TexHiuHi HayKu ISSN 2307-5732

VIIK 519.6
DOI 10.31891/2307-5732-2021-295-2-289-295

B. B. AIIEHKO, K. I'. TPMIIEHKO, B. B. KOMBIUVK, A. B. IITEGAH

CyMCBKHI Iep)KaBHUH YHIBEPCUTET

HEWPOMEPEXEBE MOJIEJTIOBAHHSA TA IPOTHO3YBAHHS AKTYAJII3ALIIT
KIBEPCITOPTUBHOI IHAYCTPII HA CBITOBOMY PIBHI

B cmammi docaidxceni numaHHsl 3pocmaHHs 3ayikasieHocmi kopucmysayie iHmepHem do 2aJysi kibepcnopmy.
Ilo6ydosano mamemamuuHi modeni HelipoHHOI mepedxci akmyanizayii kibepcnopmueHoi iHdycmpii Ha ceimoeoMy pigHi.
BukoHaHO npo2HO3y8AHHS HA 0CHOBI padiabHux 6asucHux GyHKYill ma 6azamowapo8ozo nepcenmpoHy.
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NEURAL NETWORK MODELING AND FORECASTING
OF CYBER SPORTS INDUSTRY AT THE WORLD LEVEL

E-sports today is a relatively young and growing industry, which is increasingly attracting the attention of the global community
of connoisseurs of competitive video games, as well as attracting ordinary fans of sporting events. This explains the active sponsorship of
world-famous brands of tournaments in various disciplines, as well as the importance of this sport, which can now be compared with
traditional ones. The article considers the branching of electronic games from the gaming industry into the category of sports, which has
considerable social importance. Simultaneously with the development of the e-sports industry, the number of scientific studies on this topic is
growing, there are publications on economic issues, legal, psychological, as well as mathematical direction.

The article examines the growing interest of Internet users in the field of e-sports. Based on the statistics of search queries in the
Internet browsers of the Google Trend service for 17 years, mathematical models of the neural network of actualization of the e-sports
industry at the global level have been built. The proposed approach to the creation of neural networks is based on the use of network models
based on radial basis functions RBF and multilayer perceptron MLP. The creation of a neural network using radial basis functions is based on
the use of the RBFT algorithm. The construction of a neural network using a multilayer perceptron is based on the use of the BFGS algorithm.

Created models of neural networks are described by a set of system elements such as: network architecture (number of layers and
hidden neurons), performance and errors (training, test), network learning algorithm, error functions, active hidden and active source
neurons. The forecasting of the actualization of the e-sports industry at the world level was performed, which confirmed the hypothesis of
gradual growth of the studied process.
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IocranoBka npodyeMu. XapakTepHUM SBUILIEM JJIsI PO3BUTKY JIIOJCTBA 3 JIOICTOPUYHOTO IEpiony A0
CY4acHOCTI €, Pi3HOIO MIpOI0, MIPOSIBH CKENTHIM3MY Yy YICHIB CYyCNIbCTBA 11010 BUHUKHEHHS HOBOi aTpHOYTHKH,
rajy3eil AisUIbHOCTI TOILO, SIKi CTAOTh PYIIISIMH IPOTPECy LMBLTI3ALIT BHACTIIOK IHCTHHKTHUBHOT, 1HTEJIEKTYalbHO,
TBOPYOI AiSUTBHOCTI OKPEMOro iHAWBiAA a0 TPyNH OAHOLYMIIIB Y HEPO3PHMBHOMY 3B’S3KYy 3 YacOM. BHHHKHEHHS
BOTHIO BHKJIMKAJO Y HEPBICHUX IUIEMEH jKaX, MPOBOKYBAJIO O CTBOpEHHs MidiB Ta yerenn. Ilix wac akTuBHOI
IIPOMHUCIIOBOI PEBOMIONIT JIYAJUTH BHCTYHNAIM IPOTH BIPOBA/LKEHHS MAallMH Ha BHPOOHHUIITBI 4Yepe3 OCTpax
0e3po0iTTS 1, SIK HACHIZOK, 3TMIIUTUCS 0e3 3aco0iB i icHyBaHHA. OJIHaK CY4acHICTh IEMOHCTPY€E BHIIEHABEICH]
Ta HE3JIIYeHHY KUTBKICTh 1HIMMX 3100yTKiB K Onara, 1o Jal0Th Oe33amepedHy MEepPCIeKTUBY TOAAIBIIOT0 PO3BUTKY
JIFOJICBKOT'O CYCITUIBCTBA B 0araTbox HOro acrekTax.

