BUBHAYAIOUY PEAKIIiI0 TPABI[iB HA PEKJIaMy.

5. AHaJti3 rpaBIliB — BUBYAKOUM TA AHATIZYIOUHN TaH]
PO T'PABITIB TA IX IrPOBUIA TOCBI MOKHA chopMyBaTH
OCHOBHI I1a0JI0HU Ta OTPUMATHU PO3YMIHHSA TOTO, AK
TPaBIli CIIPUIMAIOTD IPY. 3a JOITOMOTO00 JAHUX OTPUMA-
HUX B IIPOIIECi aHAJTI3y MOKHA Tepef0aunuTy MTOBEIIHKY
Ta PillleHHA MI0JI0 KYITiBJIi, & TAKOXK MepeI0adnuTH JI0B-
roBiunicTk rpasi (LTV), morpuMyrounch peKypcuBHUX
1 mpsAaMux 6araTokpokoBux mporxHoais. Ili qBa mporecu
JIeIo BiAPiBHAITHECA. Y PEKyPCUBHOMY 6araTOKPOKOBO-
My ITPOTHO3YBAHHI KOXKHE HOBe mependadeHHA 6a3yeThb-
csA Ha TMOIMEepPeIHbOMY; OTHAK Yy IIpAMOMY 6araroeran-
HOMY TPOTHO3YBaHHI KOYKEH MPOTHO3 € He3aJIeKHUM.
ITporuosysauusa LTV rpasia cripsiMoBase Ha onTUMi3a-
I1if0 KaHaJTiB Tpadiky Ta [iHOBUX CTpAaTerii. 3assuuaii
BiH p030MBAaETLCA 3a TpapiKoM, MHKepPesIoM, KaMIIaHIeH
Ta cermeHToM. KpiM TOrO, Il IIPOrHO3MU 4OIIOMAramTh
OLIIHIOBATH ITOBEAIHKY KOPUCTYBAUiB y I'Pi, OL[IHIOBATHU
BUTPATHU I'PABIliB 3a Pi3HI Mepioil Ta CETMEHTYBATHU
HoBuX KopucTyBauiB Ha ocHoBi CAC. ITomi6Ha cermeH-
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TaIliA He TIJIbKU TOJIEeTIye BUOip rPaBIliB, AKI HMOBIPHO
OpPUHECYTh IPUOYTOK y MaliGyTHEOMY, ajie il CKOpOUuye
BUTPATH IMIIIPUEMCTBA HA PEKJIaMHI KaMITaHil. AHaTia
3 BUKOPUCTAHHAM TEeXHIKU 00pOOKM MPUPOIHOI MOBU
(NLP), sabesmeuye aHamis 3BOPOTHOTO 3B'A3KY, AKUM
JIoTIOMAarae BiICTEIKYBATU PEAKIIII0 TPABIiB HA aHOHCU
Ta BUILYCKH, ifeHTU(]IKyBaTh TOKCUYHUX I'PABIIIB, BU-
MipIOBaTH 3a/10BOJIEHICTh TPABIIB 1 TOUHO BU3HAYATU
obJacTi, K1 IIOTPIOHO IMOKPAIIUTH.

6. Buasienus maxpaticTBa — QUHaAMIUHIM 1 Oesme-
PEPBHO PO3BHUBAUNI XapakTep 1 BUTOHUEHICTh IIax-
PaiiChKUX aTak € MPeaMeToM 3aHEITOKOCHHS YHNCIeHHIX
irpoBux opranisairiii Ta mpegqmerom digital-anasmisy.
Bonu oxomromoTs imeHTH@IKAIiI0 TA 3aM00iraHHA
TiJI03P1JIUM TifAM, BUABJIEHHA CYMHIBHUX OOJTIKOBUX
3aIllCiB, TAKUX AK O0TH Ta 00JIIKOBI 3AIINCU-0JIM3HIOKH,
1 3aro0iralusa KpamgixkIl ocoducTux ganux [13].

