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KIBER SPORTNING RIVOJLANISHI VA YOSHLAR O‘RTASIDA
MASHHURLIGI

Sultonov Vahob Murotovich

Iqtisodiyot va pedagogika universiteti NTM assistent o qituvchisi

Annotatsiya. Mazkur maqolada kibersportning global va O ‘zbekiston
miqyosidagi rivojlanish  dinamikasi, uning yoshlar orasidagi ommalashuv
determinantlari hamda talaba-o ‘gituvchilarni virtual sport stressorlariga tayyorlash
mexanizmlari aralash metodologiya asosida tahlil gilindi. 120 nafar respondent
ishtirokida gaming motivatsiyasi, engagement indeksi, screen-time, uyqu sifati,
reaksiya vaqti, akademik muvozanat va toxic-mulogotga qarshi regulyatsiya
ko ‘rsatkichlari monitoring qilindi. Natijalar raqobat, ijtimoiy mulogot, ranking-
status, monetizatsiya va shaxsiy brend qurish kibersportga Kkirishning asosiy
determinantlari ekanini, micro-pauza, sleep-management va toxic-profilaktika
treninglari esa “sog ‘lom kibersportchi profili "ning eng kuchli ijobiy prediktorlari
ekanini tasdigladi.

Kalit so‘zlar: kibersport, ragamli avlod, gaming motivatsiya, screen-time
gigiyenasi, sleep-management, posture-trening, HR-monitoring, reaksiya vaqti,
ranking-status markerlari, micro-pauzalar, toxic-mulogot profilaktikasi, akademik
muvozanat, ijtimoiy Kkapital, shaxsiy brend, jamoaviy raqobat, e-turnirlar,
psixofiziologik adaptatsiya.

Annomayun. B cmamve npoananuzuposana OUHAMUKA — PA3GUMUSL
Kubepcnopma Ha 2100albHOM YpoeHe U 6 Y30exkucmane, onpeoenemnvl
()emepMuHaHmbz €20 nonyjiAaprocmu cpedu MONOOEIHCU U MEXAHUBMBL NOO2OMOBKU
CMYOEeHmMO8-nedaz0208 K GUPMYAIbHbIM cmpeccopam cnopma. B uccrneoosanuu
yuacmeoganu 120 pecnondenmos (16—26 nem), y KOmopvix MOHUMOPUIUCH USPOBAS

mMomueayus, UHoeKc B806IEYEHHOCMU, SCreen-time, Kauecmeo CHA, 8PeMA PEeaKuuu u

pecyiyus MOKCUYHOU KOMMYHUKAYUU.
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coyuanbHoe B3aumooelicmaue, petumuHe-cmamyc, MOHemu3ayusi U JTUYHbIL OpeHO
ABIAIOMCA OCHOBHbIMU OemepMuHaHmaMu éxooa 6 Ku6epcn0pm, a micro-nay%z,
sleep-management u aumu-toxic mpenuneu — cunbHeluue NOZUMUBHDBLE
npeouxmopul 300p06020 npopuna kubepcnopmcemena’”.

Knroueevie cnoea. rxubepcnopm, yugposoe noKojeHue, Uposas
mMomusayus, — eueuena  screen-time,  sleep-management,  posture-mpenumne,
monumopune YCC, epems peaxkyuu, mapkepvl peumuHs-cmamyca, micro-nay3ol,
npocﬁuﬂakmuka MOKCUYHO2O 061/L;€Hu}l, axkaoemudeckuil 6CUZCZHC, COL;ua]leblﬁ
Kanumad, JIUYHBLU bpeno, KOMAHOHAsL KOHKYpeHyus, e-mypHupbl,
ncux0¢u3u0ﬂozuqea<aﬂ a()anmauuﬂ.

Annotation. This article analyzes the development dynamics of e-sports
globally and in Uzbekistan, identifies determinants of its popularity among youth,
and explores mechanisms for preparing student-teachers for virtual sport stressors.
A mixed-methods study with 120 respondents (16-26 years) monitored gaming
motivation, engagement index, screen-time hygiene, sleep quality, reaction time,
academic balance, and anti-toxic communication regulation. The findings confirm
that competition adrenaline, social interaction, ranking status, monetization
opportunities, and personal branding are the core determinants of entry into e-
sports, while micro-breaks, sleep-management, posture training, HR-monitoring,
coach feedback, and toxic-communication prevention training are the strongest
positive predictors of a healthy e-sports athlete profile.

Keywords: e-sports, digital generation, gaming motivation, screen-time
hygiene, sleep-management, posture training, HR monitoring, reaction time, ranking
status markers, micro-breaks, toxic communication prevention, academic balance,
social  capital, personal brand, team  competition, e-tournaments,
psychophysiological adaptation.

Kirish.

