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CraThs pacCMaTpUBacT COBPEMEHHOE COCTOSTHHE U NEPECIEKTUBEI Pa3BUTHUS
KHOepCIIOPTUBHOM XypHanmucTkH B Poccun. Ocoboe BHUMaHHE yIeseTcs
HanOoJee IPKAM B BOCTpeOOBaHHBIM KnbepcnopTuBHEIM CMU-Tomaakam,

IMPOBOJAUTCA UX aHAJIMU3 Ha NPEAMET Ka4€CTBa IMPEAOCTABIAEMOTO0 TECKCTOBO-
T'O KOHTCHTA, €T0 CTUWINCTUYCCKUX U JKAHPOBBIX 0COOEHHOCTEHH.
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The article examines the current state and prospects of the development of
eSports journalism in Russia. Special attention is paid to the most vivid and
popular eSports media platforms, the carried out analysis shows the quality

of the text content provided, its stylistic and genre features.
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The best way to highlight the current state of eSports journalism in Rus-
sia, as it seems to us, is to consider the activities of its most prominent repre-
sentatives.

In our research, we relied on the "Map of the Russian eSports market",
developed by ADV Digital agency together with Sports.ru.

This map clearly demonstrates the structure of the Russian eSports indus-
try: organizers, teams, content creators, key personalities and media.

According to the map, Russian eSports media are represented by nine
main sites: the Championship website (www.championat.com), the platform
Mail.ru (https://eSports.mail.ru), an electronic publication Cybersports.ru
(www.cybersport.ru), the site Sports.ru (https://cyber.sports.ru), the electron-
ic periodical "Sport-express" (www.sport-express.ru), the Kanobu site
(https://kanobu.ru), the website of the TV channel "E" (https://gameshow.ru),
by the GameGuru portal (https://gameguru.ru), TV channel "Match TV"
(https://matchtv.ru).
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Before considering the activities and features of the functioning of e-
Sports media platforms, it is necessary to contact the content creators — the
main eSports analytics studios in Russia, Starladder and RuHub.

The main task of these studios is to cover the largest Russian and world
eSports tournaments for the Russian-speaking audience, as well as to create
appropriate video content; the studios provide users with access to the best
comments and commentators, analytics and professional players on their
sites. This means that anyone can view and read all available video and text
materials on the topics that are of interest to them, watch streams and listen to
comments from tournaments.

Starladder and RuHub post daily up-to-date information on eSports tour-
naments, announcements, and reviews of popular computer and video games
on their platforms.

Thus, these platforms have a prerogative task — to create information and
news content, which is further distributed by the eSports media, thus forming
the agenda and topics of the current problems in the industry.

Further, the activities of some of the presented Internet sites are consid-
ered.

On the website "Championship", dedicated to various sports (football,
hockey, biathlon and others), there is a separate section "ESports"”, which
contains 6 subsections by the number of computer games included, namely:
Dota2, CS: GO, FIFA, Fortnite, Call of Duty and Warzone.

Each subsection includes some categories such as "Tournament",
"Teams", "Calendar" and "Standings".

As shown by the statistical analysis of the number and subject of publica-
tions, the leading position is occupied by the game Dota2: the site contains
1250 publications about the game, which are in fact reviews of past and up-
coming tournaments and teams participating in these tournaments.

In terms of the content, the publications are of an overview nature and
are short essays or notes-announcements.

The authors of the publications are former players (amateurs, mostly) of
the corresponding computer games, trying themselves in journalism. Among
them, as the most "fruitful" in terms of the number of the published content,
we can single out Yana Medvedeva (753 articles; topics: Dota2, internal
problems of the eSports community, issues of compatibility between disabil-
ity and eSports); lvan Mika (116 articles; lvan stands out among the writing
authors of the site, since he is a professional journalist by profession); Artem
Raschupkin (76 publications, all of them are the reviews of tournaments and
activities of the Virtus team.pro).
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Electronic edition Cybersports.ru contains the following categories:
"News", "Games", "Statistics", "Bets", "Blogs". The "News" section includes
such subsections as "Articles", "Interviews", "Videos" and "Business".

The peculiarity of the edition is that it has its own staff of authors (Dmit-
ry "Craft" Murco, Kirill "grinder" Rusakov, Daniel "Smacked" Halev,
Vladislav "Machinae" Jivotnev, Alexey "lope" Borisov, Denis "Dendun" Du-
naev, Vladislav "Fesh" Danyluk, Julia "yulchlg" Iskovskikh and others),
which in the past were competitive players. It is also possible to try yourself
as an eSports journalist and to publish your post or have a personal blog on
the website, that previously passed the moderation by the editors of the re-
source. The site contains instructions and tips on how to properly write and
publish your own material on Cybersports.ru.

It is also worth noting that the news published on the site by the admin-
istration or the author's team of the periodical does not contain links indicat-
ing the authorship of a particular journalist, as well as it does not contain any
analytical component, but rather is "copy-paste”, or the texts copied into the
post from external sources without the reference to the original source. For
the most part, such publications contain a lot of video content and have a
comment mode by site users.

Website Sports.ru positions itself as a unifying platform for all fans of
eSports and computer games and contains the following categories: "News",

"Cyberbasket", "Blogs on major games", "Calendar of tournaments/games",
"Business”, "Sports betting"”, "Bookmaker Ratings", "Tests", "Cosplay".