AJte He3BaKaOUM Ha HaBeneHy HeoOximHicTh digital-
aHaJTidy Ta 1oro e()eKTUBHICTD ICHYE AEKLITBKA TPobsiemM
3 AKMMU CTUKAIOTHCA B IIPOIECi Moro 3MiliCHeHHS Ki-
OepcriopT:

1. Bucoki Burparu Ha 30epiranss gaHux ta/ ato
Mac MacmTabyBaHHI aHATITUKA. ¥ Mipy TOTO, AK T'pa
CTae TIOIYJIAPHIIIOI Ta POIINPIOE CBOIO 623y KOPUCTY-
BauiB, BOHA I'eHEePyE €KCIIOHEHITIaJIbHO O1JIBIIN 00cATHr
IaHUX, AKI MOYKYTb CTaBaTU BCE MOPOKUUMHU [JIS PO3-
POoOHUKIB irop mJiA 360py, arperyBaHHsA, 30epiraHus,
KepyBaHHA Ta aHajidy. Barara pisHOMaHITHICTb TAHUX,
SKI PO3POOHUKH ir0p MOKYThH OTPUMATHU 32 IOTIOMOTOI0
CyJacHHX CHCTEM peecTparrii, BKJIrouae: qeMorpadivsi
JaHl rpaBlifA, 0COOMCTI JaHl rpaBiida, piHaHCOBI maHi,
COITia/IbHY B3a€MOIiF0 TA 1HIIN JAHI IT0B’A3aHi 3 irpoBUM
mportecom. 1106 YHUKHYTH BUCOKUX BUTPAT II0B A3aHU-
MU 3 aHAJTi30M, PO3POOHUKAM MOTPiOHEe MaciITaboBaHe
Ta €KOHOMIUHO e(eKTHBHE CXOBUIIE JTaHUX Pa3oM i3
HA/IIAHOI0 CHCTEMOIO iX 00pOOKH, AKA MOKe e(PEeKTHBHO
HOPMaJIiByBaTH, 1HIEKCyBaT! Ta aHAJIi3yBaTU pisHOMA-
HITHI HA00PU JaHUX y BEJIMKOMY MacInTabdi ogpasy Ha
CTapTi TIPOEKTY.

2. Kpocmargopmua inrerparnisa. Kpocruiargopmena
aHaIITUKA TTOTPelye Biji po3poOHUKIB 30upaTu, iHTe-
rpyBaTi Ta 36epiraTu irposi gaHi 3 KUTbKOX maTgopM,
Brutrouaroun ITK, mo6inpai npuctpoi (Android Ta i0OS)
Ta irpoBi KoHcouti (Hampukiaan, Microsoft Xbox, Sony
Playstation 4/5, Nintendo). Bararo irop goctymnai Ha
KUTBKOX ITaTdopMax, i po3poOHUKN XOUYTh iHTErpy-
BATHU [aHi 3 pisHUX mratdgopM, mob ix MokHA 0yJI0
aHaJTidyBaTu pasom. JleAKi irpu mpomoHYOTh MYJIBTH-
m1aT(OPMEHHHUI TOCBi/I, KO OQUH I'PaBelb B3aeMOIie
3 TPOI0 HA KiJIbKOX miraTgopMax. ¥ IbOMY BUIIAIKY
PO3pOoOHUEAM MOTPIOEeH €AMHMI IHTErPOBAHUIT TIOTJIAT
Ha II0BEIiHKY/B3a€MO/Iii0 TPABIiB HA KiJIBKOX IIjIaT-
(opmax, 11106 Kpale 3po3yMiTH NLIAX KOPHCTyBaya.
PozpobHIKYN 3aTpoBa/sKyI0TE iIHCTPYMEHTH iHTerparii
JaHUX, AKI MOKYTh OTPUMYBATH JIaHi 3 KIJIBKOX JI7Ke-
peJi, HopMaJiisyBaTu abo OUUINATU 1X Ta MepeaaBaTu
y LIEeHTpaIi30BaHe CXOBUIIIE, Jie 1X MOKHA 30epiratu Ta
aHaJTi3yBaTU PasoM.

