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ESPORT IN JOURNALISM: COMMENTATOR
OF ESPORT AS A MODERN PROFESSION

Abstract. The Internet, as a global arrange, gives for all intents and purposes boundless openings at
no cost communication, trade of thoughts and other information. Due to this phenomenon, it became
possible to develop a new type of sports - e-sports.

Esports is a trend that is growing rapidly, but it is considered a less studied sphere and there is no
need to talk about the knowledge of e-sports journalism. There’s a require for assist inquire about on
the proficient exercises of e-sports commentators, their social noteworthiness and their part within th
e advancement of critical esteem demeanors of youth. The importance of this issue distinguished by
the reality of the deep and far reaching infiltration of e-sports within the youth environment and
the need for understanding in the scientific literature.

This article analyzes the phenomenon of the genesis of the modern profession — eSports commen-
tator and its specificity: job affiliation, characteristic features, features of appearance and commenting.
Also, eSports commentator is regarded as a modern trend. In addition, there is the emergence of eSports
journalism also described.

The scientific significance of this article lies in the fact that the study of eSport commentator has been
just observing and studying in the scientific community. Scholars have been just beginning to talk about the
phenomenon of eSports journalism and it is very difficult to discover works in foreign and domestic areas.

The practical significance of the work is to identify the place of eSports commentator in the modern
world and illustrate that the occurrence of this profession is a social requirement.

The main purpose of the study is to determine the importance of eSports commentator in the devel-
opment of reginal eSport, to demonstrate its relevance and commercial potential.

Key words: eSport, eSport commentator, eSport journalism, eSport athletes’.
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Kubepcnopt >xypHaAMCTHKACbI: KWOEpCNOPTTbIK, KOMMEHTATOP — 3aMaHayM MaMaHADIK,

AHaaTna. byriHri KyHi MHTEpHeT KoFam emipiHiH 6ip GeAlueriHe aiHaAbin yArepai. Kasipri kesae
GipiH eKiHWici3 enecTeTy MyMKiH emec. FaaamMTop Tek GarAaHbIC KypaAbl FaHa EMeC, Ol aAMacy >koHe
aknapar TacbiIMaAAayAblH OpTacbiHa arnHaAFaH. OCbIHbIH apKACbIHAA CMOPTTbIH, XaHa Typi — KnbepcrnopT
namaa GOAADI.

KnbepcrnopT — KapKbIHAbI AAMbIM KEAE XKaTKaH >kaHa cararapAbiH 6ipi. Arainaa KnbepcropT TypaAbi
A3, KMBEPCMOPTTbIK, XKYPHAAMCTUKA >KaiAbl 3ePTTEYAEP SAI AYpbICTan KoAFa aAblH6aAbl. FaAbiMaap
MeH capaniubirap GyA canara eHAi FaHa KeHiA 6eayae. Coa cebenTi TakbIpbInka GaNAAHBICTbI OTAHABIK,
3epTTeyLLiAepAiH eHOEKTEPI MYAAEM XKOK, aA LLIETEAAIK MaTepuUarAap asAbl-KenTi TabblAbIM XKaTaAbl.

KnbepcrnopT epekiie MyAbTUMEAMSIAbIK ©HIM. Kasipri TaHAQ OA 63 ayAMTOPMSICbIH MEMAEHIT
YArepAi. TakbIpbINTbIH 3€PTTEAYi OHbIH, €AIMI3AEri AaMyblHA aAbIN KEAETIHI Ce3Ci3.

KaHa canaHbiH, GypblHHAH KeAe >KaTKaH MaMaHAbIKTapAbl ©3iHe MKeMAEr, OHbl 6acka KblpbiHaH
TaHbITaTbiHbl GeAriAi. OHbIH KOpHeKi MbiCaAbl PETIHAE KMOBEPCMOPTTbIK, KOMMEHTATOPAApAbl aiTyFa
60Aaabl. KnbepcrnopT KOMMEHTATOPAApPbI 3aMaHaym MamMaHAbIK. ByA MamaHAbIK, KOFaMHbIH, aTarn anTcak,
)KacTapAblH, CypaHbiCbiHa 6arAaHbICTbl emipre keaAi. COHAbIKTaH KMBEPCMOPTTbIK, XKYPHAAUCTMKA MEH
KMBEPCMOPTTbIK, KOMMEHTATOP MaMaHAbIFbIH 3€PTTEYAI KOAFA aAFaH XKOH.

