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HEPIAHYH

Yopia Xmavidov: Ot tpokAnoels 6to afAntikd pdvatlpevt and v €lcodo Tov eSports oty
ayopd.

(Me v erifreyn tov Imdvvn AovBn, Kabnynt)

H tepdotio amqynon tov eSports tv televtoio dekoetion £yel emeépel oaAAoyég o€
TOPUOOGLOKEG OOUEG TOL afAnTKov pdvatluevt. H ovveyng apeiopnmon yo 1o €av to
eSports amotehovv mpdypatt aOANTIcHd amoterel va avoamdvinto gpdtnpo. To abAntikd
povatlUevt, v amovcio ool amdvInong 6TO TOPOTAVED EPMOTNUO, KOAEITAL VO KOADWEL
OPKETH KEVE, TPOKEEVOL va, avtamokpdel ota véa dedopéva. H dtapopetikn dtokvBépvnon,
Ol Ol0QPOPETIKOL EVOLUPEPOLEVOL KOL T OLOLPOPETIKE EMXEPMUATIKA HOVTELD €lvar HOVO
HEPIKES amd TIC KOOMUEPIVES TPOKANCELS TOV £XOLV EMPEPEL Ta SPOrts oto abAnTiKd
pévatluevt. Xmv mwopovco PPAoYpaeikn ovacKOTNoN EMYEPEITOL O EVIOMIGUOS TOV
KUPLOTEPOV KOTNYOPUDV TPOKANGEWDV TOV £)El MPOKAAEGEL 6TO afANTKO pdvatlpevt 1

eloodog Tv eSports otnv ayopd.

Aéleig herowa: E-Sports, A0intiko uavarluevr, Araxofépvnon, Evolapepouevor



ABSTRACT

Sofia Spanidou: Sports management challenges after the outburst of the eSports industry.
(With the supervision of loannis Douvis, Professor)

The increasing popularity of eSports over the last decade has brought many changes to the
traditional sports management norm. The ongoing question of whether eSports are Sports is
still waiting for a answer. Sports management should now cover a series of management
gaps, in order to respond to the eSports industry needs. New governance structures, different
types of stakeholders and a variety of business models are only a few of the everyday
challenges the rise of eSports has brought to sports management. The aim of this literature
review is to collect, define and categorize the major challenges that sports management is

called to respond to due to the increasing rise of the eSports industry.

Keywords: E-Sports, Sports management, Governance, Stakeholders
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1. EIXAT'QI'H

Ta eSports kot to opyavouévo emOyyEAUOTIKG TPOTOUOANUATO BLvTeomatyvididv
avayvopilovtal mAéov g pia avepyouevn Popnyavia abAntikng yoyayoyiog. To eSports
YOV TOAAG amd T YOPOKTNPLOTIKE TV TOPAdOGloK®Y afAnuatwv, Ommg elval ot
enayyeALOTIEG TOIKTEC, Ol EMOYYEAUATIKEG OUAOEC, M €vVioio ap@ieosn, Ol TPOTOVNITEG, Ot
xopNyot, To TpOTaOAaTa, Ol pavatlep, To LETAYPAPIKA CLUUPOANLN, Ol GYOAMACTEG YDV,
Ol KOAEYIOKEG VTOTPOPIES, TOL GTOYNUATO, TO VIOTIVYK, To oTNUéVa Ttoyvidwa, o 6eElondg.
Ewwotepo petd v mavonuio tov Covid-19 kot v anovcic tov mp@todinudtov kot
AYOVOV TOPad0oCloK®V 0OANUATOV, To. eSports yvopisav tepdotia, oyedov aveEEleyktn
Gvodo, KabMG TO0 KOO £GTPEYE TO KOWVMVIKO TOL evilopEpov ota eSports. To amotélecua
ntav ta eSports vo omoteAovv mALoV o Plopnyovic  €KATOVTAO®V  EKOTOUHVPI®mV
KATOVOA®TOV — BgatdVv, | omoia Opm¢ ota Oepédd g eivar axvBEpvntn.

Tavtdypova, M tepdotio oty AVATTLEN NG TPOGEAKLGE EVONMIKOVS Kot Un
EVONLKOVS OPYAVIGHOVG, Ol 0010l TPOKELUEVOL VO EKUETOAAEDTOVV TO VEAVIKO KOWO TV
eSports kot v mlavoTNTA SlopopoToinoNg aENGAV TIG ETEVOVGELS KO TIG XOPTYIES TOVG.
Amotedovpevn, ®ot0c0, N Pounyavia tov eSports and mpotadinuota mov Pacsilovior ce
oynuoticpovg franchise kou evpiokdpevn movta VO TOV EAeYX0 TOV WLOKTNTOV/ EKSOTOV
TOV TOyVIOLV, 1 Pounyavia tov eSports eueovilel mapdyovieg kot dedopEVO TOL OEV
Y®POLV 0VTE TPOPAETOVTAL A0 TIG TAPAGOCIUKES APYES TOL 0OANTIKOD HAvVOTiHEVT.

[Topdro mov M Prounyavio Tov €SPOrts avanticCETOL GLVEYMS, N apBpoypapio dev
npolofaivel va avtomokpldel omv toydtra tov efedifewv. Mg 10 GUVOAO NG
BipAoypapiag va ypovoroyeitarl evtog TG TeEAELTAING OEKOETIOG, OL TEPIGCOTEPOL GVYYPUPEIS
acyolovvtol pe o {NTnpa Tov katd m1déco To eSports amotehovv abinticud. Ipdyupott, to
GLYKEKPIUEVO EPOTNLA, EXEL EMLYEPNOel TOAAEG POPES Vo amovTnOel amd Tovg akadnpaikovg,
Yopic ®oTOG0 caen amdvinon. Awoti, mapdAo mov o eSPOrts £yovv MOAAG ctolyeion TOL
Tpocddlovy He avTd TOL TOPASOCIHKOD OOANTIGHOV, Om®G aVTE Tov  avaEEpOnKay
TOPATAVE®, £XYOVV KO U0l 1010{TEPT) LOPPN, OO Kol AEITOVPYiQ, 1) OTOlo OEV EMTPEMEL TOVG
KOONUOTKOVG VO OTOVTOOVY e G1youpld Oetucd. Awdti, to eSports dev eivar akpiPadg
afAnTicpdc, dev eivar OpmG kol OmMOKAEOTIKA pio PBropmyavio. TNV TPOyHOTIKOTNTO
amotelel Evav GAA0 TOTO aBANTIKNG Propmyaviag, OPOPETIKO amd avTOV Y10 TOV OTOIoV TO

aOANTIKO pavatlpevt £xel LEYPL CNUEPA OVOTTTOEEL APYEC.



2V mopovoo EPYNcio EMYEIPEITOL 1] OVASEIEN OVTAOV OKPIPDOG TOV KEVOV TTOV £)EL
TPOKAAEGEL 1 Taxelo ovATTLEN Ko EEAMA®OT TV eSPOrts oto abAnTkd pdvatipevt. Méoa
amod pe ovvleon g vmdpyovcos Piproypagiog amd SlapopeTikd emioTNUOVIKG Tedia,
EMUYEPEITOL Lol KAAVTEPN KATOVON O TOL abANTIKOV pavatipevt ota eSports. Me avtdv tov
Tpomo yiveton pio. wpoomdbelo evioyvong kot g PipAoypapiog oxetikd pe to eSport
pévatluevt, ded0péVOL OTL M OVATTTLEN TV ESPOrtS amottel Ko TV SlopopomToincn g
VIAPYOVOAG EMGTNUOVIKNG YVAOONS KoL TNV TPOGAPUOYN TG oTa véa dedopéva. H mapodoa
epyaoia amookomel va avadeifel Oha ovTa O KEVE Kol OAEG TIG TPOCKANGCELS OTIC OTOlEg
KaAgiton vo avtamokplfel 1o afAnTikd pavatlpevt, pe t€To10 TpOTO, MGTE GE MEPIMTOGCT TOL
KAmo10¢ Un oYeTWLOUEVOG e TNV ayopd TV ESPOrtS gopéag, emyelpovoe v €160d0 Tov, va.

yvopile axkpPog Tt o avtipeTOmicEr.

2. ESPORTS

2.1 H otadwkn €i60d0g TV ESPOrts otnv ayopd

Onwg kdbe Prounyavia e&ehiooeton pe v Tapodo Tov ¥pdvov, £TGL KoL 1) 0yopd TV
eSports eEeAiyOnke otadiokd. [Tapdro mov, evdeyouévmc,  otadtokn eEEAMEN TG ayopdg Twv
eSports pmopel va unv €ywve apéS®MG OVTIANTTY OO TOV OKOOMUOTKO Kol ETLYELPUATIKO
PO, N aropyf g evroniletar 18N 670 devTEPO GO TOL 20” CAdva Kot TawtileTar pe v
TPAOTN ELPAVIOT TOV ToLYVIOIOV cuvaymviopod. Eva tétoto moyvidt ftov kow to Tennis for
Two, n eueavion tov omoiov otnv ayopd £ywve to 1958 (Scholtz, 2019). IMapdéro mov v
nepiodo exetvn vanpye MON SLOUOPPOUEVT Oyopd Yo TETOOL €100VE oy Vidle, To Omoia
nepleAdpfovoy Kot tn SdpacTikOTNTO LE TO KOWO, OV LINPEE KAVEVO EVOLOPEPOV OO TIC
EMEPNOELS VO KOTOKTACOVYV OVLTAV TNV OVEKUETOAAELTN pEYPL TOTE ayopd. Xe avTd
oLVEBaAE KAl TO VYNAO KOGTOG TV VITOAOYIGTMV, TO 07010 TOVS K0O16TOVGE MG £val EpYyaAeio
7oL dgv yvotav vo. ypnotporondei yia dwokédaon (Kalning, 2008).

H ntdon ¢ tyng tov vIohoyiotdv €pepe OAAAYEC OGTNV Oyopdl TOV TALYVIOIDV
CLVOYOVIGHOV, omtdte Kot tepimov 10 1970 gueaviotnkoy o NAEKTPOVIKA oty violo Kot ot
TPMTEG KOVOOAeC. Q0TOGO, GE OLTA To TWOAD TPpde oTadin eEEMENG Towv eSports, ot
etoupeieg pe peydAn duokoAia va amokToovy KEPOOS T0 TPoidv Tovs. 'Etot, 6tav votepa omd
™MV emruynpévn omomepo polikdv aydvov tov maryvidtov First National Space Invaders,

avakowv®Onke to Tpmto TpoTddinua Atari, oto omoio avapévovray 10.000 cuppetéyovreg,



ot omoiot Ba dtekdwovoay 50.000 dordpila, M EALEWYN OpYAVOONG KOL AOTAOV KIVATPWV
00NYNOE OTNV TANPY OTOTLYIOL TOL EYYEPNUOTOC Kot avESEIEE TOV  ay®dVO TV
Bvteomouyvidldv TPOKEWEVOL Vo SopopPmBel éva emTUYMUEVO Kol EMIKEPOEG LOVTELO
eMyeipNoNg o ta NAEKTPOVIKA matyvidlo (Smith, 2012). Xtig apyég g dekaetiog tov 1990
dopyavmbnke to Iaykoéouo mpotddinua Nintendo, émov n Nintendo ypnoiponoince 1o
TPOTAOANUA, Yo vo Tpowbnoel ta Pivteomaryvidww tc. Exeivn v emoyn, ovvendg, 1o
LOVTEAO EMXEIPNONG EMIKEVTIPOVOTAY TTEPIOCOTEPO GTO NAEKTPOVIKG TToyVidlo ¢ ePYUAELD
napketvyk kat oyt og péco miovtiopov (Cifaldi, 2015). Qotoco, N emoyn avty é0ece Tig
Baoeig yio v petémerto eEEMEN Tov eSports. (Borowy & Jin, 2013)

2y dw dekaetio, avty tov 1990, n ayopd nAekTpovikoh LROAOYIOTH £Yve MO
TPOGITH] OTOVG TEPLGGOTEPOLS avOpdTOVG, omdte ko ennAbe peydAn dvodog TtV
Brvteomayvidimv, eved koveoreg énwg to Game Boy kot to Playstation, siofyoyav aicOntd
to Prvteomaryvidw oty kobnuepwotnta tov ypnotdv. H dvvatdomta va cvvaywvifovton
TEPLOCOTEPOL ATO EVOG XPNOTES, KaBdg Kot 1 xprion tov Internet, ékave tdpa o 0KOAN Ko
EPIKTN TNV O10pYAVOCT JYOVICUDV, KAODS TAEOV O1 YPNOTES giyav TV SLVATOTNTO VO
ocuvayOVIGTOOV HETAlh Tovg. ALt 1 0Alayn 6TV ayopd, 6oL 0 GLVAYOVIGUOG dVO M Kol
TEPIOCOTEP®V YPNOTAOV €VOC oy VIdolov Ntav TALOV OLVOTOS, MTaV KOOOPIGTIKY Yoo TNV
e&éMén tov eSports. (Scholtz, 2019) ITAéov, ot teyvoloyikég kot moMTIOUIKEG eEEMEEIC
ooNynoav Kol o€  VEO EMXEPNUOTIKA HOVTEAQ KoOdg kol o€ VEOLS  TPOTOUG
vopuspatonroinong tov Pvteomaryvidiwv. Méypt m dexaetia Tov 2000 gppaviotnroy apketd
Brteomayvidta, Kabéva amd ta omoio EKavE TOVG SIKOVG TOL OYDVEG, EVM E TN GEPE TOVG
0AOEVOL KOl TTEPLGGOTEPES ETOLPEIEG EOEIEAV EVOLAPEPOV VO, ETLYOPNYHOOVY TAL TOLYVIOLOL Kot
TOVG ayDVES avtovg. [T, Opms, To emyelpNUATIKO LOVTELD TV ESPOItS dev NTav EMIKEPIES
KaBmG, TapOLO TOL Ol OlOPYAVEOTEG €lyave KATOO KPS KEPOOG amd TN O0PYAvVOCN TWV
AYOVOV, T0 T0GO QVTO ETAVOYPTGLLOTOOVTAV Y10, TV TEPAUTEP® ILOPYAVMOCT OYDV®V.

2115 apyég tov 2000, 1 kpion mov ytvmnce v Acia avtipetoniotnke and tm Notia
Kopéa pe tov expovtepviopd tov tpoidviov kour cuvnbeidv. H ayopd evdg vroroyiot) éyve
KOO TT0 TPOG1TH Ko 1 TaryvTnTa BeATidbnke oe peyaro Babud. Tnv emoyr avt Ekavay Kot
mv epeavion tovg kot to internet cafes, ta omoio Aettovpyodoav cav éva KEVTIPO
NAEKTPOVIKOV TOLYVIOIDV HE TOVG TEAATEG VO EVOIKIALOVV €vay VTOAOYIOTY| Yo Vo Toi&ouv
Bvteomaryviole pali pe tovg GIAOVG TOVG 1 HE OVTOY®OVIOTEG oV elyav dnuovpynoet. H
eULQavion kot Kvplopyio. tov internet cafes omuiovpynoe 1o TéAEWO £30POC Yo Vo
onuovpynbei 1o owodounua tov eSports (Yoo, 2014). H ovykpdmmon g mpdTng

opocmovdiog kataypapnke otn Notwa Kopéa, 6mov n Korean eSports Association (KeSPA)



amoTeEA®VTOS UEPOC Tov YTovpyeiov Tovpiopod, TToAttiopod kot AOANTIOHOD NG YDOPOC
KATESTNOE TN YOPO ®G TN UEYAAOSVVAUN OTOV TOUEN TV ESPOrts, kot £pepe oKOUO
TEPLOCOTEPO KOO GTOV YMPO TOV NAEKTPOVIKOV Totyvidtmv. Tavtdypova, 1 cupPforn g
Samsung nrov  kaBoploTikn, KaODG EMYOPNYNOE TO TPMTO TOYKOGUIO TOLPVOVE
NAEKTPOVIKOV O1AOPACTIKMV ToyVIdldV 6to omoio cvppetetyav 430 maiktec and 37 kpdatn,
ot omoiot dekdikovoav to Emabro twv 300.000 dorapionv (Sybota, 2011).

Av16 oL £Kave TNV TEPiodo ekeivn T Notwo Kopéa va dtapépet og oyéon pe ta GAAL
KpAtn mov mpocmadovoav va €i6EABoVY oTOoV YMpo TV ESPOorts, Hrav M opydvmon Kot
dloiknom mov elxe M xdpo 6€ OAO TO €0POC TOVG. MEG® TOL AVGTNPOV EAEYYOL KO TNG
opyavopévng dwiknong, n Notw Kopéa dnpovpynce éva owkosvotnuo, 610 omoio ta
dthpopa  emryelpnuoTikd  poviélo eSports pmopovoov vo e€ehybodv  (Jin, 2010). H
EVAGYOANOT TOV TPOYPUUUATICTAOV TOV PIVTEOTOYVIOIDV LUE OLTO TO OIKOGVGTNUO EPEPE TIC
TPOTEG PEATIOTOTOMGELS 1ON VILAPYOVTIOV TOLYVIOUDV Kot AVEIEIEE TIC TPOOTTIKES OV ElyAV
To. €Sports. Amd emyelpnUATIKNG ondOYemS, OU®S, NTav akopa apfépato eqv Bo pmopovoe
avt N ayopd va eEelyBel kot va yivel éva Prodcio povtého entyeipnong. Aot v dekoetio
tov 2000, 1 Bacikn Ty €1600MUOTOC TV ESPOrts Ntav ot WwTIKEG yopnyieg, ol omoieg
dtvovav oxeddV amOKAEIGTIKA Y10 TNV SLOPYAVEOGCT] TOV 0yOVOV Kol Y1t TIG 1101 OPYOVOUEVEG
ouddec. Ta eSports oev emelyav ™ 0éom evog mpoidviog mov Bo emépepe képdog. Hrav
Kuplmg Yoo TNV O10KEDAOT] TOV TOUKTOV Kol TOV Beatdv, evd 10 £mabAo TOV VIKNTOV TOV
ayovev, To omoio Ntav TOAD WKPATEPO GE OYECM HE TO TOPWE Ogdopéva, cuvnimg
potpdlovtov petacd v opadwv kot tov dtopyavaoemy (Scholtz, 2019).

IIpog ta téAn g dekaetiag Tov 2000, kot a@od to €SPOrts eiyav emPudost g
TPAOTNG TOVG AVAYVOPISTIKNG TEPLOO0V, dtopyavabnkav yia mpotn @opd ot [Hoykdopot
Aydvec eSports, yio TV GUUUETOYN GTOVS OTOI0VG, Ol TOUKTEG ATOLTOVVTOV VO LEVOVY GTHV
Kiva 11 o Nota Kopéa. Tote omv ayopd towv eSports eppaviomke kot 1 Kiva. [Hopdro
OV POVOTAV VaL £XOVV UTEL KAToleg PAGEIS 0N ayopd TV ESPOrtS, dnme Yo Tapddetypa 1
0éomion ypNUATIKOV ETAOA®Y, 01 S18POPOL OPYAVIGHOL Kol ETLXEPNOEL ESPOrtS, mov glyav
puéxpt tote dmuovpyndet, £deyvav va punv yvopilovv mwg vo ETEKTEIVOVYV TEPAUTEP® TNV
ayopd Kot TO EMYEPNUATIKO HOVTELO OV Pprokdtav ota okapld. ‘Etot, kot kabdg 10 Kovd
TV eSports peydlmve Kot m ypNoN TOL IVTEPVET Yio Stu@Non Mtav moAD okpipr] Kot
EMGPOANG, N oyopd oTpdenKe TPOg TV TNAEOPOCT, ®C TO HEGO Tov Ba pmopovoe va
EMEKTEIVEL OKOUO TTEPLOGOTEPO TO QiAaOA0 Koo (Linge, 2016).

Qo61660, 0VTO dev dMPKNGE TOAD. ApkeTd cuvtopa 1 {ovtavh petadoon Tv eSports

HEG® SLOOIKTVOV £YIVE OPKETA GTNVY, OTTOTE Kot 0 KOGUOG TV eSPOrts amopaxphvinke omd



™V UETAd00N HECH TNG TNAEOPAONG KOl OTPAPNKE OTNV UETAO0ON HEGH SLOOIKTHOVL.
E&dAov, n tAeopaon tOTE Acttovpyovoe Pdoel evOC KOAQ SOUNUEVOL ETLYEPTUATIKOD
LOVTEAOV, OTTOTE KOl OEV EYE TNV AVAYKN TOL VEAVIKOD KOO TOV TPOGEAKLOV TO. ESPOITtS.
Emopévac, 10 mAéov 0tKoVoUIKA TPoGttd S1adikTLO Kol 1 avAykn yio aveEaptntn HETAO00T)
TV eSports éotpeyav to. €SPOrts mpog v petddoon pécwm dwadiktvov. ITaM, dpme, Ta
eSports nrav £va AOANUa Tov AduPave xdpa VIO TV 0plwV EVOG OMUOTION, EVED 1) GVLYYLON
petald g petddoong twv eSports péocw tmieopaocng M O1dIKTOHOL, 0dNYNCE TOAAOVG
opYaVIGHOVG eSPOrts oty amotvyia, Wiaitepa otic HILA.