3. Komrutekcni sarmmuru. [ToTpe6u B CKITagHUX 3aITH-
Tax e mpobsemoro digital-amastisy B KibepcriopTi, AKa
BUHUKAE uepes JAy:Ke PIBHOMAHITHUIN XapakTep irpo-
BUX JJAaHUX, AKI MOKYTh 30UpaTUCA PO3POOHUKAMU irop.
Crou BXOOATH AK CTPYKTYPOBaHi maHi (36epiraroTbes
B TA0IMIHOMY (POpMAaTi B PeJIAIIHHNX 0a3ax JaHUX), TAK
1 HECTPYKTYPOBaHI JaHi, AKI He BIIMOBIAAIOTH KOTHI
TpaguitiiiHiit Moges manux. [{o6 migrpuMmyBaTu pisHi
IOOATKU aHAJITUKY, PO3POOHUKAM MOXKE 3HAT00UTHICA
BHUKOHYBATHU ITOBHOTEKCTOBHUI MOIIYK Y HECTPYKTYPO-
BaHUX JAHUX, BUKOHyBaTu SQL/pesAmiiiai sanutu 1o
CTPYKTYPOBAHUX JAHUX a00 00pOOIIATH Oy Ib-AKUI TUIT
JIAHUX 34 IOTIOMOT00 AJITOPUTMIB MAIITMHHOTO HABYAHHS
(ML). Ane 6ipLIiCTD IHCTPYMEHTIB aHAJIIZY He IIPOIIOHY-
OTh 6aTraTOMOAEIJILHUI JOCTYII A0 JAHUX, TOMY PO3P00-
HUKH ir0P 3PEIITOI0 MEePEMIIYIOTh a00 KOITiIITH BeJI-
Kl TaHl MK KUJTBKOMA 1HCTPYMEHTaMU IS MiATPUMKNA
CIleHapiiB BUKOpUCTAaHHA aHaITi3y. lle momae sHauHMX
BUTPAT 1 yCKJIagHIO€ ITpoiiec. Po3poOHUKM irop MOKYTh
II0JI0JIATH ITF0 IIPO6JIEMY 3aCTOCYBABIIIH CyJacHi iIHCTPY-
MEHTHU 3 IMIJATPUMKOI PEJIAIIAHNX 3aIINTIiB, IIOBHOTEK-
CTOBOTO IIOIITYKY T POOOUNX HABAHTAKEHDb MAIIIMHHOTO
HABYAHHA [IJIS TOTO CAMOTO ITPEICTABICHHA TaHNX.

4. AmasiTuka B peajbHOMy uaci. Bararsom momar-
KaM I0Tpi0OHa iH(opMallisa B peaIbHOMY Yaci Ta CTaTuc-
THYHI JaHi, 30KpeMa, K. [IePCOHAII3aIliA, BUABICHHS
xXakKepiB/maxpaiB, MOHeTH3AIlA. AHAJI3 B pealbHOMY
yaci BuMarae GiJIbIll CKJIaHOT iHGPACTPYKTYPU JaHUX
13 MOXKJIUBICTIO 6€3IIepepPBHOr0 aHaJIidy IOWHO 3re-
HepoBaHUX AaHuX. JlolaTkoBa BapTICTh 1 CKJIATHICTD
CTBOPEHHA I KePyBaHHA MOXKJIIMBOCTAMU aHAIJITUKUA
B PeaJIbHOMY Yaci MOXKYTh CTATU Cepii03HOI0 IpolJie-
MOIO [1JI51 PO3POOHUKIB irop. Po3po0HuKY irop IIOBUHHI
BUKOPUCTOBYBATU 1HCTPYMEHTHU OOPOOKU TTOTOKOBUX
IaHUX, AKI BUKOPUCTOBYIOTb MacIITa00BaHy XMapHY
iH(pacTPyKTypy AJid Ge3rrepepBHOro MpuiioMmy Ta 00-
POOKM TaHUX, 3TeHEPOBAHUX iTPOBO0 €KOCHUCTEMOIO, 1A
aHaAJITHYHUX IIPOTPaM y peaibHOMY 4Jaci.

5. Imrerpariia 3oBHiIHIX gaHux. Moke icHyBaTH mo-
Tpeba B iHTErpallii TaHuX, 1110 30MPAIOTHCA YCEPEIUHI irpo-
BOI €KOCHCTEMH, 3 AKICHUMMU JaHUMH, AKlI HaAXOIATh 11034
rpoto. I1[o6 ederTrBHO iHTErpYBATH 30BHIIIIHI TaHI PO3-
POOHMKAM TTOTPIOH] CUCTEMHU A1 MOHITOPUHTY 30BHITITHIX
HKepes maHux (HAIIpUKIIaM, COIAILHIX MepPesk, CAlTiB
OIVIA/IIB TOII0), OTPUMAHHSA JIMILIE BiIIIOBIIHOI 1H(OPMALI
Ta MPUBEIEHHS iX /10 <MOBU» TAHUX 3 €KOCUCTEMHU T'PHU.