FbIAbIMM MaKaAaaa 3aMaHaym MamaHAbIK, — KUGEPCMOPTTbIK, KOMMEHTATOPAbIH, Manaa GOAYbl MeH
OHbIH, epeKLUeAiriHe capanTtama »acaaabl. KnbepcnopTTblk, KOMMEHTATOP MaMaHAbIFbIHbIH KAAbINTaCybl
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3amaH TaAabbl ekeHairi kepceTiaai. CoHbIMEH KaTap, MakasaAa KMOGEpCropT neH KubepcriopTTbik,
>KYPHAAMCTMKAHbIH, ManAa GOAYbI 3ePTTEAAI.

MakaAaHbIH FbIAbIMM MaHbI3AIAbIFbI Ka3ipri TaHAd KMOEPCMOPTTbIK XKYPHAAMCTMKAHDI, OHbIH iLLIIHAE
KMOEepCrnopT KOMMEHTATOPAAPbIH 9AI Ae BOACA OTaHADBIK, KOHE LETEAAIK 3epTTeyAepAiH 60AMaybIMeEH
TbIFbI3 6aiAaHbICTbI. KMGEPCNopT TypaAbl EHA| FaHa CO3 KO3FaAbIM XKaTbIp, aA OHbIH XKYPHAAMCTIK KbIpbl
eLKIMHIH, Ha3apblHa iAirep emec.

MakaAaHbiH TaxipnbeAik MaHbi3bl — KMOEPCMOPTTbIK, KOMMEHTATOPAAPAbIH, >KYPHAAMCTMKAHbBIH
>KaHa MaMaHAbIFbl PETIHAE KOPCETY, OHbIH, 3aMaH aFbIMbIHAAFbl OPHbIH aHbIKTay.

3epTrTey >KYMbICbIHbIH ~MakcCaTbl — KMOEpPCrnopTTblK, KOMMEHTaTOPAapAbIH — KMOepCcrnopTThl
AAMbITYAQFbl POAIH aNKbIHAQY, MAMAHABIKTbIH Ka3ipri Ke3Aeri CypaHbICbl MEH KOMMEPLMSIAbIK, OAEYETIH
KepceTy.

Tyviin cesaep: knbepcropT, KnBepCropTTbiK, KOMMEHTATop, KMOEepCropTTbIK, >KYPHAAMCTMKA,
KMOepCrnopTLLbIAAP.
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KubepcopT B XKypHaAUCTHUKE: KWOEPCNOPTUBHDBIA KOMMEHTATOp Kak coBpemeHHasi npocpeccus

AHHOTaumsl. MHTEpHeT Kak BCeMMpHasi rAoGaAbHasl CeTb MPEAOCTABASIET MPAKTUYECKM Heor-
paHMYeHHbIE BO3MOXHOCTU AAS CBOOOAHOrO OOLLEHMS, OOMEHa MAESIMM M APYron mHgopmaumen.
M 6Aaaropapsi 3TOMy SIBAEHMIO CTaAO BO3MOXHbIM Pa3BMTHME HOBOTO BMAQ CriopTa — KubGepcropra.
KnbepcrnopT — 370 TEHAEHUMS, KOTOpas GbICTPO Pa3BMBAETCS, HO CUMTAETCS MAAOU3YUEHHOM CHEePON, 1
MO3TOMY HE CTOMT FOBOPUTb O GOAbLLOM KOAMYECTBE HayuHbIX PAabOT, MOCBSALEHHbIX KU6EPCMOPTUBHOM
KypHaaucTuke. KnbepcrnopT cam no cebe SBASETCS YHMKAAbHbIM MYAbTUMEAMIHBIM MPOAYKTOM,
y>Ke 3aBOEBaBLUMM CBOKO ayAMTOPMIO, M B CBSA3M C YETKMM MOHMMAHMEM COBPEMEHHbBIX TEXHOAOTMI U
TEHAEHLMI TPOCTO HEOOXOAMMO TILLATEALHOE M3YUeHME KOHTEHTA, MPOMECCMOHAALHOM CNeLMaAn3aLmMm
M 0COOEHHOCTE KMOEepCrnopTUBHOM >KYPHAAUCTMKM. [10 MHEHMIO aBTOPOB, HEOOXOAMMbI TakXKe
AAAbHENMLINE UCCAEAOBAHUSI MPO(PECCUOHAABHON AESTEABHOCTU KMOBEPCNOPTUBHBIX KOMMEHTATOPOB,
MX COLUMAAbHOM 3HAYMMOCTM U POAM B PasBUTUM (DYHAAMEHTAAbHbBIX LIEHHOCTHbIX YCTaHOBOK
COBPEMEHHON MOAOAEXMU. BbiCOKasi akTyaAbHOCTb M3yUYeHMst 3TOM NMPOBGAEMbI OMPEAEASETCS (DaKTOM
rAY6OKOro ¥ MOBCEMECTHOIO MPOHMKHOBEHUS KMOEPCToOpPTa B MOAOAEXKHYIO CPEAY M HEAOCTATOUHbBIM
YPOBHEM MOHMMaHUsl ero creumduKmM U AMCKYpCa B Hay4HOM AMTEpaType.