BunuknenHst Ha 1oyatky 1970-X pokiB HOBOTO CEKTOPY €KOHOMIKM — IHIYCTpil Bi/ieoirop 3 po3poOKH apKagaHol
rpu «Computer Space» aye IIBHAKO 3HAWILIO BENHMKY KUIBKICTh MIAHYBAIBHHKIB 1O BchoMy cBity [1]. Lle mamo
TIOIITOBX JI0 aKTHBHOT'O PO3BUTKY L€l cdepH, ane i CynpoTHBY JSSIKOTo IUIaCTy HaceNIeHHs 3eMITi yHUKHYTH HE BJIAJIOCs.
Tomi 3pocTaroya MOIMyJISAPHICT KOHCOBHMX, a MOTIM i KOMIT FOTEPHHUX irop, He HaOyia Bifpasy (opMH, 3a SIKOI CIIepIry
OJIMH i3 BUJIIB pO3Bar Mir OM YTBOPUTH LIiJIE BiZITAITY)KEHHSI SIK KaTETOPII0 CIIOPTUBHUX 3MaraHsb.

Opnak BUMOTH dYacy, (imocod)chbke MUTaHHS MOMIYKY cebe Ta peaii3allii CBOro XHTTEBOTO IOTCHIlIAIY,
3MIHIOBQJIM CTaBJIEHHS MOJIONI 10 Bimeoirop. [lns Garathox Ie cTajo MOMJIMBICTIO Juisi camopearizamii. Tomy
MPOTATOM OCTaHHIX AECATHUPIY BiACOITpU CTadM HE MPOCTO 3aCOOOM MPOBEACHHS O3B, a ¥ TEPETBOPUIIUCS B
OKpeMHH BUA cropTy — KibepcropT. ChOrOAHIIIHS PEeasIbHICTh € TAKOIO, IO 0 MYJBTHIUICEPHHUX 3MarajlbHUX irop,
Maca 3 SIKMX € AUCIMIUIIHAMU €JIEKTPOHHOTO CIIOPTY, IHTEpeC € OLIBIINM, HiXK JI0 THX, III0 MAlOTh I[IHHICTb, TEpUI 3a
BCe, 3 TOYKH 30y CIOXKETy TomIo [2].

HaBxkono esport-3mMaranb, sK i HaBKOJIO TPaJULIHHUX CIIOPTHBHHUX JUCLMIUIIH, 3'ABUJIACS Lijla iHIYCTpis,
10 BKIIIOYAE TIPOJAXK CIOPSIKEHHS (MUIIOK, TapHITYp, KWJIMMKIB, BiZICOKapT) i OAATYy, aTpUOYTHKH, pEKIaMH,
TpaHcmsaii ta iH. Y 2020 p Bupyuka nporo puHKy nepesaniia 3a $ 1 mupxa ., a B 2023 poui BoHa, 32 MPOrHO3aMH,
nepeButnuts $ 1,5 Mapa. B ocranui poku KibepcrmopT movaB MpHBEPTATH M0 ceOe yBary Takoxk (haHTACTHIHHUMHU
po3mipamu mpusoBux ¢Gouais: Dota 2 — $230,8 mun., Counter-Strike: Global Offensive — $110,5 mun., Fortnite —
$99 mun., League of Legends — $82 mun., StarCraft IT — $34,7 mun.

Jnis mepeBipky TINOTE3W IMPO 3aliKaBICHICTh HACEICHHS KiOepreiiMiHroM mpoaHaTi30BaHO CTaTUCTHKY
TIOLIYKOBHX 3alMTIB 3a TEMaTHKOIO «e-sporty 3a gomomororo cepsicy Google Trends [3]. AHami3 MOIIyKOBHX
3alUTiB MO0 BCHOMY CBiTYy Ta cepex KpaiH, sIKi BU3HAIM KibepcrmopT oQimiiHUM BHAOM cropTy [4] 3a ocTaHHE
JEeCSITUPIYYs TI0Ka3aB HACTYIHI pe3yibratu (puc. 1 — 6).
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Puc. 5. lnnamika 3anutiB «e-sport» y ®@panuii Puc. 6. Ilnnamika 3anuTiB «e-sport» B YKpaiHi

Buxoasun 3 oTpuMaHHX, OmpaiboBaHux 3acobamu MS Excel cTaTHCTHYHHX NaHUX, IOPEYHO 3pOOUTH
BHCHOBOK, 1110 B KOXHIii 3 pO3MIIsAyBaHUX KpaiH 3arajbHa TeHJICHIs (JOAaHUN Uil HAOYHOCTI TPEH JIiHIHHOrO
THIY), a TaKOXX B YCbOMY CBIiTi € BHCXiAHO. Lle TrOBOpPHUTH MpPO 3pOCTaHHS iHTEpeCy, B NaHOMY BHIAJIKY,
KOPHUCTYBaYiB IHTEPHET BCEPEANHI KOXKHOI, 3 IPEACTaBICHNX Ha rpadikax, KpaiHu. Y ToMmy ymcii — B YKpaiHi.