To 2007 to Championship Gaming Series 2007 kvpidpynoe otV oknvi twv eSports
¢ Bopelov Apepiknig, ®otdc0 01 £E0peTikd avGTNPOol KOVOVES GUUUETOYXNG, OTMG Yol
TOPAOELYHOL M OTOYOPEVLOT] GLUUETOYNG TOV TAKTOV G€ GAAN TOLPVOLA, KAOMG Kol To
aVGTNPE TPOCTIUA GE TEPITTOON TOPAPUCNS TOV KAVOVAOV, GUYKPITIKA UE TOL KEPOT, OV
édmoav dapkelo. oto dpmpevo avto (Jabzilla, 2016). To eyysipnua tov Championship
Gaming Series 2007 eykataieipOnke mold cvvtopa, kabhg Eyve avtiAnmtd Ot dg Ba Tov
EMIKEPOEC LETA TO MEPAG TG emdpevng mevtoetiag (Li, 2017). Tny id1a otiypn, oty Evpdmn
T eSports yvopioav pia mo guoikr eEéMEn. To DreamHack éywe 1diaitepa dnpoeirég, to
ESWC éywe éva amopaitnto tovpvovd yio T1g opdodeg, eved 1o 2005 10pvbnke to WCG
Samsung Euro Championship. Kofd¢ ot Notwa Kopéa n ayopd tmv eSports €ide v
andivtn Kopvewon mepinov 1o 2006, oty Acio otadiokd n ayopd petapépbnke oty Kiva,
LE TN YOPa VO YIVETOL OTOPOLTN T GTOV YMPO T™V eSPOrtS.

O aAlayég avtég avédeiEav éva ol Pacikd otoryeio g ayopds Tv eSports: v
TPOcapLOSTIKOTNTA. OGES EMYEPNOELS 1] OPYAVIGLOL OEV KATAPEPAV VO TPOGAPLOGTOVV GE
éva. oroéva petafoArdopevo mepiBdAiov eapaviomnkov, eved 0cec €0e1Eav  KaAOTEPN
TPOGOPUOCTIKOTNTO €lyav o @Ok &EEMEN. Aapopeobnke, £€tol, (o véo yevid
opyavicpdv, ot omoiot mpoomabovoav vo £€(0VV  EMAYYEAUOTIGUO KOl ETOYYEALOTIKN
opybvon foM amd v apyn TS Asttovpyiog Tovs.

Me tov Koupd, Opopeaddnkoy Kot ol TPOTEG OOUEG OPYAVMOONG, OTMG MTOV
opooTovdiec, ot omoieg oAokANPOONKay pe v Wdpvon g Aebvodg Opocsmovdiag eSports
(1eSf), n omoia ko Tav to d1eBVEC drotknTikd dpyavo to 2008. Yrnipyoav Opmg pepikd Pacikd
npoPAnuata otnv opydvoorn twv eSPorts ce opoomovdiec. Apyucd, M oebvng abAnTikn
oknvn 0ev avayvaplle TV VOLUOTNTO TV eSports, kabmg o d1dAoyog Yo T0 Katd mTOGO
umopovv Tt eSports va Osopnbodv wg abAnuata kot va gviaybovv oto TAIGLo TNg
aOANTIKNG 0pYAvVOONG NTAV 0VOLYTOS KOl OPKETE ETPVAAKTIKOS OVOPOPLKA LLE TT VOUUOTNTA

toug. Katd devtepov, ev amovcio evog kabiepmpévov opyaveoTikod Kol VOUIKOU TAOLGIov,



nrav  mpoPAnuotiky 1 onuovpyio eBvikdv opoomovolm®y. XapakTnploTikd &ivor 10
wapadetypo g leppaviag, oOmov omuovpyndnkav oe ddotuo 000  €TOV, OVO
avtoyoviotpleg Opoomovdieg eSports. Méypt ekeivn ) otiypn, kopio Opoomovdio dev
umopovoe vo. deifel tov emayyelpationd kot tov leyyxo mov £deyve n KeSPA (Scholtz,
2019). Tpitov, 10 GOLOTNUO TOV OUOGTOVILMV EOELYVE VAL UMV EIVOL TO KOTAAANAO YioL TNV
0pYavmOoT, EAeYY0 Kot dloiknon Twv eSports, omdte Kot avadeiydnke n avaykn avtodloiknong
0V k@B mayvidon Eeywprotd. ‘Eva té€t010 poviélo avtodioiknong frov to G7 yu 10
noayviot Counter Strike, 6mov entd opddeg evobnkov pe okomd va mpowbnoovv
ocvvepyosio kot tnv evoTnTa TV ouddmv. ITapdio mov avtd 10 yyeipnua dev mETVyE, £0e1Ee
OU®G OTL M awTOd10iKN O™ TV ESPOItS glvan £va povtédo mov pmopel va eEeiryDel.

Tnv endpevn mevtaetio mov axorovdnce tic e€ediéelg avtég, Nrot Ta €t 2009 €mg
2014, n owovolKn Kpion cap®dg kol exnpéace o eSPorts kou T etoupeiec mov eiyav
eumhokel, 0edopévon 0Tt péypt tote TOL ESPOItS ¥PNUETOS0TOVVTAY KLPIOS Amd WOUDTIKES
xopnyles. H owovopkn kpion dAloée kar tov 1pdmo okéymg Ocwv péyxpt tote elyav
TpooTanoel va. dNpovpynoovy €va PO HOVTEAO EMEIPNONG KOl KOTAPEPAV VO
TOPOLEIVOVY GTOV Y®PO TV eSPOrts. Ta xpovia avtd £3e1&av 0TL 1] EMEVOVLOT 6T OMovpyio
eVOC aKpoatnpiov EVOEYOUEVMS VO Eival pid TPOGEYYION QUOIKNG €EEMENG Kol avAmTTLENG
Tov  eSports, odedopévov oTL 1O TOrKvidt yivetar WO TPOSPAGILO, ELYAPIGTO KO
dlokedaoTikd. ‘Eyovtag 1o amopakpuviel amd v 1d€a g tpomOnong Kot Tpofoing twv
eSports péow tAedpaong, To S1adikTvo HTOV 0 POVOG dPOUOC Yo TV emTvyia. Qotdco, 1
petdAlaén M M Omuovpyion evog EMYEPNUOTIKOD HOVIEAOL ©TO Yneuokd mepPdiiov
amodelyOnke peydin Tpokinon yuo to mopadoctokd péca. To okentikd micm amd avtd T0 VEO
EMYEPNUATIKO HOVIEAO NTOV 1 YPNON TOV ovvolsOnudtov Kot Tov Jecumv UETAED
PULAOAWDV, 0PYAVICU®OV, TOUKTAOV KOl ETUPEIDV, OGTE TO TPOTOV Tov Ba dnuovpyndet va Exet
NV TPOOTTIKY pHeyding diapketag (Messier, 2010).

Méoca 6e avtd To TOpoydON Yo To. eSports ypovia, tpio yeyovota kabopicav v
apyn poag véag emoyns. Avtd ftav n KuKAOQopia Tov -ToAD yvwotob mAéov — League of
Legends to 2009, n kvkAogopio tov StarCraft 1l to 2010 ko 1 idpvon tov Twitch to 2011.
Edwcotepa, to League of Legends fitav apketd emnpeacuévo and to moaryvior Defence of the
Ancients (DotA), oto omoio petd v kvkAopopio Tov League of Legends ywvotoav aAlayég
Kol TPOGONKeS yopaKTNpOV oxedOV Kbe dvo Poopdoes. Avtd dlatnpnoe TV PPECKAEdN TOL
TOLVIOL Kol KPATNoE TOAAOVS amd TOug NON VIAPYOVTES XPNOTES, Kavovtag kot tTo DOotA
éva amd o o dNUOEIAT Toyvidle. Me ta xpovia M etarpeio Riot Games otipi&e moAd tov

YOPOo TV eSports, ewdwotepa péocw g dopydvmong tov Iaykdouov Ipwtadinuatog to



2011 xon tov IpwtabAinuotog League of Legends to 2012 ko 2013. IMapdAinio pe owtég Tig
e€eliéelg, n etaupeio Blizzard Entertainment petd v avakoivoon tov StarCraft 11, dovleye
tpio gpdvia yuo v PeAtiotonoinon tov moyvidlov. Katd ) dibpkela Tov eTdV avT®dV ot
YPNOTEG TOPEUEIVOV GTO TOLYVIOL Kot dnuodpyncav Kol TG TPAOTES Opades eSports, evad
eniong oopyavodnkay kot tovpvovd (Partin, 2018). Avtd ta yeyovoto TopaKOLVNOAY TOV
YOPO TV eSports, evd oe avtiBeon pe maAaidtepa VPPOKE HOVTEAD ETLXEIPNONG, TOAAEC
etapeieg LETEPPOAGAV TO YEYOVOTO OUTA MG o gukaipios va SNUovpyncovy évo PLdctpo
povtéro emyeipnong. Tavtoypova, enétpeyay oto SPOrts vo dtopopedcovy pio, Bropnyovia
mov Ba pmopovoe vo emkevipwbel oe otabepés poég £50dmv, otabepr) Kol ywpic pioko
avamtuén kot teMkd og mo Prdowo poviéa emyeipnong. (Messier, 2010) Axkopa, m
dopybvoon mpotadAnudtov onpove OTL Yo TPAOTH EOPE ol emayyelatieg maikteg glyov
éva kabopiopévo oo (ESPN, 2017). BéBata, avtéc ot e€eAilelg odnynoov ot dnuovpyio
VE®V OPYAVIGUAOV, VEOV TOLXVIOIDV KOl VEDV ETOLPELOV TTOL dlekdkovoav 1 BEon Tovg otV
ayopd twv eSports.

To 2013, n avakoivwon tov Twitch épepe oy ayopd twv eSports éva peydio
avVTaYy®VIOTIKO TAgovékTnua: v (ovtavh petadoon (Streaming) (Taylor, 2012) (Scholz,
2012). H peydn evkoAia mov €pepe 1 xpnon tov Streaming £dwoe TALOV T SLVVOTOTNTO
0TOVG emaryyeApatieg va petadidovy (ovtavd v mpondvnsct Tovs, SNUOLPYDVTAS ETCL i
emmAéov otabepn MmNy EC0OMUATOC, TOL OmMOTEAOVCE mepimov T0 1/3 TOL €TfGl0V
glooonuotog toug (Scholz & Volker, 2017). To Twitch ftav évag otabepomonTikog
Tapdyovtag Yo To. eSports, kvping yoti £€0e1ée oTov KOGUO TU TPAyUATIKE cvuPoivel pe
avtd. TTapdAinio, TPOGEPEPE GTATIOTIKA EMOKEYILOTNTAS, TO OTOi0L XPNCLOTOINGaV Ot
OUAOEG KOl TOL TOVPVOVH TPOKEUEVOD VAL SLOTPUYLATELTOVV HEYOADTEPO TOGA Yopnywy. H
avamtuén TV eSPorts Kotéotnoe MAEOV QUOIOAOYIKO Ylol TO KOWO TNV TPOKTIKY TOL Vi
nopokolovdel koveigc Prvreomaryvidw. H teyvoloyikn e&éMén mov £pepe 1o Twitch oty
uetadoon oe mpoypotikd ypovo (live streaming) Pondnce tovg opyavicpovg eSports va
dwpopemcovy pia otabepn pon weodnuotog. [TAéov, pmropovoav va Tpoypappaticovy To
EMYEPNUATIKO povTtélo mov Ba axoiovBodoav kot NTav dvvatd va AneOBovV oTpaTNYIKEG
amopdoelg yo. {ntiuata TEpav Tov TAALGIOV Tov €vog £€Tovg. ‘Etot, Aoutdv, otadiokd To
EMEPNUATIKO HoVTELO TV eSports dev kabopiloviav mhéov udévo omd Tig yopnyieg, oAAd
EMKEVTPOVOTAY GTO KOWO. Mg TNV ¥pnon ToV UETPNOEMV KOl TV GTATIGTIKOV 1TOV TAEOV
dVVATO VO TPOGEAKVGOVY VEOLG 1| KOl TEPLGGATEPOLS YOPN YOS, KOONDS HUTopovsay Vo, TOVG

dei&ovv ta pelhoviikd k€pdn amod Tig emevovoelg tovg (Partin, 2018b). IMaporo mov n elGpon



YPNUATOC OV MTOV UEYOAN, Onmovpynnke €vo PLOCIHO ETXEPNUOTIKO HOVIEAO TTOL
EMETPEYE OE MEPIGCOTEPOVG TTOUKTEG VOL YIVOLV ENAYYEAUATIEC TAPOVS ATAUGYOANGNG.

Yta wo wpoceata ypovia, 1 e€ayopd tov Twitch amd tv Amazon odfynoe o€ pia
ayopaoTIKY PpeviTIdn Tov cuveyiletar péypt kot onpepa. Ohoéva Kot TEPIGCOTEPEG ETALPEIEG
EKTOG TOL OIKOGLOTNUOTOS T®V eSPOrts deiyvouv evdlapépov va gviaybodv oty ayopd,
OLLOPPOVOVTOG VO OTKTVO EMYEIPNUATIKOV HOVIEA®V UE EVEPYN €PELVA TOVE® TOVG
KaboploTikovg  mopdyovieg Kor  cvppetéyovreg.  [oapdiindo, yivovtor mpoomdOeteg
opybveong, ETPOANG KAVOVIGLMVY Kol ¥pNoThg dtakvBEpvnong twv eSports, e1.6ayovtog Toug
EAEYYOVE OVTI-VIOTIVYK KO TOV OyMVO KOTE TOV YEPAYOYNUEVOV TALVIOLOV GTOV KOGLO
tov eSports. H idpvon g IMaykdouiag Opoonovdiag eSports ( World Esports Association —
WESA) eiye o¢ okomd ) 0éomion KavovioudV Kol KovOvmv, evd dnpovpyninkay Kot
aveEGpTNTES EVOGELS Yo TO, EMUEPOVG Tawyvidlwo, Ommg Yoo to League of Legends, to

Overwatch ka1 to Counter Strike (Locklear, 2018).

2.2 Eival ta ESports a0intiopoc;

To xaipo gpodmua etvor €dv pmopovv ta eSports vo Bewpnbovv abintiopnds. H
OAVINGN GTO EPAOTNUO AVTO Ogv gtvar capng Kot EexdBapn, kupimg Adym g advvoptiog
gvpeong ovykekpluévov kputnpiov, pe Paon ta omoia o pmopécel va yivelr n cvykpion.
A10T1, OTO¢ Kt 0 afAnTIcpdC €161 Kot To. eSPOrts KataAapBavouy dtdpopovg Topels, omdTe
Kot glvar advvarto va Ppedel Eva eviaio kprtplo M €vag OpIGUOS TOV VO KOTOAAUPAVEL OAEG
TIG GLYKPIGIUES TTVYEG. € YEVIKEG YPUUUES, Bewpeitar 6Tt TOG0 0 Opog abANTIGHOS 0G0 Kol O
Opog eSports eivar gupeieg £vvoleg, TOV AAANAOKOADTTOVTOL OAAG SEV CUUTITTOVY ATOAVTO.

INoa va d00el 0 opropdg TV eSports kot vo kKpdel edv pmopodv va Kot yoplorotnfovv
o¢ afnTicpdc etvor onuoviikd va yiver katovontd TL avaydysl UL CLUYKEKPLULEVN
dpactnpomto e abAntiopo. Ta eSports €yovv moAAd €idm, pe ta Mo yvootd, OT®G
napovotaleton Kot wapakdtom otny Ewova 1 ( Scholz, 2019) va eivor to poymrikd moryvidia,
omwg 1o Street Fighter 1V, mayvidio 6mhov, 6nwg to Counter Strike, motyvidio otpotnyikng,
omwg 1o StarCraft 11, moyvidw pdyng pe moAlovg xpnotesg, 6mwg to League of Legends, kot
afAntucd moryvidw, 0nwg to FIFA. Xta eSports cvykatadéyovior 1660 atopkd moyvidto
060 KOl OMHOOIKA, HE TO 7O YVOOTH Toryvidw vo elval avtd, Omov ouddeg mévie
avVIOYOVICTOV ayovifovior petaéd tovg og matyvidw pog evkoipiag. To kdplo poviédo tov
eSports emKeVIPMOVETAL GE TALYVIOL GUVAYMVIGHOD EVOTIOV VOGS KOWVOL TOV TapaKoAovOel

Héo® dadtktvov o Tpaypatikod ypovo (Funk et al., 2017).
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Ewova 1: H katnyoplonoinon twv eSports.

Ymv  afnTiky  @lrhocopio. Kot KowmvioAoyio, ®¢ obAntiondg Bewpeiton o
AVTOYOVIGHOG OTO TAOUGLO EVOG TTOY VIS0, TOV OTTOLTEL COUATIKEG JEEIOTNTEG, CTPATNYIKN
Kol OpyGveoT). ZVVOTTIKA TO, SOUIKA XOPOKTNPIGTIKA TOV aOANTIGHOD Kot TV afinudtmv
OV EVTACOOVTOL 6TO TAAIGLO TOL givol oL Té TOL: o) amaTovV de&lOTNTEG Ko Oyl omAn Oy,
B) ot 80 TEG Elvol COUOTIKES, V) £xovV VPl KOO Kal O) Exovv otabepdtnta, OTWG AVTO
EKTPOCOTEITOL OO EMKOVPIKES doUéG. To mapdderypo Tov OKAKL Eivol TO YOPAKTNPIOTIKO,
TPOKEWEVOD Vo YIVEL KOTOVONTN 1 O1AKPLION OVAUESO GTNV YEPOVOKTIKY KOl EYKEPAAIKY|
dekloteyvia kot og kaBe GAAN copotikn de€otnta (Suits, 2007). Tnv XEPOVOKTIKY Kot
eykePoAkn ovt akpifog de&loteyvia amortovy ko to. eSports. Tavtoypova Opmg, To
eSports amoitobv copatikég deE10TNTEG, €ivol S1AoNUo GE TAYKOGHIO EMIMEO Kol TAEOV
ePKAEioOVTOL OO £Vl 0PYOVOUEVO GUGTNHO JOYOVIGUAOV Kol Becudv, yeyovog mov oomnyet
€0KOAN 6TO ovumépacpa OtL To. eSports pumopovv va Bewpnbovv abinticpog (Jonasson &
Thiborg, 2010).

[Taporo, mov N ATAVINGN TOPAUEVEL SLYNTIKY Kot Ol OETIKN, Yo To €dv To. SpOorts
umopovv vo. Bewpnbovv abAnTiopog, To eSports Spopeva AapPAvovy ydpo GE EIKOVIKA
oTAdWL Ko aPEVES, VM O1O0VTOL OTOVG TTAUKTEG KOAEYI0KEG VITOTPOYies. Emiong, otov ydpo
TV eSports &yovv evtomiotel okdvoalo VIOTIVYK, didOvVIOL TEPACTIO YPNUATIKO TOGH MG
EmaOLol VIKNTY|, LTAPYOVV OUAOES, KATNYOPIES, LETAYPAPIKES OmOlNUIDCELS KOl LEGALOVTEG
(Holden, Kaburakis, & Rodenberg, 2017; Jenny et al, 2017). Opyovouévee emoyyehoTikeS

afANTUCEG opddEg EMEVOVOVY GE OUAdEG ESPOItS, TPOOTAODVTOG Vo HEKIIKIGOVY KOl QLTOL



po 0éon oty ayopd, detyvovtag 0Tl EVOEYOUEVMG 1) GUVOEST] TOL aBANTICHOV UE Ta eSPOrts
va gtvat o apeon oty mpdén, amd 6t vrootnpiletol oty Bewpia.

H kprtikn mov aokeitonr oto €Sports, avoaeopikd pe To LT Tov v amoTeAoby o
Hopo1 abAntiopov, éxel oav Pootkd emtyeipnuo Ty EAAelyn @Lotkng doknong (Jonasson,
2016). Qot060c0, axdpo Kot ovtd TO emyeipnua pmopei va amavtnBei pe dbo TPOTOLG:
eEetalovtag v evpela Ko otev €vvola Tov afAnTiopov. AloTl, 0 aOANTIGUOG &V OTEVN
évvolo. mephapPavel TV COUATIKY Goknon HeTaE)d avOponwv, eved &v gupeia évvola, o
afAnTiopdc e€lodvetor pe Kabe cOUOTIKN OpacTnPOTNT. XPNCUOTOIDOVINS TNV Eupeia
évvolo. Tov abAntiopnod, ta eSports umopodv evKoho va evtoyBovv 61O TANIGIO TOV,
O€JOUEVOL OTL OMALTOVVTOL PUOIKES EVEPYELEG TOL GMUATOG TPOKEUEVOL Vo KaBopiotel Eva
avTOyOVICTIKO amotédespo. EEGALov, edv ypnoiportombel n otevhy évvola tov afAnTicpnon
TPOKEWEVOL Vo kpldel moteg dpacTNPlOTNTEG EVIAGGOVTAL GE OVTOV, TOTE EVKOAW®S dVVOITOL
VO QTOKAEIGTOVV afAnpato OT®g 1 mmacic, otnv omoio eUmAEKOVTOL TPIiTol TaPAYOVTEG,
onAadn ta dAoya, aArd wor abAnpato 6mwc M tofofoAiin M M okomoPoAr, oTo omoid
amouteiton  €101KOG €EOMAMGUOG TpoKeevoy vo moapayxfel - abAntikn Opactnpiotta
(Borowy, 2012; Jonasson, 2016). Eropévmc, abAntiopdg pmopet vo givar  dpactnptotnta
OV TEPIAAUPAVEL TNV GOUATIKY doknon kot de€dtnta, mov mhavov emkovpeitan ond Eva
e€eldkevpévo TteYVIKO Opyavo 1M éva omapaitnto otowyeio. Apo, 1 CUUUETOYN €VOC un
avOpomvov Tapdyovio dev eivol apkeETN Yo vo amOoKAEIoEL pol OpacTNPOTNTA OO TV
évvola tov afintiopov (Funk, Pizzo, & Baker, 2017).

