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KPOC-KY/IbTYPHUIA MEHEOXMEHT LU®POBUX KOMAH[,
HA NMPUKNAAI E-SPORT NPAKTUK

Y emammi 0ocniosceno ocobnusocmi Kpoc-KyibmypHO20 MeHeOHCMEHMY YUu@DpPosUX KOMAHO HA NPUKIAJL Kibepcnop-
museHo2o cepedosuwya, 30kpema zpu League of Legends. Obrpynmosano cneyug)ixy KOMyHiKayiiHux npoyecie y Myibmi-
KYAbMYPHUX e-SpOFrt KOMAHOAX, Oe 8UCOKA OUHAMIKA, 0OMedNCeHUll YaAC Ha NPULIHAMMA pilieHb ma 8ipmyanvrull hopmam
83A€MO0II 3yMO8II010Mb HeOOXIOHICMb A0ANMUBHUX YNPABTIHCLKUX MoOoenel. Busnaueno knouosi yunHuxku epexmugnoi
83A€MO0II: KyIbMypHYy OUCMAHYIIO, CIUI 360POMHO20 38 A3KY, POb 1i0epCmad, memn KOMyHIKayii, pisens yugposoi
KOMnemeHMHOCMI Y4ACHUKI6 ma CUmyamusHi namepHu nosedinku. Po3pobaeno adanmusHy mMooensb YnpasiiHHa, ujo no-
€OHYE KNACUYHI KOMYHIKAYIUHI meopii 3 napamempamu yugdpogozo cepedosuuia ma Kyavmypuoi pisnomanimuocmi. Ilo-
KA3aHo, Wo epekmugHe KepiHUYMe0 y MyIbmuKyIbmyPHUX KOMAHOAX IDYHIMYEMbCA HA 2HYYKOCMI 1idepad, 30amHOCmi
00 MIJCKYIbMYPHOT IHmepnpemayii CusHanie, 3a6e3neueHti npo30pocmi IHHOPMayiliHux NOMOKI6 I CManoapmu3ayii Ko-
MYHIKAYITIHUX NPOMOKOIG. 3p0ONeH0 BUCHOBOK, WO NPAKMUKU KIDEpCHOpmMY MOJICYMb OYMU 3ACMOCOBAHT Y WUPUIUX
cpepax — IT-npoexmax, yugposiv oceimi, MINCHAPOOHUX GOJIOHMEPCHKUX MePeXcax ma KpeamusHux iHOyCmpisax, ujo
niosUWYE NPAKMUYHY YIHHICIb 00CHLIONCEHHS.

Knrouosi cnosa: yughposi komanou, komyuikayinuti meneoxcmenm, kibepcnopm, League of Legends, mpancaxyitina
MOOeb, CUMYAMUEHA KOMYHIKAYISL, KOMAHOHA 63A€MO0isl, IHOPMAYIUHT NOMOKU, 8iPMYATbHI KOMAHOU.

CROSS-CULTURAL MANAGEMENT OF DIGITAL TEAMS BASED
ON E-SPORT PRACTICES

The article investigates the theoretical and applied dimensions of cross-cultural management in digital teams, using
professional e-sports — specifically the League of Legends environment — as a representative empirical context. It is
argued that e-sports teams provide a unique model for examining intercultural coordination under conditions
characterized by accelerated decision-making cycles, limited communication timeframes, and high information density.
The research focuses on identifying communicative and behavioral patterns that emerge within multicultural digital
groups, emphasizing the role of cultural distance, feedback mechanisms, temporal communication dynamics, and
adaptive leadership behavior.

Methodologically, the study integrates conceptual analysis with case-based observations, drawing upon classical
communication theories and contemporary frameworks of cultural intelligence. The proposed analytical model
conceptualizes cross-cultural coordination as an adaptive, multi-layered process influenced by synchronous and
asynchronous communication modalities, heterogeneous role distribution, and hybrid hierarchical structures. The
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findings demonstrate that effective leadership in multicultural digital environments requires the ability to dynamically
shift between directive and facilitative modes, accurately interpret culturally mediated signals, and ensure transparent

structuring of information flows.

The results highlight the relevance of e-sports practices for broader digital management contexts, suggesting that
principles of situational communication management, standardized interaction protocols, and culturally responsive
coordination can be effectively transferred to IT development teams, global online education platforms, remote research
consortia, and creative digital industries. The study contributes to the scholarly discourse on digital organizational
behavior and intercultural management by offering an empirically informed conceptual model that captures the
complexity and fluidity of communication in virtual multicultural teams. Directions for further research include
quantitative behavioral modeling, cross-platform comparative analysis, and investigation of socio-cognitive moderating

factors influencing team cohesion and performance.

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

JEL classification: M12, M14, M54, L86, O33.

IocTaHoBKa MPoGJIeMu. Y MOBH I100a1i30BaHOTO IIH-
(GbpoBOro cepenoBHUIlla BUMAralOTh Bil MCHEHKMEHTY HO-
BUX IIIXO/IB 10 OpraHi3alii B3aeMoii B MyJIbTHKYIBTYP-
HUX KOMaH/IaX, 30KkpeMa y cdepi kibepcmopty. Bipryanbai
KOMaH! (PYHKIIOHYIOTh Y CEPEIOBHIIII ITi IBUIICHOT TUHA-
MIKH, JIe TO€JHYIOTHCS HAIllOHAIBHI, TPOoQeCiifHi Ta irpoBi
IICHTUYHOCTI, IO CYTTEBO BIUIMBAE HA KOMYHIKAIiHI MO-
neni. SIk ToKa3yIoTh CydacHi JOCTIKeHHS, KYJIbTYPHE pi-
3HOMaHITTS 32 HasBHOCTI YiTKO1 reiiMepCchKoi 1IeHTUIHO-
CTI MOKE HE ITOCIa0IIOBATH, a HAaBIAKH — IMOCHJIIOBATH
cTpateriuny edekTuBHICTh nudppoBoi xomanmu [1]. Lle
CTBOPIOE YHIKaJIbHI MOMJIMBOCTI JJIS1 3aCTOCYBAaHHS TPHH-
LUIIB KPOC-KYJIbTYPHOI'O MEHEXKMEHTY B Meax HOBIT-
HiX (opM UPpPoBOI opraxizarlii, 0 Bce YaCTilIe BUHO-
CSITBCS 38 MEXKI TPATULIHHUX KOPHOPALIH.

[MpakTHKa ymnpaBIiHHSA MYJIBTHKYJIBTYPHUMH e-SpOrt
KOMaH/IaMH 3acBiuy€e MoTpedy B IIIMOOKOMY PO3YMiHHI
KyJIbTYpHOI Yy TJIIMBOCTI, IHKJIFO3UBHOCTI Ta alallTUBHOCTI,
0co0JIMBO B YMOBaX aCHHXPOHHOI YM Ti0puIHOT B3aeMOIiT
[2, 3]. ¥ Takux xOoMaHgax KJIIOYOBY POJb BiJirpa€ 3jaT-
HICTh MEHEIDKEpa He JIUIIe KOOPAWHYBATH Iii, ane i Bpa-
XOBYBaTH MOBHI, MCHTaJbHI Ta €THYHI BiAMIHHOCTi, IO
BIUIMBAIOTh HA 3TYPTOBAHICTH KOJEKTHBY [4]. BaxmuBy
poIb BiAirpatoTh MU(POBI HABMYKH i iHPOpMamiiiHa KOM-
MIETeHTHICTD, SIKi JO3BOJLIIOTE (popMyBaTh e(heKTUBHY ap-
XITEKTYpy KOMYHIKaliiHUX KaHaJliB 1 MIHIMI3yBaTH pH-
3UKH Henopo3yMinHs [5]. BUBUCHHS TaKUX MeXaHI3MIB Ha
NPUKIIaAl KiOepCIIOPTUBHUX KOJEKTUBIB, IO AIIOTh Y Tpa-
HCHAIIOHAJIbHOMY (DOpMaTi, JO3BOJISIE PO3LUIMPUTH MEXKI
KPOC-KYJIFTYPHOTO MEHEIDKMEHTY SIK TEOPETUYHOI JHUCIH-
TUTIHY T IPAKTUYHOTO iHCTpyMeHTY [6]. OTxke, aHani3 1u-
¢bpoBux KOMaH] y cdepi e-sport BUCTyHae perpe3eHTaTh-
BHOIO MOJIEIITIO AJIS AOCIIKECHHS e()eKTHBHOCTI KPOC-KYy-
JIBTYPHOTO YIPaBIiHHA B yMOBax HOBOi (POBOI eKOHO-
Miky. TakuM 4MHOM, OCBIJ] MYJIBTHUKYIBTYPHOI B3a€EMOJIIT
B KiOEpCIOPTUBHUX KOMaH/IaX CTBOPIOE MTPOTyKTUBHE M-
MpUYHE TI0JIe 7SI BUBYESHHS PUKJIQJHUX ACTIEKTIB KpOC-
KyJIbTYPHOT'O MEHE/PKMEHTY B IM(PPOBOMY CEPEAOBHILII.

