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Abstract 

As video games have increased in complexity from simple arcade 

machines to modern home consoles, the potential for skill 

development and competition have increased simultaneously. The 

result has been an eSport system that utilizes digital technology to 

provide gamers with a platform for intense competition capable of 

generating spectator appeal. The modern eSport market contains the 

three sectors of the traditional sport market capable of supporting 

recreational gamers, spectator sport events, and a large peripheral  

iv



accessory market. This report draws a comparison between the digital 

and traditional sport system while summarizing the general 

development of video games into a viable platform for competition. It 

notes the initial development of modern professional gaming in South 

Korea, and analyzes the current state of eSports in North America by 

reviewing Major League Gaming and their techniques for advancing the 

eSport system. The report concludes with a discussion of threats to the 

eSport industry as it continues to gain relevancy in the Western 

hemisphere. 
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Chapter 1: Introduction to eSports 

 In the summer of 2014, fourteen Defense of the Ancients 2 

(DOTA 2) teams competed for over $10 million in prizes, the winner 

netting a grandiose $5,025,040 (“The International DOTA 2,” 2014). 

DOTA 2 belongs to a genre of video games known as Massively Online 

Battle Arenas or MOBAs. MOBAs like DOTA 2 were designed to fulfill 

the international need for highly competitive video game software. Two 

teams of five players fight each other for objectives on a virtual 

battlefield, with games typically lasting 30-45 minutes each. Annually, 

players from different nations compete to represent themselves in the 

world championship, dubbed “The International.” This competitive side 

of gaming known as electronic sports, or eSport, covers all types of 

competitions between people on video games. The matches are not 

played on a field like traditional sports, however championship events 

have filled venues like Seattle’s Key Arena. Crowds routinely reach 

attendance of over 10,000 spectators for large events. They watch the 

video gamers compete against each other live on-stage, as well as on 

large monitors inside the arena. Viewers also tune in through other 

mediums such as internet streaming websites, like Twitch.tv. Similar to 

other spectator events, eSport tournaments and their competitors 
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provide attractive sponsorship opportunities to all sectors across the 

eSport industry, including the large peripheral video game accessory 

industry. The popular game titles, skilled competitors, and spectator 

appeal of intense competition have created a growing industry that 

mirrors the composition of the traditional sport industry.   

 When viewing video games in the eSport context, it is important 

to consider them primarily as a platform for competition. Though the 

value of playing video games may seem frivolous to some, games that 

are chosen to be played competitively confront players with complex 

problems requiring fast decision making. One study in South Korea 

measured the brain structure of gamers in the professional league for 

the competitive computer game, Starcraft (Hyun et al., 2013). The 

professional gamers were found to have increased cortical thickness, a 

region of the brain associated with problem solving and multi-tasking. 

Furthermore, the cortical thickness was positively correlated with win 

percentage and success among the pro-gamers themselves. The 

physical differences in brain structure observed in eSport competitors 

provide evidence of the high level of cognitive function required to 

compete at the highest levels. The cognitive demands of professional 

video gaming are similar to the mental predicaments faced by 
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professional athletes in game situations. Savvy professional athletes 

who display effective decision-making skills in game situations, are 

often described as possessing tactical creativity (Memmert, 2007). 

Interestingly, there may be no better term to describe the methods 

used by professional video game players and teams to achieve their 

objectives. Few studies have analyzed the cognitive skills required for 

video games and how they relate to the mental demands of physical 

sport, but it is important to consider the characteristics these two 

activities share. 

 Because of the fundamental similarities digital competition has 

with traditional sport systems, certain frameworks and policies 

previously reserved for physical sport are useful in analyzing the 

history and future of eSport systems. Special attention will be drawn 

to the implementation of sport development techniques by eSport 

organizations such as Major League Gaming in the United States. 

Throughout the development of video gaming from recreational 

machines to real-world simulations, gamers have displayed an interest 

in competing against each other as they develop their skills at the 

game. The activity has provided a platform for competition that has 

been utilized by event organizers in an effort to replicate the revenue 
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generating sport spectacles that exist in modern society. As seen in 

South Korea, the potential for video gaming to reach a level equivalent 

to mainstream sporting events exists, however the popularity of 

eSport events in North America is just beginning to draw the attention 

of industry stakeholders and interested academics.  

  

Elements of a Game 

Generally, competition can occur in nearly any setting under a 

wide range of circumstances. Whether children are playing tag, or two 

professional basketball teams are fighting for league supremacy, 

fundamental elements of play exist. In our modern society, it did not 

take long for competition to find its way on to a digital platform in the 

form of video gaming. To help understand how a digital medium can 

provide a platform for competition, Egenfeldt-Neilsen (2009) provided 

three elements that are required for a game to take place: setting, 

rules and players. All three of these elements are apparent in physical 

play as well as its digital counterpart. The setting is the area you are 

provided to work within. In physical sport it is the playing surface and 

equipment. In video games it is the fictitious world in which the game 

takes place. Rules, the second element, are required in all forms of 
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play whether they are traditional or digital. They determine the 

objective of a game and describe the means of achievement. Rules 

also determine things like how many points a shot in basketball is 

worth or how many points a killed creature is worth. Lastly, players or 

participants are required for any event to take place. Play may take 

place intrapersonally against ones self, or interpersonally between 

multiple participants. There also may be a number of teams competing 

against each other. Though these three categories are a simplification 

of the complex relationship between game elements, they offer a 

concrete framework from which to view video games as a form of 

simple competition situated among traditional sport. In addition, this 

framework will help to inform how increasing the complexity of these 

elements over time fosters competition within a system, evident by the 

historical increase in the popularity of eSport gaming.  

!
Video Game Motivation 

 Although fundamental similarities exist between physical and 

digital games, there are differences in the activities. Mainly, the 

difference pertains to the setting of the game. Video games are often 

described as a simulation- a virtual reenactment of a real event. The 
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events that take place in the virtual world of video games have no 

effect on real world outcomes. Because of this, society may question 

the value of video games as a source of learning and entertainment. In 

contrast, the literature that will be discussed suggests video games are 

a valuable resource, important to understanding intrinsic motivation 

and the desire to achieve. As previously mentioned, video game 

outcomes are not tied to real-world outcomes; in general there are no 

tangible rewards given for successful recreational play. At the casual 

play stage, motivation to participate is intrinsic. Intrinsically motivated 

participants differ from extrinsically motivated participants in that 

intrinsically motivated participants are more willing to learn. 

Additionally, intrinsically motivated participants are more likely to use 

the things they learn outside of the original activity (Okan, 2003). As 

they pertain to skill mastery, like in the case of video game skill 

development, intrinsic rewards are stronger motivators than their 

extrinsic counterpart (Chi, 2004). Why are humans intrinsically 

motivated by video games? Prensky (2002) discussed his conclusion in 

a review of video game motivation: 

!
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 How does gameplay create motivation? By keeping the player  

 engaged at every moment. It makes every second (or   

 nanosecond in some cases) of the game a challenge physically,  

 intellectually, and/or emotionally. And it is this continuous   

 challenge - at the precise context-and-user-appropriate level –  

 that motivates. (pg. 9) 

!
 Prensky points out that video games are tailored to the player. 

Game designers incorporate elements aimed at providing players with 

a constant, steady challenge. The key to keeping the challenge 

entertaining, lies in the precise context-and-user-appropriate level. 