Ev oAlyolg, 6mmg ko ta abAnpato e oxomoPoAng kot tofoPoAing, to eSports
AmoITOVV PLGIKEG 0e&10TNTEG oV Pocilovial 6e APTIEG, GLUVIOVIGUEVEG KIVIOELS, 1] COGTN
eKTéLEON TOV OMOimV amattel oVvOeTeg copatikég ikavotnteg (Jenny et al.,2017; Gawrysiak,
2016). Edwotepa, ota eSports ot de€10ttec awtég ennpedlovy GUeca TO mOTEAECUO TOV
ayove Kot omontodv yelpovoktikn aptidtra. Ot emoyyeApatieg abAntég tov eSports
onuewvovy cuvnBwg tayvrTa peyaivtepn tov 400 pe 500 kivnocemv avo Aemtd, Eved ot
apydplot onperdvovy mepimov 50 kivnoelg avd Aento (Lewis et al., 2011; Wond, 2016). Avto
TPOPAVAS amatel TPomdvnon, deEloteyviol Kot COUATIKEG dEEIOTNTES, TPOKEUEVOL Y10, EVOV
emayyeApatio aBAntr eSports va ayoviotetl o owtd 10 eminedo. TéAog, KoTd TN SLIPKELD TOL
aydva ot afANTEG TV eSPOItS TPETEL VO EVOPLOVIGTOVY Aoy G £va EIKOVIKO TTEPPAALOV,
070 0010 0 HOVOC TPOTOG VO KEPSIGOVV Elval Vo EVTOTIGOVY KO VO EPAPLOCOVV GTPATNYIKES
EVAVTIOL GTOVG AVTUTAAOVS TOVG 1) OTIS OVTITOAES OUAOES, OTMC aKPIPAOC amorteiton Kol omd
L0 ETOYYEAUOTIKT OUAO0 TOS0GPaAipOL 1} amd Evav afANTY TEVIS 6TO TPayLaTKO TEPPEAlov

(Wagner, 2006).
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Av ko emyeipnuoatoroyia yioo To v ta eSports eivor abAnTiopdg eival pokpd, oev
elvarl EekdBapo edv 0 kOGO TV eSports mpdyuatt embopel va evroydel 610 TAOIGIO0 TOL
afAnTicpov. Apykd, N eveoudtmon tov eSPorts otov tapadocstokd afintikd cuotnua dev
etvat QKT 1060 AOY® TV 0PYOVOTIKOV SLVGKOAMV, OTMG Eval 1) EVEOUAT®OON TV eSPOrtS
010 mAaicto g AteBvoig Olvumoxng Emtponng, 660 kot Adym TV VOUIKOV KOALUATOV,
dedopévng e un vropéng caeng Beopobetnuévou eviaiov vopkoh mhouciov 6e OA TO
KpAat. Avtd onpaivel 6Tt o€ TOAAG KpAtn To ESPOrtS VIAYOVTAL GTNV VILAPYOVCA COANTIKY|
vopoBeoio adiokpitwg, divoviag tn SvvaTdTTe OTIC OPUOSIES OIKOOOOTIKES OpPYES Vo
amo@acilovv Katd 10 00koHV oTIc LToBETELS TOV TVLYOV KANBoVVY va eEetdoovy. EEGALov, oe
eMIMEdO KPATIKYG 0pyAvmongs, ta meplocdtepa Evpomaikd kpdtn dev €xovv péxpt oTryung
avayvopicel ta eSports og adAnTiopd. Avtd onpaivel 6Tt dev LLAPYEL VOLIKY 160TNTA, OGOV
aeopd TNV opydvaon Kot Agttovpyio Tovg, YeYovog mov emiong avtikatontpiletal Kot and

TNV OTOVGI0 ETIONU®V KPATIKOV OLOGTOVILMV ESPOItS.

2.3 To wWwitepa YOpaKTNPIGTIKA TOV €SPOrts

2.3.1 O yneroKog YopaKTNPOCS

O vroYPe®TIKOG YNOLIKOS YOPOKTNPAG TV eSPorts eival kot T0 GNUOVTIKOTEPO
YOPOKTNPLOTIKO TOVG, TO 0moio Oyt LOVo tal dlaywpilel amd Ta Tapadoslakd aOANUaTH, AL
Kot Tpocdlopilel molo abAnpata 1 Toryvidwo evidocovtol o€ avtd. (Nothelfer &Schlotthauer,
2022) Qo1t660, mapdho mov to Bivieo moryvidt eival 1) KOPLO Kot LOVOSIKT Lopen eSports, dgv
gvtaccovtal OAo ta Pivteomouyvidole otov mAektpovikd obAntiopd. Mo va pmopel va
katnyoplomombet éva Prvteomaryvidt wg eSports Bo mpémel va €xel ouykekpluévn doun,
ONAadN KOVOVES, OpYAvV@MGT), ONANOT KAVOVIGHLOVS Kol GUVAY®OVICUO, ONAadn kaBapd viknty|
kot nrmmuévo. Emiong, to kpumpo g BesopoBétnong eivor moAd onpoaviikd, ®©ote va
npoaybel éva moryviot oe eSports. Q¢ 0Oecpobétmon Oeswpeitor M opydvomon  puog
OpACTNPIOTNTAG LE KOVOVIGLOVG Kol KOvOVES Tov Tifevton amd emionua dpyovo dtoiknong, Ta
omoia Tpocdidovv éva €id0¢ oTabepomoinong Kot otabepdtnrag otn dpactnpiotnta avty. H
Beopobétnon autn emutpénet T S10pYdvmon EMCNUOV OyDOVOV, GTOVG OTOoiovg OAOL Ot
naikteg aymvilovtat vid Tovg 1610V Opove kKot Tpovmobécelc (Jenny et. al., 2017)

3& YEVIKEC YPOUUES O YNOLOUKOG 0LTOG YOPOKTNPOG TV ESPOrtS mpokaAel TePUTAOKEC,
elte og teyvikd eminedo eite oe emimedo vopobeTikng dadikacioc. AldTl, otV mePinT®ON

0T YEVVATOL TO EPMTNUO TOV, KATO TOGO Ol VOUOL TOV BECTIGTNKAV Y10 VO EQAPLOCTOVV
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OTNV OVOAOYIKT TPOYUATIKOTNTO SVVOTOL VO, EQAPLOGTOVV GTNV EIKOVIKT TPOYLATIKOTNTA.
[dwitepa onpavTiky oTovV Yymelakd KOGHO TV eSPOrts gival 1 Tpootacio TV TPOCOTIKOV
dedopévav, Witepo dedopévov kal tov d1ebvodg yopaktipo tov eSports (Scholz and
Nothelfer, 2022).

2.3.2. O o1e0vNg yopokTpag TOV eSPorts

Kobng to dwndiktvo de yvopilel cvvopa oOte eumodileton amd to Sdpopa VOUIKA
CLCTNLOTO TOV KPATOV, O YNOPLOKOS YOPOKTPOS TOV ESPOItS Toug TPOGOIdEL Lo TayKOGLO
@vomn, oe avtiBeon pe to mopadoclokd afAnuoTe. Xe emayyeApatikd eminedo, o debvig
avToHG YopaKTPOS etvar Waitepa epeavig, Kabmg ta moaryvidln o eBvikd enimedo eivar ToOAD
KpoTEPNG onuaciog oe oyxéon e TOvg OlEbveic aymveg. Xtnv mpdén, 1m TEPICCOTEPN
TPOCOoYN OIVETOL GE MNAEPWOTIKOVG AyOVES, OMOTE Ko 1) Tovtomoinon yiveror pe Pdon v
Nnewo amd v onoio TPoEpyeTol 1 opdoda 1 o moiktng kot Oyt amd v yopa. [Hapatnpeitor,
®0T060, 010 Waitepa dSNUOPIAY eSports, omwg eivor to League of Legends, n tdon va
Ol0PYOVAOVOVTOL OYADVES HIKPOTEPNG TOMKNG EUPEAEINC, KUPIOS AOY® TNG TEPACTIOG KOt
paydaiog avénong tov eiAadlov Kowov, T0 0moio TPOKAAEL TV AVAYKN GTIG OLOGTOVOLES Yo

TEPLOCOTEPEG Kal To VY VEG dlopyavmoels. (Scholz and Nothelfer, 2022)

2.3.3. O poLoG TOV OPOGTOVOLAV KL 1] I6YVS TOV EKOOTAOV

Ye o mpdT potd, n doun g Propnyoviog twv eSports opowdlel pe ovty TOV
eSports. Amoteleiton amd moikteg, 1 aAMdg abdAntég eSports, ol omoiot cvvB®G OAAG Oyt
navto  oyovifovtol yuoo opyaviopovg eSports, mov mpoociddlovv oTI OUAdEC T®V
napadoclok®v  afinuatov. Qotdco, vmapyxelt p  kaboploTikn  Opopd  omd  Tov
Tapadoctokd afintiopd, n omoio EYKELTAL GTN VOUIKT 1GYVG OV Y€l 0 €KOOTNG TOL KAOE
oy Vo100, XTo eSPOrts 0 ekdOTNG £xEL TANPN Kot OTOAVTO VOLIKO EAEYYOL TOV TPOIOVTOG Kot
ToV TITAOL TOVL, KOOMG @EPEL TO OMOKAEIOTIKO KOl YOPIG TEPLOPICUOVS  dkaimpa
EKUETAAAEVOTNG, XPNONG KOl TPODONGNS TNG TVELUOTIKNG TOV TEPLOVGING, 1] OTOI0 GE OVTNV
v mepintoon eivar 1o Prvreomoryvidl, 1ol To nAektpovikd abAnuo. Ta dikodpoto avtd
elte &yovv amodobel oTovV €KOOTN TOL OAUOPPMOGE KO Tapnyoye o 1610¢ to mayvidl, eite
Exovv TapoympnOet amd ToV TPOYPOUULOTIOTH TOL SIUUOPPMCE TO TOLYVIOL EVOVTL YPNLLOTIKOD

Tiunpatog (Scholz and Nothelfer, 2022).

12



Kabodg o exddtng €xel tov amodAvto €Aey)0 Kol SLEPION TOL TVELUATIKOD TOV
TPOIOVTOC, UTOPEL Vo O10pYOVOGEL AYDVEC €1te 0 1010¢, €lTe 0OE100TOVTOG KATOLL GAAN
etapeio yio ) dopydveoon tovg. O ekdotng Ppioketar o Béon amdOAVTNG 16Y00G KAOMDG
emnpedlel Kot EAEYYEL TOVG GVUUETEXOVTES GTO €-SPOrt e ToAhovg Tpomove. Kabmg dev Exovv
Kémoto puOUIGTIKNY 1Y, Ol OHOGTOVOIEC TEPIOGOTEPO Eival Opyaviopol KAT® amd TOvg
0T0{0VG GLOTEPDOVOVTAL OAQL T EVOLOPEPOUEVA LEPT, Y®PIC OUmS va. Kabopilovv To oty vidtl
N va €(ovV KAmolag Lopeng dtotkntikn 1 puduiotikn dpaon. H 1oy0¢ tov exdodtn meplopiletan
Ao TIG GLUPOTIKEG TOV SEGUEVCELS EVOVTL TOV CUUUETEXOVTOV. Xg £VO VTOOETIKO GEVAPLO, O
eKOOTNG €Yl TN OLVATOTNTA, €AV OV OEGUEVETAL GLUPOTIKA, VO TEPUOTIGEL TO TOYVIOL OvVA
ndoa otiypn. Qotdco, To eSPOrts sivor vag xdpog Aueong KatavaiAwons and to kKowd, 1o
omoio, dueca Bo avTIOPACEL Kol € Uio TETOW0 OIKTATOPIKY] CLUTEPIPOPA, «yvpiloviag TV
TAATN» OTOV €KOOTN KOl GTPEPOVTOG TO EVOLPEPOV TOV GE KATO0 AAAO TOPOUOL0 TPOTOV,
Ot katnyopiag. EEGALOL T dtkoudpata TOL KOO EKTEIVOVTOL GTO GLUYKEKPLUEVO TPOTIOV
aAAG OyL o€ GAA TOVOpOLOTLTIO TTPOTOVTOL TG 1d10ig Katnyopiag. (Scholz and Nothelfer, 2022)

Ye oavtifeon pe TO0 TAPOSOCIOKO HOVTEAO OMOGTOVOIOG 7OV GUVOVTANE GTOV
afAnticpd, ta eSports €yovv emtdyel avtd WOV TOAAEG QOpég €xel emyelpnbel otov
Tapadoclokd aOANTIGHO: TN oLYKPATNON Kot Asttovpyion avedpTNT®OV OLOCTOVIMDV Kot
opyavacemV. Xto. €SPOrts ot opoomovdieg eméyovv meplocdtepo TN BEom KePOOPOPWV
ETAPIKAOV GYNUOTICUOV, VIO TOVS OTOI0VG GUYKEVTIPOVOVTOL TO. EVOLOPEPOUEVO UEPT), KO
MYOTEPO G UM KEPOOPOP®V OOIKNTIKAOV OPYAV®V TOL EVEPYOLV ®¢C PLOUGTEG TOL
afAnpoatoc. [pokdmtel, GUVERMS, TO EPATNUA, TOV KOTA TOGO EPUPUOLETAL OTI OLLOCTOVOIES
eSports n vopoBeoia mept oVTAY®VIGHOV, 1| 0ol SIEMEL TO GUGTNUA TWV OLOGTOVOLDV TOL
Topadoclokod adANTIGHOoY, T0 omoio dopeiton Bdoel Tov KavOVa TG OGS OLOGTOVITOG ova

GOAN L.

2.3.4 H amovoia téyiov apakTiK®OV o1n fropnyavia tov eSports

Kd&Oe ekd6tng akorovbel eEatopikevpévn otpotnylkn oto eSports, yeyovoc mov
Ka010Td OVGKOAN TN Opdpewon pag Prounyoaviog pe evioio dedopéva. AAAol ekdOTEG
YPNOLOTOL0VV Tl ESPOItS G va epyaieio HAPKETIVYK, GALOL G Lol LTOVOUT TTNYT ELGPONG
€060wv. 'Etol, Olapopeadvovior TOAAG OlPOPETIKE CLOTHUOTO KOl OIKOGUGTHLOTO, 1)
OVOLLOLOYEVELDL TMV OTOIMV EVTEIVETOL TTEPUTEP® KOL OO TNV VEAPOTNTA TMOV OTOUK®OV

AVTOY®VIGTIKGOV SopmV NG ayopds tav eSports. (Scholz and Nothelfer, 2022)
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2.3.5 H e€aptnon amd eEmTepikd KEPaAOL0

Extég omd tov ekdOTN Kol TOLg KOopueaiovg obintég eSports, moAAoi Alyot
eMayyeALOTIEG EUTAEKOUEVOL e T €SPOTrtS givorl Pidoyot owkovopkd. Ipdyupatt, ot opddeg
K0l 01 S10PYOVAOTEG OYyOVAOV Y10 TOAAG YpOVIA eV elyov KEPOOG amd TNV EVAGYOANGT TOVG LE
to eSports. T to Adyo ovtd VIApYEL UEXPL KO GNUEPO UEYAAN E1GPON YPNUOATOS Oomd
e€mTepIKN YpNUOTOdOTNON, N omoia épyetal amd Owdpopeg myéc. Ev amovoia kdmotov
OYETIKOD EIGOONUOTOC OO SIKOIMUOTO LETAOOONGS, VO LEYOAO LEPOG TOV EIGOONLATOS TOV
opyavicpudv eSports  mpoépyetor amd emevovtég Kor  omd  yopnyovs. Qotdco, 1
YPNUOTOSOTNON OVTH OEV EMEPYETAL TAVTA TOPACKNVIOKA, KaBMG TOAAEC opddeg eSports
etvar meplocoTEPO etatpeieg MME, mov tautdypova GUUUETEXOLV Kol GE OydVEG eSPOrts.
[Mopdyovv kot drapopdalovv 10 TPOidV TOLG , EMNPEALOVTAG LE QVTOV TOV TPOTO KOl TNV
AmOcYOANCT TOV ENAyYEALATIOV afANTOV eSports, ot omoiot cuviBwg dev mposhapPdvovtan

®¢ aOANTEG OAAG OC TOPAYWYOT TEPLEXOUEVOU.

2.3.5. Ov ynorokég TAaT@OppES

H ond poxpov dpvnon tov mopadociokdv pEcwV, Om®G 1 TNAEOPACT, OTNV
npocPacn Kol TpoPforn Twv eSports, avdykace tn Propnyovio. vo dSNUIOVPYNCEL SIKEC TNG
TAQTQPOPLES, OT®G givar Yo Tapadetypa to Twitch. Ot mhateopueg owtég £xovv eEelybel kat
méPA. amd TO TOLVIOL KOU TO TEPLEYOUEVO OYETIKG HE TO MAEKTPOVIKO GOANUO,
TPOGEAKVOVTOS 1310{TEPO TO VEQPO KOWO, YEYOVOS MOV OEiyvel KOl TOV TPOTOTOPO KO

KOLVOTOUO YOPOKTPA TV ESPOItS.

2.4 Ta eSports kot 1o aOATIKO pavaripevt

Av kot ta eSports eivar éva oxeTIKd VEO QOIVOUEVO Yo TNV TAYKOGULL Oyopd,
avTILETOTICEL TOAAEG amd TG TOPOVCEG TPOKANGELS OV OVTILETOTILEL KO 1 Ayopd TOL
abAntiopov, omdte kot To afAnTikd pavorlpevt KoAeiton vo  avtomokpifel Kor va
AVTILETOTIGEL TOCO TIC VIAPYOLGES OALUYEC 000 Kol T Kaipa, Bepelddn (ntiuota mov
tifevton (Funk et. al, 2017). Ta eSports avtimpocmredovy Evo TPoidv aOANTIKNG yoyoywyiog

LLE ONUOVTIKEG TPOOTTIKEG TEPAULTEP® AVATTLENG, TO omoio amattel e€elducevpévo pavatlpevt
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OYETIKO UE TOL OPAOUEVO, UE TO EUTOPLO, TIG YOPNYIES, TO UAPKETIVYK, TNV TEXVOAOYid, TO
avOpOTIVO SLVOUIKO, TO LEGH KOIVOVIKNG SIKTOMONG, TN O10iknot, To Voulkd mhaiclo, tnv
KOVATOUPO S106MUOTHTOV Kol TO KaA®G £xev Tov adAntov. To Pacikd Bépa mov amacyorel
10 0fAnTiKd pdvoatlpevt avoeopikd pe to eSports eivar o tpdémog pe tov omoiov ot
KOTOVOAWMTEG KO 01 VITAPYOVTEG OPYOUVIGLOL TA YPTCUYLOTOLOVV.

Onwc ko To Tapadostokd adANpUaTo, £T01 Kot To eSPOrtS xpnoe1oTolovvIoL oo TOVG
KOTAVOA®TEG Yoo TOV 1010 oKkomo: v Yyuyoymyia. Eivar myéc afintikng yoyoaywyiog mov
avtaymvifovtal yio meplopiopévo erenbepo ypdvo kot otkovoutkovg topovc(Christensen et
al., 2016). To kivntpo TV Oeatdv TV €SPOrts sivol mapdpola pue avtd TV Beatdv TOV
TOPASOGLOKMOV AOANUATOV Kol TEPIAAUPAVOLV TIG EVKALPIEG KOWVMVIKOTOINOTG, TNV OTOd00T)
Tov 00NtV Ko Eppeon emrvyio (Pizzo & Funk, 2017). [Tapdro mov 1 10éa Tov vo. PAETEL
Kkavelc GAAovg va mailovv éva MAEKTPOVIKO moryvidl pmopel va mpokoaiel EkmAnén, ot
dvBpomolr oto d1dfo ™S oToplag EXOVV TOAAAKIS XPNOLOTOMGEL TOV AOANTIGUO Yo TNV
youyayoyio tovg (Hamari &Sjoblom, 2017; Sjoblom & Hamari, 2016). Emeidn ot
KOTAVOAWDTESG YPNOLOTOLOVV ToL ESPOItS amOKAEIGTIKA Y10, VO IKOVOTOIGOVY TOV GKOTO TOVG,
npémnel vo Ppedel yia 10 owkocHoTHA TV ESPOItS £voc 6moTOG TPOTOS S10iknong. AvTiv v
TPOKANGON avieTonilovy 6cot gpappdlovv oty mpaén to abANTIKO pdvatlpevt ota
eSports. O Tpdémog dtayeipiong twv mpoidvimv eSPorts dwupopeavetal e Paomn Tig embupies
TOV KOTOVOAOTOV Kol e Bdon tn xpnon mov 1on KEvouv, TPOKELUEVOD VA To KOTAGTIGOLY
EUTOPEVGILN KOl VAL S1ACPOAICOVV ETITVYELG TNYES KEPOOLG.