AHani3 ocTaHHiX AocaikeHb i myOJaikanii. IIu-
TaHHS KPOC-KYJIBTYPHOTO MEHEIDKMEHTY IH(POBHX KO-
MaH]| IPUBEpPTA€E 3HAYHY yBary AOCTiTHHKIB. DyHIaMeH-
TaNbHI MIXOAX JI0 aHaTi3y KyJIbTYpPHUX BiAMIHHOCTEH Ta
MoJIeJIel JIiiepcTBa 3aKiaaeHo y npamsx Hofstede G. [23],
House R.J., Hanges P.J., Javidan M., Dorfman P.W. Ta
Gupta V. [17] Ta Lewis R. [20]. OcobnuiBocTi B3aemoii y

rI00aJbHUX 1 BIPTYIbHHX KOMaHAAX PO3IIISNAIOTHCS Y
nocmimkenHsx BrandlJ. ta Neyer A. [15], a Takox
Mahadevan J. ta Steinmann J. [22]. BuB4eHHS MyJIbTHKY-
JBTYPHHX KOMaHI y KibepcmopTi 3mificHo0Th Lin S.,
XuZ. Ta XieZ. [1], Agrawal A, GuptaS. Ta
Swettenham L. [4], Berzosa A., Ganguly A. ta Balusamy
B. [13], a cTpykTypHi Ta MOBEMiHKOBI 0COGIHBOCTI irpo-
BHX CITIJIBHOT aHami3yroTs Mora-Cantallops M. i Sicilia M.
[19]. HonatkoBo mpobieMaTuky HudpoBoi KOMyHiIKaIil Ta
TpaHcdopmanii opraHizaiiitHoi KyJIbTypH BHCBITIIIOIOTH
Hayati D., SinhaS. [12], Pfaff Y., Wohlleber A,
Minch C., Kuffner C., HartmannE. [7], TigreF.,,
Henriques P. i Curado C. [9]. YkpaiHChKi HayKOBIIi, 30K-
pema, Oxora B., Cycinos I1. [16] ta Tecnenko T. [10], Ta-
KOX JOCIIDKYIOTh OCOOIMBOCTI YIIPABIiHHS TU(PPOBUMH
CIIUTEHOTAMH Ta PO3BUTKY KOMYHIKaIi# y mdpoBomy ce-
PpEeIOBHIII.

VY cydacHOMY HayKOBOMY AUCKYPCi KpOC-KyJIbTYPHHH
MEHEIDKMEHT JIealli YacTillle PO3TIAAEThCS K KPUTHIHO
BaYXIMBUH HAIIPSIM Y KOHTEKCTI MUPPOBOi TpaHChopMaIii
(dbopmaTiB KOMaHIHOI B3a€MO/II1, 1[0 3yMOBJIOE HOTO MO-
CWJICHY TCOPETUKO-NMIPUKIIAJHY aKTyali3allil0 B OCTaHHI
poku [3, 7, 8]. Cy4acHi uudpoBi KOJEKTHBH, 30KpeMa B e-
sport cepenoBHiII, QYHKI[IOHYIOTh y PEabHOCTI, 1€ KYJIb-
TypHi BiAMIHHOCTI He JInIIe 30epiratoThcs, aje i MoCHITIo-
I0Th YTpPaBIIHCBKI BHKIUKH. lle cTBOproe morpedy B
YIPaBIiHCEKUX MiAX0/aX, AKi BpaXOBYIOTh HE JIUIIEC MOBY
9l YacoBi 30HW, a ¥ TIMOOKI KyJNbTypHI MAaTCpHH,
TIOB’sI3aHi 3 JIIAEPCTBOM, CIIUIKYBaHHSAM 1 IPUHHATTAM pi-
nreHsb [9]. YV mx yMoBax Kpoc-KyJIbTypHa KOMIIETEHTHICTh
KEpiBHUKA CTa€ HEOOXiJHUM KOMIOHEHTOM e(eKTHBHOTO
yIpaBIiHHESA TU(PPOBUMU KOMaHIAMU.

3pocTae yCcBiIOMIICHHS TOTO, IO caMme IUQpoBe cepe-
JOBHIIE BHCTYIIa€ YHHHUKOM paJuKaibHOI TpaHchopMa-
1ii ycTaneHuX Mozelleld Kpoc-KyJIbTyPHOT'O MEHEKMEHTY
[10]. 3okpema, y BipTyalbHUX KOMaHJaX BayKJIMBUMH CTa-
I0Th TaKi NapaMeTpH, SK Mpo30picTs HU(POBOi B3aeMOii,
aJanTUBHICT /10 CTWIIB CIJIKYBaHHS Pi3HHUX KYJIbTyp Ta
IHKJTIO3UBHICTD yTpaBmiHCBKUX mpakTuk [11]. Yemimai
KeHCH KPOC-KYJIBTYPHOTO YIIPABIiHHSA CHHPAIOTHCS HE
JHIe HA 3HAHHA NPO HamiOHAJNBHI OCOONMBOCTI, a W Ha
3IaTHICTB PO3Ii3HABATH iHANBITyaIbHI KOTHITHBHI CTHIII B
yMoBax oHmaiiH-komyHikamii [12]. udpoBa peanbHICTH
CTBOPIOE YHIKaJbHI MEPEAYMOBH JIJISI ICPEOCMUCIICHHS 1
MOJIEPHi3allil MDKKYJIBTYPHUX YIPaBIiHCHKHX ITiAXOIB.



Economic space

Ne 207, 2025

[MpakTuka ynpaBiiHHS Y MYJBTHUKYJIBTYpHUX e-SpOrt
KOMaH/Iax, 30kpema B rpi League of Legends, nemouctpye
HEeOOXIiTHICTh YiTKOT KOOpIUHALIT MIX KYJIBTypaMu y Bip-
TyalbHOMY IpocTopi. Bucokuii Temn, oOMexxeHni yac Ha
NPUIHATTS pillleHb Ta BiACYTHICTH (i3UYHOI MIPUCYTHOCTI
3MYILIYIOTh MeHeIDKepiB popmyBaT edexTHBHI LUPPOBI
MOJIeITi B3aEMO/Iii, IKi BpaXOBYIOTh KYJIbTypHI BiIMIHHOCTI
Y CIOpUHHSATTI aBTOPUTETY, 3BOPOTHOTO 3B’SI3KYy Ta TPYIIO-
Boi BigmoBigamsHOCTI [1, 13]. V TakoMy KOHTEKCTi Bax-
JIMBO aJanTyBaTH €IEMEHTH KIACHYHHUX TEOpil KOMyHiKa-
uii — Hlennona-Bisepa, lIpemma, [lenca — mig crierudixy
KpOC-KYJITYPHOI B3aemofii B IH(pPOBOMY CEpEIOBHIII
[14]. Lle mo3Bomsie copMyBaTh YIpPaBIiHCHKI iHCTpyMe-
HTH, 5IKI e()EeKTHBHO IPAIIOIOTh Y BIPTYaJIbHOMY KOMaH/-
HOMY TpocTopi. YcmimHi crpaterii 0a3yroThCsl Ha MOEA-
HaHHI KyJIbTYpHOI 00i3HaHOCTI, HU(PPOBOT rPaMOTHOCTI Ta
CTPYKTYPOBaHHX aJITOPUTMIB IPUAHSATTS PIlICHb.