MeTta poOoTH TmoNsrac y CTBOPEHHI ~ MaTeMaTW4YHOI Mopeni HEHpOHHOI Mepexi akTyamizamil
KiOepcIOpTUBHOI iHAYCTpii Ha CBITOBOMY pIiBHI Ta NPOTHO3YBaHHS MOJJIMBHX 3HAa4€Hb JAHOTO MpOLECY B
KOPOTKOCTPOKOBOMY iHTepBaii. JlocArHEHHs BKa3aHO! Iyl 0OyMOBIIOE HEOOXiJHICTH PO3B'A3aHHA CYKYITHOCTI
3aja4: OmucoBe (POPMYIIOBAaHHS apXIiTEKTYpH, aIrOPUTMY HABYAHHsI, MPOAYKTHBHOCTI, MOMHIIOK (HABYAIBHOI,
TECTOBOI), PYHKIIiil TOMMIIKH, aKTUBHUAX IMPUXOBAaHUX Ta aKTHBHHUX BUXITHUX HEHPOHIB (Mepexi 3 OaraTomrapoBuM
MIEPCENITPOHOM Ta pajialibHUMH 0a3MCHUMHU (DYHKIIISIMK); TPOTHO3YBAHHS IPOLECY aKTyasi3amii KibepcropTUBHOI
IHAYCTpIi; OI[IHIOBAHHS CTATHCTHMYHUX IependaueHnX 3HAueHb Ta aHalli3 YyTIHMBOCTI MOOYJIOBaHUX MOAENei
HellpoMepex.

AHaJi3 ocTaHHIX JuKkepes. BuBueHHIO KiOeprefMIHTy BITYM3HSHHM Ta CBITOBUM HAYKOBHM TOBapHUCTBOM,
3arajioM, TPUCBSYCHO HeOararo HAayKOBHX poOOIT, ONHAK PpO3TIAyBaHE SBUIIE NOTpeOye OLTBII NeTaTbHOTO
pO3rJIsiay, a0W BU3HAYUTH CYCHITbHY KOPHCTb, SIKy MOXKE MPUHECTH JaHHi BH/I TisTbHOCTI.

B pamvkax murtamHs momo iHmyctpii kibepcmopry Canaymxka-lIlepuc I'., Kamagwo M. M., Bamano-
AnpOuon M. aHanmizyBald CIOXHBYI IMEPEBard CTYICHTIB B EKOCHCTEMi KOMIT FOTEPHOIO CIIOPTY, a TaKOK
IHTEerpyBaHHs OpeHIiB, 0 CTAIOTh CIIOHCOpaMHU TYpHIpiB B ymoBax nanzemii [S]. Yorcon b., Cr’tot Ix., Kim JTxk.,
Jlictman [Ix., Kim, C., Bimmep P., JIi b., ITyTtpino JI. onucann KOHKYpEHTOCIIPOMOXKHICTE KiOepCIiopTy, MOPIBHIHO
3 TpamuuiiHumu Bugamu cropty [6]; I'sonmomy C., Komak O.X., Horan E.A., T'tomsOerexun E., IMTonar E.
NPOBOJMJIM OLIHIOBaHHS CTPECY Ta BTOMH, L0 MEPEKHMBAIOTh IPABLI ITiJ] Yac 3aHATTS aKTUBHOCTSAMH, IT0B’I3aHUMHU
3 kibepcropTom [7].
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Cepen BITYM3HSHHX HAyKOBIIB, IO 3aiMaiics OOCITIHKEHHSAMH €-CIIOPTYy MOXHa BumimuTtu Imac €.,
MerpoBceky T., Nanmary O., ski mociipKyBaaWm HOTOo 3 TOYKM 30pYy KyJIbTypHOro (eHOMeHy B YkpaiHi [2].
AKwmaii O.B. mocnimpkyBaB iHBeCTHIIiHY MpuBaOiMBICTh 1i€i ramy3i B kpaini [8]. JlaBpeHiok O. BUKIAB iCTOpitO
BUHUKHEHHS Ta pPO3BUTKY, IPaBOBE IIAKPIMJICHHS Ta IHTENEKTyaJlbHy BIACHICTh, IO BHHUKae y cdepi
kibepcropty [9].