LleAb MCCAEAOBaHMSI — M3YuUMTb MPOMECCHMIO KMGEPCMOPTUBHOIO KOMMEHTATOpa B PasBUTUM
PeryAsipHoro kuéepcrnopra, NpoAEMOHCTPUPOBATH aKTYaAbHOCTb TEMbI M KOMMEPYECKOrO MOTEHLMAA.

ABTOpbI COCPEAOTAUMBAIOTCS Ha aHaAM3e (DEHOMEeHA BO3HMKHOBEHMsl, CTAHOBAEHWSI U Pa3BUTUS
KMOEepCropTa, BbIAEASIOT OCOOGEHHOCTM HOBOW npodeccnn KnbepcriopTMBHONO KOMMEHTaTopa:
MPUHAAAEXKHOCTb K >KYPHAAMCTCKOM MPOECCUM, XapakTepHble 4epTbl, OCOBEHHOCTM MOSIBAEHMS,
CTUAMCTMKA U CTPYKTYPA peUM KOMMEHTATOpa. Takke aBToOpbl 0GOCHOBBLIBAIOT TE3MUC O TOM, UTO AAHHas
Npoeccrs SIBASETCS COBPEMEHHbIM TPEHAOM, BO3HMKIIMM KakK OTBET Ha MOTPEBGHOCTM MOAOAOM
AyAMTOPUM MHTEpHETA.

HayuHoe 3HaueHue CTaTbM 3aKAIOYAETCS B TOM, YTO M3yueHue crieumdukm npodeccum kubep-
KOMMEHTATOpa HaxOAMTCS Ha Ha4YaAbHOM CTaAmMM, cama npodeccus TOAbKO odopmAasieTcs. B
3apy6ekHOM 1 OTEYECTBEHHOM HAayKe HE CAOXKMAOCH OMPEAEAEHHOTO MHEHMSI, BOMPOC MAaAOU3YYUEH.

MpakTuueckas 3HAUMMOCTb PabOTbl 3AKAKOUAETCS B LEAENOAAraloleM OMPEeAEAEHMU MeCTa
KMGEPCNOPTUBHOTO KOMMEHTATOpa B COBPEMEHHOM MUPE, YCTAaHOBAEHUM B3aUMOCBSI3M MEXAY
NosiBAEHMEM HOBOM MPoeccunm 1 noTpedbHoOCTsIMM obLLecTBa.

KatoueBble cAoBa: KnbepcriopT, KMOEpCrnopTMBHbLIA KOMMEHTATop, KMOEepCrnopTMBHAs >KypHa-
AMCTUKA, KNGEPCTIOPTCMEHDI.

Introduction

The society attaches great importance to sports:
someone devotes his life to this and becomes a high-
level professional, someone does not want to move
beyond amateur training, for some it is a hobby,
for someone an urgent need. Sports are built into
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popular culture and become their own kind of show,
from an economic point of view, sport is a business.
When we say “sport”, most people often remember
football, hockey, and basketball — something
traditional, we are unlikely to think about e-sports
and video games. This area is traditionally marked
with a stigma of public disapproval. The stereotype
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of gamers, or in this case cyber athlete, as people
who have fallen out of reality, asocial outcasts, does
not allow the majority to look at this sphere from a
different angle. If we do this, we will see that e-sports
is the same area as traditional sports, it has a place
for amateurs and professionals, business and shows,
it has its own laws, its own rules, its own value
system. Even in the very first online video games,
gamers were already given the opportunity to play
against their own kind. Such a system later received
the generic term “PVR” or “player versus player”.
In some games, RVR was only one of many pos-
sibilities and components, in some it formed the ba-
sis of the whole game process. It is from the second
type of games that a new type of electronic hobbies,
called “eSports”, was finally formed (Yaskevich,
2017). One of the facts supporting this view is the
ever-increasing number of e-sports events. Another
is the growing market every year. The third is the
emergence of interest in this area among entities that
were not originally related to this market (Evgan,
2016).