[MomepemHi OCIiHKEHHS i IKPECITIOIOTH, III0 B yMOBaX
1 (POBOTO NPOCTOPY KIACHYHE HOHSATTS «KOMAHIHOT Ky-
JIBTYpH» TPAHCPOPMYETHCS B HANIPSMKY THYUYKO1, aJlalTH-
BHOI CUCTEMH, JI¢ YIIPABIIHCHKI MPAKTHKY MOBUHHI OaiaH-
CYBaTH MIX €JHICTIO 1 PI3HOMAHITTSM. Y MYJIBTHKYJIBTYp-
HOMY CEpE/IOBHINI KOMAaHJI, TAKUX SIK €-SpOrt KOJEKTHBH,
BUHUKAIOTH CTIeIM(iuHI BUKIUKH, TIOB’sI3aHi 3 IHTepIpeTa-
I[i€F0 MOBHUX 3HAKIB, TEMITy KOMYHiKaIlii, 04iKyBaHb {010
iepapxii Ta HopM B3aemoii [15, 16]. Tomy dopmyBaHHs
MoOJIeJIel JIiZIepcTBa Ta MEHEDKMEHTY B TAKMX YMOBAX I10-
TpeOye 3ayueHHs] KOHIENTIB KyJIbTYPHOI iHTETIT€éHTHOCTI
(CQ), ananTUBHOTO CTUJIIO KEPIBHHUIITBA Ta Bi3yalli30BaHOT
dpoBoi koopauHauii. 3HaYHY pOJb BiAirpae TaKoX iH-
CTUTYIlIfHA MIATPUMKA MPUHIIAIIB 1HKIFO31i, OC3MeKH Ta
BiJIKPHTOTO 3BOPOTHOTO 3B’s13Ky. Bci 11i (hakTopu € HeoO-
XITHUMHY JUTs MiHIMi3alii pU3HKIB Je3iHTerpanii KOMaH/I-
HOTO Ipolecy. 3aCTOCYBaHHS IIPAKTHK €-Sport J03BOJISIE
BUBYUTH HE JIMIIE TEXHIYHI acneKkTH U(pOBOro yrpas-
JHHA, @ W CKIagHI KyJIbTypHI AWHAMIKH, [0 BIUTUBAIOTH
Ha 3araibHy e()eKTUBHICTh KOMaHIH.

He3Baxkaroun Ha HasABHICTH 3HAYHOI KUIBKOCTI OCII-
JUKEHb, MPUCBSYEHNX KPOC-KYJIBTYPHOMY MEHEIKMEHTY
[17,20,23] Ta o0COGIMBOCTSAM BIPTyalbHUX KOMAH]I
[3, 12], nutanus amanranii Mojenel MiKKYJIbTYPHOI KO-
MYHIKalii 0 BUCOKOJMHAMIYHUX ITH(DPOBUX CEPEIOBHIII,
30KpeMa e-Sport KOMaH 1, 3aJIMIIAETHCSI HEI0CTaTHRO OIpa-
[bOBaHUM. ICHyIOYI TeopeTH4Hi MiAX0Iu (POKYCYIOThCS
MEepeBaYKHO Ha KOPIOPATUBHUX CTPYKTYpax abo 3MilIaHuX
oHyaiiH-oIaliH popMaTax, ToIl K MYJIbTHKYJIBTYPHI Ki-
OepcropTUBHI KOMaHAHW (YHKIIOHYIOTh ¥ KOHTEKCTI Mif-
BUILCHOI IIBHAKOCTI, HETAHHOTO 3BOPOTHOTO 3B’S3Ky Ta
HecTabipHOTO po3noiry poneit. Lle cTBoproe mocimHu-
IBKY MIPOTAJIHMHY, OB’ 13aHy 3 HEOOX1THICTIO POopMyBaHHS
aJanTUBHOI, TMTHAMIYHOT MOJIEi MIKKYJIBTYPHOTO JIiJiepc-
TBa ISl TU(PPOBUX KOMAHI.

MeTo10 €TATTI € aHaJi3 0COOIMBOCTEH KPOC-KYIBTYP-
HOTO MEHEIDKMEHTY B IU(DPOBUX KOMaHIax Ha MPHKIAJI
MPaKTHK MYJIBTHKYJIBTYpHOI B3aemomii y rpi League of
Legends (LoL) Ta po3poOka yrnpaBIiHCEKUX PEKOMEHTALTii
Juta e(heKTUBHOI KOOPAMHAII BipTyalbHOI KOMaHIHOI PO-
60tn. O6’€KTOM NOCHTIKEHHS BUCTyTAa€ I(PpoBa KOMaH-
JIHa B3a€MOJisI B yMOBax TPAaHCHAIIOHAIBEHOTO CEepesio-
Bumia. [IpemMeToM JOCHIKCHHS € KOMYHIKaIliiiHi

MaTepHH, POJIbOBA CTPYKTYpa Ta MEXaHI3MH KyJIbTypHOI
ajanranii B e-sport KoManaax. ABTOPH MParHyTh IOBECTH,
1o KibepcrnopTHBHE cepenoBHIIe, 30KkpeMa rpa League of
Legends, moxe cityryBaté e)eKTHBHOIO MOJACIUTIO /ISl BU-
BYCHHS NPHKJIAJHUX ACHEKTiB KPOC-KyJIbTYPHOTO MEHe-
JDKMEHTY B LIM(POBY €IOXY.

JlocmipkeHHT Mae MDKIUCHUTUTIHAPHUN Xapaktep i
MMOEHYE IeMEHTH KOHIIETITYaIbHOTO aHaJIi3y, Kelc-cTami
Ta MDKKYJIBTYypHOI THTIONOTI3a1ii. Tun gocmimkeHHs — sIKi-
CHE, KOHIENITyaJIbHO-aHATITHYIHE, 3 eJIEMECHTaMH eMIipHy-
HoOi iHTeprpeTatii. JlocmimkeHHs crpsiMOBaHe Ha MOIEIIO-
BaHHS YIPABITIHCHKUX MIIXOIB 10 KPOC-KyJIBTypHOI B3a€-
Mol y 1dpoBUX KOMaH/IaX Ha OCHOBI IIMOMHHOTO aHa-
JIi3y OJTHOTO 3 Halpenpe3eHTaTUBHIIINX MPUKIAJIB MYJIb-
TUKYJIBTYPHOI JIJDKHTaN-CHIBIpali - KOMaHIHOI TpH
League of Legends y cdepi kibepcmopry.

Keiic-06’ext O6ymo obpano He Bumaakoso: League of
Legends Bupi3HSEThCS BUCOKOKO IHTEHCHBHICTIO KOMaH/I-
HOI B3a€MO/Ii1, CKJIAJIHOIO POJIEBOIO CTPYKTYPOIO, YaCTUMH
MDKKYJIBTYPHUME KOH]ITiKTaMH 1 Ti0pHIHOI0 PopMOIo He-
¢dopmansHOTO TigepctBa (shotcalling), mo poduTs i Hax-
3BHYAifHO ITOKA30BOIO JUIS BUBYEHHs 0COOIMBOCTEH -
POBOTO KPOC-KYJIBTYPHOTO MEHEKMEHTY. B pamkax aHa-
J1i3y OyJI0 3AICHEHO OIepallioHaTI3aIliI0 TAKUX KITFOUOBHX
MIOHATH, K KyJNbTypHa MUCTAHIIis, afallTUBHICTE KOMYHi-
Kallii, iHTepmpeTamiss THII, PUTM 3BOPOTHOTO 3B’S3KY,
CTHJIB JIIIEpCTBA B YMOBAaxX BipTyaJbHOTO MpocTopy. st
iHTepHpeTanii KyJIbTypPHUX THITIB BUKOPHCTOBYBAJINCS MO-
nemi JIproica (2006), Xodctene (2001) ta GLOBE [17], 3i-
CTaBJIEHI 3 EMIIPUYHUMH CIIOCTEPEKECHHIMH 32 CTPYKTY-
poto komyHikanii y LoL-komangax.

st moOyn0BY aHATIITHYHOT PAMKH JOCHIPKEHHS 0YyJI0
31 CHEHO CHCTEMaTHU30BaHHUI MONIYK JIITEPaTypHUX IKe-
pen y HaykoBuX 0a3ax Google Scholar ta Scopus, i3 yaco-
BuM oxorureHHssM 1970-2025 pp. Byno BuKopucTaHo Taki
kmouoBi cnosa: «Cross-Cultural Management», «Digital
Teams», «E-Sport Practices», «Cultural Diversity»,
«Virtual Teams», «Social Categorization Theory»,
«Crossvergence Theory», «Digital Transformation»,
«League of Legends». 3arampHuii 00car HayKoBOi1 0azn
oxomuB 1MoHaz 160 MinbiioHIB HayKoBHX IyOikauii. [lo-
LIYK 311HCHIOBABCS 3a KPUTEPISIMH PEJICBAaHTHOCTI, HasIB-
HOCTI KJIFOUYOBHX CJIiB Y 3ar0JIOBKax, aHOTAIliSX Ta KII040-
BUX MOHATTSX, IO JO3BOJIWIO ChpOpMYBaTH MMOYATKOBHH
MacuB 3 51 mxepena.