Jlist OifbIl TPYHTOBHOTO aHAli3y Cy4acHOTO CTaHy, IHPOTHO3YBaHHsS, akTyami3amii KibepcropTHBHOL
cBiTOBOi iHAycTpii y MaiOyTHhOMY Oyno mpoBeneHo OiOiiorpadidHe JOCTIDKEHHS HAyKOBOi JiTepaTypu 3
HayKOMETpHYHOI 0a3zu manux Scopus 3 Temu e-Sports (2005 — 2020 poku), 3a JOMOMOIOK MPOrPaMHOI0
3abesneuenns VOSViewer.

[Mepir 3a Bce BapTO 3BEpPHYTH yBary Ha Mally B3a€MO3B’SI3KiB KaTeropid y myOJikamisx, JOTHYHUX 10
MOHATTS «e-Sportsy (puc. 7). 3 pUCYHKY BHIHO, IO ITOB’s3aHi MOHATTS YMOBHO MOJUICHO 32 JOTIOMOT'OI0 KOJIBOPIB
Ha I’sTh KiactepiB. HeoOXiMHMM € YTOYHEHHS: PO3MIp KOXXHOTO 3 MPSIMOKYTHHUKIB TOB’SI3aHHHA 3 YacCTOTOIO
3raJyBaHb TOI'O UM iHIIOTO MOHSATTSA Yy HEPO3PHUBHOMY 3B’SI3KY 3 €-SpOrts.

.‘- R

Puc. 7. Mana B3aeMo3B’13KiB KaTeropiii BiiTHOCHO po3r.say e-Sports

OTKe, HAaHOLIbIIE 3 TEMATHKOK EIEKTPOHHOI'O CHOPTY TYT IOB’s3aHi HACTYIHI: B3a€EMOJIS JIIOAWHH 3
MIPOyKTaMH KOMIT FoTepu3allii (3enenuit), moanHa (OJIaKUTHUI), IICUXO0IIOTis (KOBTHIA).

[Tpu inTepnperanii HacTynHOI miarpamu (puc. 8), yBara aklEHTY€eThCs Ha Yac MmyOJiKaiii HayKoBUX poOiT 3
JaHO1 TEMaTHKHU.
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Puc. 8. Mana ny6.ikamniii 1ocixkens e-sports 3i 3Minoro yacy

Ha pucynky 2 BimoOpakeHO TeMaTHKy MyONiKaliii y HayKOMeTpU4Hiil 6a3i, B 3aJIe)KHOCTI Bl MPOMIXKKY
yacy (2005 — 2020 pp.), ne cuHiil Koxip Mo3Ha4yae HaHOLIBII paHHI MyOnikanii (mpaBopy4), a MOBTHH — OCTaHHI
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HAYKOBI JOCHipKeHHS (JiBopyd). OTKe, MOKHA 3p0OMTH BHCHOBOK IIPO T€, IO B PO3pPi3i OCTAaHHBOTO Yacy pooit,
MIPUCBSIYCHHX TeMi KibepcropTy cTaio 3HauHO Oinbmie. HUHI Ha Take MOJIOXKEHHS BIUTMBA€E TAKOX MAHIEMIs: y MIKA
3aXBOPIOBAHOCTI KiOEPCIIOPT — JIeIBE HE €MUHUMN JOCTYITHUN BUJ CIIOPTY ISl OYIb-IKOTO CTEHKXOJepa.

BaxumBo Takoxx po3ymité reorpadito ZOCTiIKeHb 3 TeMHU KibepcrmopTy. TepuropianbHe po3rary:KeHHS
6i6umiorpadii, o aHanizyeTbcs, HaBeIeHO Ha pHcC. 9.
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Puc. 9. Mana reorpadgii HaykoBuX nmy6Jiikauiii, NpucBAYeHHX KOMII'IOTEPHOMY CIIOPTY

[ToOynoBana mama Bkazye Ha Te, 10 HalOuIblie poOiT 3 gociikyBaHoi ramysi reHepytors CIIIA,
Himeuuuna, Benuka bpuranis Ta Itanis. Y npaBoMy BepXHbOMY KyTi JliarpaMH TaKOX MOXKHA ITOMITHUTH, 110, 3T1IHO
npoBefeHoro 6idmiorpadiyHoro ociimkeHHs, B YKpaini Ta P® pgeskoro Miporo BemyThCs HaykoBi poOoTH 3
BHUBUCHHSI TAKOTO SBUIIIA SIK KiOEPCIIOPT.

Buxkian ocHoBHOro martepiany. JlocnimkeHHS IpOBOAMIOCE Ha Habopi maHux 3 cigds 2004 mo KOBTEHb
2021 poky, siki oTpuMaHi i3 ananiTuaHoro pecypey Google Trends (https://trends.google.com).