Accordingly, we have a media event - an e-sports
event, there is an audience - players around the world,
there are organizers, there are sponsors, it is quite
obvious, inmy opinion, thatall this lacks ajournalistic
component. Traditional sports would lose very, very
much if the journalists who interviewed, reported,
prepared analytics disappeared, the audience needs
not only football, but also its information coverage
in an understandable accessible language (Alekse-
eva, 2016).

Esports as an official sport is an inevitable
phenomenon generated by the popularity of
computer games, the development of the Internet
and the modern era of homo ludens (Volkova, 2014).
Esports is developing rapidly, as no sport in the
world has developed before. In a few years, it has
evolved from a passion for a small number of players
into professional sports, officially recognized by
many countries of the world, where players are
called eSport players. For victories in tournaments,
sports categories are awarded and cups are awarded.
ESports broadcasts is a journalism product that has
an audience and commercial potential; journalists
specialize in their creation, and the Internet and
television act as a distribution channel (Shendyapi-
na, 2017).

There are a lot of term concepts of «eSports» on
the Internet. In particular, one of them is: eSports
is game competitions (mental and physical) using
computer technology where computer simulates
virtual space within which competition occurs. In
another Variant it can be argued that eSports is a sport

where people play computer games professionally,
but there are eSports organizations that are not
limited to teams. For example, Natus Vincere is a
symbiosis of a football club and marketing agency.
ESport has all the same elements as professional
sports (Karpenko, 2015).

Therefore eSport start to adapt traditional
journalism professionals in its own way. Today,
there are many observes, analytics, correspondents,
leading journalists and commentators. The last one
is considered as the bridge between players and
viewers, so the value of the event mostly depends
on the eSports commentator.

Material and methods

The study is aimed at the method of qualita-
tive observation in order to study perspectives of
development and becoming as modern profession of
journalism of eSport commentator.

During the study, the following methods were
used: problem-thematic analysis of the platforms
that formed the empirical basis of the study, to
determine the topics covered; functional analysis of
identifying broadcasting and commentator speech;
a content analysis of media platforms as Youtube
and Twitch, which allowed identifying the problem
math of gaming journalism; comparative analysis
online publications, allowing to determine the
development trends of gaming journalism.

These characteristics made it possible to deter-
mine the relevance of the topic. And its thematic fo-
cus helped to reveal the peculiarities of the problem
and the functional diversity of the game of journal-
ism in modern media space.

Literature review

The degree of knowledge to determine quite
problematic, because of its completely new subspe-
cies of traditional sports journalism. The basis of
the work was taken by foreign authors. K. Jonasson
and J. Thiborg in their works identified this sport as
progressively developing and showed the influence
of e-sport on the future of video games (Jonasson,
Thiborg, 2010). Also, M. Wagner described the
scientific relevance of eSports (Wagner, 2006). K.
Gillen and D. Tennat identified the main problems
of development in this area (Gillen, 2005, Tennant,
2009), as well as D. Amrich and B.J. Harris has been
studying modern trends in gaming journalism (Am-
rich, 2012, Harris, 2014).

Nowadays, the activities of e-sports commenta-
tors as a social phenomenon are considered as the
stage of scientific understanding. However, certain
aspects of this problem have already become the sub-
ject of research. So, in the information society, video
gaming activities including e-sports, were studied
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by S.V. Burukhin (Burukhin, 2012). E.I. Pashkovs-
kaya inquired about the social angles of the gaming e
xercises of teenagers and youth in present day Russia
(Pashkovskaya, 2006). Investigating the wonder of
eSport diversions, V.V. Gudimov claims that “soon
eSport games will be gotten to be a calculate that will
shape social reality and gracious morality” (Gudi-
mov, 2005). K. Govorun paid special attention to the
concept of the game press (Govorun, 2013); V. Tar-
maeva considered the relationship between computer
games and game journalism (Tarmaeva, 2015); In ad-
dition, the articles of V.V. Vikulov and O.V. Shendy-
apina also should be noted as important works in this
area (Vikulov, 2017, Shendyapina, 2017 ).