Video games were described to the Interactive Games Association by 

their users as both “challenging and relaxing,” an interesting 

dichotomy resembling the academic concept of “flow” (as cited in 

Prensky, 2002). The challenge present in video games is obvious: each 

game has an objective that a player works towards over time. Why 

this challenge is considered relaxing by players is less apparent. It 

may be due to the lack of physical effort exerted while playing video 

games, or it may be due to the lack of real world consequences as a 

result of failure. The addition of relaxation to a challenge should be 
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noted by researchers interested in increasing motivation and 

participation in dissimilar activities. Challenges may be adjusted to 

implement relaxation to increase efficiency in real-world outcomes. It 

is possible that by adding elements of relaxation to real-world 

challenges, such as lowering the intensity of extrinsic threats, 

motivation levels may be raised to the high levels of motivation found 

in video game participation. 

!
!
!
!
!
!
!
!
!
!
!
!
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Chapter 2: Early eSport Formation  

 The origin of electronic sport or eSport is not a defined point in 

history.  It is difficult to determine at what point play against an 

opponent becomes a formal competition. Examination of the 

development of video games over multiple decades uncovers instances 

where certain element of game design were tweaked resulting in an 

increased desire to compete among participants. This phenomenon is 

relevant to sport system stakeholders interested in increasing 

competition within a different activity. When factors affecting 

competition, such as the ease of access, complexity of rules, and 

number of participants were manipulated in a positive manner, the 

popularity and level of competition within video game play responded 

in a similar manner. 

!
1980s 

 The creation of formal eSport was seemingly spontaneous, 

forming from the intense competitions between video gamers in public 

arcades. Burnham (as cited in Borrowy, 2012) identifies the early 

1980s as a key period for eSport organization. Arcade games like Pac-

Man (1980), Asteroids (1979), and Centipede (1981) were fan 
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favorites in local arcades. During this era, games relied on simple 

score tracking mechanisms to measure success. Single players worked 

their way through the game against the computerized machine. After 

success or failure, players would receive a score based on their 

performance at the conclusion of each time they played. The game 

design resulted foremost in intrapersonal competition; each player 

competed to improve upon his or her previous high score. Because the 

arcades facilitated the social component of gaming, players were 

aware of how their peers were performing. Numeric scores were useful 

in objectively comparing different players performance at different 

times; one of the first milestones allowing for video game competition.  

 Recorded scores are well recognized as a fundamental 

component of modern sport. The visibility of scores to others served as 

a mechanism for comparison, resulting in the declaration of a winner 

and loser. Juul (2003) recognized this aspect in her literature 

discussing the six elements of a game. According to Juul, games must 

contain variable quantifiable outcomes. Additionally, these outcomes 

must be valorized by the players of the game. The arcade environment 

created a micro-competitive environment where gamers competed to 

beat each others coveted high scores. A game alone is not enough to 
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create competition- it is not until indicators of performance are present 

that play can become competition. 

  In an attempt to capitalize on the popularity of arcade game 

machines, adaptations of popular titles were made for at-home gaming 

consoles. The release of Asteroids, a popular coin-based arcade game, 

for the home-console revolutionized the way competition between 

video gamers took place. Equipped with a visible score tracking 

mechanism, Asteroids was designed for Atari’s 2600 home console in 

1981. With access to the game around the clock players began putting 

in significant time and effort to improve their skills at the game. The 

new increased desire to compete led to the creation of tournaments, 

where gamers gathered to compete for high scores at local venues. In 

1981 the same year of the game’s release for at-home consoles, over 

2,000 people gathered for the international Asteroids tournament. 

Atari sponsored the event giving a Deluxe Asteroids Computer console 

to the winner, an item valued at $2,000 (Crook, 1981). 

 The popularity of local events like these served as an early 

indicator of the potential for mass participation at video game 

competitions in the future. Additionally, Vice-President of Atari, Ron 

Stringari, gave comments referring to the company’s early eSport 
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effort, “(Games) are a medium of entrainment. It’s something else to 

do around the home. The home is becoming the focus of activity. It’s 

the ‘We’ generation versus the ‘Me’ generation of the 70’s (Crook, 

1981, para. 17).” Home gaming consoles eliminated the requirement 

of the arcade. Gamers now had an incredibly high ease of access to 

video games, a factor critical to increasing participation within an 

activity (Eime, 2013). Stringari also commented on the international 

appeal of Asteroids as a form of entertainment, “Asteroids is reaching 

not only across the United States, but to foreign countries as well- 

especially Canada, the United Kingdom, and France. You’re looking at 

the start of it over there, its contagious” (Crook, 1981, para. 15). 

Stringari’s comments indicate the success of Asteroids globally. The 

game provided an international platform free of cultural barriers. Video 

games utilize this advantage in a manner similar to the way 

international tournaments in sports like basketball and soccer enjoy 

long-standing success. Differences in language or cultural values do 

not hinder the possibility of competition between international 

opponents. This aspect of eSport plays a critical role in providing 

modern eSport titles with a massive participative audience, which will 

be discussed later on in this review.  
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 As the decade progressed, video games worked their their way 

further out of pay-for-play arcades, and into the consumers home. 

Following the release of the 5200 Supersystem by Asteroids creator 

Atari in 1982, Nintendo released the Nintendo Entertainment System 

in 1983 (“Evolution of home,” 2011). Among the major players, 

additional minor producers made less popular consoles throughout the 

80s such as the Compu-Vision and Action Max. Consumers of the 

industry had choices, and video game producers began competing to 

produce quality software. 

 Another notable eSport milestone was achieved in the 1980s by 

the creation of The U.S. National Video Game Team. The U.S. National 

Video Game Team was comprised of the best players of popular arcade 

and home console games (“U.S. National Video Game,” 2005). The 

team was created by Walter Day, a man who previously traveled from 

arcade to arcade recording high scores from the game machines into 

his books, in order to create his high score database known as Twin 

Galaxies. Players like Perry Rogers, who owned world record high 

scores in Centipede, Super Mario Bros, and Galaxian, were invited to 

join the National Video Game Team by Day. Members traveled to 

popular video game competitions, shows, and expos performing their 
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high score attempts and achieving minor celebrity status among the 

games competitors. The team served as the earliest attempt at the 

utilization of video gamers as marketable talent.  

!
Early 1990s & The Street Fighter Series 

 The popularity of home-based games in the late 1980s sparked a 

new decade of eSport development. As predicted by Stringari, the 

home continued to solidify its place as the center of entertainment. 