OmniHioBaHHS akKTyaji3amii KibepcrmopTHBHOI iHIyCTpii Ha CBITOBOMY piBHI NPOMOHYETHCS peali3yBaTH
CTBOPEHHSIM HEHPOHHOI Mepeki. MaremMaTniHy MOAENb HEHPOHHOT MepeXi 3alpOITOHOBAHO NPE/ICTABUTH Y BUTIISI
Mepexi Ha OCHOBI paianbHUX 0a3MCHUX (DYHKIIH Ta OaraTomapoBoro NepcenTpoHy.

Anroputm  Bpoiinena-®rneruepa-l'onpadapba-lllanno  (Broyden-Fletcher-Goldfarb-Shanno  (BFGS))
MIPOIIOHYETHCS BUKOPHCTOBYBATH ISl CTBOPEHHSI HEHMPOHHOI Mepexi THIy OararonrapoBoro mnepcentpony MLP.
Jlaauii anropuTM € OTHUM i3 BIIOMHX KBa3iHBIOTOHIBCHKHIX METOIB, KM 0a3ye€Tbcs Ha ITEpaTHBHINA MpoLemypi
YHCIIOBOI ONTHMI3allil 3 METOI0 MOUIYKY JOKAJILHOTO €KCTpeMyMy HENiHIHHOT (yHKIIT 6e3 oOMexeHb. AITOpUTM
RBFT 6yneMo BUKOPHCTOBYBATH LI CTBOPEHHS HEHpoMepexKi Ha OCHOBI pamgiansHuX O6asucHux ¢yHkiii# RBF.

Jlist peanizanii BKa3aHUX aJrOPUTMIB IPOIIOHYETHCS BUKOPUCTATH BiIMOBIAHUH (DyHKIIOHA IPOrpaMHOT0
npoxykty STATISTICA Neural Networks. B HacTymHHX po3paxyHKax 3alisHUM makeT AHami3, B SKOMY
MIOCITIZIOBHO 00MparoThest BKiaaka HeliponHi Mepexi Ta Perpecis. Meron HaliMeHIIMX KBaJpaTiB 3aCTOCYEMO JUIS
PO3paxyHKy BaroBUX KOCQII[iEHTIB.

BukonaeMo MozenroBaHHS IBOX BHIIB HEHPOHHHX MepeX (Mepeki Ha OCHOBI pamialbHUX 0a3MCHUX
¢ynkuiii RBF Ta Gararomaposoro nepcentpony MLP) perpeciiiHol 3anexHocTi akryaiizauii KiGepcnopTHBHOT
iHAyCTpil Ha CBITOBOMY DiBHI BiJ peleBaHTHHX perpecopiB. Ha pmc. 3 HaBemeHO pe3ynbTaTH, IO OTPUMaHi y
pe3ysbTaTi MOJEIIOBaHHSL.

Summary of active networks (Spreadsheet3.sta)
Index | Net.name Training | Test | Training Test | Training Error Hidden Output
perf. perf. error error | algorithm | function | activation |activation
1 RBF 1-27-1 0,82 0,67 0,00 0,01 RBFT SOS Gaussian Identity
2 MLP 1-5-1 0,78 0,67 0,01 0,01 BFGS90 SOS Tanh  Logistic
3 MLP 1-8-1 0,77 0,67 0,01 0,01 BFGS97 SOS Logistic Identity
4 RBF 1-26-1 0,77 0,68 0,01 0,01 RBFT SOS Gaussian Identity
5 RBF 1-29-1 0,83 0,69 0,000 0,01 RBFT SOS Gaussian Identity

Puc. 10. Ckpinmor cucremu STATISTICA 3 pe3yibTaTamMu HeiipOHHOT0 MO/IeJIIOBAaHHS perpeciiinoi 3a/exkHocTi akTyasizanii
kiGepcnopTuBHOI iHAyCTpii Ha cBiTOBOMY piBHi Big perpecopin