Jis 3HIOKEHHs iH(GOpMAIHHOTO IIyMy Ta 3abe3re-
YeHHS IITFOBOT aHATITHYHOI TIAMOMHH OYJI0 3aCTOCOBAaHO
JeKinbKa QiabTpamifHuX KPUTEPIiiB:

1. HasBHICTP MDKKYJIBTYPHOTO KOMIIOHEHTA — JIXKE-
pEero MOBUHHE MICTUTH aHATITHKY KyJIbTypHHX Pi3HHIb, iX
BIUIMBY Ha KOMYHIKAIIiIO, JTiAEpCTBO a00 MTUHAMIKY U PO-
BOI B3aeEMOJIIT;

2. 3ramka abo aHajii3 nuppoBux (BipTyalbHUX) KO-
MaH[ — opIaiiH-KOHTEKCTH 0e3 MPHB’SI3KU JI0 BIPTyalIbHOT
KOMYHIKallii BUKJIIOUAIIUCh;

3. MixTeopeTnyHa JOMOBHIOBAHICTh — OOMPAIHCH
JKepena, o abo B3a€EMHO LIUTYIOTh OJHE OJHOT0, a00 Te-
OpeTHYHO Y3roKyroThes (Hampukian, CQ + Hofstede,
abo Social Categorization + e-sport);

4.  AKXTyaNbpHICTh — MPIOPUTET HAJABABCS MPAISIM,
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mo Oynu omyOuikoBani y 2015-2025 pp., npore xiacu4Hi
Jokepena OyJio BAKOPUCTAHO SIK METO/I0JIOT1YHY OCHOBY.

VY pesynbTari 10 OCHOBHOTO aHaizy yBiinumm 18 mxe-
ped, sIKi 0THOYACHO BiJIIOB1a)IN BUIIE3a3HAYEHUM KPHTeE-
pisiM, MaJIM HAyKOBY IIHHICTb Ta JA03BOJSIM chopMyBaTH
MDKIMCUUIUTIHAPHY aHATITUYHY paMKy gociuimkeHHs. Li
JoKepena Oyid iHTeTpoBaHi B aHATI THYHY YaCTHHY POOOTH,
JIOTIOBHEHI KEHCOBIMH CIIOCTEPEKEHHAMH 1 CTAIHA OCHO-
BOIO U TOOYTOBH aIalITHBHOT MOZEII YIIPaBITiHHS.

VY minomy, HOCTHiAHWIBKUN MiAxix o0’€qHye IMOHS-
TifHO-KaTeropialbHUI aHali3, Kelc-iHTepnpeTarnito, KOH-
TEHT-TUMOJOTI3AIlI0 Ta MOJIETbHE y3araJbHEHHS, 10 J0-
3BOJIMJIO CTBOPUTH KOHIETITYaJIbHO OOIPYHTOBaHY 1 MPHK-
JIaJHO KOPHCHY CXEeMY YIPaBIiHHS KpOC-KYJIbTYPHUMHU
1 poBUMH KOMaH/IaMH B yMOBaXx Ii100anizoBanoi nudpo-
BO{ EKOHOMIKH.

Buxisian ocHOBHUX pe3yJabTaTiB AOCHiIKeHHsS. YII-
PaBIiHHS MYJIbTHKYJIBTYPHIMH KOMAaHAAMH Y TH(HPOBOMY
CepeIOBHUIIII € OIHUM 13 HAWJUHAMIYHIITNX BUKJIHKIB CY-
4yacHOI ynpasiiHchkoi Hayku. Came B IU(POBUX KOJIEKTH-
Bax, copMOBaHMX Ha OCHOBI IIAT(OPM CHHXPOHHOI B3a-
€MOJii, CTHKAIOThCS HE JIMIIE TEXHOJIOTIYHI, a i TIHO0KO
KyJNBTYpHi 0ap’€pH - Bii KOMYHIKAIIIHHAX HOPM JI0 CIIpHIi-
HATTS JTiiepcTBa. Y HiKadbHUM MPUKIIAI0OM TaKOi B3aEMO/Ii1
BHCTYIalOTh KoMauau y rpi League of Legends, me yuac-
HUKH 3 Pi3HUX KpaiH 3a Ji4eHi CeKyHI! MalOTh IPUHMaTH
CHUTBHI PilIEHHS, y3rOAKyBaTH Jii Ta aAanTyBaTUC 10 Mi-
Kpo3MiH cutyanii [18, 19]. ¥V uux ymoBax TpaauiiiHi Mo-
Jierni KOMaHIHOi poOOTH 3a3HaloTh iCTOTHOI TpaHchopma-
111, o noTpedye He JINIIe HOBOTO IOTIISTY, @ i CTBOPEHHS
aJlaNTHBHUX YNpPaBIiHCHKUX MexaHi3MiB. Keiic e-sport ko-
MmaHnz y League of Legends mo3Boiisie po3risiqaTé MyJibTH-
KyJIbTypHY KOMYHIKaIilO He SIK aOCTpakTHHUI 00’ €KT J0c-
JIJUKEHHS, a SIK XKHUBY, IMHAMIYHY NPAaKTUKY, IO PO3rop-
TaEThCSI B pexuMi peanpHoro vacy. Came ToMmy mocii-
JOKEHHSI KOMYHIKaTHBHOI CIIeI(iKN UPPOBUX KOIEKTH-
BiB IIOYMHAETHCS 3 aHAJII3y XapaKTEPHUX ITATEPHIB B3aEMO-
Iil y IIbOMY CEPEOBHIIII.

Komynixamusna cneyughixa myaomuxynomypuux e-

Sport KOMAHO.

Hudpori xomannu y coepi e-sport QyHKIIOHYIOTH Y
CepeIOBUIIi BUCOKOT iIHTECHCHBHOCTI KOMYHIKaIlii, J1e KJIf0-
YOBMMH CTAIOTh HE JIUIIE TEXHIYHI HABUYKH, a ¥ 34aTHICTh
IIBHJIKO IHTEPIIPETYBAaTH ITOBIIOMIICHHS y MEXaX KyJbTy-
pHO 3MiIiaHoro mpocropy. Y rpi League of Legends turmo-
BHI MPOIEC KOMAHIHOT B3a€MO/IiT BKIIFOYa€ BUKOPUCTAHHS
rojocoBoro 4ary (Hampukiama, Discord), TESKCTOBHX MOBI-
JOMJICHb Y BHYTPIIIHBOI'POBOMY 4aTi, MiHTIB, peakuii i
KOPOTKUX MapkepiB il (Hampukian, “ss”, “back”, “all
in”). Yci i kKaHanu CTBOPIOIOTH MYJIbTUMOJANBHY CHC-
TeMy KOMyHikauii, 1e BUOip GopMH 4acTo 3alekuTh BiJ
HaliOHAIBHUX KOMYHIKQTMBHUX HOPM, CTHJIO CIIJIKY-
BaHHS Ta IrPOBOTO KOHTEKCTY.

Sk 3acBIIUYIOTH EMITIPUYHI CITIOCTEPEKCHHS, TIPECTa-
BHHUKH KyJIbTYP 3 BUCOKUM PIBHEM KOHTEKCTY (HAalpUKIIa,
SAnownis, Kopes) yacrilne yHUKaIOTh MPSIMOI KPUTHKHU Ta
OTIMPAIOTHCS HA HENIPSIMi CUTHAJIN, 30KpeMa MOBYAaHHS a00
peaxiiii y ¢hopMi 3roiu/HecXBaleHHs. Y YaCHUKH 3 HU3bKO-
koHTeKcTHUX KyIbTyp (CILIA, Himewyunna, ITosnpma) Bin-
JIAl0Th TepeBary IIBHJIKOMY IHPSIMOMY 3BOPOTHOMY
3B 3Ky, Yy TOMY YHCIIi ITi 9ac irpoBoro KOHQIiKTy abo mo-
MUIIKY. Taki po301>KHOCTI BIUTMBAIOTh HA MIBUAKICTH MTPHIA-
HATTS KOMaH/IHUX PillleHb, AOBIpY JIO Jiiepa Ta 3araibHy
3TypTOBAHICTh IpynH. [HOMI KyIbTYypHI IPOTHPIYYS MOCH-
JIOIOTHCSI IFPOBUM CTpecoM ab0 MOBHUMHM Oap’e€pamu: Ha-
MIPUKIIaZ, y KOMaHAaxX 3 JOMiHYBaHHSIM aHTJIIHCHKOI MOBH
KOMYHIKaTUBHA IIACUBHICTh YaCTO IHTEPIIPETYETHCS SIK Bi-
JICYTHICTB 1HIIIATUBY, X042 MOXKE OYTH HACIIITKOM JIiHIBi-
CTUYHO{ HEBIIEBHEHOCTI.