New technology was allowing video game producers to create 

household hardware and software that rivaled the quality of the most 

popular arcade games. As software producers raced to capitalize on 

the emerging market, a number of quality games were created 

containing new elements facilitating competition. In 1991, video game 

publisher Capcom released the innovative Street Fighter II, for the 

Super Nintendo Entertainment System. The Street Fighter series was 

the first to truly focus on game design elements catering to 

competitive play, a technique that will be employed and improved 

upon in video games as they progress towards the modern eSport 

titles that exist today.  
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 Street Fighter featured a style of video gaming in which players 

competed directly against each other simultaneously using multiple 

controllers on the same console. Two players participated in a fictitious 

mixed martial arts match on a fixed screen. The series popularized the 

fighting game genre, in which a winner drains the loser’s health bar by 

landing various attack moves. The popularization of simultaneous 

interpersonal competition by the genre played an important role in the 

development of video game culture. Social interaction has been 

identified as a motive for sport participation (Cox, 2002). The Street 

Fighter series capitalized on this motive by incorporating more 

elements of interpersonal competition and, subsequently, social 

interaction. Multiple players now played an active role in shaping the 

outcome of the simulation at the same time. In addition to increasing 

the number of participants involved in the activity, the Street Fighter 

series increased the complexity of the rules and actions available to 

the player. Recognized by the Guiness Book of World Records, Street 

Fighter was the “first fighting game to include combos” (Morgenstern, 

2008). The game utilized the multiple buttons present on the Super 

Nintendo controller in a unique manner. Hitting buttons in sequence 

resulted in different effects than using a single button on its own. This 
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increase in available maneuvers can be compared to the action of a 

jump shot in basketball. By jumping before shooting, a basketball 

player is able to use the increased height and momentum to achieve 

advantages over the defense. Similarly, in Street Fighter II, players 

could use two or more actions together to obtain advantages over their 

opponent. Players could also choose from a variety of characters, each 

having different strengths, weaknesses, and abilities. The components 

of the game design resulted in a product with superior opportunity for 

skill development. As a result of the added features, gamers now had 

more control over scenarios and an increased variety of possible 

outcomes. Early arcade games like Asteroids and Pac-Man had a very 

limited spectrum of control. A single joystick controlled the character’s 

movements and actions were limited to the 1 or 2 buttons present for 

simple maneuvers; gameplay was intentionally easy and predictable. 

Evidently, the simple gameplay was interesting enough to warrant 

competition and spectator appeal in it’s early stages. Street Fighter II 

advanced the complexity of play and subsequently made success 

harder to achieve. Being successful in Street Fighter II, required 

careful analysis of a character’s circumstances in relation to an 

opponent’s position. 
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 While the Street Fighter Series undoubtedly increased the quality 

of competition within video games, official documentation of 

mainstream video game tournaments during the 1990s was scarce. 

Records of early Street Fighter tournaments are restricted to personal 

accounts and the information provided by websites following the 

game’s history. A database maintained on www.kuroppi.com has 

documented many of the Street Fighter tournaments throughout the 

1990s such as the 100-participant Yellow Brick Road Street Fighter 2 

Champion Edition that took place in San Diego, California, as well as 

the UCLA Super Street Fighter 2 Turbo Tournament that took place in 

Los Angeles (“alt.games.sf2,” n.d.). Additionally, an account exists of 

the 1994 Capcom Super Street Fighter II Tournament sponsored by 

the games creator. 

 The loosely defined eSport industry of the early 1990s depended 

heavily on local and sometimes regional competitions like those for 

Street Fighter II. The competitions relied on the niche body of 

consumers who were mainly intrinsically motivated to improve and 

compete against others. The popularity and quality of events was not 

yet high enough to support something that resembled a professional 

sport league. It was not until the late 1990s, following the 
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popularization of the personal computer, that the modern model of the 

eSport system would begin to take form. 

  

Late 1990s and the Internet Era 

 The late 1990s saw the modernization of the eSport system. 

Utilizing software for personal computers, developers released games 

catering specifically to eSport competition. Technology now allowed for  

simulations that included detailed 3D environments and numerous 

players, advancements that would allow for the creation of new genres 

of games, such as the first-person shooter or FPS. An FPS places the 

player in the role of an armed fighter. The camera maintains a first 

person perspective generally only showing the arms of the player and 

their weapon. First-person shooters provided a battlefield-like 

simulation for teams of players, a style of video gaming that will 

eventually dominate the American eSport landscape (Electronic Sports 

Association, 2014). Console controllers had more buttons allowing for 

greater control and outcome possibilities. Computers now utilized a 

mouse and keyboard with numerous input possibilities. Software and 

hardware capabilities reached a level where video games could create 

quality simulations of real world events. In addition to first-person 
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shooters, the late 1990s saw the popularization of other genres such 

as sports games, adventure games, and role-playing games.  

 Competition between video gamers in the late 1990s benefited 

greatly from the use of the internet in developed countries like the 

United States. Provided a player had internet access, game consoles 

and computer had the ability to connect players together from 

different physical locations to play in a single virtual arena 

simultaneously. Previously, the software itself had provided opponents 

for the players in the form of artificial intelligence, or “bots.” 

Occasionally, games supported multi-player capability like that of 

Street Fighter allowing gamers to play against each other provided 

they were in the same vicinity. After the creation of the internet, 

gamers could now participate in matches strictly between human 

gamers from multiple locations. Battlefield simulations are a popular 

recreational activities even in the physical world. Activities like 

paintball, air-soft, and laser tag provide the participants with an 

opportunity to simulate battle. First-person shooters simulated the 

same form of competition in a virtual setting. Players from different 

locations practiced and played together in team based battles. The 

new technology greatly increased the potential for skill development 
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and social interaction between players, two influential factors for 

motivation in sport participation (Cox, 2002). Successful 

communication and tactical creativity, components previously exclusive 

to traditional sport were now vital to success in the intense 

competitions played between teams on multiplayer first-person 

shooters. 

 The Quake series created by iD software in 1996, set the 

standard for first-person shooter gameplay by focusing on providing a 

balanced multiplayer competition. Played on a computer, Quake can 

also be classified as a Local and Wide Network game or LAWN. These 

games utilize local connections or the internet to place gamers in 

matches together. They also maintain a style that includes tactical 

combat, limited game narrative, and the utilization of clans or teams 

(Griffiths et al., 2003). The objective of the game is for teams of 

players to work together in a virtual arena to strategically eliminate or 

“frag” the enemy team using various weapons. Teams are usually able 

to communicate using the game’s built-in voice channel and a 

microphone, which allows them to incorporate tactical elements, even 

developing strategies, to utilize the map space and create advantages 

over other teams. Over time, competition on FPS titles including Quake 
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had generated enough interest to foster the growth of the first eSports 

leagues.  

 The Cyberathlete Professional League or CPL, was founded in 

1997, by entrepreneur Angel Monez. In it’s early stages the league 

organized tournaments for popular FPS titles like Quake in 1997, and 

Counterstrike throughout the early 2000s (“About CPL,” 2014). 

Counterstrike, a popular FPS like the Quake series, enjoyed success as 

a platform for team-based competition within the CPL. The CPL World 

Championship in 2001 featured Counterstrike, with a total prize pool of 

$150,000. Despite the large prize pools, competition failed to break 

the mainstream sport barrier. Tournaments resembled the local and 

regional competitions that existed throughout the 1990s, although the 

quality of software and competition had increased. By 2007, CPL 

organized events had decreased in frequency and by 2010 the 

company had been acquired by Wolong Ventures PTE LTD. a company 

focusing on digital entertainment and media. Though the CPL failed to 

sustain itself, it had demonstrated that with the support of sponsors, 

gamers, and viewers tournaments with substantial prize pools and 

popularity were possible. The history of eSport growth from the 1980s 

into the 21st century had proven an opportunity for competition 
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organization exists, however the industry lacked a legitimate event 

organizer capable of sustaining mass participation and competition. 

!
!
!
!
 

!
!
!
!
!
!
!
!
!
!
!

�22



Chapter 3: Modern eSport Systems 

 As event organizers in the west continued to stage video game 

tournaments similar to those of the CPL, South Korea was developing a 

culture interested in network infrastructure and digital technology (Jin 

& Chee, 2009). Utilizing the internet, gamers in South Korea spent 

significant time honing their skills to compete with others. The activity 

spawned an industry capable of supporting professional gamers by 

producing mainstream sporting events generating spectator appeal 

and subsequently, sponsorship involvement. South Korea will serve as 

the birth and pinnacle of mainstream professional gaming, due to the 

production of enormous national and international gaming 

tournaments like the “World Cyber Games.” 