Kibersportning rivojlanishi va yoshlar orasida ommalashuyi

avlodning ijtimoiy-madaniy identifikatsiyasi,
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kompetitiv ehtiyojlar transformatsiyasi hamda sport tushunchasining virtual
maydonga kengayishi bilan bevosita bog‘liq hodisadir[1]. So‘nggi o‘n yillikda
Kibersport (e-sport) o‘yin sanoatidan ajralib, mustaqil sport ekotizimiga aylandi:
professional jamoalar, murabbiylar shtabi, analitiklar, psixologlar, menedjerlar,
translyatsiya platformalari, yirik sovrin jamg‘armalari, homiylik shartnomalari va
global turnirlar tizimi shakllandi. Kibersportning tarixiy evolyutsiyasi 1990-
yillarning LAN-musobagalaridan boshlangan bo‘lsa, bugun u millionlab
auditoriyaga ega, stadionlarda o‘tkaziladigan final bosgichlari, xalgaro federatsiyalar
tomonidan tan olinadigan reyting tizimi, oliy o‘quv yurtlarida ochilayotgan
kibersport klublari va akademiyalari bilan institutsional tus oldi[3].

Metodlar.

Virtual sport formati an’anaviy sportdan fargli ravishda makon, iglim,
jismoniy infratuzilma cheklovlarini kamaytiradi, birog psixomotor reaksiya,
strategik tafakkur, jamoaviy sinxronlik, diggat barqgarorligi, multitasking, stressni
boshqgarish va tez qaror gabul gilish kabi murakkab kompetensiyalarni yuqori
darajada talab giladi. Shuningdek, kibersportda “jismoniy faollik” pastroq bo‘lsa
ham, neyrofiziologik yuklama keskin: yurak urish (HR) musobaga vaqtida 90-140
bpm gacha chiqishi, kortizol oshishi, mikro-stresslar chastotasi, kognitiv charchoq,
sensor-motor tizimning yugori intensivligi kuzatiladi. Shu sababli, kibersport sport
fiziologiyasi va psixologiyasi kesishgan murakkab “ragobat-kognitiv sport” modeli
sifatida gqaralmoqda[2].

Yoshlar kibersportni nafaqgat hordiq vositasi, balki o‘zini namoyon etish,
Ijtimoiy kapital yig‘ish, jamoaviy identiklik, raqobat va e’tirof ehtiyojlarini gondirish
maydoni sifatida gabul giladi. Ushbu sport formati yoshlar orasida shaxsiy brend
qurish (streamer, gamer-influencer), monetizatsiya imkoniyati (YouTube, Twitch,
Trovo, Kick, Telegram live), turnirlarda sovrin yutish, homiylik, merch-mahsulotlar,
reklama integratsiyasi, cyber-reputatsiya, ranking ballari orqgali “ijtimoiy-raqobat

kapitali’ni yaratadi[4].

Natijalar.
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O‘zbekistonda ham Kibersport auditoriyasi asosan 16—28 yosh oralig‘idagi
yoshlar bo‘lib, mobil kibersport segmenti (PUBG Mobile, Free Fire, Mobile
Legends) ancha kuchli, PC-segment (Dota 2, CS2, Valorant) ham tez o‘smoqda.
Yoshlar kibersportni qulayligi, do‘stlar bilan onlayn o‘ynash, past kirish to‘sig‘i,
kreativ kontent yaratish, translyatsiya gilish osonligi, global hamjamiyatga ulanish
imkoniyati, tez feedback, ragobat adrenalini, turnirlar ko‘lami, gaming-madaniyat
memlari, digital-status markerlari (rank, skin, ID-badge, achievement) bilan gizigarli
deb biladi[5].

Birog kibersportning ommalashuvi bilan birga xavflar ham oshmogda: uzoq
ekran vaqti, uyqu ritmi buzilishi, doimiy notifikatsiya stressi, dopamin-charchoq,
kommunikativ ~ toksiklik (toxic chat, flaming, cyberbullying), jismoniy
gipodinamiya, posture-muammolari, ko‘z charchog‘i, bilak-tirsak mikro-travmalari,
stressdan keyingi tiklanish protokollarining yetishmasligi, prokrastinatsiya, real
hayot muloqotidan uzoglashish, akademik faoliyat bilan gaming ritmining
muvozanatsizligi.

Shu sababli kibersport xavfsizligi an’anaviy sportdagi shlemlar emas, balki
ragamli gigiyena, psixofiziologik monitoring, screen-time protokoli, HR va stress
monitoringi, blue-light filtr, posture-trening, micro-breaklar, sleep-management,
mentor-nazorat, toxic-profilaktika etiketi, jamoaviy psixologik tayyorgarlik,
gamingdan keyingi 5 dagiqgalik detoks rituali kabi mexanizmlarga tayanadi. Tadgigot
maqsadi yoshlar orasida kibersport mashhurligi determinantlarini aniglash,
kibersportga kirish motivatsiyasi, ishtirok intensivligi, turnirlarda gatnashish,
kontent yaratish, ijtimoiy-status markerlari, stress-reaksiya dinamikasi, akademik
muvozanat, gaming gigiyenasi, toxic-mulogotga garshi ko‘nikmalar, micro-pauza va
tiklanish ritualidan foydalanish madaniyati hamda kibersport kompetensiyalarining
rivojlanish darajasini baholashdan iborat bo‘1di[7].