VY Tabn. | momaHo y3araipHEHE MOPIBHSHHS THUIIOBUX
KOMYHIKaTUBHHX ITaTEPHIB JJIS IPEICTABHAUKIB Pi3HUX KY-
JBTYp, IO HalgacTime 6epyTh y9acTh Y MKHAPOJHHX e-
sport komaHgax. JlaHi IpyHTYIOTCS Ha amanTarii kacudi-
kanit JIproica [20], JOMOBHEHNX eMITipHYHIMH iHTEPB O
Ta aHATITUKOIO 3 iIrpoBux cepenosuil [1]. Tabmuis imocT-
pye He nuiie BepOaibHi BIIMIHHOCTI, @ i CTaBICHHS JI0
THII, TEMITY PeaKiii, 04iKyBaHb OO0 MOSCHEHHS Iiil.

Tabauysa 1
IlopiBHSAHHSI KOMYHIKATUBHHX CTHJIIB YUYACHHKIB MYJIbTHKYJbLTYPHHX e-Sport KOMaH/
KyabTypa .
yARTYP . CIIIA / Himeu- .
Kopes / AAnonis — IMoabma / Ykpaina | JlaTuHcbka AMepuka
XapaKkTepucTHKA
C Hemnpsima, xourexcry- | Ilpsma, npsmomi- | ['Opuana, amamnru- . .
Tun xomyHikamii pAMa, y bAMa, - Tp pria, - an Emoniiina, BapiaTuBHa
ajilbHa HiliHA BHA
N OOGepexHuil,  uepes N . | Bamexno Bim cra- . .
3BOPOTHHUIT 3B’ 30K UiTkuii, KOPOTKHI Emouiitno 3ab6apsieHuii
HATSKU TyCy

CraBieHHsS J10 MOBYAaHHA

HeiirpanbHe / mo3utu-
BHE

Hespyune

MinnuBe

Marno3snauyuie

Cruiip peakuiit

3arpumMana, oOepexxHa

[[IBuaKa, AMPEKTH-
BHa

ApnanTtuBHa

ImnynbscuBHa

YacroTa MHriB / CUTHAIIB

IMomipHa, ¢okyc Ha
Mary

BI/ICOKa, KOMaHJHa

Bucoka / curyaru-
BHA

Cepenns / eMoriiHa

Hoicepeno: po3pobieHo aBropamu Ha ocHOBI [1, 20]

TakuM 4MHOM, HaBiTh Y BUCOKOTEXHOJIOTIUHOMY cepe-
JIOBUIL, /1e B3a€MOJIs 3/1IHCHIOETHCS Yepe3 CTaHIapTH30-
BaHi iHTepdeiicy, KyIbTypHI BiJMIHHOCTI IPOJOBXKYIOTh
BiJirpaBaTH BU3HAYAJBbHY pONIb y MOOYymOBi eeKTHBHOL
KOMaHIHOI KOMYyHiKamii. BaxnuBuMu 3MiHHEMH y TIbOMY

MPOLIEC] CTAalOTh: IIBUAKICTh PEAKLil, sKa BigoOpaxae ro-
TOBHICTB JI0 YXBaJEHHs pIlIEHb y CTPECOBHUX YMOBax;
CTWJIb JIIJIEPCTBA, IO BapiIOEThCS BiJ AMPEKTUBHOTO IO
(bacuiTamifHOTO; OITYCK IO 3BOPOTHOTO 3B’ SI3KY, IKUU Y
pi3HHX KyJIbTypax MoOke OyTH SK BITKPHTHM, Tak i
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CTPUMaHMM; Ta IHTEpIPETALlisl THII — B OJHMX KOMaHax
BOHA CIIPUHMAETHCS SIK 3rojia, B IHIIMX — SIK BiJCYyTHICTh
iHiiaTHBH. YCi Il MapaMeTpy BILUTUBAIOTH HA 3JIarOJKe-
HICTB 1M, IOBIPY JI0 KOJIET 1 3arajibHy €(eKTUBHICTh TPH.
MeHemkMeHTy M(POBUX KOMaHJ HEOOXiJHO BpaxoBy-
BaTH Li 0COOJMBOCTI, (POPMYIOUN aZaNTHBHI MPOTOKOJIN
KOMYHIKaIlii, 37aTHI 3HIWKYBaTH PU3UKH MDKKYIBTYPHUX
HETIOPO3YMiHb Ta IiJBUILYBATH KOMAaHAHY CHHEPTIIO..
Jlioepcmeo 6 ymosax yugpoeoi bacamokyibmypHo-
cmi.

OpHi€ro 3 HAHNMEHIN TOCHTIPKCHNX, ajlle KPUTHIHO BaX-
JUBHX T€M Yy cepi KpoCc-KyJIbTYPHOTO IHU(PPOBOTO MEHE-
JOKMEHTY € TpaHc(hOopMallis JIiJiepcTBa B yMOBaX BipTyalib-
HOI MYJITHKYJIBTYPHOI B3aeMo1ii. Oco0IMBO 1€ POSIBIIS-
€TBCSl Yy TaKUX CEpelIOBHUINAX, SIK KiOepcropT, Ae BiACYT-
HICTh (popMalTi3oBaHUX i€papXii MOEJHY€EThCS 3 HEOOXia-
HICTIO HeraiiHoi koopauHarii. Y rpi League of Legends ue
icHye odimiifHOi poiti Jigepa, ame B 0araTb0x KOMaHIaX
(dopmyeThCst O3St shofcaller'a — rpaBus, sikuit 6epe Ha
cebe BiNOBIMANBHICTD 3a ONEpAaTHBHE YXBaJICHHS PIllICHb
y rpi [21]. Pous shotcaller'a aacTo BUHUKAE IPUPOTHO, OI-
Hak 1 e()eKTUBHICTh CYTTEBO 3AJICKHUTH BIJl KyJbTYPHHUX
OUiKyBaHb WICHIB KOMaHIH LIOAO JIAEPCTBA, CTHIIO YII-
PaBIIIHHS Ta JOMYCTHUMOTO PiBHS TUPEKTUBHOCTI.

VY KyJnbTypax i3 BUCOKOIO JTUCTAHINIEIO BJIAIU (HAMIPH-
kiran, Jlatmaceka Awmepuka, Cximaa Asis) shotcaller

/ ABTOpPHUTETHHI \

HIOTKOJLJIEP
(Authoritative shotcaller)

Kwuraii, Typeuyuuna,
Bpasuniaia, OAE
[IpuiHATTS IUPEKTUB,
IIEHTpaJIi30BaHe
JIEePCTBO, MiHIMATbHA

\ nyOJIiuHa KPUTHKA /

ABTOpPUTAPHUI
4 N

KonrpoJep (Controller)

CIIIA, Beanka
Bpuranisa, Himequunna
IBuaKi pirneHHs,
MepCcoHaTbHA
BIAMOBI1AAJILHICTD,
CTPYKTYpOBaHi apryMeHTH

\_ /

CHpUIIMA€ETHCS K aBTOPHUTET, KU HE MiJIATae My OmiaHid
KPHUTHII TiJ 9ac Tpu. HaToMicTe y HU3bKOIEpapXidHUX Ky-
neTypax (Crxanamnabis, CIIIA, gacTkoBo YKpaiHa) MOX-
JIUBE JIeJIeTyBaHHs a00 HaBiTh POTAIlisl TiAepChKuX (PyHK-
il, 10 MiJBUIIYE TOPHU3OHTAIBHICTH ympaBiiHHA. Lle
CTBOPIOE TIEBHY YIPABIIIHCHKY HANpPyTy B MYJIbTHKYJIbTY-
PHHMX KOMaHJaX: OJMH 1 TOW caMuil CTHJIb KOOpJHMHALi
MOKe OyTH BHTJIyMaueHHH SK HaJMIpHUH KOHTpPOIb abo
SK TAaCUBHICTb - 3aJI©KHO BiJ| KyJBTYPHOTO OEKrpayHIy
yuacHUKiB. OTXe, Kpoc-KyJIbTypHE JIIEPCTBO B U(DPOBUX
YMOBax MOTPeOy€e BUCOKOT aTalTUBHOCTI, Pe(DICKCHBHOCTI
Ta PO3BUTKY KyJibTypHOI iHTemirentHocTi (CQ) kepiBHMKA
[22].