Awnaniz orpumaHux pesynbTariB (puc. 10) AEMOHCTpPYE MPaKTHYHO OJHAKOBY KUIBbKICTh CTBOPEHHX
HEHPOHHUX MepeX — 2 MOJENi y BHIVIAAI 0araTomrapoBOTO IMEPCENTPOHY Ta 3 MOJENi Ha OCHOBI paialbHUX
6asucHux (yHkiiit. [ToOyaoBaHi Momesai MalOTh BUCOKHI PIBEHb aJC€KBATHOCTI, HA [0 BKA3yIOTh JaHI CTOBIIIIB
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Training perf (IlpoxykruBHicTs HaBuaHHs) Ta Test perf (Tect mpomykTHBHOCTI). 3a3HAYNMO, IO MPOIYKTUBHICTh
MLP wmopeneii HaXOAWUTBCS y MCEHBIIOMY Jiama3oHi Bapiamii koedimieHTiB kopemsmii — Bim 0,77 mo 0,78 y
HaBYAJIbHIM BHOIpI Ta ogHakoBa y TectoBiii — 0,67. Y moaeneit RBF mianason Bapiariii koedimieHTiB KOpesii —
Bin 0,77 mo 0,83 mns HaBwanpHOI BuOipku Ta Bim 0,67 mo 0,69 B TecToBOi. 3HaUCHHS MOKA3HHUKIB ITOMHIIKH
HaBYAJIBHOI Ta TeCTOBOI BHOIPKM 3HAaXOAAThCS ONM3BKO JI0 HYJS, IO MiATBEPIAXKYE JIOCTOBIPHICTH M'SITH
o0y TOBaHUX MOJIeNell HEUPOHHUX MEPEK.

Jlnst HacTyIHOTO TPOTHO3YBaHHS PIBHS aKTyaizalil KibepcropTHBHOI iHAYCTpii Ha OCHOBI MOOYIOBaHMX
MoJieiell HefipoMepex Bi3bMEMO MO 2 MO Mepeki Ha OCHOBI pajiaibHUX OazucHuX (QyHKLIN 3 Hallkpamumu
XapaKTepUCTUKaMM aJIeKBaTHOCTI Ta OaraTolapoBoro mepcenTpoHy. Bubepemo Taki Mojeni — apyra MOJENb:
apxitekrypa MLP 1-5-1, 3araipHa KibKiCTh 1apiB 1, KUIbKICTh IPUXOBAHUX IIAPIB 5; TPETS MOJEINb: apXiTeKTypa
MLP 1-8-1, 3aranmbpHa KijbKicTh mapiB 1, KUIBKICTh IPUXOBAaHMX IIapiB 8; mepma Moens: apxitekrypa RBF 1-27-1,
3arajbHa KUTbKICTh IapiB 1, KUIBKICTh NMpUXOBaHMX MiapiB 27; m'ata Monenb: apxitekrypa RBF 1-29-1, zaranpha
KUTBKICTh mmapiB 1, KUTbKiCTh mpuxoBaHHX mIapiB 29. [l CTBOpeHHS HEHPOHHHMX MEpPEeK BHKOPHCTOBYEMO TaKi
anroputmu: BFGS — st 6ararorrapooro nepcentpony MLP 1-5-1 Ta MLP 1-8-1; RBFT — st HelipoHHUX Mepex Ha
ocHOBI pamiansaux 6asucHux ¢yHkmii RBF 1-27-1 Ta RBF 1-29-1. OtpumManuii pe3yibrar HaBezeHo Ha puc. 11.

Network weights (Spreadsheet3.sta)

Connections Weight values Connections Weight values
Weight ID 1.RBF 1-27-1 1.RBF 1-27-1 2.MLP 1-5-1 2.MLP 1-5-1
1 t --> hidden neuron 1 0,90995% t --> hidden neuron 1 6,9355¢
2 t --> hidden neuron 2 0,199052 t --> hidden neuron 2 -4 .6306<
3 t --> hidden neuron 3 0,094787 t --> hidden neuron 3 0,3436C
4 t --> hidden neuron 4 0,563981 t --> hidden neuron 4 2,02084
5 t --> hidden neuron 5 0,36492¢ t --> hidden neuron 5 -2,87634
6 t --> hidden neuron 6 0,829384 inputbias -->hidden neuron 1 0,0883%
7 t --> hidden neuron 7 0,05687Z inputbias -->hidden neuron 2 2,52011
8 t --> hidden neuron 8 0,34597Z inputbias -->hidden neuron 3 -0,7891¢
9 t --> hidden neuron 9 0,990521 inputbias -->hidden neuron 4 -1,63001
10 t --> hidden neuron 10 0,49763C inputbias -->hidden neuron 5 0,8436¢
11 t --> hidden neuron 11 0,947867 hidden neuron 1 -->e-sport 2,04127
12 t --> hidden neuron 12 0,57346(C hidden neuron 2 -->e-sport -3,6535¢€
13 t --> hidden neuron 13 0,86729¢ hidden neuron 3 -->e-sport 2,41901
14 t --> hidden neuron 14 0,74881¢ hidden neuron 4 -->e-sport -2,36291

Puc. 11. Ckpinmor cucremu STATISTICA ¢parmenTa apXireKTypH HelipOHHUX Mepesk 3 IPMXOBAHUMH IApaMH

[ToOynoBana niarpaMa poO3CitOBaHHS AEMOHCTPYE PO3TALIyBaHHS TCOPETUYHHMX Ta (HAKTHUHHUX 3HAYCHD,
TOOTO THX, IO OTPUMAHO Iicis MOOYJOBM BKa3aHWX YOTUPHOX HEHPOHHUX MEpeX Ta (AaKTUUYHHX 3HAYCHb
akTyatizamii KibepcrmopTHBHOI IHIYCTpii Ha CBiTOBOMY piBHi (pHc. 12).