Mo tétota otk amotvrdvetol omd thv Philadelphia 76ers oto NBA, po and tic
TPOTEG OUAOEG TAPUSOCIAKOD AOANTIGHOL oL €MEVOLGE GTAL ESPOItS, JLUOPPDOVOVTOG
EMOYYEALOTIKY) OLAdQ, a@OVYKPaLOUEVN TG avAyKeS Kol TS £mBuUieg TOV KOTOVOAMTIKOD
™m¢ kowod. Xouewvo, ue v ortikn ¢ Philadelphia 76ers, ov opnddec tov NBA gioniboav
TNV 0yopd TV ESPOrts TPokeEVOL v TAPEXOVY LOPPT| KOt TEPLEYOUEVO GE L SOUN TTOV
glvatl TOAD GLVAPNG PE TO KATOVOAMTIKO KOO TOL TOpadostokoy afinticpov. Adywm g
CUVAQPELOG OVTNG, 1| CVYKEKPIUEVT Opdda dtotkel Ta eSPorts pe tov Tpdmo Tov SLoIKEL Kol To
Kopro GOANud ™c. Emopévac, pe Baon avtv v ontikn kot, dedopévov ot ot Bewpia N
ocv{nmon yw 10 KOTA TOCO T €SPOrts eivar abANTICHOG eival akdpo ovoyyty, £pOGOV
Bewpovpe To eSports afAnticpd, Bo mpénet kot To abANTIKO pavotlpevt va gpapudletal ota
eSports pe tov 1610 Tpdémo oV £PaPUOLETAL GTOV TOPASOGLOKO aOANTIoUO.

Ye eminedo OSwkvPépvnong, To eSports, axkoAovdmvtag TO TOPASELYHO  TOL
Topadoclokoy  aOANTIoHOD, €xouv MON EMTVYEL TNV TOPOVLGIN. TOVG GTOV KOAEYLOKO

afntiopd (Smith, 2017). 'Etol, anéktnoav avtopdtog exionun Oecpuikn opydvmon kot 0éom.
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H Noéto Kopéa frav n tpdtn mov avoayvopioe tov abintég eSports og abintég (Sorokanich,
2014), eved otnv ApepIKn TAEOV TO KOPLPAIN TOVETICTHUIL TPOSPEPOVY OOANTIKES Kot
aKadMLOiKES VTOTPOoPieg oTovg abAntéc eSports (Weller. 2016; Moore, 2017). O Adyog mov M)
évtaln tov eSports otov KoAeylokd afintiopd elval ONUOVTIKY Yo TV €QOPUOYN TOL
aBANTIKoD pAvatlHevt GToV YMPO OVTO, Eivar 01 d16POoPOL Kot dPOPETIKOL pOLOL GAAL Kot
TPOKANGEIS oV gpeaviovtal EVIOg UG TAVETIGTNUIOKNG KOWVOTNTAG, 1| Ooid 6€ HeYAAO
Babud avtikatomtpiler vV KOTOVOA®OTIKY Oopddo otdY0, OnAadn tovg véovs. 'Etot, to
afAnTco pdvatlpevt oto eSports KoAeital va S101IKNCEL KOl VO SLOYEPLOTEL TIC EMATMOCELS
OTNV COUOTIKN Kol WYUK VY&l TV afANTdV, TN CUUTEPIPOPE TG AYOPAS MG TPOG TIC
YOVOIKEG KOl TNV EVEMUATOOT TEPIGGOTEPOV YOVAIK®OV ota eSports (Doran, 2017; Consalvo,
2012; Fink, 2015).

Evocm ot kuPepvnoeig otadiokd arodidovv 6Tovg enayyelloties moikteg Twv eSports
v W0mta Tov 0BAnty, ta dpyava SakvPEpvnong kaAovviol v SLoyEPLGTOVY Kot TNV
amovcio vopkoy mhoisiov mov vo puBuilel Tovg abANTEG AVTOVG, TPOGTATEVOVTAS TOVG Ond
pwe Brounyavio, otnv omoiar o aBANTEC givor véor, £xovv cUVTOUN KOPEPL Kol pmopel vo
Y0B0oVV Ao TNV oL GTIYUN 6TV GAATN At TO TPOGKNVIO.

Mo to afAntucod pavatlpevt, o €SPOrts sivat £vog KOGHOG Tov PpioKeTon aKOU GTIC
apyég ™G opydvmong kot dtoiknong tov. To abintikd pdvatluevt Kaeitol vo Tpocapprocet
TIG TOPOAOOCLUKES APYES TOL 1] VO, ONUOVPYNGEL VEEG, TPOKEUEVOD VO OLOLXEIPIOTEL TNV
amovoio doung, dtakvPEpynong kol opydvemong 1 v oaeopetikdtnTa owt®dv. [lapdiinia,
to. eSports eivar éva dxpwg eLAETIKO TEPPAAAOV, 6TO Oomoio To abANTIKO pdvatlpevt
KoAgital v gvtomicel Oplo. 6TOV AVTOY®VIGHO Kol 61N Bgapatikdmra. Tedikd, to eSports
elval po evkaipio yio to afAnTikd pavatlpevt va eEgpeuvioetl éva avadvopuevo oAU,
HEG® TOV OTOI0V EVOEYOUEVMG VO KOTAPEPEL VO AVGEL (NTHUATO TOV ATOGYOAOVY UEYXPL Kot

ofuepa to abAnTtikd pavatluevt. (Funk, et. al., 2017)

3. XKOITIOX THX NAPOYXAX MEAETHX - MEOGOAOAOI'TA

3.1 XKomlg TS TaPovoUS PELETIG

H mapovca perétn amookomel omnv katoaypaen g vadpyovoos PipAtoypagiog

OYETIKA UE TO. 1O10ATEPO YOPAKTNPIOTIKA TV eSPorts otovg topeic mov oyetiCovror pe to
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abAnTikd pavorlpevt. AmO TNV KOTOYpOQp OLTH ETOUDKETAL VO avadelyBovv ta. KeEVE oV
KaAgiton vo kKaAOyeL To afintikd pdvatipevt og 6t apopd to pavatipevt tov eSports. Ta
KEVA aVTA Vol Ol TPOKANGELG IOV akpIP®G £xel PEPeL | paydaia eméktaon Kot EEMEN TV
eSports, ot onoieg oV mapovoa perétn Ba yivel Tpoonddeia va KatryoplomomBovv pe Baon
TOVC KVPLOTEPOLG TOUELG/Oepatikég oToVg 0moiovg evtomilovtat. TeMkmS, 1 Topovco epyacia
népa amd To Vo opyovacel T PipAoypagio Kot vo KaToypayel OAEG TIG TPOKANGELS TOL
Exouv @épel o, eSports oto afintikd pavatlpevt, emOOKEL Vo ovodEIEEL Kol OPIOUEVECS
TPOTACELS Yoo PeAtioon kot TepalTéPm E£PELVO, TPOKEWEVOL TO KEVA TOV OOANTIKOV

pévatluevt otn dwyeipion twv eSPorts va kaAveHovv TAnpéatepa.

3.2. MeBodoroyia

H napovoa Bploypapikn ovacKOnnon amotehel (ol GLYKEVIPOTIKY LEAETN ApBpwv,
Briov kot dpBpwv dNpoctevpévey 6To d1adiKTLO. AgdoUEVNG TG TEYVOLOYIKNG VOGS TMV
eSports aAAd Kot TG HEYAANG E0IKEIMONG TOV EMOEIKVOOVV 01 OTTALS01 TOVS LE TO O1adiKTLO,
HEYOAO HEPOC TV TANPOPOPLOV AVIANONKE OO 16TOGEMOES APLEPMUEVES ATOKAEIGTIKA GTOL
eSports. ' tqv emdoyn g apBpoypapiog Kot BAoypagiag opiotnkav téccEpa KpLTiplo
o€ GY£0MN LE TOV GKOTO NG TaPOVGUS LEAETNG, TPOKELUEVOL VAL SLUCPAMOTEL 1] GYETIKOTNTA
TV apBpav Kot n wo1dtnTd Tove. To Kprrpla ovTd NTOY T EENG:

A) H apBpoypagpio kot BipAoypagioc mov emiéybnke vo apopd uoévo ta. eSports
EMOYYEALATIKOV EMTESOL KO Oyl omA®G TO. PrvTeomaryvidol Tov amAd AVAPEPOVIOY GTOV
titho ®g eSports. Ewwotepa emdéyOnkav ta dpbpa kot n fiproypaeio mov cyetiCoviav pe
Toug Opovg «professional eSports» kot Oy1 pe tovg 6povg «video gaming», kabmg To
Bvteomaryvidle ®G PHECO OTOMKNG Ol0GKEDUONG 0V EVTIAGCOVTOL GTO TEHI0 TNG £PELVAG TOV
aOAnTiKov pavatlpevt.

B) H apBpoypaeia kot Bipioypagio mov emréybnke va mepriapfavel TAnpogopieg
OYETIKA LE TO HAVOTCUEVT TOV OPYOVIGU®V ESPOrts, mpokeévov va yivel katovontdg o
TPOTOG TOV EXMPELOVVTOL Ol OPYAVIGHOL TOV EUTAEKOVTOL GTNV Propnyavia Twv eSports.

I') H apBpoypapio kot BipAoypapio mov emAéydnke vo oyetiletonl Ko vo epmepléyet
TANPOQOPIES GYETIKES LLE TOVG TOUEIG Kot KoTnyopieg HeAETng ¢ mapovoas PiAloypagikig
avooKOTNOoNG, NTOlL  GYETIKOLG UE TN OwKLPEPYNOTN, TNV  OKOVOMO Kol TNV
EMYEPNUATIKOTNTO, TOVS EVOLUPEPOUEVOLGS, TOL VOULKA KOl TNV TEXVOAOYin

A) H apBpoypapio kot BifAoypapio va mapéyel mAnpopopiec mov oyetifovrot pe

Bewpla v eSports, kot va oyetiletal pe Tig Tapomdve TANpoPopieg duesa 1 EUUESO, GE
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KkéBe mepimtwon OUOC vo evtdooeTonl oTlG OepaTikEG €VOLPEPOVTOS TOV  OOANTIKOD
pévatluevt.

H épeuva éywve ot unyovn avalntnong apbpoypaoiog kot Piproypagpiog Google
Scholar pe mv ypnon tov e&ng AéEemv-kKreldid: «esportsy «esports management» «Sports
management» «esports challenges to sports management» «esports changes to sports
management» «esports governance» «esports teams» «esports players» «esports
sponsorshipsy» «esports motivesy» «esports consumer behaviour» «professional esports teams»
«esports spectators» «esports legal issues» «esports legal challenges» «esports history»
«electronic sporty» «are esports a sport» «esports and gender». Asdopévov 61t Ta €SpOrts givo
évag Topénc, 6mov ot 16101 o1 YPNGTEG TOV EYOLV TOAD KOAN VOGN NG TEXVOLOYIiOG KOl TOV
SdIKTOHOV, YPEWCTNKE YA TNV KAALYT OPIGUEVOV KEVAOV G TANpoopiec n avalntnon
uéow g unyavne avalntnong Google. Qotdco, oe avtodv tov Tpomo avalntnong, €onke o
TEPLOPICUOG TOV VO OmOTEAEL 1 TANpopopia eite GpBpo ONUOGIELUEVO GE 1GTOAOYIO 1|
16T06eMda, €ite mMOAD mpOcEoTn TANpogopio amd Eumepn myn. o 1o Adyo avtd
TPOTUNONKAY HEYAAES 1GTOGEADES TTOL ALGYOAOVVTAL OMOKAEIGTIKA pe Tow eSports. EmmAéov,
ywo. v avalntnon voukng apbpoypaeiog ypnoiporomdnke n faon dedouévov HeinOnline,
omov éywve ypfion tov Aé€ewv KAEWBIG: «esports»y «esports legal issuesy «esports legal
challenges» «esports labor contracts» «esports governance» «esports media rights» «esports
intellectual property» «esports competition lawy» «esports lawy» «esports sports law». H
épevva meplopiotnke o 6on Piproypagio Ntav otnv AyyAikn YA®ooa.

And Vv épevva ot ©¢ Gve Pdoeig dedopévev cvAAéyxOnkov 80 dpbpa Ko
amootacpoto amd Pipiio. e avtd pHEAETNONKAY Ol VTOCUEWOGELS, 1 BAoypagia Kot ot
BipAoypapucéc avapopés. Ta dpBpa mov mapeiyav yproipeg TAnpogopieg avalntmOnkay Kot
ocvAAExONKav. TeAkadg cuvolikd peketOnkav 103 dpBpa. T'a v KaAVTEPT 0pYAVOOT TOV
Tnpoeopdv kot S Pploypapiag, Ta GpBpa aplBunbnkav Kol etiketomomOnkay,
Aappavovtag avéovra apBpd kot titho. Ev cvveyeio kotnyoplomomdnkay avordyms He Tig
TANPOPOpieg OV TapEl Ay o oxéon He TIG OgHaTIKEG TOV AVAAVEL 1 TOPOVGO GTIG EENG
Katnyopieg: eSports governance, eSports sponsors, eSports teams — players, eSports legal,
eSports history, eSports gender - women, eSports management. Katm ond kabe katnyopia,
tonofetOnke o apBuog tov Gpbpov mov Ba pog mPocédide TANPoEopies Kot BempnTiKd
VAKO.

e enmOueVo 6Tdd10, £yve emAoyn TG PPAoypapiag oe GuoYETION UE TOV GKOTO TNG
napovooc. EmAéynke n fiproypapio mov Ba fonbovoe va diopopembei pia tétolo cuvheon

TANPOPOPLOV, 1 omoia Ba NTav oe BEon vo evnuepdOEL Evay un oYETILOUEVO LLE TOV YDPO TOV
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eSports opyoaviopd, Tov evOlPEPETUL VO EIGEADEL TNV ayopd, Yl TIC TPOOKANCELS KOl TNV
npaypotikétnta .  Emmiéov, ovumepiinebnke 1 Pprloypagioc mov  Oa  €dive
Katevbouvpleg kot odnyleg pavatlpevt otovg opyavicpovs. EmidéyOnkov, omAadr, m
apBpoypapio kot BrpAoypapio mov eEeTAlel TNV YEVIKOTEPT] OMOTEAEGUATIKOTNTA LEBOO®V.
‘Eva 1étol0 mapdderypo eivor M emAoyn apbpmv Tov  avoADOLY TNV YEVIKOTEPN
OMOTEAECUOTIKOTNTA TG OPNONG OTO €SPOrts, aAdd oyt apBpwv mov divovv odnyieg yia
TO TG VO, SLLPNUICTEL Eva TPOTOV.

Avopopikd pe Toug Topdyovieg mov oyetiloviot e T dtakvPépvnon, emAEyOnkav ta
apBpa kot N PPAoypoaeic mov Ba pumopovce vo TOPEXEL TIC TEPIOCOTEPES OLVATEG
TANPOQOpies Yoo TV Tapovoo Katdotaorn OlakvPEpynong twv eSports. Xuykekpluéva,
nepneonke N PPAoypapio oxetiky pe ™V @PUOTTO THG daKVPEPYNONG, TNV TOPOVCH
Beopobétnong, T popeéc drakvBépvnong kat ™ otabepdtnTa TS Prounyaviag Tmv eSports.
AvoQoplkd HE TOUG OIKOVOUIKOVG TAPAYOVIEG KOl TOPAYOVIES EMLYEPTUATIKOTNTOG,
ooumepAEONKav dpBpa Tov aPopodsav TIC YOPNYIES, TN SWENLGT, TO LAPKETIVYK KoL TNV
Kkepdogopio pécw TV eSports. Avagopikd pe tovg mapdyovieg mov oyetilovrol pe ta
EVOLPEPOIEVOL  UEPT), OKOTMOG MNTOV 1 OLYKEVIPWOGOT  ONUOYPOPIK®Y, YOYXOAOYIK®V,
CUUTEPLUPOPIKMV GTOLXEI®MV OV B PITOPOVGAV VO EENYIGOLV TIC GLUUTEPLPOPES, EMAOYES KO
T0 KV TPOL TOV EVOLAPEPOUEVOV LEP®V. [0l TOVG TEYVOAOYIKOVS TOPAYOVTES, EMIKEVIPOONKE
N €pevva o€ AVTOVS TOL GYETILOVTAL LE TIC IKOVOTNTES, TEXVOAOYIES KOl YVMGT| OV YpeldleTon
vo €yel évag CLUUETEYOV Yo Vo ovTamokpllel o©Tlg eVOAMOUGOOUEVES EMUYEIPNUOATIKES
TPOKANGELS. L& OLTHV TNV EPELVO GLUTEPIANPONKAY Kot GTOlXEld, OTTMG €ivar 1 6OvOeo Ko
0 GLVTOVIGUOG TMOV EMAYYEALATIKOV OpAdmV eSports. TELog, Yio Toug VOUIKOVG TopAyOVTEG 1|
gpeuva. eMKEVIPOONKE GE TANPOPOPIEG GYTIKEG LLE TOLG KOVOVIGLOVG, TN vouobeoio Kot Ta

mhava voukd TpofAnpara.

4. ANAXKOITHXH BIBAIOTPA®IAX

4.1 Ocmpieg ko OcpnTiko IMraiocro

Agdopévov 0Tt 1 épevva Yo To. eSports etvar moAd mPOGEATH, Ol MEPLGGOTEPOL
axadnuaikoi Paciovral mdve o Bepelmuéveg Bempiec yio to Tapadoctokd afAnuota Kot
oe Osopnrikd mAaiclo mOL KLPLPYOVV GE GAAEC OKOOMUOIKES apyég M Olevepyolhv
JLEPELVNTIKES EPEVVEG Y10L T ESPOITS, Ywpig va £yovv kdmola cuykekpipévn Bempntikn Bdon

(Scholz, 2022). T mopddetypo, 1 TEPLYPOPIKT KoL GUYKPLTIKY £pguva Yio TNV Beopobétnon
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TV eSports kot tn dakvPépvnon tovg eivan kvpimg Paciouévn oy Non Bepelopévn
BipAoypapio yioo v abAntikn OakvBépvnon, pe Paon v omoio. cvykpivovv TOLG
UNYOVIGHOUE GE OXECN UE TNV VItapyovoa dlakvPépvnon tov eSports (Abanazir, 2019). Ot
Peng et al. (2020) ypnowomoincav to povtéro Network Administrative Organization (NAO)
TPOKEIUEVOD Va. eEETACOVY TN OLVOUIKT TOV EUTAEKOUEV®V e Ta eSports, evad ot Ibrahim &
Lewis (2020) Baociotnkav otn vopobesio tov franchise mpoxeipévon va avaAdbcouvy tnv doun
™me Prounyaviog tov eSports. TTapopoimg o Arin (2020) ypnowonoince v vopobecio
avtaymvicpov, eved ot Holden & Baker (2019) tv epyatikn vopobeoia ya va e€gtdoovy v
otafepoTnTa Kot TN Proctudtnto twv eSPOrts.

Avtiotoiymg, ot Piproypapio Tov pApKETIVYK, CLUTEPIANEONKOY Kot LEAETEG Yo
OewpnTikd poviédo kol TAaiclo eml TOV emyElpNoEwY, Bewpdvtag To eSports mepimioka
duvoutkd kowvovikd eavouevo (Bertschy et al., 2020), ywa v mpocéyyion ¢ KOW®VIKAG
tovtottog (Kordyaka et al, 2020). EmumtAéov, 1 Bempia tov tAinBomopiopov (crowd sourcing)
oTovg avatélhovteg Topeic ypnooroteiton amd to Hayduk (2021) oto eSports, evéd ot
Newman et.al (2020) ypnoonotodv v Bempio. TV TEPLYPAPIKGOV Olkovouik®v (narrative
economics) yw va géetdoovv Tig emevovoelg oto eSports. TMapopoing, ot Bewpieg mov
YPNOOTOOVVTOL KOl GTNV EPELVO TOL AOANTIKOD PAVOTCHEVT KOl UAPKETIVYK, OM®S TMV
avto-dayeplopevov  opadwv (Self-managed teams), g ayopdc superstar wot g
afAntuKomoinong ypMnoIonolobvTaL ETIONG KoL TNV peuva Yo Ta. eSPOorts, amd tovg Coates
et. al (2020), Ward & Harmon (2019) ko Turtiainen et. Al (2020) avtictouyo.

Mo v keAvtepn opydvmon g PAoypagiag, xopiotnke oe Téve Katnyopies, 1tot
™ Pproypagio GYETIKN e TIG TPOKANGES TOL £yovv EEpeL Ta eSports oto afintikd
uavotlpevt oe 0Tl apopd tovg evolopepouevovg (Stakeholders), oty owovopio kot v

EMYEPNUATIKOTNTA TOL OOANTIGHOV, GTNV TEYVOAOYiN, GTA VOUK(A Kot 6T StokvBEpynon.