6. Besneka Ta koH(pigeHIiHICTh qaHuX. Po3po0Hu-
KU irop yacro 36MparTh i 36epirarTb KOHQITeHIIHHY
iH(OPMAIIiIo ITPO KOPUCTYBadiB, 30KpeMa 0COOUCTY Ta
(dinamcoBy indopmarriro. Ile cTBOprOE TIpObIIEMY AT
PO3POOHUKIB, KOJIX CIIPaBa JOXOIUTH 10 BUKOPUCTAHHSA
KOHQIMEeHIIIMHNX JaHnX KOpPUCTyBadiB. Po3poOHuKN
XO0UyTb BLJIBHO OTPUMYBATH IOCTYII [0 ITUX JAHUX 1 aHa-
JIiByBaTH iX y paMKaX CBOIX aHAJIITUYHUX 3aIIUTIB, ajie
TaKO0K iCHye moTpeba B OLIBII CyBOPOMY KOHTPOJII J10-
CTYIy Ta 1HIIUX 3axXofax 6e3reku, o0 miaTPpUMyBaTh
BIAIIOBIIHICTE HOpMAaM Oe3IleKHr Ta KOHMigeHIiAHoCTI
IaHUX, YHUKATU PO3KPUTTA KOHQIMEHITIHHUX TaHUX
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Tabnuuys 1

Bunagku Buxkopucraunua digital-amamiay

Hassa

Onmc

IacrpymenTn

Iagopmariiiina mnaHesnb
aHaJTi3y ITIOBEIIHKHU I'PaB-
IiB

CTBOpeHHA iHTEepaKTHUBHOI iH(OPMAIIINHOI HaHedl, AKa
BifICTEKye Ta Bidyaslidye Taki MOKA3HUKU MOBEOIHKU I'PaB-
I[iB, AK Yac I'PH, YacTOTa CEaHCIB, BHYTPIIIHBOITPOBI II0-
KYTIKU Ta TIPOrpec.

Python, Dash/Streamlit, SQL, Tab-
leau/Power BI.

IacrpymenT moniTOPUH-
Ty HacTpoiB rpoMaau

CTBOpEeHHA IHCTPYMEHTY [JIs MOHITOPUHTY H aHAJIIZy Ha-
CTPOIB CILIIBHOTH B COLIIAJIBHUAX Meperkax i Ha (hopyMax.

Python, Tweepy/API mis comianb-
aux wmepex, NLTK/spaCy, wmopesri
aHaJIi3y HACTPOiB.

T'enepyBaHHs KOHTEHTY

Buxkopucranaa ajaroputmy Ajid JUHAMIYHOTO CTBOPEHHSA
BMicCTy rpu (HaIpuKIIaz, piBHIB, KapT).

Python, Unity3D/Unreal Engine, 6i-
0JTIOTEKU ITPOIeAyPHOI reHepariii.

Mopens  kKopuryBamHA
CKJIQITHOCTI T'pr

Pospobra Mofesri MAaIIMHHOTO HABYAHHA, KA JUHAMIUHO
KOPUTYe CKJIAQHICTh TP HA OCHOBI PiBHA HABUYOK 1 IIPO-
IYKTUBHOCTI I'PABIA.

Python, scikit-learn, TensorFlow,
TeJIeMeTPUYHi JaHi I'PH.

PosrmrisnaBanssa roJioco-
BHUX KOMaH] B irpax

BupoBamkenHa cucTteMu pos3misHABaHHA TOJIOCOBUX KO-
MaHpA A Oiil y rpi.

Python, 6i6mioTexu posmisHaBaH-
ua wMosineHHa (SpeechRecognition,
Google Cloud Speech-to-Text).

Awnamnituka B3aeMoil

rpu VR/AR

Amnanis manux Bsaemopii 3 VR/AR, miisa nokpaiiesnHsa B3a-
€MOfIii 3 KOPUCTyBayeM 1 3aHypeHHA.

Python, Unity3D/Unreal Engine, 6i-
6JT1I0TEeKH BidyaJtizallii JaHuXx.

ITnargpopma A/B rtecry-
BaHHA QYHKIIA Ipu

Pospobka cTpykTypu njia ImmpoBemeHHs Ta aHairisy A/B-
TecTiB HOBUX (DYHKI[ii1 a00 OHOBJIEHDb I'PH.