Y mudpoBOoMy cepeoBHILi OCOOIMBOTO 3HAUYCHHS Ha-
OyBae 3aTHICTH JiJiepa He TUIIe (opMyITIOBATH 3pO3yMilTi
pimeHHs, a ¥ TpaHCIIOBATH iX y (opmarti, IO BiIMOBigae
KyJIBTYPHUM HOpMaM KOMaHIu. B yMoBax oOmeskeHOro
4yacy Ta BHCOKOTO iH(OpMAIiiHOrO HaBaHTa)KEHHS HaJ-
3BHYai{HO BOXKJIMBO PO3YMITH, SIKi KOMYHIKaTHBHI CTHJII ITi-
JIBHIIYIOTH 3TypTOBaHICTb, a SKi - IPOBOKYIOTh 3aMUKaHHS
a00 macuBHICTh. Y TaKUX yMOBaxX BHHHUKa€e NOTpeda y 1u-
HaMiYHOMY PO JTiepa, Mo 3MIHIOETHCS 3aJICKHO Bij
IrPOBOTO CLIEHAPil0, CTaTycy KOMaHAW Ta KYyJbTYpHOTO
crirany. Lle# miaxig MU TpeACTaBUMO y BHTIIALI CXEMH
TpaHchopMaii QyHKIIH TTigepa y MyIbTUKYIBTYPHIH 1TU-
¢bposiii komauzi (puc. 1).

4 )

dacuiaitarop
(Facilitator)

SInownis, IliBnenHa
Kopes, Cinranyp
Koncencyc, moBara
iepapxii, crpumaHi
CUTHAJIN

\_ /

dacunitauinHmi

Crhikep-koMyHikaTop
(Speaker-communicator)

CkanauHasis,
Hinepaanan, Kanana,
ABcTpadis
Komangne o6rosopenHs,
poTariist pojiei,
TOPU30HTAJIBHI PilIEHHS

\_ /

Hu3bKa
Puc. 1. JlunaMigHa MOAENb NTiAEPCHKUX POJICH Y MyJIBTHKYIBTYPHUX €-Sport KOMaHIax
Bicv X: Cmunw koopounayii' (Aesmopumaphuii <— — Pacunimayitinuii)
Bicv Y: Juemanyia énaou (Bucoxa 1 | Husbka)
Locepeno: po3pobIIeHO aBTOpaMu
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Exonomiunuii npocmip

3arnpornoHoBaHa JMHaMiYHa MOJIEJb JIIEPChKUX POsIei
y MYJIBTHKYJIBTYPHHUX e-sport komanjax (puc. 1) imocrpye
3MIHHICTh (DYHKIIOHAJILHOTO CTHIIIO KEpPiBHHKA 3aJIeKHO
BiJl CTyIIEHsI KyJIbTypHOT JUCTAHII] Ta KOMYHIKaTHBHOI aK-
TUBHOCTI y4YacCHHUKiB. ['OpH30HTaNbHAa BICH JIEMOHCTpPYE
IPaJaIlito CTHIIIB KOOPIWHAIIIT — BiJl aBTOPUTAPHOTO JI0 (ha-
CHITITAIIITHOTO, a BEpTHUKaJIbHA — PiBeHBb KYJIBTYpPHOI JTHC-
TaHIl y koMaHxai. Takuii TBOBUMIpHHUH IMiAXiI TO3BOJISE
Bi3yasi3yBaTH CHTyalilHI afanTamnii, KOJu OIUH 1 TOH ca-
MHUH Jiep 3MyIIeHHH OamaHCYBaTH MK THUPEKTUBHIM
CTHJIEM 1 IHKIIO3UBHUM (hacmiliTaTopcTBOM. BipTyains-
HICTh KOMaHM TOCHIIIOE IF0 THYYKICTh, OCKUIBKH XKOJHA
MOJIETIb HE € CTaOlIbHOIO — BOHA TPAHC(POPMYETHCS Y Bill-
TMOBiJIb Ha iIrPOBY HAIPYTY, BHYTPILIHIO JMHAMIKY Ta KYJIb-
TYpHY HallOBHEHICTb.

Pospobra adoanmuenoi mooeni Kpoc-KybmypHo2o me-

HeONCMEHMY.

B ymoBax mudpoBoi MyJIbTHKYIETYPHOIT B3a€MOIT TO-
cTae noTpeda y MOJIeNi yIpaBIliHHS, 10 HE JIUIIE BPAXOBY€
HaliOHAIBHI KyJIBTYPHI TapaMeTpu, ajie i aJanTyeThes 10
PUTMY KOMYHIKAIlil, TEXHOJIOTIYHOTO HABaHTa)KCHHS Ta
porneit y xomaHmi. IcHyrodi KOHIENIii MiXKYJIbTYPHOTO
MeHekMeHTy, Taki sk GLOBE [17] abo moxens Xodcer-
ene [23], 3aaMIaroThCs IHHUMH TS aHATITHYHOT KJIacH-
¢ikarii KyTbTypHHX BiIMIHHOCTEH, OJJHAK JEMOHCTPYIOTh
oOMexxeHy (QPyHKIIIOHATBHICT Y BUCOKOIMHAMIYHUX ITH(-
POBHUX CepeloBHINax, 30kpemMa B e-sport. 11i Teopii 3me0i-
JBIIIOTO PO3paxoBaHi Ha odaitH-koMaHau 3 popmaizoBa-
HUMU CTPYKTypaMH Ta CTaOiTbHUM KOMYHIKAIlifHIM KOH-
TEKCTOM.

4 )

JAnpexTuBHUIA

- /

Hu3bka

4 )
KonduiiktHo-
PHU3HKOBAHMH

- /

Hu3bka

KynbTypHa aucTaHuina

Ha BimmiHy Bijx HUX, 3alIpOIIOHOBaHA HAMHU MOJIENb Oa-
3y€ThCS Ha TIOPUIHOMY MiIXOJi — iHTErpamii KIaCHIHUX
Moaeneit komynikarii (Illeanon-Bisep, [lIpemwm, Jlenc) i3
napameTrpamu udpoBoi B3aeMoIii Ta KyJIbTypHOI TeTepo-
TeHHOCTI KoMaHA. OCHOBHMMHM 3MIHHUMH BHUCTYIAIOTB!
CTYIiHb KyJIbTYPHOI QUCTAHIN] y KOMaHAi, iHQopMmarriitHa
HaCHYEHICTh IUIaTGOPMHU KOMYHIKalii, IBUIKICTE peary-
BaHHJ Ta CTPYKTypa irpoBux poiseid. Hanpukmnan, y koman-
Jlax 3 HU3bKUM PIBHEM JMCTAHII] Ta BUCOKOIO TEXHIYHOIO
HaBYEHICTIO IEpEBaXKa€e rOPU3OHTAIIbHA MOJIENB, 1e (POoKyC
poOHTBECS Ha PIBHOMY PO3IOJUII 3BOPOTHOTO 3B’SI3KY Ta
JICLICHTPAII30BaHUX JIiZIEPCbKUX poisix. Haromicts y
OUTBII iEpapXiYHUX KyJNbTypaxX BaXKJIHBHM CTA€ HiTKE TPO-
TOKOJFOBaHHA PillIeHb 1 YHi(iKamis KaHaliB KOMYHIKaIIil.

Po3pobnena mozaens (puc. 2) H03BOIISIE B peKUMi pea-
JBHOTO Yacy OLIHIOBATH CTaH LUU(PPOBOi KOMAaHIH 32 KIIFO-
YOBUMH NApaMETPaMH 1 alanTyBaTH 0 Hei yIpaBIiHCBKY
MOBe/IiHKY. Bi3yanbHO BOHa MOJiaHa y BUIIISLAL YOTHPHIIO-
JIFOCHOI CHCTEMH, JIE IEPETUHAIOTHCS OC1 KyJIBTYPHOI JHC-
TaHI Ta IMJIBHOCTI KOMYHIKaIlii, CTBOPIOIOYH YOTHPH
YMOBHI 30HH YIpaBIiHHS: AMPEKTUBHY, (acuiiTaiiiiny,
JICIICHTPATi30BaHy Ta KOH(IIKTHO-pU3UKOBaHy. MeHe-
Jokep abo Jtiiep MOXKe 3a J0IOMOTrolo i€l Moziesi IpOrHo-
3yBaTH BIpOTiAHICTF KOMYHIKALIHHUX 3001B, amanTyBaTH
(dopMar 3BOPOTHOrO 3B’53KY, 3MiHIOBaTH 4acTOTY KOHT-
posto abo nepeGyaoByBaTH podi. [Ipy upoMy Monenb He €
YHIBEpCAIBHUM PELENTOM, a BHCTYNAae aJanTHBHUM iH-
CTPYMEHTOM, IO TPaHCHOPMYETHCS Pa3oM 3 KOMaHIHOKO
JMHAMIKOIO.