4.2. Ov Tpokoels TOV eSPOrts etovg evorapepopevoug (stakeholders)

O Scholz (2020) vmoomnpiler o6tt 1 Prounyovia TtV eSPoOrts pe OAoVE TOVG
EVOLLPEPOUEVOLG YIVETOL OVTIANTITH ©G £va TAEYUEVO OIKTVO, GTO OTOI0 Ol EVILUPEPOUEVOL
ypewloviar 0 évag Tov GAAOV Ylo va SOLAEYOLV KOl VO TETVYOLV. Agdopévov OtL TO
nepIPaALov TV eSPOrts sivat 1310itEPO TOIKIAOUOPPO, £VaG IKOVOS aplOUdC EVOLAPEPOUEVOV
&xel ovpPadrel oty avartvén tov. Onwg meprypdeetarl kaw otnv Ewova 2 (Scholz, 2020), o
ovyypapéag Bempel mg kKupimg evolapepdpeva LEPN TOVG EmayyeEALATIEG TaikTEG ESPOILS, TIg

EMOYYEAUATIKEG OUAOEG, TOLG EKOOTEG TOLYVIOLDV, KOl  TOLG OlopyaveTés aymvev. Ot
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opyovicpoil eSports TpokKaAoOV CUVEXDC TO. LVITAPYOVTH ETUYEPNUATIKE HOVTEAD, ©OCGTOGO
TPOKAAOVV Kot TEPOUTEP® dnuiovpyia. Topemva pe tov Scholz (2020), n Brounyavio twv
eSports kabodnyeitar omd TV Kouvotopion Kot TG TEYVOAOYiEG, OAAL Ko amd TNV
OAANAOGUVIEST] ONUOVPYIKAOV avOpOT®OV oL TPocTafodV Vo EKUETOAAEVTOVV GTO EMAKPO
TIG VEEG TEXVOAOYieS. Zuveyilel, BempdVTOg ALTAYV TNV HOVAOIKT 6VvOeon gvBuypapucrévn
LE 0L VEOQLY] VOOTPOTTiOL KO L0t KATOVON O TNG OAANAOGUVIEGNC, 1| OTTOl0L TEAIKA 001yNoE
o€ évo TOAD S1oKpLTo Kot 10taitepo diktvo evdlnpepouévov. Katainyet o Scholz (2020), o6t
TapOAO OV 0 KAGOOG TV eSports eEEAMOoETOL CLUVEX®DS, 1 YVAOCT TOL OTL glval éva SiKTLO
oV TEMKE dnovpyet £60d0 amd TO KOWO/Taiktn eEakoAovbel va elvar 1 kvnTipla dvvaun

KaOe emyepMUATIKOD HLOVTELOV.

\egal Framewo,

SuepjoyereuS

Ewova 2: Katnyopilomoinon tov okocvothuotog tmv eSports (Scholz, 2020)

4.2.1 Ov oiktes - a@intéc eSports

O Kocadag (2019) ka1 o Salo (2017) vrootpilovv 011 1 tayeio avEavopevn eEEMEN
Kot amnynon tov eSports copPadilel kKot pe v TapdAAnAn tayeio avénon tov apBpov Tov
afAntdv eSports, kabdg mTAéov Ta eSports eivar pio gukaipion KOPLEPAS Yo TOVG VEOLC.
[Taporo, Opmg mov ota wapadostokd abAnuata yvopilovpe mepimov TOV TPOTO OV EVOG
afAntg otadlokd yivetar emayyeApatioc, ot Banayai et. Al, (2018) Oempovv 6tL eldyiot
épevva €xel Yivel ylo To mmg odnyeiton KAmolog vo emAEEEL Yo KapiEpa Ta eSPOrts Kot Oyt va

TOL YPTNOILOTOLEL MG Ui amacyOAno” otov erebbepo tov ypdvo. Ot Meng-Lewis et. al.(2020)
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avayvopilovtog To Kevd TOL VLAAPYEL OTNV YVAOGCN OLTH, TNG Topeiog, ONAMdY, mTOL
aKolovBovve ot aBANTEG eSports péypt va yivouv enayyeApatiec, mTpocmafody vo LEAETCOVY
TOV TPOTO SLUUOPPMOONG LOG EMTVYOVS Koptépag abinth ota eSports, kabmg kot Tig mbavég
TPOKANGELS KOl OTOKAIGELS amd avToV ToV 6TdY0. Ot 18101 TpocsOEétovy OTL o1 aBANTEG eSports
EYOVV VO OVTILETMOTIGOVY U0 GEPE TPOoKANcE®Y, Kabmg o€ avtifeon pe Toug aOANTEG TV
Tapadoclok®y afinuatwv, n Pacikny katavonon e e£EMENG TG oTtadlodpouiog TV
afAntadv eSports Bo vwooTnpiel Tovg VIEHOLVVOLS YEAPAENG TOATIKNG, TOVG EMOYYEAUATIES
KOl TOVG O1EVBVVTEG GTN ANYT TO OOTEAECUATIKOV OmoPAce®mV Yo PEATIOOES 68 Pacikd
KavovioTikd {nmmuota (.. OIKo®dUATo Kol TPOooTacio. Tov abdAnNTov), mellapykd (m.y.
ocoumepLpopd dwpodokiag kot debopd) kot Bépata drakvPépynong (m.y. TOAMTIKY Kot
KOVOVIGHOL avToy®VIoHoV) Kot avantuén Brwotudttog (m.y. mpoypappote dtoyeiptong kot
avATTUENG TAAEVTOV).

Mo v kotavonon g OHOPP®ONS NG KaPEPaS TV abAnT@v eSports &yovv
ypnowonomBel miaicler Ko Oewpiec mOL  YPNOWOTOWOVLVTOL KOl YL TOVS OOANTEC
napadootak®dv odinudtov. Ot Kim & Thomas (2015) swapdpemcay éva Bempntikd pLovtéro
névte otadlov Yoo Tovg emayyeiuatie maikteg eSports Poacwopévo oty Ogwpia
Apacmpiomtag. O Seo (2016) exbétet ta anoteléopata TG EPELVAC TOV, GOUPMOVO LE TNV
omoio Ot TOUKTEG EMTLYYAVOLV 0L IO EMOYYEALATIKY KAPEPO POCIOUEVOL OTIS APYES TOV
Nnbovg twv eSports, to omoio Tovg divel pio aicOnon aVTé-KIVNTOTOINGNG Kol EVYOPIGTNONG.
O ovykekpiuévog ouyypagéag evtomilel TeMKa Tpia kowvd otoryeio TavtdTNTOg TOV 0OANTOV
eSports, cupe®va e To OTolo. LETAPOPPDOVOVTOL OO EPACITEXVES OE emayyeAnoties. Avtd
etvar 1 Tdon o TePUETELR, 0 OPOLOG TV OOKILACIOV Kot 1] aicBnom tov va givan nyéteg dvo
koouwv. O Scholz (2019) kataAnyet 0Tt Yo TOVG TOIKTES TV €SPOrtS givol ToAD 7o dSVGKOAO
VO ETTOYOVV EXAYYEAUATIKN KAPLEPX, KO OKOLO OVGKOAOTEPO VO LTOPEGOVV VAL OTTOKTI|GOVV
apketd ypnpoto eite ond pobovg eite amd ypnuotikd €mabia. O 1d10¢ cvyypagag
napatnpel OTL TaPOAO TOV AVTO TPOGIOLALEL e TNV GTadLdpopia oL £xel évag abAnNTG, o
KOKAOG NG mTLYIOG Yol TOVG AOANTES TV eSPOrtS gival TOAD TO GUVTONOG,.

Axpipog avti n mapatipnon tov Scholz (2019) yia 1o mepipdAiov péoa oto omoio
opa évag emayyepatiog abAnTmg eSports, avadeikviel Kot TOV EVTOVO OVTOY®VIGTIKO Kot
GULLPEPOVTOAOYIKO YOPOKTNPO T®V ESPOrts. Avti 1 GLVIOUOTNTO KOl 1 OTOLGIN €VOG
TPOGTATELTIKOV TAOLGIOV, EMNPEALEl TOAD TNV YUK KOl COUOTIKNY LYEio TV afAntdv
eSports. Toco o Hattenstone (2017) 6co ka1 o Martin (2019) dwamiot®vovy OTL Ol TAUKTEG
€16€pYOVTaL GTOV KOGLO TmV €SPOrtS 6e ToAD veapn nAkia, akopa kot og £pnpot, Torrot, d¢,

amd aVTOUE EYKATAAEITOVY KOl TO GY0AEl0 Yo va apociwbovv ota eSports. O Scholz (2019)
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tovilel 6Tl o1 TEPLGGHTEPOL A TOVG AOANTEG OGYOAOVVTOL e Eva HOVO Touyviol eSports,
kabmdg M ovvroun kapiEpo kot M ToyvNTa TOV eeMlemv 0ev TOVC EMUTPEMEL Vo
Beltiotomombovv kar aArov. Ormwg vmootnpiler o Andrejkovic (2016), n mvevpotikn
eTolpdTTa TV afAntdv eSports cuvdéetor moAy pe v Peitioon ¢ omdd0oNG TOVG.
[Mapopoing, ot Himmelstein et. al. (2017) avakdivyav 510popove yuyoloyikos mapdyovieg
oto eSports kot Bprkav 6Tt cuyvda ot afANTEG avTILETOTILOVY APKETA YLYOLOYIKE EUTOdIN
ov emMPealovy apvNnTIKE TV andd0on TOVS, KUPIMG OQEIAOUEVO G KOKT EMIKOWVMVIO, LLE
TOVG GUUMOIKTEG, PEYOAN Tieon omd Tov oviaymvicpd, Kot kakomoinor. Emedn akpipac,
omw¢ damotdvovv ot Pedraza — Ramirez et. al, (2020), ta eSports ce vynAd eminedo
OTOLTOVY €VOaV GLVOLAGUO TOAD KOANG YVAONG TOV ToLyVIOoV, KIWVATPOL, GLYKEVIPWONC,
OTPOTNYIKNG KOl GLUVTOVICUOD KIVINGEWV, 01 OANTEC TOVG GLYVE PLOVOLV KOl COUATIKO KoL
YUYOAOYIKO (yY0G, TapOLOl0 e avTd TTov evtoniletor ota mapadostakd abinuata (Hallman
& Giel, 2018).

Ot vynAg omddoong abAntég eSports avryetonilovv tov 1010  kivduvo
TPOVUOTICUAOV UE TOVG aOANTEG TOPadOcIoK®OY afAnudTomv, Pe T dapopd OTL 1 KopLEpa
TOVG €lvar katé ToAD pikpoTEPN Kot cvvibwc, onmg dumotdvel o Scholz (2020), dwpkei
Kot pEGo 6po 800 ypdvia. Qotdoo, ot abintéc avtoi, cvppova pe tovg Rechichi et. al.
(2017) éyovv peydin mbavotnta vo eppavicovv achéveleg mov oyetiCovror pe ta eSports,
ommg stvar acBéveleg mov oyetifovion pe TNV OpOCT KOl TNV VIEPYPNON CLYKEKPIUEVOV UOVO
woadv. Ot Eickhoff et al. (2015) xatoAnyovv 6t 0 eSports abAnticpog cuyvd cuvdéetal kat
pe yoykés achéveleg, Ommg gival dratapayés Vmvov Kot d1dfeons, VA Ol AMOITNCELS OF
AYOVIOTIKO K0l TPOTOVNTIKO emimedo, ovppmva pe tovg Apichai Wattanapisit et al. (2020)
TPOKAAOVV Gyyog Kol YounAn wkovotnta ot AMyn amopdcewv. Qotdéco, o Hong (2022)
KATOANYEL OTL, TAPOAO OV EVOEYOUEVMOS VO, TAPEYETOL YLXoAoykn PonBeta otovg abAnTég
eSports amd to mepiyvpd TOVG, OMMOC €lvar Ol OUAdEG KOl Ot GAAOL EVOLOPEPOUEVOL, OEV
VILAPYEL OPYOUVOUEVT dopn| TapoyTg Pondetag Kot vTosTNPIENG GTOVG emayyeApatieg abANTES,
ovte givon EexdBopo o101 Omd TOVG UETEYOVTES GTOV YMPO £YovV TNV VOOV emiPAeyng g

YUYIKNG KOl GOUATIKNG VYELNG TOVG.

4.2.2. O1 €K00TES KO ONULOVPYOL TOLYVIOLDV
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O Scholz (2022) vrootnpilet OTL 1| TPOTN KOL CTUOVTIKOTEPT TPOKANGCT TOL KAAEITAL
VO OVTILETOTIGEL TO AOANTIKO HAvaT UeEVT Kot 1| TOATIKT TOV 0OANTIGHOV €ival 1) 0GVVETELD
petall tov eA&yYOoL OV £xel 0 €KOOTNG EVOG ToUYVIOOD KOl TNG YPNON TOL TPOIOVTOG TOL.
Awmotdvel 011, TapOAo OV dev glval YvmOTO 6T0 PEALOV TTOGOL OO TOLG VUV EKOOTEG Kot
OMNUOVPYOVG GKOTEVOLV VO EAEYYOVV TO OIKOCVOTNUO TV €SPOrts, oe kabe mepintwon Ha
ocvveyicovv va amokouilovv k€pdog dueca 1 ppeca amd to eSports. O idtog tovilet 0Tt avtd
etvat ToAD onpavtikod vo puOUIGTEL, SEOOUEVOV TV OTOKAEIGTIKMOV SIKOLOUATOV ¥PYoNG Kot
EKUETAAAEVONG, TOCO TOV AOYIGHIKOD OGO KOl TAATQOPU®OV TOLYVIOUDY, OV KOTEYOLV
OPLOUEVOL EKOOTEG.

[paypatt, n 0o damictwon mopotibetor ko amd tovg Rankai et. al. (2022), ot
0TO101 KATOYPAPOLY LEPIKOVG OO TOVG AGYOVGS, TTOL Ol EKOOTEG TMV TOLYVIOUDY ETUEVOVV VO
JTNPOVV TOV ATOAVTO EAEYYO TMOV TPOIOVI®V TOVG. ZOUPMOVO HE TOLS 1d010vg, 0ot Adyol
oyetiloviol e TOVG KAOOIKEG TPOYPUUUOTICHOD KOU TOLG KOVOVIGLOVG TOLYVIdoL, TOL
ONUIOVPYOLV KO OVALVEDVOLV Ot 10101, OTTOTE KOt OLUUOPPDOVOLV LE AVTOV TOV TPOTO TOKTIKEG
KOl GTPOTNYIKEG oy vidlo0, pe Tov O1ebvn yopaktipo Tov eSPOorts, pe v omoKAEIGTIKY
JTNPNON TOV YOPNYLDV KOl TV KEPIMV Ad TNV UETAS0CN TOV TALYVIOIDV KOl TEAOG LE TIG
TPOKTIKEG LOVOTIOAIOD, GOUQ®VA LE TIG 0Toieg €0V amdALTO EAEYY0 TV cLUPolaivV TV
TOLKTOV.

Ymyv O dmoym avaeoptkd Le TOV amOAVTO EAEYYO TNG AYOPAS Omd TOVG EKOOTEC
KataAnyel kot 1 épevva tov Peng et. al (2020), énwg paiveton ko amd Tig ekdveg 3 kau 4,
oOUP®VO e TNV omoio ol epmTNBEvTEG KATEAN YOV OTL 0 €KOOTEC TV ESPOrts éxovv tov
amoAvTo €Aeyyx0o ™G Prounyaviag, yio Tov KOpto Adyo OTL £ivorl Ol WOI0KTNTES TOV TOLYVIOIDV.
MéMota, évac amd Tovg ovupetéyoviec e épevvag tov Peng et. al (2020) eire moAd
yopoknpiotikd: « Ta eSports sivou ta 400 drouo otnv kopven. Ta 50 sxarouudpia eivar owto
mov givar ) Propmyavia, n Riot eivou exiyeipnon, n EA ivar emyeipnon. To. eSports vrdpyovy
VIO TOL KOTPITOL0, TOVG, YLO. TNV EVYOPIGTHGN TOVS Kai yio, T 01kH Tovg eCéMlH. To lemtd mov Oa
TAWOLY VO, EYOVY EVOLAPEPOV YLa. ADTOVG, Ta TETAVE. Agite T1 Eyive ue to wayvior Heroes of the

Storm. Opiote, Capvika dev eluaote €Sportsy
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Stakeholder Type Examples Definition

Companies which publish video games that are produced either
Game publishers internally or externally (i.e., by financing external developers to
create games) and hold the intellectual properties of the video games

Players Professional and skilled gamers
Teams A group of players competing together to win in an esports event
Key Stakeholders Tournament/League Esports events in which players and/or teams compete against each
organisers other with the goal to win

Media company and broadcasters that distribute the esports content

Broacicast and media online or offline (e.g., Twitch)

Commercial brands that sponsor esports players, teams or events to

Sponsors promote their image
Fans (communities) Esports game viewers
Esports assocl.atlcns and Both national and international
federations
Emerging Government agencies Government organisation with legislative and lawful rights to

Stakeholders govern esports

Self-proclaimed industrial

guardian organisations Esports Integrity Commission; game industry trading bodies

Ewova 3: Ot xdprot Kot ot avadvopevol evatapepopevol e dtakvPépvnong tov eSports.

(Peng et. al, 2020)

Broadcast &
media

Fans

{communities) Sponsors

~\

Games Publishers

/ Tournament /

League
Ofganisers

Players

Teams

managers/coaches

Ewova 4: Tevikn 6yn tov Kupiov mopaydviov Tov eSports, copuemva Le Toug epotévteg

g épevvag tov Peng et.al (2020).
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4.2.3. Or emayyeApoTIKES ONAOES

O Scholz (2019) katatdooel TIC EMOYYEMIOTIKEG OUASES OC Evav amd TOVG PAcIKOVG
EVOLPEPOLEVOVG TOV OIKOGLGTHIOTOG TV eSPorts kot Bewpel 611, o1 opddec avtég elvan
TOAD ONUOVTIKEG Yo TN OUOPPM®ON €VOC Pldoiov TEPIPAALOVTOS, TTOV EMITPEMEL TOV
AVIOYOVIOUO G DYNAO EMIMEDD. ZOUP®VO, PE TOV 1010, Ol OPAOEG OVTEC OPOLV LE TAPOUOL0
TPOTO UE TIG TOPAOOGIOKES OUAOES, TPOSTAODVTOG Vo TAPOLV GTO SLVOUIKO TOVG TOLG
KOADTEPOVG aOANTEG eSports kot va Tovg mapEYOLV TOLG KOADTEPOUG TPOTOVNTEG Kol
TPOTOVNTIKEG duvaTotTnTeS. 26T000, gviomilel OTL, TAPOAO OV Ol OHAOES £XOVV KOTOOTEL
TOAD 0 EMAYYEAUATIKEG GE GYEOT Le ToAoOTEPA Yoo opddwv Kat eEac@aiilovv 6Tovg
afAnTég Tovug Evav otabepd weho, acediion Kot Tpovoa, akdpo dev £xel dobeil Avom oto
epOTNUA: TL YivovTol avtol ot 0BANTES petd To TEAOG TG KAPLEPAG TOVG;

Axoun, o Scholz (2019) vroompiler 6TL TOAAEG OUGOES £YOVV KOATOPEPEL GE LIaL
ayopd 1060 pevoTh, Omws eivar 1 ayopd v eSPOrts, va dMUovpyRcovy Eva ETLELPNUATIKO
HOVTEAO TOL €YEl TOVG EYEl MPOocsdmaoet ddpkela. Omwg @aivetar ko amd tov [livaxo 1
(Scholz, 2019) amd Vv mpdTN YeVIA ouddmv eSports, cuykekpluéves €xovv dApPKELD Kot
TOPOALOVH] 6TO Y®PO TePlocdTep®V and 20 etdv, evd M O0g0TEPN YEVIKA opddwv eSports
amoteAeiton amd pepikés omd TG Mo emrvynuéveg opddec. H Tpitm yewid €xer va
OVTILETOTIGEL TEPICGOTEPEG TPOKANGELS, OTTMG EKTIUG O 1010 SLYYPAPENS, KOODS amd TO
2015 éyer aAddEer 1 Prounyavio tov eSports. Apywd, o Scholz (2019) dwmictdvel 011, N
GUULETOYN TEPLGGOTEPMV EVOLNPEPOUEVOV TN Propnyavia tov eSports kot n eEayopd
OLAd®V amd TOPAYOVTIES OV dEV GYETILOVTAL LLE TOV XDPO, EYEL LEV OONYNOEL GE TEPIGGATEPO
EMOYYEALOTIOUO OE  €MMESO OPYAVOONG TOV OUAd®V, ®OTOGO 1 PlocipdtnTo Kot
poakpoftotntd tovg givar modld mo emopoing. O Cocke (2018) mpofinuoartileton kabmg
VIAPYEL €vog aplOUOg EMAYYEALATIKOV OUAd®V ov dgv €xouv KEPOOG amd T eSports.
Yopeova pe tov Carpenter (2018), ot idot ot €1d1koi Tov Y®POL gvromilovy OTL, TALOV Ol
EMEVOVGELS GE YPNUATO GTO, eSPOrts sivor 1060 peydieg, mov TOAAES opddeg apelodv v
SLUOPP®OT) EVOG ETLYEPNHOTIKOD LOVTEAOV, YEYOVOS TOV EVOEYETOL VO 001 YNOEL G€ GOPapd
TPOPANUOTA YOl TOVG OPYAVIGHOVG, KOOMG NN KATOol amd ovTovS £Y0VV AVOKOWVADGCEL

HeyaAn amparyicL.
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North America  Europe South Korea  China

Up to Evil Geniuses 5K Gaming KT Rolster
2000
2004-2005 Complexity Fnatic SK Telecom T1 Team WE
2009-2011 Cloud9 Na'Vi Jin Air Green  Invictus Gaming
Wings
From 2015 Echo Fox BIG Gen.G Royal Never Give Up

[Tivaxog 1: [Moapadeiypoto and T Kopveaieg opadeg Tmv eSPOrts cupuemva Pe TNV TEPLOYN

Ko TV mepiodo idpvong. (Scholz, 2019)

O1 Scholz et. al (2021) diepevvidrvtog TV €i6050 TV NON SLUUOPPOUEVOV OUAdDV,
ommg gival ot opdadeg modoceaipov, ata eSPorts dwumotdvovy o0t petd tov Covid-19 ot
AOANTIKEG OUAOES EMAVEKTIUNGOV TV EUTAOKT] TOVG GTOV YMPO TOV ESPOrts kot pepkég amd
aVTEG amoy®pNoav TeEAEi®S amd Tov ¥®po. Ot GLYYPAPEIS EKTILOVTOS TO OMOTEAECUOTO TNG
EPEVVAG TOLG KATAANYOLV OTL Uropel voL VITAPEOVY OAAXYES KOt GTIC ORAdES TV ESPOItS Tov
TPOEPYOVTAL OO AOANTIKEG OPAOES, TOAAD O HOAAOV, TN GTIYU] TOL £XOLV ONUIOVPYNGEL
eSports otddw, ta omoion dev UmOpoLGAV UEALOVTIKG Vo ypnouomotjoovy. Ot {dtot
OLYYPAPELS, OUMG, LEAETOVTOG TO, OEGOUEVO TOVG KATEYPAWOV TOVS TOTOVS Opddwv eSports
Kot On TV opddmv eSports mov mpoépyoviar and abAnTikéc opdoeg, OTMG QAivETOL GTOV

[Twoka 2 Topaxdto.