Meanwhile, in regional science the problem of
the influence of e-sports, especially the activities of
e-sports commentators on young people, has not yet
been comprehensively studied. However, there is a
need to investigate this issue because of given the
deep and widespread penetration of e-sports in the
youth environment.

The features of eSport journalism

In the conditions of modern information society,
computer games have become a means of develop-
ing a new sport - eSports. ESports is a concept that
includes all types of gaming virtual competition
(Lightning-club.ru). ESports is also called cybers-
port or sport of video games. Officially supported
computer sports create the conditions for the devel-
opment of specialist competitiveness.

Nowadays, e-sports from fair playing time
driving is getting to be increasingly proficientand
commercialized. Sport gets to be a “commodity”,
as a result of which esteem needs alter in society
- from otherworldly and ethical to market-com-
mercial. Modern values are right away retained
by advanced youth. Later considers by researchers,
sociologists and teachers demonstrate this: in re-
cent time, the number of youth situated to com-
merce has expanded altogether (Sugakova, 2009).

The  concept of  “e-sports”  ncorpo-
rates all sorts of gaming virtual competitions. These
days, an entirety sports industry is related to them,
the propensity towards their professionalization
and commercialization is developing. The
number of competitions in computer sports
is developing, beside this, prize reserves are too de
veloping, which draws in an expanding number of
supporters of e-sports.. The information portal Su-
perData Research (one of the leading in the world)
reports that the volume of the e-sports market re-
mained $1.5B for 2017, global esports revenue will
grow 26% by 2020 as it attracts an even more main-
stream audience. This increase will be caused by an
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increase in audience of 12% per year and an increase
in the number of outside investments. Opportunities
for sources of income also increase as the market
develops. In addition to generating indirect invest-
ment income, Overwatch and League of Legends
are projected to increase their direct revenue by sell-
ing brand sponsorships, advertising, ticket sales, and
group products. (Superdata Research, 2017).

The esports market has finally hit the mainstream.
Once only large in core Asian markets like Korea,
esports have expanded worldwide and are now top
of mind of every publisher, platform, and brand. As
recognition of the importance of esports grows, the
data and insights needed for strategizing become vi-
tal (Superdataresearch.com).

The youthful individuals (onlookers, fans, play-
ers, commentators etc.) make a social arrange in-
side which their fruitful socialization takes put
by communicating inside the virtual space of
the amusement.

These days, players, or gamers - may be a tre-
mendous social orchestrate. The gaming community,
comprising of professional players, novice players,
fans and fans, can be a subculture, a “virtual com-
munity” with its have social settings, values, rules,
(Sukhodimcev, 2016).

Slang dialect is settled inside the gaming com-
munity, and among gamers a capable commun
ication language is conceivable, unprecedente
d rules of communication, virtual and honest to
goodness communicative circumstances are made. It
can be noted that ordinarily an uncommon world of
relations mixed or exist in parallel to virtual reality.
There are players who perform on the proficient orga-
nizing, there are fans who screen each player’s devel-
opment. Also theress as well a free passerby for whom
competition might be a locate. Becuase everything
is like in proficient sports. ESports ism>t a flight from
reality. Ordinarily an opportunity to realize oneself in-
side the virtual, and after that inside the veritable world.

Many people believe that the electronic com-
munity may be a sociological and social space
for the interaction of players, fans, spectators and
there have appeared (created) their demeanors, val-
ues, feelings. The resources for the socialization of
an eSports person are enormous:

— the gaming community is creating and getting
to be universal;

— within the community, everyone can illus-
trate himself among like-minded people who work
on himself;

— electronic competitions contribute to the pro-
gression of the athlete’s reliable considering, edu-
cate the capacity to work in a group;
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— diversions create vital and strategic thinking,
the capacity to make choices rapidly;

— this is a sport for young people.

One of the main success factors eSports events
is increasing audience and growing market every
year. Not surprisingly, the fast-growing niche be-
came interested largest media. Outstanding Player
Materials eSports scene, about the biggest gaming
tournaments began to appear in non-core publica-
tions, and broadcast eSports competitions were not
broadcast online only, but cable and satellite chan-
nels such as MatchTV (Russia), CNN, HLN, TBS,
TNT (USA) (Shendyapina, 2017).