JoctaTHb0o OJaM3bKe po3TallyBaHHS (aKTUYHUX 3HAYEHb Y MOPIBHAHHI i3 3HAaWJAEHMMH Ha OCHOBI
BHUKOPHUCTaHHA MoJIeNell (TEOPETUIHNMH) CBIUUTH NP0 BUCOKY TOCTOBIPHICTE 0OpaHUX MOJEINeH.

e-sport (Target) vs. e-sport (Output)
Samples: Train
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e-sport (Target)
Puc. 12. Cxpinmor cucremu STATISTICA i3 cniBBigHOIIEHHSM NPOTrHO3HAX Ta (paKTHUHMX PiBHIB aKTyaJizanii kidepcnopTuBHOT
inaycrpii Ha cBiTOBOMY piBHI

PosrisiHeMo ocTaHHIH, OWH 13 HAHBAXIIMBIIIMX €TaliB METOAWKH, IO MPE3EHTYEThCS — MTPOTHO3YBAHHS
MaiOyTHIX 3Ha4YeHb 00'ekTa JoCHi/pKeHHs. Ha mouaTkoBoMy erTami IPOTHO3yBaHHs BHHHMKA€E HEOOXITHICTH
JIeTaIbHOI MepeBipku KocTi nmoOynoBannx Helpomepex: MLP 1-5-1 Ta MLP 1-8-1 (6ararormapoBuii mepcenTpoH)
ta RBF 1-27-1, RBF 1-29-1 (mepexi Ha 6a3i pagianbHuX 0a3uCHUX (QYHKIIIH).
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[IpoananizyemMo craTHCTHKK TependadeHNX 3Ha4eHb (puc. 13) Ta dYyTIUBICTP B poO3pi3i BXiAHUX
MIPEANKTOPIB MoJIesiel o0y I0BaHNX HEHPOHHHUX Mepex (puc. 14).

Predictions statistics (Spreadsheet3.sta)
Target: e-sport

Statistics 1.RBF 1-27-1]2.MLP 1-5-1 [3.MLP 1-8-1 [4.RBF 1-26-1]/5.RBF 1-29-1
Minimum prediction (Train) 15,1567 19,5891 19,0912 16,793¢ 14,7174
Maximum prediction (Train) 64,840¢ 58,8934 58,9327 64,0981 65,790€
Minimum prediction (Test) 15,001¢€ 20,048C 19,5052 18,6621 18,5862
Maximum prediction (Test) 64,6417 58,9067 58,8877 63,9357 65,4851

Minimum prediction (Validation)
Maximum prediction (Validation)

Minimum residual (Train) -40,727¢ -43,2254 -43,781¢ -38,517¢ -39,3722
Maximum residual (Train) 32,008¢ 32,7127 34,949¢ 34,658¢ 28,144z
Minimum residual (Test) -65,585( -62,802¢ -59,8357 -61,1601 -58,9454
Maximum residual (Test) 30,054C 34,287¢ 35,986¢ 36,3977 31,730&

Minimum residual (Validation)
Maximum residual (Validation)

Minimum standard residual (Train) -4,1247 -3,9640 -3,9826 -3,4443 -4,0183
Maximum standard residual (Train) 3,2417 2,9999 3,1792 3,0992 2,8724
Minimum standard residual (Test) -4,4544 -4,2912 -4,1010 -4,2535 -4.1279
Maximum standard residual (Test) 2,0412 2,3428 2,4664 2,5313 2,2221

Minimum standard residual (Validation)
Maximum standard residual (\Validation)

Puc. 13. Ckpinmor cucremu STATISTICA i3 craTucTHKOI0 Nepe1dayeHuX 3HAaYeHb

Sensitivity analysis (Spreadsheet3.sta)

Samples: Train
Networks t
1.RBF 1-27-1( 4,18910¢
2.MLP 1-5-1 | 3,707192
3.MLP 1-8-1 | 3,58382:
4.RBF 1-26-1| 3,85571%
5.RBF 1-29-1| 3,907234
Average 3,848614

Puc. 14. Cxpinmor cucremu STATISTICA 3 uyTauBicTio Mojesieii Ho0y10BaHHX HelpoMepe:k 32 BXiTHUMH NPeJUKTOPaAMH

Heenuka Bapianisi MakCUMaJbHUX Ta MiHIMAJIBHHUX PIBHIB SK B MEXaX HaBYaJIbHOI Ta TECTOBOi BHOIPOK
CBITUUTH PO BUCOKY SIKICTh MOJEICH Ta HE3HAYHHUH PiBEHb YUYTIMBOCTI MOJENEH IO 3MiHM MacmTady BXiTHHUX
JIaHUX.