!
eSport in South Korea 

 No country demonstrates the potential market for modern 

eSport competition greater than South Korea. The country accounted 

for $1.4 billion, or 56% of the entire Asia-Pacific market for online 

gaming (Jin & Chee, 2009). Personal computers have been the focus of 

eSport competition in South Korea, as opposed to the console 

dominated play in the western hemisphere. Primarily, the South 
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Korean eSport system serves as a unique representation of the 

pinnacle of video game competition. Gamers earn six figure contracts 

while enjoying national recognition. Second, the South Korean eSport 

system sheds light on how social, political, and economic factors 

contribute to shaping the entertainment options present within a 

population. Tense foreign relations and a booming digital economy 

resulted in South Korea developing a unique mainstream eSport 

market focusing on the ultra-competitive titles developed for personal 

computers.  

 Historically, South Korea has not been receptive to Japanese 

culture. Due to previous diplomatic tensions and a fear of cultural 

invasion, South Korea had effectively placed a ban on products 

representative of Japanese culture. Included in this ban, were 

Japanese game consoles like the ones created by Nintendo and Sega 

(Jin & Chee, 2009). The result was a lack of representation of console 

and games in the South Korean market. Following the lift of the ban in 

1998, Japanese consoles finally hit shelves of South Korean stores. 

The citizens were not very receptive to the products and after a period 

of failure it became apparent that Japanese consoles and games that 

had experienced success in the west would not be compatible with the 
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South Korean market and culture. This left a void in the South Korean 

digital entertainment market, a well as an opportunity for software 

developers to capitalize on a basic consumer demand. Shortly after the 

failure of Japanese consoles in the late 1990s, the South Korean 

government rapidly developed a world-class infrastructure for 

information technology, making broadband internet an attainable 

option in everyone’s homes (Jin & Chee, 2009). Additionally, talented 

South Korean start-ups were tirelessly developing computer gaming 

software that utilized the South Korean internet infrastructure. The 

swift development of internet technology and software start-ups 

resulted in the production of quality video game software that would 

popularize internet-based games in South Korea. 

 Video game infatuation in South Korea began with the 

popularization of “PC Bangs” (Huhh, 2009). PC bangs are arcade-like, 

internet cafes dedicated to computer gaming. Players spend time in 

the public facilities playing games with others in the cafe or over the 

internet. Rows of computers are situated in the form of stations, that 

can be used by visitors primarily for internet gaming. PC bangs are 

some of the most popular attractions in South Korea; they are even 

used as a popular destination for dates between young couples (Huhh, 
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2009). Though the physical structure of PC bangs are similar to 

arcades, PC bangs are not popular because of the lack of home 

entertainment options. PC bangs have remained popular despite the 

presence of at-home hardware and software due to the fact that they 

increase the amount of social interaction while playing video games. 

Jin and Chee (2009) interviewed a PC bang participant who gave his 

opinion on why the bangs are successful: 

  

 The difference is that home is alone and the PC bang is with  

 people. When you play the game, you play with [the] computer.  

 The opposite side, the enemy is our computer. In [an] online  

 game, the enemy is other people like me. That makes it more  

 fun. So, PC bang can be more together, you know, South   

 Koreans like to be together and doing [sic] something together,  

 so that makes PC bang culture. When we play the same [game]  

 at home we feel something empty. When we’re together we feel  

 like we can do something [that is] fun. (pg. 31) 

!
 PC bangs serve as recreation centers for friends to play popular 

games, despite the presence of computers and internet at home. Carl’s 

�26



response further supports the evidence indicating social interaction is a 

strong motivational force behind formalizing competition. South 

Korean players enjoyed playing a variety of games together including 

genres less utilized for eSport competition, such as role-playing games 

and adventure games. However, following the creation and incredible 

reception of Starcraft in 1998, PC Bangs and the existing internet 

infrastructure would lead to massive participation resulting in the birth 

of modern eSport competition in South Korea.  

 American made strategy game, Starcraft, revolutionized the way 

video gamers competed. The game takes place in space where three 

factions fight against each other for supremacy. Each faction has 

unique strengths and weaknesses providing increased tactical 

complexity. Players begin with a home base and begin to build 

structures using command-able units that resemble soldiers. In real-

time, players simultaneously build defense and launch attacks on other 

players, individually or in teams. A game of micromanagement occurs 

as players secure and delegate resources to offense and defense, 

depending on how the game is unfolding. The game is well known for 

pioneering balanced competition within video games and enjoyed 

incredible international reception. Huhh (2009) asserted that the 
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popularity of the game in South Korea is evident by the drastic 

increase in the number of PC bangs present following the games 

release. Prior to the game’s release in 1998 only 3,000 PC bangs 

existed in South Korea. Following the popularization of the game the 

number of PC bangs in South Korea increased to 15,150 in 1999 and 

eventually 22,548 in 2001. Because of the existing PC video game 

culture and infrastructure in South Korea, Starcraft play quickly turned 

into a popular sport, providing an example of the limitless potential 

video games have as a platform for competition.  

 Previously, eSport competition had focused on local and regional 

events. It was largely the popularization of Starcraft in South Korea 

that sparked major national and international competition between 

video gamers. In 2001, Seoul hosted the “World Cyber Games” an 

event that had been described as the olympics of video gaming (Jin & 

Chee, 2009). Starcraft, a fixture of eSport competition was included, 

as well as Quake III, the third installment of the popular FPS Quake 

series.  Although South Korean players were known to be the most 

dedicated, sometimes spending 24 hours out of the day maintaining 

their position on the leaderboards (Jin & Chee, 2009), other countries 

had developed a strong player base. The tournament featured over 

�28



400 players from 37 countries competing for a prize of $400,000. Due 

to the level of commitment required to compete at the international 

level, stakes were higher than the local events coordinated by arcades 

and game developers. Players invested money to travel and compete, 

and time spent playing the game reflected that commitment. 

Professional gamers now spent their time year-round practicing to 

become the best they could be. The World Cyber Games intentionally 

resembled a convention of traditional sport, and would continue 

annually in a manner similar to traditional sport championships (World 

Cyber Games, n.d.).  

 International competitions like the World Cyber Games provided 

the eSport industry with an attractive asset. The games resembled 

traditional spectator sport events so much that a booming spectator 

consumer market had developed. Much of the South Korean youth now 

consumed themselves with professional gaming, even watching 

competitions between their favorite gamers on television and the 

internet. Stations dedicated to video game play existed in South 

Korea, like Ongamenet, a station reporting 3-4 million viewers during 

the most popular hours (Jin & Chee, 2009). In a few short years the 

eSport market developed into a booming traditional sport model; 
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intense competitive events took place that provided both spectator 

appeal and recreational appeal. The valorization of video game 

accomplishment rivaled that of physical sport in South Korea.  