Type Number Percentage
(1) Individual (esports) players for the digital version of . 6%
the core business S
(2) Esports teams for a variety of games 50 11,96%
(3) Esports teams for a variety of games in a different o
country 2 0,48%
(4) Joint ventures with an existing esports team and %
creating a new brand 2 215
emporarily withdrawing from esports 1 11
5) Temporarily withdrawing fr spo 3 3,1%
reating a dedicated league 189 45,22
(6) Creating a dedicated leagu %
7) Buying a franchise team 25 5.9
Buying a franchi 8%
8) Individual investors 29 04
(8) Individual i 6,94%
Total 418 100%

[Tivaxag 2: Tvronoinon Tv opdadwv eSports. (Scholz et al., 2021)
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4.2.4. O 0g0téc — KOTAVOAMTESG

Youpwvo pe to Newzoo (2017) ta eSports mhéov £xovv amnynon o€ TEPIGGOTEPOVG
ar6 1.3 doekatoppvplo avlpdTovg, avapecso 6tovg omoiovg ot 191 ekatoppvplo eivor
ovotnuatikoi Beatég eSports kot ot 194 ekatoupvpla gival mepiotaciakol Oeatéc, evod to
42% 1oV katovoloTtodv eSports dev mailel To maryvidl mov mapakorovdel. 't avtd, ot Jenny
et. al (2018) Swomiotdvovy OtL ot Beatéc eival 1 KeVTpopoAog duvaun Tov eSports, kabmg
etvat 0 pdvog Tpdmog kepdopopiag.

O1 Qian et. al (2019) Bewpovv 611 givar TOAD TEPLOPIOUEVOS O aplOUdC TOV EPELVDV
mov €yovv mpaypotonombel avaeopkd pe v OadkTvoKY Beapatikdtmra TV eSports.
YyeTikd pe To KiviTpo mov ®Bovv Tovg OeaTéc Kol KATOVOA®MTEG TV eSports oty
Beapotikdmra, ot Qian, Wang et. al (2020) Bswpovv 611, 1660 T0 Kivntpo g Pertimong tov
OKAV TOVS KAVOTNTOV TAVE Gg €va moryvidl, 060 Kol 1| KOW®VIKOTOINoT Kot avToAioyn
pnvopdTev katd ™ odpkela evog (ovtavoy mayviolod @wBovv Tovg KOTAVOAWMTES GTO Vo
napaKoAovOncovy évav aydva. Xe ovtd 10 TAaiclo, ot 1010t kaTéAn&ov OTL AOY® NG
YNOLIKNG LOPONG TV eSPOrts, Topdyovteg dmmg éva dwudtio ov{nimong (chat room) kot ot
ewovikég emPpapedoeig evioybovv v dwdpactikdtra g Kowvotntoc. [ToAréc épevvec,
®61HG0, TPOCTAONCAY VO EVIOTIGOLV SLAPOPES KOL OLOLOTNTEG GTA KivTpa TV BEaT®V TOL
Topadootakol afANTIGHoD Kot Tov NAeKTpoviKod abAnticpod. Ot Hamari & Sjoblom (2017)
ATOKOAVTTOVV OTL €lval o cLYVO va PAETEL Kaveig eSports mapd va mtailet. Ot id1otl eKTIovY
OTL 10 Koo aWTo, MBAVOV va emAéyel povo ) B€aomn Twv eSports yiati avayvopilet 6Tt dev
€YEL TO TOAEVTO KOL TIG IKOVOTNTES, TTOV OTOLTOVVTOL Y10 VO OVTOYOVIGTEL GE TETO0 VYNAD
eMimedo. Avtd TO GKENTIKO, COUPOVO LLE TOVS 1010V¢ GLYYPAPEiC, deiyvel OTL 1 BeapaTikOTnTO
TV eSPOrts &yet opotdTNTEG e ot TOL Tapadoctakol abintiopov. Ot Pizzo et. al (2018)
Bprxoav 0Tt T KivTpa TOV KOTAVOA®T®V SPOrts eivar mapdpota pe ovtd Tov Tapadoctokol
aOANTIGHOV, YPNOLUOTOLDOVTOS TO TOPAOELYLLO TOV TOJ0GPaAipov. Onme Kol 6TA TAPUSOCIHKA
afAinpata, o Xiao (2020) £de1&e OTL O AVTOYOVIGTIKOG YOPAKTNPOG TV eSPOrts mpokaiet to
010 cuvousOnpato aywviog.

Ov Trent wou Shafer (2020) avépepav o6tt n efokeimon kot 1 TOOTION UE
OLYKEKPIUEVES opadeg eivonr emiong évtovn ota eSports, [e OMOTEAEGHO GLYXVE éva va
eMTVYYOVETAL TO oicOnua ¢ aviikatdotaons, onmg £deiée o Choi (2019). Zouewva pe
avto, ot Brown et al. (2018) dwamictwoav 6T1 TG0 01 BeaTéC TOV TOPASOSIAKAOV AOANUATOV
0G0 Kot 01 B0TEC TOV NAEKTPOVIKOV 0OANUATOV YPNOLLOTOOVY TO LEGO EMKOVMVING, OTMG

elval t0 péCO KOWMVIKNG OIKTO®OTG, WHEC® NG €viovng Opdong Kol TV £VIOVmV
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ocvvalcOnuatov tov Bovpactdv tovg. Ot Cushen et al. (2019) ocvvékpivav TOVG TOTTOVG
Bovpaotdv Kot amokdAvyay Ott uovo To KIvIITPpOo Vo €l e TNV OIKOYEVELD OLOPEPEL
ONUOVTIKA peTa&d TV eSports Kol TV TopadoslokdV abANTIKOV ortadmv. Eivat evolapépov
ot1, ot ovoyétion tov Pearson, Pprkav 6ti, éva vymAd emimedo @avaTIcCUOD T®V
TaPadOGLok®V afAnudtomv cvoyetiCetan Betikd pe 10 fadud evBovoiacuod twv eSports. Ao
™V GAAN TAgvpd, ot Lettieri ko Orsenigo (2020) £0e1&av 4Tt 1 KATOVOA®GOT TOPASOCIOK®DV
afAnuatov (Ttodoceatpo) emnpedletarl Betikd amd tov Babrd GHVIESNG TOV NAEKTPOVIKOV
afAnudtov mov oyxetiCovior pe tov abinticpd. Qotdco, 10 emimedo ovvdeong Ue
nAekTpovikd abAnuata wov dev oyxetilovral pe tov aOANTIoUO €xEL OPVNTIKY EMOPOCT OTNV
KatavédAwon modoceaipov. Avtd eivor coppwvo pe tovg Rogers et al. (2020), ot omoiot
€oe1&av 0Tl o KivTpo KOTAVAA®ONS SopEPOVY HETAED GUYKEKPIUEVOV TALYVIOIOV KOOMDC
KO OTL TOL KIVI)TPA Y10 TNV KOTAVAA®GT oy vidldv, Tov oxetilovtat pe tov afAnNTiopnd, 6mmg
10 NBA 2K, powdlovv nepiocdtepo pe ta kivntpa yio tv mapakorovdnon abinudtwov. Ot Ji
& Hanna (2020) eméktevoy TV TPOOTTIKNY Y10l TOVG [T LOVOUEPELS KATAVOAMTES eSports Kot
€0e1&av  OTL VIAPYOLY OlPOPEG KOl OCOV OPOPE TIG TPOTUYUMUEVEG TPOCPOPES UECOV
EMKOIVOVING.

Amd mpoakTiKn Admoym, 1 vrdpyovca Epgvuva amédEEe OTL Ol KATAVOAMTEG eSports
etvar kvplmg véor Avdpeg, EKTPOCONTOVVTOL CNUAVTIKE TEPIGGOTEPO Omd TNV NAKia tv 18
eTOV amd 0,TL oTo TAPUOOGLoKA aOAUATO Kol €XOVV TEPLOPIGUEVO EVOLAPEPOV YLl TOV
afAintioud (m.y. Bertschy et al., 2020; Pizzo et al., 2018 ). Zvupetéyovv, duwc, o€ eSports pe
Baon mapodpoln KATOVOA®TIKA KiviTpo, HE OLTE TOL TOPATNPOVVTOL GTO TAPUSOCLUKA
afinuota (Qian et al., 2020). Avtd kabiotd TOLG KOTAVOAMTEG eSports po eEopeTikd
EVOLPEPOLGO OHAOO SVVNTIK®OV TEAAT®V, Tov Oa pmopovcav va octoyomowmBovv omd
OTPOTNYIKES OOANTIKOD UAPKETIVYK, OV OVTILETOTILOVV TOPOUOLN KATOVOAWMTIKE KivinTpa

(Brown et al., 2018).

29



Constructs Item M (SD)

Interest in [sport] First and foremost, I consider myself a fan of [sport]. 4.40 (1.87)
Vicarious achievement I feel a sense of accomplishment when my favorite player wins. 4.92 (1.63)
Excitement I find [sport] matches very exciting. 4.61 (1.71)
Interest in player The main reason I attend [sport] matches is to cheer for my favorite player. 4.25 (1.72)
Acsthetics Suceesstul plays and srategies performed by the players are an smportant |4 59 1.77)
Social opportunities [Sport] matches give me a great opportunity to socialize with other people. 4.34 (1.70)
Drama A close match is more enjoyable than a blowout. 4.70 (1.80)
Role model [Sport] gamers inspire me. 3.88 (1.73)
Entertainment value Watching [sport] is great entertainment for the price. 4.23 (1.83)
Wholesome environment I value the wholesome environment evident at [sport] matches. 4.24 (1.66)
Family bonding Attending [sport] matches gives me a chance to bond with my family. 3.73(L.71)
Acquisition of knowledge I can increase my understanding of strategy by watching [sport] matches. 4.46 (1.58)
Skill of the athletes The superior skills are something I appreciate while watching [sport]. 4.41 (1.76)
Physical attractiveness 1 enjoy watching players who are physically attractive. 4.12 (1.70)
Enjoyment of aggression I enjoy the aggressive behavior of the players. 4.07 (1.71)

MNote. M = Mean, SD = Standard Deviation

IMwvokag 3: Toa kivnrpa g Beapatikdomrog Tov abinudtov mov evtomilovtol Kot ot

eSports (Pizzo et. al, 2018)

4.2.5. O1 010pYavOTES AYOVOV

Yoppova pe tov Scholz (2018) oty otopia tv eSports, ot d10pyavmTEG TOV
TOVPVOLA NTOV KNP dUVOUN, €W0IKE KOOMDG Ol TPOYPOUUUOTIOTEG TOLYVIOIDV GUYVA
TOPOUEAOVCAV TOV TITAO TOVG GTO eSports Kot OgV PPOVIIGOV VO 0GOOAIGOVY TO STKOULMUOTE
TVELHLOTIKNG 1010KTNGI0G Kol EKUETAAAELOTG TOVG. O d10pyavmTES KAAVYOV EVEPYH TO KEVO
Kot Swpopewoay 1 Lovtovy oknvi tov eSports tov onuepa. Ewdwd oty apyn, Mrov
amopaitnto va €pBovv KOVTd Ol avTOy®VIOTEG Yoo va  Onpovpyncovv éva  dikolo
avTayovioTiko mepipdilov. Tuepa, o Thompson (2015) damictdvel Ot1, aVTA TO TOVPVOLA
ovyva vepilovv apéveg kabmg ot dvBpwmol BEAOVY VO GLUUETEXOVY GTOL TOVPVOLA «Y10, VO
etvar pépog ¢ KowoTNTOog gaming, vo, ToPUKOAOVOOHV TOVG AYOTNUEVOVS TOVS TTOUKTES Kol
onadec, vo ocvvoéovtor pe @ilovg pe tovg omoiovg émonfav kol yvopisav online, va
yvopicovv tovg emayyeiuatieg maiktecy. Ot Sjoblom kot Hamari (2017) miotedovv 611, ot
QOpEiG ToOL TOLVPVOLA €1dav TV gukapia vo eEEMEOVV TO EMYEPNUATIKO TOVG LOVTEAO YOP®
amod ovtd to petaforiopevo mepPdAiov, omOTE Kol TAEOV UTOPOVV VO, TPOGEYYIGOLV TO
KOWO TOVG TOGO 6T1G LmvTavEG poég 060 Kat otny apéva. Ot dvBpwmot Tagdevovy 6 OO TOV
KOGUO Yl VO TOpokoAovONGoLY TIC opadeg var aviaymvilovtal, yeyovog mov TG Kabiotd
aEOA0YEG EKONADGELS, VD EKATOUNOPLO TOPAKOAOVOOLY OUTA TO TOVPVOLE HEG® TNG
Covtovig peTddoong.

2y p€yovca Aacn £EEMENG TOV OIKOGLGTIUATOG TWV €SPorts, Ol TPOYPOLLUATICTES

TOLVIOUDV EIVOL TOL O CNUOVTIKE EVOLPEPOUEV LEPT] KO EXOVV TN HEYOADTEPT SLVOU.
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Avtq 1t otiyun, oduewvo pue tov Adomnica (2018), égovv kdbe voppo dikaiopa vo
HovVOoT®AOHV KAOE HEPOC TOV Ty ViS00 Tove. Q61060, Onm¢ TpokvITEl amd Tovg Kutateladze
(2018) kou Pei (2018), avt 1 cvumeprpopd eEakorovdel va gival omdvio, 6ta eSports Kot ot
avadvopevol TitAot eSports cuyva amoPacifovy LVIEP LG CTPATNYIKNG GLUVEPYACING - Vi
napaderypa, to PUBG cuvepydleton pe 1o StarLadder kor o OGN 7y tn dnuovpyio Tov
TayKoouov mpwtadinuatoc. Evollaktikd, to mowyvidor Rainbow Six, to omoio akolovOnoe
po opyn kot otafepn otpatnyikny avamtuéng, vrootnpixdnke oe avtyv v e&éMén amd 10
ESL ywo vo petatpéyet 1o moryviolt otadiakd o€ titho eSports. O Murray (2018a) Oewpsi ott
avtn N e€EMEN odnynoe oe €va ovotua TpoTadinuatog mapopoto pe 1o Lol , mov €xet
axopa kot ovotnuo vrofifacpod, oAAd extdg and avtd 10 TPOTAOANUE, Bo vVEhpyoLV
dtbpopa Tovpvovd e 6A0 tov koo . ['a tov Scholz (2018) to Rainbow Six eivau dwaitepa
EVOLAPEPOV OO TNV OTTIKN YOVIK TOV S10pYOVOTMY TOV TOLPVOLE, KaBmg delyvel Evav TpomTo
GLUUETOYNG 0 aVTO TO peTOPaAropevo mepifaiiov eSports. Mia woyvpn kivnon mpog ta
npotadiquata franchise emokioce 1o 2018, kvpiwg Adyw tov Overwatch kot LoL, evod
oy vidia, 6mmg to Rainbow Six yvopioav po apynq oAdd opyaviky avamtoén pe v mépodo
TOV XpOVoV. Avti 1 avanTvén umopel va amodobel 6To yeyovag dTt ot S10pyavmTEC TOLVPVOVE
LOPAGTNKAV TIG YVAOELS TOLG KO Ol TPOYPOLUUATIOTES TOLYVIOUDV AKOVGAV.

O Scholz (2018) kpiver 6Tt Pacikf TpoimdHeon Yoo TV EMTLYIN TOV SLOPYAVOTOV
TOVPVOLA Elval OTL LIAPYEL KATOLOL HOPON OVTOYOVIGUOV, GTOV ONOI0 OouTovVTOL Ol
VANPEGIEC TOV JOPYOVOTOV TOLPVOLA. Q0TOG0, GOUPMOVO HE TOV 1010 GLYYPAPEN, OVTO
amotel €va VYES Kot aviaymviotikd owocvotue. O Murray (2018) Oewpei Ot eivon
EVOLOPEPOV OTL UTOPOVLE VO TO Tapatnpicovpe avtd og moyvidwa 6mwg to Counter-Strike,
ota omoia duapopotl dwopyavetég tovpvovd (m.y. Blast, ELEAGUE, ESL, Faceit, PGL,
StarSeries) avtayoviCovtol yu TG KOADTEPEG OUAOEG KOl TO TEPLGGOTEPO KOO, Kot
nopoabétel T Miwon tov Lampkin, ot «To yevikd dpopa Twv oveipmv givorl 0Tt £XETE [ua
ayopd cg Oha ta [...] enimeda, omdTe OTAV 01 EKAOTEC BELOVV VO GLVEPYACTOVV LE EVav TPiTO
SoPYaVOTY], VO VTTAPYOLY TOAAOL OO VTOVGY.

Q¢ ek tovtov, o Scholz (2017) kataAnyst 6Tt 0L S10pYOVAOTES TOVPVOVE EYOovV Evav
Eexyoplotd kot {oTikd pOAO GTO  OKooLGTNUE TV eSports, 10Tt GLVOEOLV  TOLG
TPOYPOUUATIOTEG TOLYVIOIDV LE TO OVTIGTOL(O KOWO TOLG Kal, EMMAEOV, pyalovTol Yol Tn
BeAdtimon g 010oHVOEONG HETOED OVTMOV TOV VO EVOLAPEPOUEVOV HepdV. Mia a&lomiot)
KOl EMOYYEAUATIKY] OOUN TOLPVOLA Oa TPOGEAKVOEL €MIONG EMAYYEAUATIKEG OUAOES OTO
npotddinua. [Maipvovtag 1o mapdostypo tov Rainbow Six, kataAnystl otn dwomictwon OTL, M

TAElOYNOio TOV KOpLeainy opddwv eSports Exovv o emayyeipotiky opnddo Rainbow Six.
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Enopévmg, ot dopyavotég TOUPVOLE €XOVV  GLYKEKPUEVEC OLVOATOTNTEG, YVAGCES KOt
KAVOTITEG TTOV ATOLTOVV TOAAOVG TPOYPULUATIGTES TOLYVIOLDV Y10, TN ONLLOVPYId, OVOVEDOT)

KoL VTOoTNPLEN TOV TITA®V TOVS 6Ta eSports.

Riot Games

Garena

Twitch

Blizzard Entertainment

Tencent

Red Bull

DreamHack
Ubisoft

PUBG Corporation

Ewdva 5: Ot kopveaiot 10 dopyavetég aydvov onuepa. (Esportscharts.com, 2022)

4.3. Ov TPOKANGELS GTIV OLKOVOUIO KOU GTNV EMLYEIPNUOTIKOTITO TOV NAEKTPOVIKOD

afAnTiopov

H épesvva ywo to0 OlOVOHIKA KoL TNV EMYEPNUOTIKOTNTO TOV MNAEKTPOVIKOV
aOANTIGHOV EMKEVTPMONKE GTO EMYEPNUOTIKO LOVTEAO TV €SPOrtS, TNV EMTPPOT TOV EYOLV
omv avtiinym ¢ enovopiog Kotd ™ Asttovpyio pog opddag eSports, kabang Kot 6Tov
QVTIKTUTIO KO TNV OTMOTEAEGULOTIKOTNTO TNG XOPNYinS.