Tadqgiqot aralash metodologiyada 120 nafar respondent (pedagogik, IT,

igtisod va boshga yo‘nalish talabalari, 16-26 yosh) ishtirokida o‘tkazildi.
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Pittsburg Sleep Quality Index (PSQI), Diggat bargarorligi va reaksiya (ms) testlari,
RPE-analogi bo‘lgan kognitiv zo‘riqish shkalasi, toxic-mulogotga qarshi
regulyatsiya testi, anonim so‘rovnoma, mini-intervyu, turnir statistikasi, kontent-
faollik chastotasi, ranking-status tahlili, screen-time loglari, HR-monitoring (max,
avg), micro-break checklisti, statistik tahlil (Pearson r, t-test, regressiya, ANOVA)
qo‘llanildi. Natijalar shuni ko‘rsatdiki, kibersportga kirish motivatsiyasida eng
kuchli determinantlar: ragobat adrenalini (87%), do‘stlar bilan onlayn mulogot
(82%), sovrin va monetizatsiya imkoniyati (74%), shaxsiy brend qurish (63%),
skin/achievement/status markerlari (59%), tez feedback va ranking tizimi (71%),
global hamjamiyatga ulanish (68%).

Screen-time haftalik o‘rtacha 24-38 soat oralig‘ida bo‘lgan respondentlarda
uyqu sifati pasayishi bilan engagement indeksi orasida o‘rtacha-yugori manfiy
bog‘lanish (r=-0.62) gayd etildi. Toxic chatga duch kelish chastotasi 64% bo‘lsa
ham, toxic-profilaktika treningida gatnashgan 18 nafar respondentda emotsional
regulyatsiya ballari +29% yuqori, flamingga javob impulsivligi -41% past, micro-
breakdan foydalanish madaniyati +38% rivojlangan, gamingdan keyingi tiklanish
shikoyatlari -26% kamrog kuzatildi. Reaksiya testlarida professional turnirlarda
gatnashuvchi 22 nafar respondentda reaksiya vaqti 9-13% tezroq, strategik garor
testlarida 18-24% samaraliroq bo‘lgan[6].

Muhokama.

ANOVA tahlili engagement indeksi bilan akademik muvozanat o‘rtasidagi
farqni ko‘rsatdi: gaming ritmini prioritetlash va micro-tiklanish pauzasidan
foydalanadigan respondentlar akademik vazifalarni 31% kamroq kechiktiradi.
Regressiya tahlili micro-breakdan foydalanish, sleep-management va toxic-
profilaktika ballari engagementning “sog‘lom sportchi profili” bilan eng kuchli
ijobiy prediktorlar ekanini tasdigladi (B~0.44, p<0.05). Muhokama shuni
ko‘rsatadiki, kibersport yoshlar orasida sport-madaniyat transformatsiyasining tabiiy

evolyutsiyasi bo‘lib, u kompetitiv ehtiyojlar, ijtimoiy kapital, ragamli_identiklik,

shaxsiy brend, jamoaviy raqobat va e’tirof mexanizan
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Yoshlar virtual sportni makon erkinligi, tez feedback, ragobat tizimi,
monetizatsiya, hamjamiyat, do‘stlar, kontent-yaratish, ranking-markerlar bilan
jozibador deb gabul giladi. Ammo sog‘lom sportchi profili uchun “engagement +
gigiyena + tiklanish + toxic-profilaktika + akademik muvozanat + micro-pauza”
zanjirini erta avtomatlashtirish zarur.

Xulosa.

Xulosa qilib shuni aytish mumkinki, kibersportning yoshlar orasida
mashhurligi ragobat, mulogot, monetizatsiya, brending, ranking, global hamjamiyat
va status-markerlar tizimi orgali belgilanadi. Emotsional, jismoniy va kognitiv
xavfsizlik esa ragamli gigiyena, screen-time, sleep-management, posture-trening,
HR-monitoring, mentor-feedback, toxic-profilaktika etiketi va tiklanish ritual-
texnikalariga tayanadi. Kibersport yoshlar ijtimoiy-madaniy identifikatsiyasi va
ragamli muhitga moslashuvining tabily natijasi sifatida shakllanib, sport
tushunchasini virtual ragobat maydoniga kengaytirdi. Tadgigot yoshlar kibersportga
ragobat adrenalini, jamoaviy identiklik, do‘stlar bilan mulogot, monetizatsiya va
shaxsiy brend qurish ehtiyojlari orgali kirishini, engagement darajasi esa screen-time
gigiyenasi, sleep-management, micro-pauza, posture-trening, mentor-feedback va
toxic-muloqot profilaktikasi bilan chambarchas bog‘ligligini tasdigladi.
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