 The South Korean eSport system is a unique development within 

eSports due to its acceptance as a mainstream sport. South Korea 

even maintains a governing body over eSport competition in the form 

of the Korea eSports Association or KeSPA, created by the national 

ministry of Culture, Sports and Tourism (“Korean eSports,” n.d.). Jin 

and Chee (2009) attributed the acceptance of eSport by the population 

to the economic benefits the industry provided. Major corporate 

entities such as Samsung sponsor professional gamers and teams. In 

fact, both of the South Korean-based Samsung sponsored teams for 

the wildly popular PC game, League of Legends, competed against 

each other in the international World Championship semi-final match 

for a prize of over $2,000,000 (“World Championship Bracket,” 2014). 

These events are viewed by millions of viewers offering exposure for a 

telecommunications company to a fan base interested in digital 

technology. The gamer-sponsor relationship has not reached this level 

in other eSport systems yet, however the South Korean system 
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represents the potential for eSport development when the video game 

industry is free of the negative stigma that exists in other countries.  

 The timeline and history of video game development sheds light 

on the different elements of games and play present in video games 

and how those elements can be manipulated to increase competition. 

Due to the fundamental nature of competition and these game 

elements, it can be inferred that the elements of play in physical sport 

would respond similarly if the elements were manipulated in the same 

manner. Mainly, the tweaking of two game elements increased the 

quality of competition among video gamers. By increasing the 

complexity of the rules and allowable actions, the potential for skill 

development was increased. Additionally, as games transformed from 

single player adventures with a score based system to team based 

competition relying on elements of traditional sport such as 

communication and tactical creativity, the quality and popularity of 

video game competition increased as well. 

!
Modern eSports in the United States and Major League Gaming 

 Contrary to the PC-dominated South Korean eSport market, 

video gaming in the United States occurs primarily on gaming 
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consoles. Console games make up 71% of the U.S. market at $6.1 

billion (Jin & Chee, 2009). While the platform for video gaming is 

different, quality titles like Call of Duty and Halo are utilized for eSport 

competition. Following the disappearance of the Cyberathlete 

Professional League in the 2000’s, an opportunity existed for a 

legitimate organization to capitalize on the popularity of first-person 

shooters as a platform for competition in the United States and North 

America.  

 The organizations developed in the eSport industry in South 

Korea were legitimate sport governing bodies. They operate in a 

manner similar to the governing bodies that exist in mainstream sport, 

regulating competition and controlling the direction of the industry. 

The CPL attempted to achieve this level of relevance but failed to 

distinguish itself as the exclusive organization for eSport competition. 

Major League Gaming founded in 2002 by Sundance Giovani and Mike 

Sepso began as an event provider, organizing video game 

championships in the early 2000’s in a manner similar to that of the 

CPL, though they focused on console games like Halo and Super 

Smash Bros. (Magee, 2006). Beginning as a modest competitor to the 

Cyberathete Professional League., MLG would eventually secure the 
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position as the leader in North American eSport competition.  

 MLG’s history offers a case to sport managers of effective 

positioning within a sport system. Deliberate implementation of 

recognized sport development techniques allowed the company to 

pioneer a form of competition in a region. The company successfully 

avoided recognized pit-falls and utilized known mechanisms for growth 

in sport systems. The timely strategic positioning of the company in 

the North American eSport system allowed the organization to secure 

the role as the major eSport competition provider in the region. 

!
Gamebattles as a Recruitment Tool 

 In order to increase development of a sport system, policy 

makers generally work towards two goals- to increase the number of 

total participants, and to increase the standards of competition among 

participants (Green, 2005). Major League Gaming exhibited savvy 

control of these two factors of sport development during their critical 

period of growth in the late 2000s. In 2006, MLG acquired Ohio-based 

online tournament provider Gamebattles.com. The private deal added 

approximately over 400,000 users to the pool of competitors fighting 

for recognition within MLG circles (Magee, 2009). Gamebattles offers 
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users online ladder support and rankings for over 40 titles. Anyone can 

sign up and begin competing from their household gaming console 

using the internet and then self-report scores to the website’s online 

leaderboard. The Gamebattles website provides Major League Gaming 

with a recruitment tool allowing gamers to compete from their home, 

honing their skills while the best earn recognition and a chance to 

compete at MLG events and venues. The acquisition of Gamebattles 

merged the venue based competition leader MLG, and internet ladder 

leader Gamebattles, into the clear pathway to eSport professionalism. 

The Gamebattles-Major League Gaming relationship resembles the 

relationship between minor and major league professional sport 

teams. The minor league Gamebattles provides an amateur pool of 

competitors competing closely under the major league’s watch.  The 

resulting conglomerate possessed all the platforms, to oversee gamers 

from the grassroots development phase to the revenue generating, 

professional competition phase. T.L. Taylor, author of “Raising the 

Stakes: E-Sports and the Professionalization of Computer Gaming.” 

and M.I.T professor spoke about the system in an interview with the 

New York Times in 2013: 
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 One thing that MLG. has done quite well is to foster a layer of  

 amateur players, almost like a farm league… It’s another way  

 that  they’ve signaled their connection to athleticism. They’ve  

 tried, intentionally, to link themselves to the conventions of  

 sport. (Feuer, 2013, para. 13) 

!
 Taylor comments on the effective usage of traditional sport 

techniques by Major League Gaming in order to increase participation 

and competition. The success of Gamebattles as a development tool 

for amateur players is one example of the fundamental relatedness of 

eSport and traditional sport systems. 

!
Pathway to Professionalism 

 In typical sport systems, particularly in America, the pathway to 

elite development can be ambiguous. Youth are often faced with 

multiple options regarding where to develop their skills, while private 

organizations compete for athletes’ dollars in the free market. Talent 

identification is subjective, relying on a coaching or administrative 

staff. Major League Gaming developed a system to skirt this common 

pit-fall of modern sport systems, while naming itself the official 
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professional eSport development system. Developed in 2013, the Pro 

Points System began by awarding “Pro Points” to competitors on the 

most popular games for performing well on Gamebattles online ladders 

or at MLG events. Pro Points are accrued by a participant over their 

career and tracked on a leaderboard. MLG has even managed to 

design the Pro Points to award points to competitors for doing well at 

competitions that are not organized by Major League Gaming. Pro 

Points are awarded by MLG to players, for placing well at events 

organized by eSports providers Gfinity in the in the UK and ACL Pro in 

Australia. The top 2% of Pro Point earners in each game are given 

professional status and enjoy certain benefits such as invitation to MLG 

pro circuit events (Camber, 2013). By pioneering the pathway to 

professionalism in North America, Major League Gaming has situated 

itself as a unique governing body over professional console gamers for 

the most attractive titles. 

!
Major League Gaming & Spectating in North America 

 Major League Gaming’s goals extends beyond the development 

of a professional league structure. As video game competition has 

grown in North America, the desire to spectate the games has grown 
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as well. MLG has made significant attempts to increase the level of 

spectator involvement in video game competition through a variety of 

methods, including the launch MLG.tv in 2013. The streaming service 

is home to over 180 gamers and teams, who broadcast their play daily 

to the live audience (“About MLG,” 2014). While the organization is 

based in North America, the streaming service does include 

international coverage from organizations like the United Kingdom’s 

Gfinity. Streaming channels on MLG.tv utilize traditional sport 

marketing techniques such as advertisements to generate additional 

revenue. MLG notes on their website that advertisements on MLG.tv 

outperform industry averages featuring a viewer advertisement 

completion rate of 90% compared to 72%. The video game watchers 

seem to be more receptive to digital advertisements than other 

demographics.  