H meptypagikn| avdAvon tov tpéyovtog emyelpnuatikod HoviéAov eSports omd Tovg
Lokhman et al. (2018) £d€1&e 011 01 peyaAdTEPES TNYEG EGOOWV TPOEPYOVTOAL ATO TOLPVOL.
g oOYKPIoN LE TO EMLYEPMUATIKO HOVIELO TOV TOPASOCIOK®Y afANUATOV, BpKay HeyOAES
ATPAYLOTOTTOINTEG OLVATOTNTEG OTNV €KOO0ON eloutnpiev, oTo OIKOIOUOTO TOV HECWOV
evnuépmong kot oto merchandising. Ot ekdnAmoelg eSports eaiveTon va £(0VV CONUOVTIKEG
OIKOVOUIKEG ETMTMGELS, Ol OTTO1EG AMOTELOVY PACTKOVS UNYOVIGLOVG Yo T HOKPOTpODeoun
emtuyio TOV emyelpnuoTKod poviéhov Tev eSports. Zopeova pe tov Gaudiosi (2016), ot
112 peydirec ekdniwoelg eSports 1o 2015 anépepav £€c0da 20,6 ekatoppvpiov dorapinv and

elormpo. Ot Newman et al. (2020) onueiocav 6Tt 1 a@NyNoN TOV 1GTOPIOV KOTE TN
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SlapKeLL VOGS O VIO00 eSports givol ol SLVOUIKT] AVATTUENG, TOV PEPVEL VEEC EVKOPIES
KOl GUVEPYELEC, UE TIC AP YNOELS Y10 EMLYEIPNUOATIKEG ETEVOVCELS VAL EEATAMVOVTOL TOVTEPQ
amo TIC YeVIKEG apnynoels eSports. Extog and 1o ybopa {Rong - tpocpopds crowdfunding,
OV KOTOOEIKVOETOL amd TNV avdAvon moivopounong tov Hayduk (2021), o Hayduk
onueiwoe OTL o1 TPEYOLOEC EMEVOLGELS oTO MAEKTpovikd oabinuata Poocilovior ot
SVVATOTNTO EPAPLOYNG TOV HOVIEA®DV £600mV amd Tov afintiond. H Prowcipudttd toug ota
eSports dev Eyel axoun amoderyOet.

Ot Bertschy et al. (2020) anokdAvyav onv avaivon tovg yio v AS Monaco 611 1
Aertovpyior pog opddag eSports dev emmpedlel TNV avTiAnyn NG ENOVLUING TOV
TOPASOCLOKMOV OTaddV TOL modocPaipov. EmumAéov, dwamictmoav 61t o1 avotpomés g
emovopiog eEgMocovtal Kol ot AATPELS TV eSports YEVIKA Ogv avnouyovV Yo TIG PaciKEg
T000cQUPIKES dpactnplottes. 'ETot, 0 kivouvog Yo Toug adAntikovg pavotlep vo pmovv
ota eSports @aivetor va glvar yapnAOTEPOG OmO TOV AVOUEVOUEVO, OGTOGO TPEMEL VL
ouvdécouv EexdBapa tov afintiopd kol ta eSports yio va emekteivouy 10 abANTIKO onua
toug (Bertschy et al.,, 2020). Onwg kot ota mopadocsiakd abAquoto, 1 er@vopic TOV
opYOVICUAOV eSports GuVOEETOL JVVOUIKE LE TNV EMOVLUHIO TOV OVTIGTOYOV TOUKTOV
(Marchenko & Musabirov, 2019). T'ie tovg Kordyaka et al., (2020) n mwiotn kot 1
gAKvuoTIKOTNTO pag emmvopiog eSports @aivetor vo glivorl 1oyvpoTEPN Yo HECAIOVG
SLLPOPOTONUEVOVS OPYOVIGLOVS, TOV avTay®VILovTol 6€ TOAAL oy vidla eSports, dnwg yio
napaderypa, LoL, Dota 2, Overwatch kot FIFA. Qg ek tovtov, 01 opddeg Ba mpémer va
drpopomomBodv 6e TOAAG Tayvidla Yo vo. TpoBncovy v enmvupio TS opudong Kot vo
TPOCEYYIGOUV GYETIKES OUAOES KOTOVOAMTMV, OAAL Kol VO EMAEEOLV TOVG SO YOVIGHOVG
TPOGEKTIKA Y10 VO UMV VTEPILPOPOTOMOOVV GE oy vidlo Pe OTOKAIVOVGES OVTIMYELS YidL
v enwvopio (Kordyaka et al., 2020).

Yoppova pe to Newzoo (2019) ot yopnyieg omoteAovV TNV KOPLOL TNYT| ELGOOMUATOG
ota eSports, petpmvtag mapamdve ord 10 40% TV GLVOMK®V KepddV TG ayopds. Ot Funk
et. al (2018), dwmctOVOLY OTL TOL €00000 OO TIG yopnYyieg €xovv mpPoéAbel amd Evav
avEOVOUEVO aplOId OPYaVICUOV TTOV dlapopoTotovvTal otny Prounyavia tov eSports. Ot
Huettermann et. al (2020) mapatnpodv 61t ot yopnyoi apyilovv va ovayvopilovv TIg
evkapieg mov mpoépyovior amd TNV Propmyovio twv eSports, pwo Pounyovio mOL
kaBodnyeiton amd Tovg VEOLG Kat TV TEYVOAOYia.

O Biscaia et al. (2017) avéntvo&ov évo evvololoyikd HovtéLo yio va eEETAGOVY TOV
OVTIKTUTIO TOV EUTEPLUOV NG OUASOS - ETOVOIOG OTIC eUmelpieg enmvoupiog - yopnyiog, e

oKOTd v 0EOAOYNGOLV TIG OPOPETIKEG EUUECEG KOl Queceg €mMOPACES TOGO TV

33



petafAntaov, mov oyetiovionr pe v opdada, 660 Kol TV HETOPANTOV Tov oyetiCovtal pe
TOVG YOPNYOLS OTIC TPOBEGES ayopdg TOov TPoidvtog evog yopnyov. Avtoi ot yopnyoi
TPOEPYOVTOL TOGO OO EVONUIKEG 060 Kot oo urn evonuikég etapeieg ( Funk et. al., 2018). O
Cornwell (2020) e&nyel 611, evonukol yopnyoi gival extyElPNCELS TOV OTOI®V TO. TPOIOVTAL
/Ko 01 VINPEGIEG CLVOEOVTAL LE L0 AYOPE, EVM O U1} EVONIKOL yopnyol eivor emyelpnoelg
TOV 0TOI®V Ta. TPOIOVTO, /KoL 01 vanpecieg dev oyetiCovion pe wia ayopd. H Nielsen (2019)
KaTaypaesl 0Tt oto. eSports, ot evonukég etoupeieg mepthopfdvouv etapeieg pe emikevIpo
v teXvoroyia, 0nmg 1 Asus, 1 Dell, n Logitech, n Microsoft, n Nvidia, n Razer, n Samsung
Kot GAAEC eTtaupeieg mov oyetifovran pe v teyvoloyio. Zouewvo ue tov Hayward (2019) to
eSports érafov Tpdoeata £vo GUVIPITTIKO KOUA VITOGTNPENG Ol un eVONUIKES eTapeieg —
etapeieg mépa amd Tov mopnva g Propnyoviog Pvteomayvididv pe EMIKEVTIPO TNV
teyvoloyia. O av&avouevog KaTtdAoyos TV Un VONUIKAOV xopny®v mepthapupdvel peyaieg
Toykooeg pnapkeg onmg Adidas, Anheuser-Busch, BMW, Coca-Cola, J.P. Morgan Chase,
John Deere, Michelin kot Nike. Ot Biscaia et al. (2017) oto poviélo tovg mpdtevoy TV
TPOTYOVLEVT] KOTOVAA®MOT OV GYETICETOL pe TNV OpAda, OOV TNV apyLKN GPOGIMoT OTN
GLUTEPIPOPE KO TO KIVNTPO Yo KoTavaAmon O emnpedoet T GUVOAIKY IKOVOTTOINGT HE TNV
opada Kot TNV apocimon otnv opdada petd tn oeldv. Orot avtoi o mapdyovies «epumepioc-
emovopiog - opadoac» evoéyeton va emnpedlovv, 1060 aueca OGO Kol EUUEGA, TOVG
TOPAYOVTEG EUTELPIOG - ETOVLUING TOV YOPN YOV, OTTMC eivan 1 eokeimon pe v enwvopia, N
TOKTOTOINGT YOPNYDOV/OUAONS, Ol AVTIANYELS TEPTL OMOKAEIGTIKOTNTOG 1] TOVTAYOV TOPOVGIa
XOPNYADV, N AvTIANTTY KA OEANGM TOL YOPMYOVL, M OTACN AMEVAVTL GTOV YOpNYd Kot 1M
TeEMKN TTpdBecm ayopdg Tpoidvimv yopnyov. Toéco 1 Nielsen (2019) 6o ko ot Singer & Chi
(2019) o¢ ovuPovievtikég avaEopég TOVG Yo TOV KAGOO Tmv eSports vroypoappilovv
YPNYOPO OTL Ol EVOLOPEPOUEVOL U] EVONUIKOL YOPMNYOL TPEMEL VAL AVOLYVOPIGOVV TOVG VEOLG
Kot TEPIMAOKOVS KAVOVES TOV JETOVV TIG AMOPACELS LAPKETIVYK GTOV TOUEN TV eSPOrTtS.

Estimated Number of eSports Sponsorships
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Ewova 6: Xopnyieg eSports (Nielsen, 2019)

Tehkd, o Scholz (2019) katoAnysr 6Tt OAec ot mpoomdadeleg SUOPPO®ONG EVOG
Budoipov emyelpnuatikod HoviéAov ota eSPOItS £xovv MG KEVIPO TNV amoOKTNoN KEPOOLG
amd T0 KOwd, TO0 OTOI0 ATOTEAEL TNV KEVTIPOUOAO dOvVaUN KAOE emyEpNUOTIKOD LOVIELOV GTO

eSports, énwg paivetor kot amd TV ekova. 7.
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Ewoéva 7: H tpéyovoa €£EMEN TOU SKTHOL TOV EVOLAPEPOUEV®VY, TOVILOVTOG TNV oNUacia

EVOG SIKTVMUEVOD emyEpnuatikod povtélov. (Scholz, 2019)

4.4. Teyvoroykég Ilpokinoers

H épevva yia T1g TEXVOLOYIKES TPOKANGELS TOV EPEPAV T €Sports GToYEVEL VoL TaPEYEL
TANPOPOPIES Yo TIG OLVATOTNTEG Kol TIG OldIKAGieg Yoo T Olayeipion twv eSports, v
avAmTLEN TOAEVT®V Kot TN LETAO00N TOLPVOLd. Ta suprpaTo GYETIKA LE TN dlayElplon TV
olAd®V eSports VITOJEIKVOIOLV OPKETOVS TAPAYOVTESG, TOL £ival GNUAVTIKOL Y10 TNV EmTLYio
¢ opadog. Ou Coates et al (2020) édei&av 011, o1 opddeg eSports, mov £yovv Evov
Slyeplot) opdoag, amodidovy KaAVTEPA amd TIC OVTOSLUYEIPILOUEVEG OUAOES, WOTOGO TO
6(pehog TOL dloplopov evog pavatlep mowkilier otn oknvi g opddag. Ot Parshakov et al.
(2018) omédeiEav OtL, M TOMTIGHIKY TOIKIAOLOPOI0. TV Ouddwv emnpedalel Oetikd Ta
OTOTEAEGUATA TOVG, EVA 1 YAWGGIKN TOIKIAOLOPQia HEIDVEL TNV amddoon) Tovus. [TapaddEm,
ot Parshakov & Zavertiaeva (2018) amokdAvyav 61t o0 TaAévia twv eSports Oev eivat

opoopoppo.  Katavepunuéva oe  Oho  TOV  KOGHO, OAAG  GULYKEVIPMOVOVIOL GF
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(neta)oyedtoopuéveg  owovopieg. Mo avdALON TOV  UETAYPOPAOV TOUKTOV om0 TOVG
Marchenko & Suschevskiy (2018) PBprike mepartépm evdomeplpepelokd GLUTALYUATO
LETAYPAPDV, TOV EKONAMVOVV OPKETES NTEPOTIKES 0YOPEG NAEKTPOVIKAOV alOANUAT®V.

Ov Ward kot Harmon (2019) anédeiov tov vmepotap yopoktpa TV eSports,
TOPOKIVOVTOG TOOVOLG ETAYYEAUOTIEG TOAKTEG e TNV guKoupiol Vo KEPSIGOLY GNUOVTIKA
YPNUATIKG £TobAa €bv emituyovv o kopueaio katdtaén. Ot Railsback & Caporusso (2019)
goelgav OTL ol emayyelpatieg mpomovnTtég avtiapuPdvovior moapouoleg SUVOIKEG Kot
TPOKANGES oTo Tapodootakd obAnuata kot ta eSports. EmumAéov, o Fanfarelli (2018)
TPocodploe 000 Pactkég 0e&10TNTEC G CNUOVTIKES: TNV 0icOnorn Tov Tayvidloy Kol TN
pnyovikn. o tov 1010, ko dAleg 6e£10TNTEC, OMMG €lval 1 TPOGUOVY|, 1 VIOUOVY Kol M
emkowvmvia glvar e&icov onuavtikéc. Tavtdypova, apKETOL TAPAYOVTEG ATOOOONG TV
ToPadOCIOK®V  aOANUdTOY, OO Yoo TopAdelypd, o YpOvoc avtidpaons, o yoPKOg
TPOCAVATOAMGUOG 1| M Opadkn epyacio, elvar eniong Kabopiotikng onuociog oto eSports,
onwg £de1&av ot Nagorsky kot Wiemeyer (2020). Ot Turtiainen et al. (2020) £6ei&ov Ott ot
ekmounég eSports €lval EVOOUATOUEVEG OTN OOUN TOV EKTOUTOV 0omd TAPUSOCIUKA
abAnpato, yPNCYWOTOLOVTOS KoblepoUEVO OO Kot OTIYHOTLTO TOUYVIO0D G HOPPES
evBouslacon Tov Kowol, Om®g TPoEKLYE amd TV ovEAVLGT| TNG LETAOO0ONS TOV TTALYVIOLOV
Overwatch.

Ta evpnuata g vedpyovoag Epevvag Exovv ogilel mmg ta eSports potdlovv pe Ta
napadocstokd  afnuoto  omd  TOAAEC  amdyelc.  Agdopévav  TOV  OUOIOTHTOV  TOV
TOPASOCLOKMOV UOANUATOV Kot TV eSports oTig 0e&10TNTEeS, T drayelpion g opdoag Kot v
eunuepio tov adntov (Nagorsky & Wiemeyer, 2020), ot abAntikég opdoeg evosyetal va

£XOVV AVTOYOVIGTIKO TAEOVEKTILO GE GYECT UE TO NAEKTPOVIKE alOANOTOL.

4.5. AwukvBépvnon Tov eSports

H peiém g Bproypaeiog avapopikd pe tn dtokvBépvnon kot Oecpobétmon tov
eSports emikevipobnke apykd oto vo SDOOEL ATOVINGES 0 oXEoMN We TN oTabepdTnTa Kot
Blooipdtnra g Tapovoag dtakvPEpvnong Tmv eSports kot o devtepo Pabud va kotaypdyet
TIG EVOAOKTIKEG TPOTACELS, TIC TACEIS TNG Propumyavicg Tmv eSports kat Tig TPOKANGELS TOV

QEPVOLY 01 TAPOVTEG TYNUATICHOL dtakvPEpynong. Ot TPoKANGELS KOt 1] TOAVTAOKOTNTO TNG
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SlKLPEPYNONG OTOVG CLYYXPOVOLS OOANTIKOVG OPYOVIGHOVS EXOVV  OVOYVOPLCTEL Ao
aPKETOVG TPOcPaTOVS cuYyypaeils (m.y. Geeraert 2015, Association of Summer Olympic
International Federations 2016, Westberg et al. 2017, Hoye et al. 2019) kot Ta eSports dev
amotelovv e&aipeon, mapd To yeyovog OTL umopel va vIdpyovV SoPopETIKE CNTIHOTO TOV
oyetilovtar pe  dakvPépvnon (Peng et al. 2020). Ipdypatt, 6mwe toviCovv ot Peng et al.
(2020) o1 mpokAnoelg mov avTueT®mICEL TO oKooVoTHUA TOV eSports givat avapeiopriTnta
aKOUT TLo TEPITAOKEG dedOUEVN G TNG TOELNG AVATTVENG TOV KAGOOV KOl TOV YEYOVOTOG OTL M|
EMewyn avayvopicung doung dtakvfépynong £xet odnynoet oy avénon tov {ntnudtov
aKePALOTNTOG. G AMOTEAECUO TG TOAVTAOKOTNTAG TNG OANTIKNG dtakvPEpynong, COLP®VA
ue tovg Chappelet & Mrkonjic (2019), éyovv molomhaciactel To TAAiGIA dtaKLPBEPVNONG
0V afAnTiIopuov ta tedevtaia ypovia. Qotodco, yuo tov Chappelet (2018) n amhny dmapén
apyov 1 katevfuvplov ypoppmv olakvBépvnong ivoar averapkng ywpig va Anedel vmdyn
M TPOKTIKN EQOPLOYN KOt AEOAGYNOT TETOLOV TAOLGI®OV GE GLYKEKPLULEVA 0OANTIKA TAaiCLAL.

Ye ovykplon pe to mapadootakd abAfuata, ot Funk et. al. (2018) kataypdepovv 6t T
eSports avtipetoniovv moilvapidueg mpokAnoelg dtakvPépvnong, OTmG eival To GLAAOYIKE
eSports, To {RTua epyaciog/anacyoAnong, ot dpHpmTIKES d1aPopés LETAED dLOPOPETIKMV
tithwv eSports, {NTHOTO TVELHOTIKNG WOOKTNGIOG, HETAVAGTELONG, OVIYLOVOTMALKNG
vopobBeoiog kat tCoyov. o mapadetypa, n Hollist (2015) dwomiotdverl Ot1, ot TaiKTeS TOV
eSports teivouv va givat vEor Kat AmeEPOL GT JATPAYLATEVCT) GLUPOANI®VY, KOl O EK TOVTOL
EVAAMTOL OTNV EKUETAALELGT KO 6TIG OKANPES cLvOnKeg epyaoiag. o tovg Kempe — Cook
et. al (2019) n xovAtovpa TV eSports givar GoEOC EUPLAN, dU®VILOVTAG GTEPEOTLTES
OLGYETIGES LETAED TOL PVAOL KOl TOV EMAYYEALATIKOD KOl OVTOYOVIGTIKOD moryvidrov. H
uelétn tov Holden et. al (2020) avédei&e ot Prounyavia tov eSports, | omoia Kuplapyeitan
o€ peyaro PBabuo amd avopeg cvppetéyovteg, paotileton and dwakpicelg Pdost pOHAov Kot
oeovaiikn mapevoyinon. Ot yovaikeg maikTpleg elval EDOAMTEG GTNV TOPEVOYANCT EVTOG
TOV TOLYVIOL0D AOY® GTEPEOTVTTOV PUAOV Kot Tetvouv vao avtipetonilovy avEnuévo kivovvo
éxBeomg og mapevOYANOT, GTEPEATLTO, KO TOEIKT) GUUTEPIPOPAL.

I'o tov Brickell (2017), ot mpokinoelg dlakvBépynong ota MAEKTPOVIKE abAnuata
oyetiCoviot onpepa Kupiog pe Tov un pubuilopevo 1(Oyo, TOVg OVIAKOVS GUUETEXOVTESG KOt
v akepodta, {nTnuata, OU®S, Tov, OT®MG TPoteivel, umopel va emdevobodv amd v
EMEWYN KEVIPIKNG OlaKVLBEPYNONG OTOV TOHEN. ZNTAUATO OKEPALOTNTAS, OTMG GTNUEVOL
aydves, VTOMVYK Kol emBéoelg otov KuPepvoydpo €ivor Kowd, €mewdn To LYNAQ
SLOKLPEVUATO. GTOV TOUEN «EYOLV TPOGEAKVGEL (...) GTOMO OV YPNOLULOTOOVV OVEVTIUO 1|

AmPOKAADTITO. TapAvOpe, UEGO Yio ypnuoTikd képdog» (Stivers, 2017). 'Evag televtaiog
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TOUENG OVIIoLYI0G GTOV TOREN TNG OlaKVPEPNONG TV ESPOrtS elval 1 eunuepia TOV TAKTOV,
ocvumeptAapUPovorévng TG COUOTIKNG Kol WYOYXIKNG VYElog Kol gunueplog TV VEAP®OV
CUUUETEYOVT®V, 6TOV 0moio cvppmva pe tovg Chaskin et al (2018), npénel va eotialovpe
JEJOUEVMV TOV KOBOMK®OV apydV TNG TPOCTAGINS TNG EVNUEPING TOVG TTOL EVOMUATMVOVTOL
ota mhaicta oo OHE xou g EE  kat v avodo twv eSports mg onUOVTIKNG TOMTIGTIKNG
KOl KOWVOVIKNG EMPPOTC.