Python, R, SQL, 6i6iriorexu crarwmc-
THUYHOTO T€CTYyBAHHA.

3alyck rpu Ta aHais
BILVIMBY BUIIPABJIEHb

Amnaria BIUIUBY 3aIIycKy irop abo maTdiB Ha 3aJIydeHHA Ta
3a/I0BOJIEHHA I'PABIIIB.

Python, R, SQL, 3aco6u Bizyasmisarrii
OaHUX.

Onrumisariga
THBHOCTI I'PH

TIPOIYK-

Amnasria Ta onTuMisallifg IOKa3HUKIB IIPOYKTUBHOCTI IPH,
a caMe 4acToTa Kaapis, 3aTPUMKA Ta Yac HaBaHTAXKEHHA.

Python, incTpymenTu podioBaHHA
MPOAYKTUBHOCTI, IIaTGOpPMHU  pO3-
po6xkwu irop (Unity3D, Unreal Engine).

Amnasria BHY TPIIITHBOITPO-
BOI €KOHOMIKH

Amnasiz ekoHOMiKY B Tpi, 1100 30aIaHCYBaTH BipTYAJIBHY
BAJIIOTY, LIIHU Ha IIPeAMETH Ta BUHATOPOIU I'PABIiB.

Python, SQL, 6i6siorekn exoHOMeE-
TPUKH.

MeHallii om0 mpegme-
TiB y rpi

TPaBIIAM iTPOBI IpEeIMETH YU BMICT HA OCHOBI IXHBOI MU-
HYJI01 TIOBETIHKY Ta BIIOJI00aHB.

Onrumisaria  migbopy | Pospo6ka aropurMy moIIyKy IIapTHEPIB, 4J1A cTBopeHHs | Python, asropurMu  MarmmmHHOrO
TpaBIliB [apu rpasiliB y 0araToKOPUCTYBAIlbKUX irpax Ha OCHOBI | HaBuaHHA, SQL.

PiBHSA HABUYOK i BIIOJ00AHbB.
ITepconamizoBani peko- | CTBOpeHHA crucTeMH peKoOMeHaaIlii, axa mpomonysarume | Python, TensorFlow, amropurvu

CITIJIBHOT (hisTBTpALLii.

Crparerii
TpaBIIiB

yTpPUMaHHA

Busnauenus wiouoBux (hakTopiB, 110 BILUIMBAIOTH HA
YTPUMAaHHA T'PaBIiB, i po3pobiTh cTparerii AjA IOKpa-
IIeHHA TOKA3HUKIB yTPUMAaHHA.

Python, R, SQL.

Amnastiz HacTpoiB BiATy-
KiB I'DaBIIiB

3paificHeHHA aHajIidy HACTPOIB MIOA0 BIATYKIB 1 BiATYKIB
rpasIliB, 00 BUBHAYWUTH 3arajbHi TeMu Ta chepu, AKi
TOTPi6GHO BAOCKOHAJIUTH.

Python, NLTK/spaCy, VADER, SQL.

CermenTariid rpasIliB 3a
JIOTIOMOT0I0 KJIaCTepusa-
jishl

BuxopucranHa anropmrTmiB kjacrepusarii, 1mo6 posmi-
JINTH I'PABI[iB Ha PisHI IPyIIX HA OCHOBI iX ITOBEIHKHU Ta
BITO00AHb.

Python,
DBSCAN.

scikit-learn, K-means,

Mopgens mporao3yBaHHa
BIATOKY

CTBOpeHHsI TPOTHOCTUYHOI MOMAEsi, AJiAd BU3HAUEHHS
TPAaBIliB, AKUM 3aTPOKye BIMITIK, 1 3aIIPOIIOHYHTE BTPyYaH-
HA, 1100 X yTPUMATH.

Python, scikit-learn, XGBoost, SQL.

Busasnenna anomadiit
Y PEKHUMIi peasIbHOTO Ya-
Cy Ha irpoBHUX cepBepax

CTBOpeHHA CCTEMU BUABJIEHHA AaHOMAJTIH Y PeIKUMI peasib-
HOTO Uacy /i BUABJIEHHA HE3BUUYAHOI ITOBEIiHKU cepBepa
200 Tpo6JIeM 13 IIPOIYKTUBHICTIO T CIIOBIIIIEHHA IIPO HUX.