AHaii3 IpOorHO3HMX 3HAYeHb aKTyali3amii KibepcriopTHBHOI iHAYCTpii Ha CBITOBOMY piBHI 3a mepion 2004
— 2021 pp. nmoka3ye NOCUTH ONU3BKiI PiBHI 3HAYECHb MTOKA3HUKIB, SIKi € PE3YJIHTATOM PO3PaxyHKIB 3 BUKOPHCTAHHIM
4-x meripomepexx: RBF 1-27-1, RBF 1-29-1 (mepexi Ha 6a3i pagianpHuX 6asucHux QyHkmii) Ta MLP 1-5-1 ta MLP
1-8-1 (bararomapoBuii mepcenTpoH).

OTKe, MPOTHO3HI 3HAYEHHS aKTyamizauii KiOepcrmopTHBHOI IHAYCTpii Ha CBITOBOMY piBHi, MalOTh
TEHCHIIIIO JI0 TIOCTYIIOBOTO 3pOCTAaHHS B HAMOMIKUil TIEpCIICKTHBI.

Custom predictions spreadsheet (Spreadsheet3.sta)

Cases 1.e-spor\ 2.e-spor \ 3.e-spor \4.e—spor \ 5.e-spor \ t

1 45,76 45,58 46,27 41,52 42,50 215
2 45,34 45,21 45,85 39,01 41,80 216
B) 44,84 44 85 45,43 36,52 41,12 217
4 44,28 44,49 45,00 34,15 4045 218
5 43,65 44,13 44,57 31,97 39,81 219
6 42,98 43,77 44 14 30,04 39,18 220
7 42,29 43,42 43,71 28,37 38,58 221
8 41,59 43,07 43,28 26,96 38,00 222
9 40,91 42,72 42,84 25,82 3745 223
10 40,26 42,38 42,40 24,91 36,92 224
11 39,65 42,04 41,96 24,20 36,44 225
12 39,09 41,70 41,52 23,66 35,99 226

Puc. 12 Ckpinmor cucremu STATISTICA 3 aqbTepHATUBHUMHU NPOrHO3HMMM 3HAYEHHSIMM BXiIHMX Ta BUXiTHOT0 NPeIUKTOPiB
OiHIOBAHHS aKTYyaJi3auii KibepcropTuBHOI iHAycTpii HA cBiTOBOMY piBHI

BucHoBkn. 3a pe3yinbTaTamMu IMPOBEICHOIO JOCTIDKEHHS MOXKHA CTBEPXKYBATH, IO OI[IHIOBAHHS
akTyami3arii KibepcrmopTHBHOI IHIYCTpii HAa CBITOBOMY PiBHI i3 3aCTOCYBaHHSAM MAaTEMATHYHOTO amapaTy INTyYHHX
HEHPOHHUX MEPEK € e(DeKTUBHUM, HAOUHUM, 3PYYHUM IHCTPYMEHTOM MOJICIIIOBAHHS Ta MPOTHO3YBaHHS IIPOIIECIB,
10 OTOYYIOTh KibepcmopT. OcoONUBY 3HAYYINICTh IHCTPYMEHTAPII0 HEHPOMEPEeXK Hagae MOXKIHMBICTH OOPOOKH
BEJIMKNX MAacHBIB HaHWX. MOXJIHMBICTh HaBUAHHS € T'OJOBHOIO IEPEBArol0 HEWPOHHHX MEPEX Y IMOPIBHAHHI 3
TPaIUI[IHHUMU AITOPUTMAMH, BOHH 3[aTHI BUSABJISATH CKJIAJHI 3aJICKHOCTI MK BXIIHUMH Ta BUXITHUMH JTaHUMH.
3acTocyBaHHSI MIAXOAY, IO TMPOMOHYETHCS, JO3BOJUTH CBOEYACHO MOJICIIOBATH Ta MPOrHO3YBaTH piBEHb
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aKTHBHOCTI y Tamy3i kibepcrmopra fK y CBiTi, Tak B YKpaiHi. HacTymHi HampsMKH HOCHIIKEHBb IUIAHYETHCS
TIPUCBSITUTH aHAJI3y TEHACHIINH PO3BUTKY Y CBiTI OKpeMHX KiOEpCIOPTUBHUX JUCIUIILTIH.
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