The news section is formed in two ways and consists of editorial news,
i.e. publications issued by the editorial department of the site, and selected
user news, i.e. informational publications generated by users of the resource
independently. Both editorial news and user news are most often articles on a
given topic (review of teams, players, upcoming and past tournaments of
professional eSports leagues, game reviews) and they necessarily contain the
author and links to sources of original (not analytical) information.

A distinctive feature of the site is the presence of the forum where users
can discuss their questions.

In our opinion, this resource is more entertaining than informative in na-
ture, which is due to the very policy of the site and the desire of its admin-
istration to make the site not too specialized and accessible only for advanced
gamers and users "in the loop", but also for a wide range of readers and fans
of computer games.

It is very important to note the following: despite the fact that almost all
the sites presented above have "News" headings, their nature is different. So,
we have identified two main types of news and analytical information, we
call them "borrowed" and "conditionally original".
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By borrowed content, we mean such content that does not contain refer-
ences to the original source, does not include an analytical component in the
accompanying material, but in fact is a repost of already known information
previously generated and published by the main content creators Starladder
and RuHub, or adopted from other colleagues in the shop.

Under the original conditional we understand such content that is pub-
lished again on the site with a partial reference source-the original, i.e., the
material containing video or graphic content with a link to the source under-
neath, and a short piece of text that also partly contains the author's analysis
and performs the function of the ligamentous transition to the next content, if
there are two or more, which is rare.

It is essential that the authors, or additional analytics, in this case are not
represented by the original author-the creator of the content, but by a second-
ary author who refers to the primary one, starting from his/her material and
expanding it with his/her reasoning.

The problem, as we see it, is as follows. To understand whether the user
has encountered the original information or not, it is necessary to perform
some additional search actions and make sure that the material is authentic or
secondary. However, for the sake of justice, it should be noted that the prob-
lem of unfair borrowing is relevant all over the world and in all areas, and as
for the text, this is a widespread phenomenon, unfortunately.

In addition, we believe that a large number of reposts and a small number
of original publications of different genres (review, interview, note, essay,
analytical article, etc.) is due to the fact that events (important events, crea-
tion of organizations, holding tournaments of different levels) in the field of
eSports are not as numerous as in traditional sports or political life of the
country, as well as to the fact that already established professional sports
journalists who are used to working in their genre, do not particularly seek to
cover eSports topics due to its specifics and ignorance of this industry from
the inside.

It seems to us, that to become a full-fledged cyber journalist, in addition
to the classic journalism education, which in most eSports journalists is "in
the know", and not just to understand that there is such a thing as eSports
with all its industry, one must see the relationship of subjects within this
sport, to know all of eSports disciplines, computer and video games, but most
importantly — to be a gamer at least at the amateur level, because without
knowing the phenomenon from the inside, without understanding its structure
and device, it is difficult to produce high-quality content. This, as we see it, is
the personnel problem of eSports journalism.

As for training universities, it is the creation of specialized departments
that study the phenomenon of eSports and eSports journalism, give practical
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skills to students-future journalists and the vector of development in this di-
rection, coordinate the process of creating text content with and without in-
volving video and graphic content, teach skills and techniques for creating
relevant materials in specific conditions of the eSports space.

As it seems to us, the reason for this is this: the faculty is not interested in
this area, because it is very specific narrowly focused and is actually an in-
dustry media, so teachers can only give a general idea to students about the
existence of such a phenomenon as eSports journalism, but nothing else.

All this suggests that the problem is relevant and requires detailed con-
sideration from different positions. With regard to linguistic and philological
research, it is promising to study the language of eSports texts, professional
jargon, and ways of structuring these texts.

Concluding a brief review of the main eSports media in Russia, it is
worth noting that most of them are characterized by an almost complete ab-
sence of an analytical component, and the function of an eSports journalist on
these Internet sites is actually reduced to reposting previously — made materi-
als provided by the two largest analytic studios in Russia-RuHub and Star-
ladder, which independently cover the activities of the largest Russian and
world eSports tournaments, as well as create appropriate text and video con-
tent.
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AKTyabHOCTb JJAHHOTO JI0KJIa/1a 00YCIIOBIEHa BO3PACTAIOIIUM HHTEPECOM K
cpelcTBaM BO3ZCHCTBUS B IOJMTHYECKOM JHCKYpPCE, HEJOCTATOYHOCTHIO
OITMCAaHHI CPECTB BBHIPAXKEHUSI MOJAJIBHOCTH B Peyax MOJIMTHKOB, a TAKKE
HEZ0CTaTOYHOW M3y4YEHHOCTBIO POJIH MepOpPMAaTHBHBIX IJIAr0JIOB KaK CPel-
CTBa peueBOro Bo3jeiicTBus. Hamu Oblia mocraBiieHa 3amada paccMOTPETh
MOTEHIIHAJ PEUeBOT0 BO3ACHCTBHS, OCOOCHHOCTH (YHKIMOHHPOBAHHS MO-
JaJbHBIX U ep)OpPMaTHBHBIX IJ1arojoB Kak CPEACTB PEUEBOrO BO3CHCTBHS
B paMKaxX MOJIMTHYECKOro AHcKypca. Ha ocHOBe aHanM3a TEKCTOB BBICTYII-
nennit momurideckux aesirenei CLIA (Bapak O6ama, JJonansg Tpamm) 3a
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