Apache Kafka, Spark Streaming,
Python, ELK Stack (Elasticsearch,
Logstash, Kibana)

Cucrema BUABJIEHHA
maxpaicrBa Ajd TpaH-
3aKIii y rpi

CTBOpeHHA MoOMeJli BUABJIEHHA IIaxpaicTrsa, 1100 iTeH-
Tu(dikyBaTy Ta 3armobiraTu IIaXparchbKUM [iAM ITi dac
TPaHBaKIIiH y I'pi.

Python, scikit-learn, asropurmu Bu-
ABJIeHHA aHoMauriii, SQL.

ITporaosne o06cayroBy-
BaHHA irPOBUX cepBepiB

Pospobka mporHocTUUHOI MOJIeNIi TEXHIYHOTO 06CIIYyTOBY-
BaHHA, 1100 MPOTHO3YyBATH Ta 3aIlo0iraTu MOTEHI[IHHUM
360sM a60 360aM cepBepa.

Python, scikit-learn, anasis yacosux
panmis, SQL.

MopesroBanusa moBeiH-
ku NPC na ocuosi 1111

Pozpobra momesri Al misa imiTanii peasicTUYHOI OBEiH-
ku HeirpoBux nepconazkis (NPC) B irpax.

Python, pamku mHaBuanasa (OpenAl
Gym), Unity3D.

Jorcepeno: aBTopcbKa po3pobKa
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1 migTpuMyBaTyu noBipy kKopucryBadiB. 11106 mogoaTu
1710 TIP00JIEMY, PO3POOHUKY ITOBUHHI 3aITPOBAUTH TaKi
(dbyHEIi1, AK MU pPyBaHHA JAaHUX 1 AaHOHIMHICTD, 11106
3abesneunTy 6e3IeKy/KoH(IiIe I HHICT JaHUX KOPIC-
TyBauiB, 30epiraroyu Mpu [bOMY JTOCTYII A0 JAHUX JJIA
digital-amasmisy [14; 15; 16].

AKII0 posrIAnaTH NIUTAHHA aHAJITUKA B paMKax
irop, To il BUKOPUCTAHHSA 3BOAUTHLCA 10 BUIIAIKIB HAa-
BefgeHUXx B Tad I 1.

Kosxen 3 HaBegeHNX BUIANKIB BUKOPHCTAHHA aHa-
JIi3y [oTioMarae CTBOPUTU KOMILJIEKCHUM HA0Ip JaHUX,
a TAaKOK OTPUMATH 1H(OPMALLi0, 1110 JOIIOMArae IIPX BU-
PIIIEHHS TTPO0JIEM 3 AKMMU CTUKAETHCA IrPoBa 1HIYyCTpiA.

BuCHOBKH i MEePCIIEKTHBHU MOTAJIbIINX TOCJIi-
mxeHb. OCKITBKH 0UiKyeThCsA, 1110 irpoBa cdepa IoaHA

3aXOILJIIOBATHIME BCe GLIBIITY KiJIBKICTh KOPUCTYBAaUiB,
301p Ta aHaJIi3 BIAIIOBIIHNX JaHUX BUMAarae BUKOPUCTAH-
HA CyJacHUX 1 MmacmraboBaHux pimesb. Hespaxkawouu
Ha Te, 1110 BukopucranuaA digital-amasmisy B irpax crpuse
YUCJIEHHUM IporpaMaM i IPUHOCUTD 3HAUHI IepeBaru
BCiii rajiy3i, BOHO Bce IIle Mae IeBHi Tpo0eMu.

B nogaspmmx HayKOBUX AOCITKEHHAX ITPOIIOHYETh-
Cs1 30CEPEUTHU yBary Ha eKOCUCTEMI Ta BUKOPUCTAHHIO
digital-aHasisy m/1d KOKHOTO MpEeICTaBHUKA €KOCHC-
TEeMHU, a TAKOXK Ha (popMyBaHHI BHYTPilTHBOITPOBOI
€KOHOMIKH, III0 CKJIa/Iae OCHOBY OTPUMAaHHA HPUOYTKY
OiAIpUeMcTB irpoBoi iHayctpii. Ile HagmacTs 3mory
JIOCJTITATH KOHKYPEHTOCITPOMOXKHICTb Ta BUSABUTU TOYKHU
MOJKJIMBO 3POCTaHHA Ta CTBOPEHHA «OJIAaKUTHOTO OKea-
Hy» /1A TIIIPUEMCTB.
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