The coverage of the events of the e-sports world
began in 2007, at the Garena forum. Such broadcasts
gathered a large, at that time, audience, and every
month this number increased, which was facilitated
by the WaaaghTV Client program. This program
was designed to view the then popular Warcraft 111
game. Games on WaaaghTV could be watched in
real time (Proplay.ru).

Currently, the leading platform for e-sports
broadcasts is Twitch.tv. For example, online stream-
ing platforms like Twitch.tv, which Amazon.com
bought last year for 970 million dollars (Macmillan,
2014) always stimulated, as professional players as
well as the audience, coming together and interact to
improve the service. Professional players can make
money from advertising revenue, paid subscription
to broadcast as well as fan donations. At the end of
2016, the russian social network VK launched its own
platform for broadcasting games. There are also such
platforms as Hitbox.tv, YouTube Gaming, Good-
Game.ru, Cybergame.tv, BIGO LIVE Connector.

Since 2009, coverage of e-sports events has
moved to a new level. At major tournaments ap-
peared interviewers, commentators and reporters,
who in the future became the main characters of all
events in the world of e-sports.

Commenting on an eSports match is the main
way to cover an event. In general, the process is sim-
ilar to commenting on any sporting event. A couple
of commentators talks about everything that happens
on the screens. The main difference is that commen-
tators communicate with their audience through the
online chat that any streaming platform has. Com-
menting can take place either in an official form or
in the form of informal chatting and discussion of
what is happening in the game. Also it should be
noted that eSport commentators use special words
or eSport slangs which is understandable for certain
people and unusual for another one.

Esports commentators are designated by the spe-
cial term ““shoutcaster”. There are two types of com-

mentators. The first type is “play-buy-play” (give a
detailed report about everything that is happening on
the playing field) and “calorcasters” (provide analyti-
cal information). The commentator is a position in the
media, mainly on television and radio. The individu-
al in this position is the creator of comments in con-
nection to any specific circle of occasions (for illus-
tration: social, political, sports) (Gresham, 2017).

Interviews are a sought-after genre in the pro-
cess of covering e-sports events. Most often, inter-
views are taken from team captains, coaches and
event organizers. Interviews can be both informa-
tive and entertaining in nature - the interviewer can
arrange blitz polls, conduct interviews with team
captains who will compete in the finals.

The lead role is also popular. The host should
represent the team before they enter the stage, foster
public interest, conduct rallies and work with the au-
dience in every way.

In addition, to commenting on the match, one
of the most important features of eSports broadcasts
are studio analytics. For the first time such a stu-
dio appeared in the 2012 year in the studio there are
several people, most often leading and former pro-
fessional players. At pre-match analytics includes a
comparison of rivals, analysis of the game plan from
each team, analysis of what can occur in the game
and the forecast of the final result. Post-analytics in-
cludes debugging team errors. or individual player,
discussion of key events match. Speech by com-
mentators and analysts abounds terms and statistics.
They also dialogical in view of the fact that at the
table of analysts are 3-4 people. In addition to its
main work studio analysts entertains online viewers
in between matches this happens through communi-
cation with online chat or twitter, contests. Analysts
answer questions, tell their personal stories eSport
experience. Analytics Studio is interactive (Shendy-
apina, 2017).

Based on the dynamics of the media mar-
ket, the yearly increment in the group of onlook-
ers measure and the developing intrigued of financi
al specialists, it can be contended that e-sports and
e-sports broadcasts are a drift within the economy
and sports news coverage.

The modern profession of an eSports com-
mentator as a social factor

An  e-sports  commentator can  im-
pact the youth group of onlookers totally
different ways, submerging them in virtual reality
- the air of the amusement. For instances commen-
tators make them affect the choice or modify of
youth inside the circle of their capable development,
or cause, carry a culture of virtual communica-
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tion, guidelines of human behavior inside the vir-
tual and honest to goodness world, transmit so-
cially basic values, and etc. On the off chance
that it is compelling among people of the youth
community and outlines a positive picture of
wearing behavior in virtual reality, broadcasts hu-
manistic values as of presently in facilitating com-
munication after the preoccupation. Also it can im-
pact the values that regulate the associations of
community people as a complete and basic life
states of the intellect of each individual. E-sports
commentatos’s characteristics such as status, faith-
ful quality and capabilities are played an impera-
tive portion. In addition, a big status, capabilities by
and large impact the bunch of spectators and choos
e the degree of certainty inside the data. So it can
be said that the more capable the commentator, the
more he will be able to affect the values of the fans
(Sukhodimceva, 2016).