 In addition to MLG.tv, the organization has taken significant 

measures to propel eSports closer to mainstream sport acceptance. In 

2014 Major League Gaming partnered with the X-Games to bring a Call 

of Duty: Ghosts championship to the 2014 Summer X-Games in 

Austin, TX (Garfat, 2014). Call of Duty is a realistic first-person 

shooter played by many of MLG.tv’s most popular streamers. The top 
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teams, determined by MLG’s Pro Points system participated in a 3 day 

event at a venue within the X-Games. Senior director of content 

strategy for the X-Games, Tim Reed discussed the reasons for 

providing the Call of Duty competition at the X-Games, “It made sense 

from X Games' perspective,… The audiences are similar: youth, fun to 

play with, and they like music, sports and gaming. So it all kind of 

lines up with [the X Games] audience” (Garfat, 2014, para. 12). Reed’s 

statements regarding the addition of Call of Duty to the X-Games 

event reinforces the concept of video gaming as a mainstream sport. 

The target audience of video game competitions and alternative 

mainstream sport are similar enough to stage an eSport competition of 

a large magnitude. Recently, citing the sold-out debut of eSport at X-

Games Austin in 2014, Major League Gaming announced the 2015 X-

Games in Aspen Colorado will feature a championship for the computer 

game Counterstrike: Global Offensive (“MLG and ESPN Bringing,” 

2014). The announcement serves as another indication of the 

progression and sustainability of eSport competition as a spectator 

sport.  

 The timeline and history of video game development in the 

United States and abroad sheds light on the different elements of play 
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and competition present in video games and how those elements can 

be manipulated to increase competition within the activity. Due to the 

fundamental nature of competition and these game elements, it can be 

inferred that the dynamics of play in other activities would respond 

similarly if the elements were manipulated in the same manner. 

Mainly, the tweaking of two game elements increased the quality of 

competition among video gamers. By increasing the complexity of the 

rules and allowable actions, the potential for skill development was 

increased. Additionally, as games transformed from single player 

adventures with a score based system to team based competition 

relying on elements of traditional sport such as communication and 

tactical creativity, the quality and popularity of video game competition 

increased as well. 

!
Modern eSport Market Composition 

 The value of eSports as a model for sport development extends 

beyond the elements of games and competition. The modern market 

for eSport mirrors the market for traditional sport systems. The similar 

parts and composition play a crucial role in the adaptation of 
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traditional sport system strategies for the use within the eSport 

context. 

   Marketers and industry analysts have previously identified 

three distinct sectors of sport that are of interest to sport industry 

stakeholders (Mullen et al., 2007): 

!
1. Recreational Sport Participation 

2. Spectator Sport Events 

3. Sporting Goods and Apparel 

!
These three components make up the multi-billion dollar sport industry 

that is able to deliver a variety of products to consumers.  

 The first sector, recreational sport participation, occurs on a 

massive scale. It encompasses any activity where sport is played 

informally or for the purpose of leisure. In eSport systems, this 

compares to the casual use of video games played by 97% of 

Americans between ages 12 and 17 (Lenhart et al., 2008). One 

advantage the eSport system holds over traditional sport systems in 

this regard considers ease of access. The opportunity for one to 

participate in physical sport usually requires the presence of 
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equipment, facilities, and opponents. Conversely, playing video games 

can be done from your household using common affordable hardware 

and software. Finding opponents on a video game today would only 

require an active internet connection, with most titles offering online 

“matchmaking” that matches players up with opponents of similar skill. 

This component of accessibility, should be viewed as one of the 

compelling appeals of video game competition among youth and 

adults. Motives for participation resemble established motives for 

traditional sport participation, such as exhilaration, social interaction, 

skill development, and team affiliation (Cox, 2002). The large 

population of casual video game users serve as potential eSport 

competitors as well as the consumer base for the second sector of the 

sport- spectator sport events. 

 The spectator sport sector relies on the large fan bases of 

professional sport teams and organizations. Sport events are able to 

provide a viewership experience to consumers physically at a 

particular venue, as well as through broadcasting mediums. eSport 

events operate in a similar manner utilizing traditional sport facilities 

for spectator purposes. This year’s world championship for League of 

Legends, will take place in the Sang-Am World Cup Stadium, the venue 
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of the 2002 FIFA World Cup (“2014 World Final,” 2014). In addition to 

the crowds present at the eSport venues, the popularity of internet 

video streaming has provided eSports with a growing virtual spectator 

base. Current technology allows gamers to easily broadcast or stream 

their gameplay to internet gaming websites, where thousands of 

spectators watch the best competitors. Major League Gaming (MLG), 

the major eSport competition provider in North America, published an 

article stating online viewers had consumed 54 million hours of online 

video in 2013. Up 1557% since 2010, MLG compared their 

consumption to the mere 14 million hours of online video consumption 

for NCAA basketball during their 2013 March Madness tournament 

(“MLG’s Growth,” 2013). Similar organizations exist internationally that 

provide gamers in other countries with the opportunity to compete and 

spectate like Ongamenet and MBC Game in South Korea (Ryan, 2007), 

and Game One in France (“Game One,” n.d.). Consequently, 

multimedia outlets cover more eSport games and potential investors 

have paid more attention to this market segment as a growing 

sponsorship opportunity. Global companies such as Samsung and 

Microsoft sponsor the World Cyber Games at event and team levels. 

Corporate sponsors have jumped into the online advertising industry 
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because online games have become a common promotional venue in 

which brands get repeated exposure to an avid target market (Chaney 

et al., 2004). 

 The last sector, sport goods and apparel, operates as a 

peripheral sport equipment and accessory industry. Sport goods 

describe the equipment used while participating in sport as well as 

products associated with a sport venue or team. eSport systems have 

a robust peripheral accessory market. In addition to the standard 

equipment used to play video games such as the console and 

software, equipment designed to increase skill of the players such as 

specific controllers, video monitors, and audio equipment are produced 

by third parties in the industry. For example, many companies exist to 

create specialized monitors to play games on, that have optimal 

resolutions and latency times to give competitors advantages over 

other players. This peripheral accessory market relies heavily on the 

recreational, and professional sport sectors. Recreational sport 

activities provide the participant with an opportunity to use 

accessories, and professional spectator sport events provide accessory 

producers with a highly visible marketing tool. 
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 The similarities between the eSport and traditional sport 

industries may be of particular importance to eSport stakeholders 

because established strategies and marketing tactics in mainstream 

traditional sport may be effective when utilized in the emerging eSport 

parallel. Primarily, eSport marketers should be interested in the 

branding and marketing techniques traditional sport organizations use 

to increase the level of interaction between participants and 

spectators. Given the three sectors of traditional sport are present and 

the current history of growth, it is reasonable to suggest further 

development of formal organizations within the eSport system may 

continue to legitimize the industry. 

!
Implications for Alternative Sport Systems 

 As described through the history of eSport development and 

organization formation, video game play began as a recreational 

activity that experienced an increase in formalized competition as 

games increased in complexity. The early competitions between video 

gamers on games like Asteroids and Quake did not reach the 

magnitude of modern tournaments that are currently staged by major 

eSport organizations like Major League Gaming. This may be attributed 
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to the lack of digital media presence in society during the 1980s and 

early 1990s, or it may be due to the increased complexity of video 

game elements over time that provided a greater opportunity for skill 

development. This phenomenon can also be explained in the content 

of traditional sport development. In general, the interest generated by 

a simple game of “HORSE” involving only basketball shots will not 

match the interest or spectator appeal generated by a competitive 

game of basketball between two teams. Further experimentation may 

provide evidence that increasing the complexity of a game design 

increases the desire for participants to compete. Furthermore, it is 

hypothesized that when the opportunity for skill development within a 

sport or game increases, the level of competition within that sport 

system will increase as well. If a conclusion can be drawn, this 

technique may be utilized to increase formal competition in otherwise 

recreational activities. Sport entrepreneurs may be able to add 

complexity or skills to single activities like bike riding, in order to 

create an alternative sport system. 

