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Challenges and Opportunities





… Evolving youth culture 

“These private channels allow for intimate social

learning where knowledge deepens and is

stored within the silos of experts” (Kow & Young

2013)

“competitive gamers frame development by …

maturing as a gamer” (Kauweloa & Winter 2016)

“For youth, it was a place to access computers,

games, and socialize in between school, cram

schools, and home life” (Chee 2012)

clubs, teams, educational structures, military service, parental attitudes…→ 1. equal opportunities, 2. life goals



… Financial interest 

”the esports industry as a whole suffers from a

lack of consent standards that would

acknowledge the promotional expectation and

value of its various promoters”

(Chee & Karhulahti 2020)

“the esports industry will become more diverse,

increasing the competition and highlighting the

importance of a sustainable business model”

(Scholz 2019)

“The distinct level of control over each game and

the derivative aspects of the contests in esports

may lead game makers to operate somewhat

differently” (Holden et al 2017)

careers, sponsors, media attention, taxation, visas…
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→ 1. player rights, proper contracts, 2. monetization 



… Health domain 

”The fact that hundreds, thousands, and

millions of hopefuls strive for professional

careers in various athletic practices,

including esports, makes an interesting

case for addiction scholars in general”

(Nielsen & Karhulahti 2017)

“players face challenges to master their

gaming while addressing adverse

repercussions on their health” (DiFrancisco-

Donoghue et al 2019)

coaches, doping, mental 
health, physical health, 
social health…
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→ anti-doping

→ ethical desing (in/out)

→ medical experts 



… and Research 
1. Esports is not professional gaming, but 

competitive gaming on all skill levels

2. Esports is not electronic gaming, but industry-

driven sports owned by executive owners

3. Esports scholars: collaborate cross-culturally in 

order to better understand regional differences

4. Esports scholars: share your data, we need more 

open datasets to distribute knowledge

5. Esports scholars: innovate with methodology, 

combine multiple approaches and pursue 

longitudinal work and international teams!
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