“Commentator” may be a position within the me-
dia, primarily on tv and radio. The individual in this
position is the creator of comments in connection to
any specific circle of

occasions (for illustration: social, political,
sports) (Russian_argo.academic.ru).

His movement may too be amateurish in nature
at the stage of mastering this profession (sample
commenting on e-sports competitions).

An e-sports commentator, comparing wtih tv
commentators, has more opportunities to affect en-
ergetic people who are into e-sports. Utilizing the
chat, he can communicate with fans, get their mes-
sages specifically amid the broadcast of the amuse-
ment, and reply them on the discuss. It can draw
in the consideration of a youth group of onlook-
ers of a tremendous gaming virtual space to per-
son occasions of the diversion, setting accentua-
tion at its caution through the stream: controlling the
video stream, superimposing the picture from the
webcam on the section of the diversion and giving
your claim comments on the diversion. Amid the
broadcast of an electronic competition, he can carry
certain social standards with his behavior through a
webcam and can show up on the screen and it can
be observed by watchers.

Within the prepare of socialization of
an individual included in e-sports, an e-sports
commentator plays an imperative role. On differen
t destinations (there»s for all intents and purposes no
such fabric within the logical writing) you’ll discov
er data almost the part of the e-sports commenta-
tor within the advancement of socially critical de-
meanors of youthful individuals in virtual and genu-
ine gaming space.
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In case this is confirmed among the youth com-
munity and outlines a positive picture of sporting
behavior in virtual reality, it broadcasts humanistic
values in organizing communication after entertain-
ment. Also it can impact the values that administer
the connections of community individuals as an en-
tirety, as well as critical life states of mind of each in-
dividual. As they create, computer recreations end-
ed up not as it were more curiously, but toomore
complex. Hence, an excited onlooker or fan needs
a competent e-sports commentator, and, in turn,
an extraordinary instruction. There’s as of pres-
ently development in this course. In Kazakhstan,
e-sports was recognized as an official don on 25 of
June 2018.

The University of Chunan (Seoul) in South Ko-
rea, features a workforce of gamers, where under-
studies think about beneath the single man program
of computer diversions. And they after their gradu-
ation will play for their nation at universal competi-
tions as standard competitors,.

All this affirms the re-
quire for preparing masters in an unused forte - an
e-sports commentator.

The most movement of the commentator is
the so-called «streams». Within the diversion,
stream implies the data stream within the shape of
pictures, recordings, etc. This apeeras when the play-
er broadcasts his amusement live, or these are third
parties, thats, the player plays and streams at the
same time, appears the diversion in genuine time. Or
he plays, and somebody streams his amusement. The
streamer is one of the exercises of an e-sports com-
mentator, a way of interfacing gaming communities
(and person like-minded individuals). The commen-
tator ought to carefully screen the diversion and at
the same time comment on it. It is imperative to de-
pict the occasions on the amusement screen in such a
way as to keep the intrigued of the gathering of peo-
ple. Such movement gives everybody the opportuni-
ty to be realized. It can end up a trade that gives both
communication and a wonderful time. Sometimes it
comes in popularity. The streams conduct through
a virtual platform called Twitch. Today, there are
many Internet services allowing the user to create
own video broadcasts, for example, Twitch.tv, Hit-
box.tv, YouTube Gaming, GoodGame.ru and others.
After them the emergence has become noticeable
the predominance of streams gaming themes caused
by the increasing popularity of video games and eS-
ports the concept of «streamy», which is used when
broadcast eSport disciplines directly related with
the concept of «streaming video». Stream means
the sequence of video and audio, streamable by the
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user data (Hotshowlife.com).ESports commentators
can speak to a company and get budgetary back. To
urge this opportunity, you would like to have an as
of now “hyped” channel and a consistent gathering
of people - a community with an important inter-
face. Standard streamers can too get budgetary ba
ck, given their watchers truly like their channel.
The calling of an e-sports commentator is or
maybe youthful, but quickly creating. To gotten to
be a commentator, you wish to have a number of
qualities - “to have charisma, an extraordinary sense
of humor and rather like individuals not as it were in
their amusement, but moreover in communication.
On the GoodGame site  approximately
commentators it is composed that, as a run the
show, they are previous proficient players who
have amazing information about the amusement. Be
that as it may, knowing and understanding the per-
tinent gaming teach ismt sufficient. The commen-
tator ought to have great phrasing, talk clearly, can-
didly, have a wealthy lexicon and a great memory. He
or she must be positive and enthusiastic around eS-
ports in arrange to communicate this adore to
the gathering of people. An imperative portion is
played by such characteristics of the e-sports com-
mentator as his status, faithful quality and capabili-
ties. Tall status, capabilities for the most part im-
pact the gathering of individuals and decide the
degree of certainty inside the information. In
like way the more capable the commentator, the
more he will be able to affect the socially basic states
of the intellect of the fans. An honest to
goodness commentator, who endeavors to gotten to
be capable, to have specialist inside the community
of gamers, fan has got to work difficult on himself.