4 )

dacwiitamiiinui

\_ J

Bucoka

4 )

LWinbHicTb
KOMYHiKaw,in

JeuentpaJsizoBanuii

\_ J

Puc. 2. AranTHBHA MOZIEITb KPOC-KYJIBTYPHOTO MEHEKMEHTY B LIM(POBUX KOMaHAAX
Horcepeno: po3podIeHO aBTOpaMU

[Momnpu UIMPOKY HPEICTABICHICTh KOHIENTY KYJIbTYp-
Hoi intenmirentHocti (CQ) y cydacHiii miteparypi [22],

GaraTo miAXoiB 10 KPOC-KyJIBTYPHOTO JIiIepCTBA 3aJIHIIIa-
IOTBCSI HAATO CTATHUYHWMH, 0a3ylounch Ha (iKCOBaHUX
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tunosorisix (Hanpukian, GLOBE a6o Hofstede). Hamra
MO/IeJIb, HABIAKH, MiJIKPECITIOE KOHTEKCTYyallbHy MOOIIb-
HICTB JIijiepa B pealibHOMY 4aci. Y I[bOMY CEHCi BOHa BCTY-
Ia€ B KOHCTPYKTHBHY IOJIEMIKY 3 KIACHYHUMH CXEMaMH,
Jie TIPIOPUTET BiAAETHCS IPOTHO3YBAHHIO OYIKYBAHOT I10-
BEJIHKM Ha OCHOBI HamioHampHOTrO mpodimro. Y cepemno-
BHIIII €-Sport, Ie PillIeHHs MPUHMAIOTHCS 32 CeKyHIH, KpH-
TUYHO BAXIIMBO HE CTIIBKH 3HATH KYJIBTYpHI IIaGJIOHH,
CKIJIbKM BMITH pearyBaTu Ha HHUX y JUHAMII, TpaHCop-
MYIOYH CTHJIb YIPABJIiHHS BiAIOBITHO 10 KOMYHIKaTHBHOL
TEeMIIepaTypy KOMaHIH.
Ipaxmuuni pexomenoayii ma 3acmocy8anHs pe3yiv-
mamie.

PesynbraTi gOCIiKEHHsI, 3aCHOBaH] Ha aHai31 MyJIb-
THKYJIBTYPHUX €-Sport KoMaHn, 30kpeMa y rpi League of
Legends, MaroTh MOTEHIIia BUXO/IY 3a MEXKi KibepCrmopTu-
BHOT'O KOHTEKCTY Ta MOXYTb OYTH IHTETPOBaH1 y IPAKTHUKY
ynpaBiiHHA nudpoBuMU kKoMmaHmamu y cdepax IT, oH-
JalH-OCBITH, KPEaTUBHUX iHIYCTpid Ta TPOMaJChKUX IHU-
¢poBux mrarpopm. OCKUTBKH BCi IIi ceperoBHIa 00’ ea-
HY€ CIIJIbHA CTPYKTypHA XapaKTepPUCTHKA - HASIBHICTH Bip-
TyaJbHOI B3a€MOJI{ MK IPEACTaBHUKAMH Pi3HHUX KyJIBTYP
— peKOMeHJAIli Ha OCHOBI KiOepCropTy MaroTh BHCOKHUI
CTyMiHb pesieBaHTHOCTI. OCHOBHI 3 HUX CTOCYIOTHCS YOTH-
PBOX KOMIIOHEHTIB: MIaT()OPMHE CEpeAOBHILE, MeAiacTpa-
Terii, ynpaBiaiHHSI KOH(IIKTaMH, CTaHIapTH3aIis mabio-
HiB CIIJIKyBaHHS.

V' Io-nepue, cnig odupatu uudposi mwiatdhopmu,
SIKi JI03BOJISIFOTH OJJHOYACHO TEKCTOBY, FOJIOCOBY Ta Bi3ya-
JBHY B3a€EMOJII0, Ta MIATPUMYIOTh THYYKE aJMIiHICTPY-
BaHHs poJjei — sk Discord, Microsoft Teams a6o Slack.

V' Ilo-Opyze, MEHEMKEPAM BapTO PO3POOHTH BHYT-
PIITHIO MENIanoJIiTHKY, sIKa BU3HAYA€ CTHJI 3BOPOTHOTO
3B 513Ky, IPUHHATHI KaHaIX (CHHXPOHHI Ta aCHHXPOHHI) Ta
4acToTy 000B’I3KOBOI B3a€EMOIil.

V' Ilo-mpeme, y MyJbTUKYJILTYPHUX KOMAHAAX JIO-
LJIBHO BIPOBA/UKYBAaTH KOMYHiKaliiiHi Oydepu — npomi-
*HI Qirypu abo kKaHaiu, siKi 3HIKYIOTh Halpyry B yMoBax
KyJIbTYpHOTO KOH(DIIIKTY.

V' Io-uemeepme, BapTo (HopMalizyBaTH IIAOIOHU
KoMmyHikamii (Hanpukian, SOP y BimnmoBinsx, cKopodeH-
HAX, €moji-KoJax) 3 ypaxyBaHHSAM KyJIbTYpHHX OOMe-
KEHb, 110 0COOJIMBO aKTyaJbHO B MIBHAKICHOMY CEpeno-
Buii [16].

VY Tabin. 2 3anponoHOBaHO y3arajibHEHHsS (YHKI[IOHA-
JBHHUX PEKOMEHJAIIN BIAMOBIAHO 10 TUMY IUPPOBOI KO-
MaHIIM, PiBHS MYJBTHUKYJBTYPHOCTI Ta KIIIOYOBHX MLiIEH
ynpaeiinHs. lle mo3Bonsie ajganTyBaTH pe3ysbTaTH Ha-
IOrO aHaJIi3y /10 IIUPIIOrO CHEKTPY MPUKIAIHUX chep —
He JIMIle reidMinry, ane i undpoBUX CTapTamiB, Bigaaje-
HUX OCBITHIX IUTATGOPM, HEYPSAMOBHX OpraHi3aiii, o
TMIPAIOIOTh 3 TPAHCHAILIOHAIILHUMH BOJIOHTEPCHKUMH Me-
peKaMH.

Tabauys 2
BinnoBigHicTh ynpap/iHCbKHX pillleHb TUNAM HH(POBUX MYJIbTHKYJIbTYPHUX KOMAaH]I
Cdepa 3acTocy- Ipuxknan PiBenb MmyabTH- PexomennoBani KiouoBi ynpasJaincbki
BaHHs KOMAaHJIH KYJIbTYPHOCTI IHCTpYMeHTH doxycun
. Discord, ponesa iepapxisi, | IIBunkicTs pimieHb, CKOpo-
E-sport LoL-komanaa Bucokuit P papxid, A P » CROP
YaT-KOMaH/H YCHHI, KOMaH/Ha JHHaMiKa
Po3pooka II3 B | Cepenniit / Buco- | Slack, Jira, async mporo- | JIokyMeHTyBaHHs, KyJIbTypHa
IT-komana . s .
GitHub Kuii KOJIH IHYYKICTh
MixHapoiHa  OH- . Zoom, Trello, SOP ma6- | 3BopoTHHH 3B’S30K, yIIpaB-
EdTech DKHADOA Bucoxnii ’ ’ Bop A
JaifH-11KOoNa JIOHU JIHHS Y4acTIo
OmnuaifH-BOIOHTEpC- Kpayncopcunr mne- Cepenniii Telegram, Google Docs, | Crangapti, KOOpIUHALiS, Mi-
TBO peKyamiB pea MOJIepaTopu HiMi3allist IIyMiB
.. MixHapoaHa rei- . Notion, Miro, roaocosi | Bisyamizaiiis, rHy4Ka Mozaepa-
KpearusHi ingycTpii PO Bucoxuit > ’ i H Y AP
MJIEB-CTYList CTeHANN st

Lbicepeno: po3pobIEHO aBTOPaMH CaMOCTIHHO.