 The eSport system and Major League Gaming in particular offer 

a working depiction of the pyramid model of sport development 

referenced by Green (2005). The pyramid model of sport development 
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argues that high performance peaks within a sport system are attained 

by starting with a broad base of mass participation. In between 

recreational mass participation and the high performance peak is 

competitive sport.  

	
 The three levels of sport development are visibly present within 

the eSport system. Video games are enjoyed around the globe forming 

the enormous base of mass participation. Depending on the amount of 

skill development experienced by a player, one may enter the areas of 

competitive sport or even high-performance sport. It is at the top two 

levels (competitive sport & high-performance sport) that Major League 

Gaming oversees competition. The ladder matches and online 

competitions between Gamebattles users can be viewed as competitive 

sport, while the competitions between “professional players” at MLG 

events, represent high-performance sport. Major League Gaming 

distinguished itself from the CPL and other eSport organizations by 

allowing anyone to participate and compete through the Gamebattles 

website, with the possibility of becoming one of the game’s top 

competitors. Additionally, the Pro Points system developed by MLG 

gives players a clear indication of where they stand within a sport 

system and additionally, indicate numerically how close a player is to 
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reaching high-performance sport competition. The utilization of the 

pyramid model and objective indicators may provide an advantage 

over traditional sport systems that rely on subjective talent 

identification by coaches or staff. According to Green (2005), “effective 

systems for training, motivating, and supporting athletes are better 

predictors of success than are any measures intended to identify 

talent” (p. 235). The model created by Major League Gaming 

motivates and supports participants by making professionalism an 

attainable goal to all those involved in the competitive sport. It is 

important to note that mass-participation in video game play existed 

before the formalization of competition. Sport managers may be able 

to develop a sport system by identifying an activity that has a broad 

group of participants, and organizing formal competition for that 

activity if it does not already exist. From those competitions 

participants who display consistent success over opponents form the 

high-performance peaks that create spectator appeal. 

!
!
!
!
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Chapter 4: Issues in the eSport Industry and Potential 

for Policy 

 Despite the growth and success of the eSport industry over the 

past several decades, problems do exist within the eSport system. 

Similar to mainstream sport in modern society, participants within a 

sport organization are often scrutinized by the public. The eSport 

industry is a visible entity of the sport entertainment industry- an 

industry that generally holds its members to a relatively high moral 

standard. Since the birth of eSports in the 1980’s the industry and its 

participants have shaped the public’s view of the activity in a negative 

manner. Additional problems exist due to the digital nature of games. 

Cyber attacks threaten the quality of competition and recent focus on 

internet addiction has raised questions regarding the mental and 

physical effects of prolonged use. Furthermore, the violent nature of 

competitive video games has attracted the attention of scholars and 

subsequently, community leaders as a negative influence on the young 

consumers of the market. 

!
!
!
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Stereotyping of Gamers 

 The negative views and public opinion regarding gamer culture is 

well documented throughout the development of eSport, particularly in 

Asian countries where the sport is at the forefront of the sport 

entertainment industry. As with any group, video gamers have been 

subject to stereotyping and criticism due to the actions of a few 

individuals. The perception of video game and arcade culture was 

apparently negative, stemming from the violent and fantasy oriented 

content video gamers immersed themselves in. Additionally, Ellis 

points out in 1984: 

  

a relatively few arcades, by attracting troublemakers and/  

 or facilitating troublesome behavior by young persons, seem to  

 be able to establish in the minds of the public a connection  

 between video arcades and drugs, prostitution, theft, vandalism, 

 violence, and truancy. (pg. 60) 

  

 Williams and Smith attributed the mis-perception of video gamer 

culture to the media propaganda and biased scholars (2007). Criticism 

of the gamer population reached significant levels early on in Asian 
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countries, where video gaming was mostly confined to public arcades. 

In 2001, the Malaysian government denounced arcade and gamer 

culture, while ordering all arcades to shut down (Borrowy, 2012). The 

move was made in the face of intense negative popular opinion 

regarding arcade usage.  

 While the negative opinion of gamers formed by biased analysts 

is largely exaggerated, internet gamers in particular have not done all 

they can to protect their image. Instances of verbal abuse are 

common, as the internet provides an open pathway of communication 

for whoever wishes to use it. The presence of sponsors and 

mainstream media within the eSports industry has positively 

influenced the perception of video games in North America. David 

Creamer CFO of eSports Canada, further explained the shift: 

  

When I was a lot younger playing competitive games on the  

 Internet, everyone was very abrasive. There was constant   

 sexism, racism ...But as it's become more professional and  

 sponsors have gotten involved, it's been cleaned up. This has  

 made it more mass-market friendly.” (Nelson, 2014, para. 11) 

!
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 In order for the eSport industry to reach the mainstream media 

in a manner similar to traditional sport, stakeholders should seriously 

consider the perception of its participants to the general public. 

Coordination between mainstream media and eSport organization may 

be effectively utilized to shift the perception of the industry towards a 

more positive desired image, a technique employed by many major 

traditional sport organizations. 

!
Cyber attacks 

 The digital nature of video games and the use of internet for 

competition among players, has led to a problem not experienced in 

other sports. Cyber attacks on personal internet and the servers of 

competitive websites are common. While professional gamers enjoy 

the benefits and celebrity of live streaming their game play, it does 

place them in a position of vulnerability. In 2013 15-year old Paul 

Horner, using software that can be easily obtained, located the 

physical location of an opponent gamer to who he had lost (“15 year 

old who,” 2014). Using this location data, Horner called in a report to 

the local police, stating he had shot four people inside the opposing 

gamer’s home and will shoot anyone who attempts to come inside. In 
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response, a SWAT team raided the victim’s home shooting and injuring 

the gamer’s father as he sat inside his home. Horner was charged as a 

domestic terrorist due to his misuse of the emergency response 

system. He was sentenced to 25-years to life in federal prison for what 

he deemed “a prank.” Though this case is extreme and one of the first 

eSport crimes to be prosecuted, smaller attacks occur often. 

Distributed Denial of Service attacks, or DDoS attacks, are commonly 

used in many industries. In a DDoS attack the attacker sends 

countless requests to communicate with the victim’s internet. As a 

result, the victim’s internet is unable to perform legitimate operations 

for a period of time. In eSports, DDoS attacks are used to knock 

opposing gamers off the internet during competition. Often times the 

attacks are untraceable and provide advantages to the attacker during 

on-line play.  

 Because eSports utilize a digital medium and fragile internet 

network for play, organizations and competitors face problems not 

found in other sports. Privacy issues and cyber attacks are common 

issues that threaten the integrity and legitimacy of eSport competition. 

In order to ensure the safety of it’s members and protect the quality of 

competition eSport organizations should enforce strict policy regarding 
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instances of cyber crime or cheating. Because many video gamers 

compete at a young age it is important to educate the youth regarding 

the seriousness of “pranks” or threats issued to others because of 

video game use. The case of Paul Horner presents an unfortunate 

scenario that may have been avoided if the 15 year old had been 

sufficiently educated regarding the potential consequences of his 

actions. 