For an e-sports commentator, the objec-
tive of the movement lies within the field of pro-
ficient work (proficient commentator), sports recre-
ations (e-sports - one of the sports in recreations at
a proficient level with prize reserves and world
competitions), ponders to move forward ability and
communication (in specific, with e-sports fans)
(Sukhodimcev, 2016).

Consider the content of the activities of the
e-sports commentator utilizing the illustration of
the diversion “Counter-Strike: Global Offensive”
(CS: GO). The pith of the diversion is
the showdown between the two  groups.
One group is fear mongers, the other is counter-
terrorism. Usually CS: GO players select the group in
whichtheywill play ontheirclaim. The destinations of
the diversion can be diverse because some of the
time to win it is sufficient to introduce or defuse a
bomb, in others to spare the hostages.

The activities of the esports commentator for
CS: GO are as follows. An eSports commentator can
play different roles:

a commentator from the scene;

investigator (leads programs, appears or acts as
a have on the stage);

a moderator who audits occasions whereas sitti
ng at a table within the studio; interviewer;

voiceover (commercials, radio advertisements,
movies, documentaries, and so on);

expert (comments on the appear “on the love
seat or at the table™).

The commentator is basic in any official fa-
cilitate starting from soccer and hockey to the eS-
port game such as Counter-Strike. An extraordi-
nary commentator can turn a worthless shootout
into something more inquisitively. To comment
on a CS: GO coordinate, you would like to spend
a part of vitality and feelings, like in a football or
hockey amusement (Sukhodimcev, 2016).

In case an e-sports commenta-
tor is careful of the values of youth,
at this stage, it can be said the image of youth can
affect the change in their socially basic forms of be-
havior. This takes put inside the field of social ties,
which, getting to be one, licenses young individuals
to choose up both accumulate inclusion and uncom-
mon person inclusion in retaining sociocultural stan-
dards and values. The level of competitiveness of
an e-sports commentator will depend, as with any
specialist, “on the degree to which personal quali-
ties and professional knowledge, skills and abilities
of a particular specialist correspond to the objective
requirements of professional activity and socio-
economic conditions”. To train e-sports specialists
of this level, you need to know the features of their
professional activities (Hazova, 2009).

Results and Discussion

After studying the professions of an e-sports
commentator, it can be stated that this is the activity
of this magazine, cyberspace events are events for
the media, and e-sports broadcasts are a journalistic
product. The study also showed the novelty and rel-
evance of the theme of e-sports. This area continues
to evolve and gain popularity among more acces-
sible audiences.

The study proposed a working definition of the
concept of eSport commentator, formulated on the
basis of the analysis of eSport broadcasts, attract-
ing the attention of a multi-million dollar audience.
ESports broadcast may be a video amusement com-
petition through video over the Web in genuine time
from the scene of the occasion, went with by mas-
ter commentary.
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Conclusion

To sum up, it can be concluded that the profes-
sion of an e-sports commentator is rather young,
but rapidly developing. A serious commentator who
seeks to become a professional, has authority in the
community of gamers, fans, must work hard on him-
self. All of the requirements for professional jour-
nalists also addressed to the eSport commentator.

The virtual world, opposite to well
known conviction, in expansion to a negative af-

fect on an individual, moreover includes
a positive impact. A computer player obtains mod
ern knowledge, trains memory and response. You
thful individuals are increasingly included within
the prepare of playing within the virtual space. The
computer world pulls in schoolchildren, understudi
es, youth accurately with its “virtuality”. Besides,
the eagerness for a computer diversion can end
up a proficient work, perhaps it will be the profes-
sion of an e-sports commentator, the profession of a
competitive specialist.
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