TakuMm 4YMHOM, HAII i JIXi]] JO3BOJISIE HE JIMIIIE OIUCATH
aKTyaJIbHI NPOOJIeMH KpOC-KYJIBTYPHOI'O MEHEIKMEHTY
IUPPOBUX KOMaHA, a ¥ HaJaTH iIHCTPYMEHTAIbHI PillIeHHS
JUTS TIPAKTHKIB, IO IPANIOIOTh HA CTUKY KYJIbTYp, POJIeH i
TEXHOJIOTiH. Y KOHTEKCTi ritobaixpHOl udpoBizarmii momi-
OHa aJaNTUBHICTP 1 CTPYKTYPOBAHICTh YIIPABIiHHS CTa€ HE
KOHKYPEHTHOIO IIEPEBaroio, a yMOBOIO BIDKUBAHHS KOMaH-
ITHOT B3aeMoil.

BucnoBku. [IpoBeneHe MOCHIIKEHHS JO3BOJIMIO BH-
SIBUTH KJIIOYOBI KOMYHIKaI[ii{Hi 3aKOHOMIPHOCTI Y MYJIbTH-
KyJIbTYPHHUX HU(PPOBHUX KOMaH/aX, QYHKIIOHYIOUUX Y BH-
COKOHATPY)KCHUX yMOBaxX KiOCPCIOPTUBHOI B3aEMOIII.
IMpuknax League of Legends npoaemMoHCTpyBaB, 10 MiXk-
KyJIbTYpHI BiIMiHHOCTI BUSIBJISIFOTHCSI HE JIUILIE Y MOBHOMY
YH TIOBEIIHKOBOMY DiBHI, aJle i y IIBHIKOCTI PEaKIIiif, CTH-
JSIX JIiZEpPCTBa, OMYCKY 10 3BOPOTHOT'O 3B’SI3KY Ta 1HTEp-
npetauii Tumi. Came ToMy e-SPOrt-koMaH/I1 BUSBIISIOTHCS
Ha/[3BUYAHHO MPOJYKTUBHUM E€MIIPUYHUM CEPEAOBHIIEM

JUTsL anpoOariii Moiesieii Kpoc-KyJIbTYPHOI'O MEHEIIKMEHTY
y nu()poBy €Imoxy.

Y mpormeci JocHiKeHHS HaMU OyJI0 3alpOIIOHOBAHO
aJanTUBHY MOJIENb, 0 BPaXOBYE KYJIBTYPHY IWCTAHIIIIO,
KOMYHIKaTUBHY MIUTBHICTD, POJIEBY CTPYKTYPY KOMaHIH
Ta TUI TUPPOBOTO cepenoBuia. LI Momens He € TeopeTu-
YHO-aOCTPAKTHOIO - BOHA Ma€ MPUKIAJHE 3HAYCHHS IS
MeHeDKepiB, GacmritatopiB Ta HR-daxisiis, mo mparo-
I0Th 3 TPAaHCHAI[IOHATLHUMHU KOMaHJaMH Yy JTUHAMIYHHUX
raixy3sx. MoJienb JoBeia CBOIO THYYKICTh: il mapameTpu
MOJKHA a[aNTyBaTH sIK 10 YMOB €-SPOrt, Tak i 10 KOMaH/I B
IT, EdTech, kpeaTuBHUX iHZYCTpiAX YM BOJOHTEPCHKUX
iHimiatuBax. OcoOMUBY yBary Ciix OPUIULITH JTUHAMII
poJIi JTiziepa, SKWid B yMOBaxX MYJIbTHKYJITYPHOT B3a€MOIIT
MMOBMHEH BUCTYIATH HE CTIJIBKU KOOPIUHATOPOM, CKLITBKH
MOJIEPaTOPOM CIIIBHOTO MHUCIICHHS Ta KOMYHIKAIIii.

IMomanpmni mepcrneKTHBH KPOC-KyJIbTYPHOTO MEHEDK-
MEHTY MOJIITATUMYTh HE Y CTaHAApPTH3allii, a B PO3BUTKY
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aJIalTHBHOI, Yy TJIMBOI 10 KOHTEKCTY YIPaBIiHCHKOI ITOBE-
ninky. CBiTOBa IPaKTHKa BXKE JEMOHCTPYE 3pYLICHHS BiX
yHi()iKOBaHUX ITiAXOMIB 10 THYYKHX I'OpUAHUX CTpaTerii,
SIKI BPaxOBYIOTh OJJHOYACHO W aJITOPUTMIYHY JIOTIKY HU-
POBOTO MPOCTOPY, 1 KYJIBTYpHY 0araTOMaHITHICTb JIFOJICh-
koro (akropy. CamMe TOMY JOCHIPKEHHS MOJIOHOTO THITY
- He MPOCTO aKajgeMigHa crpoda 3po3yMiTH HOBY peajb-
HICTh, a IHCTpYMEHT BIUIMBY Ha SIKICTh MIKKYJIBTYpPHOL
B3a€MO/IiT B II100aJTi30BaHOMY CBITi.

Obmedicenns docnioxcenns. [lonpu oTpUMaHi pe3yib-
TaTH, CIiJ] 3a3HAYNTH HU3KY METOJOJIOTIYHHUX 1 eMIipHd-
HUX 0OMEXCHb, SIKi BApTO BPaxOBYBAaTH IIPH iHTEpIpeTALii
BUCHOBKIB. Hacamnepen, kelicoBa 6a3a JOCIIDKEHHS 30-
cepe/keHa Ha KOHKPETHOMY KiOepCIIOpTHBHOMY Cepeio-
Bumii — rpi League of Legends, mo, mompwu 1i penpesenra-
TUBHICTb ISl HU(PPOBUX MYJIBTHKYJIBTYPHUX KOMaH], Ma€e
cneuudiuyHy MexaHiky, Gopmar poieii i CTpYKTypy KOMY-
Hikarii. [{e oOMexye ekcTpamoIsAIio pe3yIbTaTiB Ha 1HIII
nudpoBi waThopmu ado KOPIIOPaTHBHI MPOEKTH Oe3 Bil-
MOBIIHOI amanTanii.

[o-ngpyre, aHamiTH4HA MOAenbs Oyia MOOyAOBaHA Ha

OCHOBI IKICHOTO aHaJIi3y TUIIOBUX ITPOBHX CIIEHApiiB, a HE
KUTBKICHOTO COITIOJIOTIYHOTO TOCHTIKeHHSI. Y IIbOMY CEHC1
Pe3yaBTATH CIif PO3TILIIATH SIK TIMOTETHYHY PaMKy, IO
notpedye momanpmIol Bamigamii gepe3 eMIipudHi JaHi —
OTIUTYBaHHS, TPEKiHT TOJIOCOBHUX YaTiB, aHAI3 MMOBEAIHKH
Yy KOMaHJHHX cecisx. Takox CJIiJl BpaxoByBaTH, 10 Ha o-
PMyBaHHS KOMYHIKaTUBHHX IIATEPHIB BILTUBAIOTH HE JTUIIE
HalliOHANBHI KyJIbTYpH, a i BHYTPIIIHBOIrpoBa KyJbTypa,
BiK YYaCHHUKIB, MOTICPEIHIN TOCBI] CIIBIpAII Ta iHIUBITY-
aNBHI JIePCHKI SKOCTI, SIKi HE 3aBXKIHU JIETKO (popMalizy-
BaTH B paMKax TEOPETHYHOI MOJIETII.

HaperuTi, 1ocmipkeHHS HE OXOIUIIOE MOBHOIO MipOIO
TeHJePHI aCIeKTH KPOC-KyJIbTYpPHOI B3a€EMOJIi Ta BILIHB
ANTOPUTMITHUX MemiaraTdopM (Harpukiam, GurbTparis
KOMYHIKaIlilf, aBTOMaTHIHE NepeKIaJaHHs), [0 MOXYTb
CYTTEBO 3MIHIOBaTH KapTHUHY JiJepcTBa Ta 3BOPOTHOTO
3B’s3Ky. Lli HanpsIMu BiAKpUBAIOTH MMOTEHITIAI IS Maioy-
THIX JOCIIKCHbB, 30KpeMa B HANPsIMi TUHAMIYHOTO LU}-
poBoro (acuIiTaTOPCTBa y CKIATHUX KyJIbTYPHHX KOH(]i-
ryparisx.
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