!
Addiction 

 eSport competitors spend a significant amount of time playing 

video games, practicing for competitions. The commitment is similar to 

the time spent by athlete’s playing physical sports, as mastery of 

certain skills takes years to achieve. Even outside the realm of 

competitive video gaming, there are instances of both children and 

adults playing video games for prolonged periods of time, often 

leading to adverse social and psychological effects. Several studies 

have documented this phenomenon, uncovering video game addiction 

as a realistic consequence of spending a long period of time playing in 

a  virtual fantasy world. In 2007 it was found that roughly 12% of 

video gamers display behavioral criteria that can be classified as 
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addiction related to their video game use (Grusser et al., 2007). 

Furthermore, using the popular online role playing game World of 

Warcraft, it was found that images of the game activated regions of 

the brain associated with substance dependence and craving. These 

two studies reinforce the observations made regarding video game 

addiction, however it has not yet been determined that excessive use 

of video games warrants the classification of traditional addiction. In 

the study measuring brain structure of professional gamers in the 

South Korean Starcraft league, researchers claimed that eSport 

competitors participation patterns resemble those of internet gaming 

addicts, noting professional gamers spend more then 10 hours per day 

playing and practicing (Hyun et al., 2013). Interestingly, they found no 

signs of addiction in the daily lives of the pro-gamers. Common side-

effects of addiction, such as high impulsivity and disrupted sleep cycles 

were not present. The researchers speculated that the gamers did not 

possess certain comorbidities required for addiction. It was concluded 

that eSport competitors experience long term changes in areas of the 

brain associated with problem solving; an outcome not seen in the 

patients who are experiencing on-line game addiction. Regardless of 

the clinical classification of the phenomenon it is important for industry 
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stakeholders to recognize and educate consumers regarding the 

potential consequences of increased video game use. Widespread 

health consequence as a result of sport participation is sure to attract 

the attention of advocacy groups, policy makers, and the public in 

general. By taking a proactive approach to ensure the participants are 

not experiencing adverse health effects, eSport organizations may be 

able to avoid future issues. Failure to consider the consequences could 

lead to problems similar to those faced by major sport organizations, 

like the National Football League’s widespread concussion 

investigation. 

!
Violence in Games 

 One of the most significant barriers to mainstream video game 

consumption lies in the violent content present in many popular video 

games. Similar to the violent events in the movie industry, certain 

genres of video game involve scenes of violence and death. The 

blockbuster console title Grand Theft Auto pits the user-controlled 

character against the lawful world. Interactive situations involving 

murder and theft are common place, as enemies and law enforcement 

employ various measures to try and stop you. Following record sales in 
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2008, Grand Theft Auto IV was the focus regarding multiple high 

profile, real-life acts of violence, said to be encouraged by the acts 

depicted in the video game. In June of 2008, six Long-Island teens 

wielding makeshift weapons, including a crowbar and broomstick, 

attacked and robbed motorists while walking down a street. The group 

later admitted to Nassau Det. Sgt. Anthony Repalone that their actions 

were inspired by the behavior of the main character in the hit game 

Grand Theft Auto IV (“6 teens arrested,” 2008). Unfortunately, even 

more gruesome accounts of violence due to the game exist. In 2013, a 

Lousianna 8 year-old shot and killed his 90 year-old grandmother while 

she watched television. According to SkyNews, a motive was not 

given, however the boy was found to be playing Grand Theft Auto IV 

before the shooting (“Boy, 8, shoots gran,” n.d.). Highly publicized 

events like these are sure to catch the eye of the public, leading to 

negative opinions regarding video game use especially by minors. 

Though the Grand Theft Auto series is generally not played 

competitively in eSports organizations, the game does bare the same 

Mature rating as competitive titles like Call of Duty, Halo, and Gears of 

War. The Entertainment Software Rating Board, or ESRB, is the 

organization responsible for the assessment of video game content in 
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the United States. Game developers including those of popular eSports 

titles, send their product to the ESRB with a description of game 

content. The board then rates the game with an age indicator ranging 

from EC for early childhood to AO for adults only. Notes about the 

games content are also included next to the rating. According to the 

ESRB website, the group does not possess legal authority to police or 

prosecute violators, however they work with retailers to enforce their 

decision in three ways: 1. provide in-store signage which explains the 

rating system 2. support their store policies pertaining to the sale or 

rental of Mature-rated games to minors 3. help educate and train store 

associates and employees with regard to the rating system (“Games 

ratings enforcement,” n.d.). 

 While anecdotal evidence of video-game induced violence exist, 

researchers have been unable to come to a conclusion on the 

significance of violent game content as a cause of real-life violence. 

Studies conducted in the 1990’s and 2000’s have been successful in 

displaying a correlation between video game use and aggression. 

Anderson & Dill (2000) found an increase in self-reported aggression 

among respondents who spent more time on video games in high 

school. Additionally, Kirsh (1998) found that children who played 
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Mortal Kombat directly before answering story-based questions, 

responded more negatively to those questions than children who did 

not play the game. Though Anderson, Dill, and Kirsh were all able to 

establish some correlation between aggressive behavior and video 

game use, researchers have been able to find instances were no 

changes in behavior occur at all due to use. Strathclyde University 

conducted a study in 1995 showing students responded with similar 

answers on personality and hostility tests following use of video-games 

containing varying levels of violence. In a comprehensive review citing 

59 studies, the author determined that evidence does not support the 

idea that violent video games lead to real life violence (Bensley & Van 

Eenwyk, 2001).  

!
!
!
!
!
!
!
!
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Conclusion 

 The eSport system represents a unique manifestation of 

traditional sport development through a digital medium. The evolution 

of video games from coin-operated arcade games to team-based 

objective games, introduced new elements of competition increasing 

the potential for skill development and mastery. Social interaction 

between gamers took place in physical settings such as arcades and 

PC bangs as well as over the internet across different locations. Social 

interaction played a critical role in the valorization of video game 

accomplishments, increasing the level of competition between video 

gamers. Video gaming began as a recreational activity fulfilling the 

intrinsic need to play, however following the release of competitive 

software, gamers began to increase their level of commitment to 

developing their skills. Throughout the 1980s and 1990s Event 

organizers had varying levels of success in staging and promoting 

highly competitive events that recognized the best players with 

tangible rewards. South Korea, a culture heavily interested in digital 

technology and network infrastructure, set the standard for 

mainstream video game competition by providing a sport system 

capable of supporting professional gamers through national and 
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international competition, while incorporating traditional sport 

components such as sponsorship promotion and sport governance. In 

North America, Major League Gaming has created a professional 

eSport league drawing from the massive number of casual gamers by 

allowing them to compete and track their progress towards 

professionalism through their website. The top players from each 

game form the talent required to run spectator sporting events like the 

successful competition debut at the X-Games in Austin, TX. While the 

eSport system benefits from traditional sport development elements, 

unique problems exist that threaten the image and integrity of 

competition. Progressive industry stakeholder’s may wish to control 

these weaknesses to avoid negative influence on the industry’s 

progress. As more attention is drawn to the growing industry by 

mainstream media and interested academics, educated sport 

managers may wish to involve themselves with the systems’ 

operations as it progresses towards a visible mainstream sport system.  

! !!!!
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