H depevvntikn pekétn tov povtédov dtakvPépvnong eSports amd tovg Peng et al.
(2020) katéoeie Ot «a av&avopevn SHVOUN TOV EVOLUPEPOUEVOV UEPOV GTO OIKTLO TOL
EMOIOKOLV VO OVTILETOTIGOVY (NTALATO AKEPALOTNTOS EXEL TPOKAAEGEL KATOKEPUOTIGUO TOV
mhoiciov dtakvBépvnong twv eSportsy. Q¢ ek ToVTOL, N gl0ay®YN povtéAwy franchise ota
peyoAvtepa mpotadAnuata eSports Epepe dour Kot otabeponoince avtr| ™ véa Propnyovia,
omwg onueiocav ot Ibrahim & Lewis (2020). Qotdc0, 1 mOav] andKAGN GLUPEPOVI®V
petald TV eKOOTOV ToVIOIDV Kol GAA®V evolapepopeveoy pepdv Ba pmopovcoe va
VIOVOUEDSEL TN PlocdTnTo Tov KAGYoL. XOpemva pe ™ PBifioypapio, ta eSports dev
Exovv axoun kabiepooet po diebvn daxvfépvnon pe v e€ovaia va opilel kavoveg oe dha
To oy vidia. Qotd6co, o Abanazir (2019) onueimoe 6tL Ko 1 Becpobétnon Tov chyypovov
afAnuatov tpénel va avantuydel oe 014Qopeg PAGELS Y TN 6TAfEPOTNTA TOV GNULEPAL.

Amo mpaxtikny dmoym, N épguva tov Peng et. al (2020) avédeiEe tov av&ovouevo
EMAYYEAULATIGUO Kot TN otafepdtnta TV eSports avTikatonTpiloviog KOwa EXLYEPTUOTIKA
HOVTELQ TOPAS0CIAKAOV AOANUATOV GE S10Y®VIGHOVS TOV OVIIKOVV GE EKOOTES, EMITPETOVTOG
uecompdbecpo emtyelpnuatikd oyedacpd. Qotdéco, yioo tov Abanazir (2019) to eSports
e&axoAovBohv va otepohiviorl evOg GUVOAIKOD Kot KaBlepopUEvoy HOVTEAOL OlakLBEPVNONG
KOl TOPOUEVOVY  €VOG OYETIKA KOTOKEPUOTIGUEVOS KAADOG, HE  OPOpeTKd  Pabuod
Oeopobétong ota oy vioto.

Mo «éBe dOAnpo, amd ™ otrypun mov n adlomotioo Tov €xel TANYel oNUAVTIKA, M
OIKOVOMIKT] KOl KOWMVIKY] omdAew AOy®m g youniotepng Ofmong OBeatdv kot tng
elkvotikotTag yopnywwv eivor tepdotio. O Brickell (2017) onueiwoe 611, vy 1o
NAEKTPOVIKE 0lOANUOTO TOALL YOPAKTNPIGTIKAE VITOJEKVOOVY TV ATOAELN AKEPALOTNTOG,
ocoumepthapupavopévng g av&avopevnsg ayopds SToynUATOV, TOV DYNAGV YPNUATIKOV
TOGMV, TOV GUVIOUOV TPOGOOKILOL GTAOI0OPOI0G Kol VO EKKOAUTTOUEVOL PLOMGTIKOV
mAociov. e po maykoouo peAétn, or Abarbanel & Johnson (2019) avaxdivyov 0Tt ot
Be0TéC TV NAEKTPOVIKAOV GTOP, MGTOCO, OEV OVNGLYOLY £VIOVO Y10 TOVG CTNUEVOVS OLYDVEG
nmov oyetiCovion pe tov 1(o6yo Ko Paciloviar oe Kavoveg Yo TV aSloAdynon e KoKNg

CLUTEPLUPOPES GTOVG EMOLYYEALOTIKOVS OYDVEG.
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Ta emruynmpéva povtéha dtakvfEpynong yio Ta Topadoctokd abAnuaTo evosyeTal va
unv eivan dueco Kat@AAnia yuoo ) dtakvfépvnon tov eSports. H Chao (2017) e&etalel 1o
TOPASELYLO TOV EMOYYEAUATIKOV 0OANTIKOV TpoTadinudtwv, énwc n EBvikn Opocmovoin
KoraBoopaipiong (NBA) kot 1 EOvikn Atyka [Todoceaipov (NFL), Ta omoia yxpnoipomolovv
ovyvé pwL dopr] KOwompa&ing, TPOKEWEVOL VO OmOOEIEEL TNV  OKATOAANAOTNTO TOL
OLOTAUOTOG OlaKVPEPYNONG TOVG Yoo Tow eSports. ‘Etol, to emayysApatikd obAnTikd
npotadAjpoto pmopodv vo cuvtdEovv Kot vo emPAAOLV KAVOVEC TOL GLUP®VOLVTOL
GLALOYIKG od TIC OpAdEC-HEAN. Q6TOGO0, dLdpopot Adyotl Ba propovcav va e&nynoovy yloti
01 EKOOTEC TOYVIOI®V TEIVOLV VO SLOTPOVV TOV TANPT EAEYYO TOV TITA®V TOVLG 6T eSports:
1) Ot €kd0TEG TOYVIOIDV ONUIOLPYOVV Kol KMOKOTOLOVV TOVG KOVOVES TOYVIdoh GTOVG
TiTAOVG TV eSports Tovg Kot YPNCLUOTOIOVV EVIUEPDGELS KOl EVIUEPDGELS KOOKO Y10 TN
doUN TOV GTPATNYIK®OV Kol TOKTIKN] TOL Toyvidwov 2) Xe avtifeon pe TG TopadoGlokeg
aOANTICEC OUAOEG TTOV KEPOANIOTOWOLV TNV TEPLPEPELOKOTNTA, TO. eSports €yovv debvn
yopokmpa. 3) Xe avtiBeon pe T1g mapadootakés afANTIKEG OpUAdEG TOV AVTAODV £1GOOM LA
a0 TNAEOTTIKEG EKTOUMEG, M KATOVOA®ON eSports yivetoar 6to ddikTvo KOt Ol €KOOTEG
o VIOLOV £XOVV OIKOVOULKA KIVTPa Vo S10TNPNGOVV TO HEYUADTEPO HEPOG TV EGOWV O
xopnyieg Kot petadooels. kot 4) Ot ekdOTEG TALYVIOLOV TEIVOLV TPOG LOVOTOALOKES TPUKTIKES
Ommg 0 TANPNG EAEYYOG TV GVUPBOANIOV e TOVG cuppeTEyovTe ota. eSports (Chao, 2017).

Extoc amd to poviéha mov ypnuotodotodvtal omd TOLG €KOOTEC, Yivoviot
mpoomdheieg va onpovpynBodv kuPepvnTikd Opyavo KTOC TV EKO0TOV. Xe d1EBVEC eminedo,
ocbupova pe toug Ma et. al (2022), vrdpyovv tétota d1ebv KLPEPVNTIKA Opyave OTTWC M
Aebvng Opoomovdio eSports (IeSF) ko n [Haykdopua ‘Evoon eSports (WeSA). Qotdco, 0
Johri (2020) «piver Ot1, amétvyov oe peydro Pabud Aoym EXewyng vrootHpiEng Kot
OVYKPOLONG GLUUPEPOVTIOV HE OLAPOPOVS EVILPEPOUEVOVS, OTTMC Ol EKOOTEC TOULYVIOIDV.
Yopeova pe tov oo, o vedtepn mpoomdbeia, n Emrpony) Hiektpovikng Akepatdtntog
ABAntiocpot (ESIC), dnuovpyndnke 1o 2016 yuo v enitevén xotvov £06povg petald tmv
EKOOTOV TOLYVIOIDV, TOV TUKTIOV, TOV ETUPE®V TEYVoroyiag, omwe N Intel. H Martinelli
(2018) damiotdvel 611 N avanTvén ™C dlakvPEPYNONG TV eSports TOIKIAAEL amd ydpo o€
xopa Kot kpdtn onmg to Hvopévo Baoileo, n ToAdio, n Teppovia kot ot Hvopéveg
[ToMreieg £xovv Ta vopoBetikd tovg dpyava mov eEgtdlovy ) pubuion twv eSports. Qotd00,
elval evp€wg Tapadektd amd Toug cvyypoeeic 6Tt 1 Notia Kopéa eivar to tpotondpo £6vog
otV TpomOnon kot ) oakvPEpvnon twv eSports, kabhg oynuatice v Kopeatikn ‘Evoon
eSports (KeSPA) 1on and to 2000, yio va evoopat®oel To. eSports oty KOplo afAnTiKn
vIodouN| NG,
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| Czech Republic | Cesk asociace esportu 2018
| Denmark | Esport Danrmark 2007
| Estomia | Eesti Arvutispordi Liit 2020
| Finland | Suomen Eleckironisen Urheilun Liitto 2010
| France | France Esports 2016
| Germany | eSport-Bund Deutschland 2017
| Greece | Hallenic Esports Federation 201
| Hungary | Magyar Esports Szbvetsé 2017
| Ireland | Ireland Esports 2020
| Ikaly | |talian e5Sports Association 2015
| Latvia | Latvijas Esporta Federacija 2013
| Lithwania | Lithuanian Esport Federation 2017
| Luxernbourg | Lukembourg Esports Federation 2020
| Metherlands | De Mederlandse Esportsbond 2010
| Poland | Esports Association Poland 2016
| Portugal | Federacao Portuguesa Do Desporto Electronico 2016
| Romania | Romanian Esports Federation SCH0N
| Slovakia | Slovenska Asodicia Elektronickych Sporto 2014
| Slowenia | Esportsna zveza Slovenije 2020
| Spain | Asociacién Espanala de Videojuegos 2017
| Sweden | Svenska esportsfirbundet 2017

[Tivakag 4: Awopopeouéveg Opoonovdieg eSports oe e6viko eninedo oty Evponaixn ‘Evoon
(Scholz, 2022).

Ou Kelly et. al (2022) xdvouv oo €volOPEPOVOO. TPOGEYYICT] OTNV TOALTIKN
dwakvPépvnong, mov mpémel va axolovOnbel ota eSports, egetdlovroc Tpelg Bewpieg
dtakvPépvnong, ) Bewpia g vopupotntog, ) fempio TV evdlapepopévev kat T Bewpia
TV Tpoktopeiov, ot omoieg Oa pmopodoav vo dMGOLV TANPoEopieg Kol TAiclo
dtakvPépynong ypNoa Yo T pOOUoN TOV TPOKANGE®V TOL AvTILET®TI{ovV Ta eSPOorts.
oupwvo pe tovg idovg, M Bewpio ™ vouudmrag tov Li et al. (2018) avaroykd
epappolopevn ota  eSports, PAéner ™ Swdkacio  OOANTIKAG TOMTIKNG ¢ Lo
OAANAOGUVOEOUEVT] OAVGION VOULLOTOMTIK®V TPAEemv mov GLUPBAIVOLY MG EMOVOANTTIKN

Jldkacia, LE TIG CUVEREIEG GE O ACT NG dadwkaciog va ennpedlovv Tig eMOUEVES 1)
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dAeg oaocelc. H epappoyn ovtod 100 TAMGIOV GCULVETAYETOL TOV TPOGOIOPICUO TNG
0pYAVMONG TTOV EMOIOKEL VOLUOTNTO GTO VTOKEIEVO (0) TNG VOUUOTOMTIKNG TPAENGS, TNG
VOUUOTIOMNTIKNAG TNYNG, TNG OTPOTNYIKNG VOUOTOINOoTNG oL ¥pnotpomoonke, g Pdong
NG VOUUOTOINGNG OV EMKAAEITOL KOl TOV TANGIOL 6T0 omoio Aaupdvel yopa n Tpdén. Anod
LT TNV Gmoyn, Mol WlitePn avnovyio 6To ONUEPIVO OIKOCLOTNUO TV eSports gival N
EMEYM €VOG KEVTPIKOL 0pYAvov d10iknong pe kN tov voupotnto. Katainyoovv, dpmc,
0Tl poAovOTL popovv va TpofAnBovv KaAd ETEPLATA TPOG VTOGTHPIEN TG ONpovpyiog
€VOC KEVIPIKOVL O101KNTIKOV opydvov, €va T€Toto Prpo eaivetor omifavo oto tpéyov KAipa.
SVVENMS, LEUOVOUEVO OpYava, OPIGUEVA atd TO. OTola Elval Opyava S10iknong oplouévmv
TTUYOV TOV eSports, TPETEL VO, EQAPLOCOVY TIG OIKES TOVS GTPATNYIKEG dlaKLPEPVNONG Kot
Vo EMOIOEOVY VO VOUUOTOI|GOVY  OVTEG TIG OTPATNYIKEG OTO AT TOV CYETIKOV
evolapepouévov (Kelly et. al., 2022). Avaidovtag v Bempio TV evilapepouévmy, Onmg
mv épovv epapudost 6tovg abAntikovg opyovicpovg ot Friedman et al. (2004), n omoia
VILOYOPELEL OTL M €TAUPLKN OtakvPEpvnon kot 1 dayeipion mpémel va Aappdvovy voyn to
CLUPEPOVTO OAMV TOV OUAO®V 7OV OLVNTIKA €mMPedlovtol amd TIG EVEPYEIEG KO TIG
amopdoelg evog opyavicpov, ot Kelly et. al. (2022) dwmiotdvouv 6t Katapyet tnv vwodHeon
¢ TpwTokafedplog Tov Hetdy®V Kot 1 abANnTiKn Propnyavia Tapéyet £vo Koo TapadelyLLo
v avtd, KaBADS Ta KEPOM amotelovV Guyvd devtepevov atoryeio micw amd T vikn. Télog, ot
0101 ovyypaeeig eetalovv ™ Bewpio TV TPAKTOPEIOV TPOKEWEVOL VO ELOAOYNGOLY TN
0éom tov pdAov, TG aTlEVTag Kot TmV KIVATPOV TOV TOPAYOVTOV 1 TOV EVOIUPEPOUEVOV GTO
owocVoTUa TV eSports, Onwg eiye avaivBel oto mopeABOvV Yy Tovg aBfANTIKOVG
opyovicpovg ard tovg Mason & Slack (2005). To amotédeoua thg epapuoyng g Hempiog
VTG oTa eSPOrtS eivat 6T, TAPA TNV OTOVGIN ETICNUOV CULPOVIOV AVTITPOCHOTEINS, KAOE
opdoa evilopepopéveav otov Topén TV eSports pmopel va Bewpnbel g evroréag M
TPAKTOPOS GAL®V OLAO®MV EVOLLPEPOUEVOV 1| WG LEPOG TTOV EMNPEALETAL OO TIG EVEPYELES
evog mpdxtopa yio Aoyaplacud evog evioréa. Emopévag, ot Kelly et. al. (2022) katairyovv
OTL M YNOOKY| KOl EUTOPIKT) PUOT] TOV eSPOrts SIKAOAOYEL TNV EVGOUATOGCT TNG OLVVOUKNG
evog topéa, mov Paciletal 6TV TEXVOAOYiQ, GE OTOLONTOTE GTPATNYIKY XAPAENS TOMTIKNG,
omoTe Kol amoterel éva yprioyo mhaicto mov Bo pmopovce vo ypnoyomondel yu v
KATavOnon TOL TPOTOL LE TOV OMOI0 Ol GLUUETEXOVTEG OAANAETIOPOVV GTO OIKTUMUEVO

ovomua tov eSports (Kelly et. al., 2022).

4.6. Nopkég Ilpokinoeis
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Ta vopukd dpBpa mov eEetdotniay yioo TV HEAETN TG apBpoypapiog ovopoptkd e
TIG VOUKEG TPOKANGELS TOV EMKEVTPOONKAY 611 vopobeoia kot mbavd vopukd {ntuota Kot
dnpoctevdnkav oe vouikég avabempnoels. Amo v épevva g PifAtoypapiog mpoékuye Ott,
ot Pacikég VOUIKES TPOKANGEIS TV eSPorts oyetiCovtor pe v EAletyn vopkold mioicsiov
ot owKvBEépvnon, tov abéurto avtaywviopd, to cupfoioilo Kot TNV TPOCTACio. TV
dikouwpdtov tov adintov, to franchising, ta diaidpata wvevpatikng Wokmoiog, To
dkoumdpato  avapetddoons kot tn dwebopd. Agdopévov OTL OvVOTEP® avOAVONKE M
Biroypapio oxeticd pe to {ntuato dtaebopds mov mpokHTTOLY, OTTMG ovTh e€etdlovTal
Kol pelet@vtol vd 10 TPicpa Tov abANTIKOD pdvatluevt, dev o avaivdel mepatépm oe
avtv TV gvotnta M Piproypaeia yo o Cnmpoto dStaebopds amd VOUKNG AmOYEMG.

Yougpwvo pe tov Green (2018) n vouudtra givan Eva amd ta Koplo {nripoto wov
emnpedlovv Ta eSports, kabmg to TPEYOV TOMIO KOVOVICUOV givol yeUdto HE TOAAOVC
dpopeTkovg opyoviopovs mov woyvpilovrar 6Tt puBuilovv 1t Prounyavia v eSports.
Onwg emonpovel ko 1 Martinelli (2019), avtéc ot opddeg dev £xovv GaPeic KAVOVES Kot
KOVOVIGHOVE TOV VTTOYPEDVOLV TOVG TOUKTESG KOl TIG OPLAdES v akoAoVBOHV KaTd T StdpKEL
tov ayovov. Etot, o Green (2018) exeppdlel tqv dmoyn tov Oti, o1 opdadeg dev dlabéTovv
TOVG OmMAPOITNTOVG UNYOVIGHOVS EMPOANG Yo TV EMPOAT KAVOVOV KOl KOVOVIGUADV GTOV
KAGOO TV eSports, Eva 1 GUOT TOVG MG AVEEAPTNTMV Kol Oyl KVBEPVNTIKOV OPYOVICUADV, dEV
kaBotd pa tétoto emPoin vouun. Ilapopoing, o id10¢ cuyypagLag ENYOVTOS TO. VOLIKA
npoPAnuata Tov eSports, eEnyet 0Tt o akdpo TEPUTAOKN, ivarl 6Tt Ta eSports dev givor Eva
G0N0, 0ALG TOAAG aOANUOTO GE SLUPOPETIKEG TEPLOYES TOV KOGHOV, EMOUEVMG VITAPYOLV
TOALOL PLETOYOL KOt 1OI0KTHTEG TOV EUTAEKOVTOL GE AyDVEG eSports, mpdypa mov onuoaivel 6t
ot evolapepopevol dev Bewpoiv TIc opddec mov oynuotiloviar g apyég (Green, 2018).

H debtepn mpdxkinon mov avipetomilovv Ta eSports, 6mwg evromileton Kot and TNV
Martinelli (2019) givar 1 avtipovormAlakn TolTikn. Zopemvo pe tov Thiery (2018), emeidn
1060 TO KOWO OGO Kol Ol EMXEPNCE TV eSports emekteivovtal, elvar SVOKOAO va
npoektobel N avrywovoroilokn vopobesio kol VOLOAOYio TOV 1GYVEL GTO TOPASOCIOKA
EMOyYEALATIKG afAnuato, Kot oto, eSPorts, dedouévon 0Tt N1 LopPn Tovg OAAALEL cLVEXDG,
omoTe Kot Bo mPEMEL VoL EQUPOGTEL o€ pia LTOBEST] Kot Oyl G€ EVal SLUUOPPOUEVO GUGTLLAL.
O 1310g cvyypaPEag emonpaivel OTL LIAPYOLY SVO KATMOTATO OPLOL TOL TPEMEL VO TANPOVVTOL,
10 €va vo amodeiyOel 6TL 0 eSport opyavioprog Asttovpyel EUTOPIKA, €ITE MG KEPSOGKOTIKO
elte og un kepdookomkd idpovpa. To devtepd dpto oyetiletan pe To mepleyduevo, 1o onoio Ha

TPEMEL VAL UMV APopd TOLG KavOveS Tov mayvidloy. Qotdco, oto eSports, e&attiog tov
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LOVOOTKOV YOPAKTNPO TOVS, £lval TOAD o OVGKOAO Vo OpiGEL KAVELG 0101 Eival 01 KAvOVES
tov Tayvidtov (Thiery, 2018).

O Arin (2020) onueiowoe 61l T0 TPOTAUOANUATO TOV EAEYYOVTOL OO TOVG EKOOTEG
QU0EEVODV  TTPOPANUOTIKEG  OLVOTOTNTEG  YIOL  OVTIOVIOYOVIOTIKY  YEPOYDYNOT Kot
avalomTupoOvouy TNV £vtaorn HETOED TV CLUUPACE®MY TVELHOTIKOV OIKOIOUATOV KOl
avTipovotoMak®v cvupdoewv. Tleportépw, ot Holden & Baker (2019) tévicav 611 kabmdg
«To MAEKTPOVIKA afAUOTO PTOpoVV VO OVIKOLV GE KATOWOV», Ol €KOOTEG UTOPOVV Vo
amokAeiovy opddeg Kot maikteg amd dtayoviopovs (Holden & Baker, 2019), aAdd onueiwcov
emiong O0TL oG €K TovTOL «N Prounyavio eitvar EToun va OVTIHETOTICEL GUVTIOUO, CTUOVTIKEG
TpoKANGES mov oyetilovran pe v gpyacion (Holden & Baker, 2019). Zoppwva pe tov
[MomaAovkd (2018) to yeyovog Ot ot abANTEG Sports sivat SlapopeTIKNG eBVIKOTNTOG Kot
Bpiokovior o€ SLOQOPETIKEG YDPEG YEVVE TPOPANUATO OVAPOPIKE HE TS GUUPAGELS TOVG,
Omwg CNTMHOTA TOV APOPOVY TN SIKAL0S0GTa KOl TO EQAPLOCTEO OIKAL0. ZOUG®VO LLE TOV 1010
oLyypaPéa, N avNAMKOTNTA TOAA®Y afANTOV eSPOrts, mpokalel mepartépm vopukd {ntnuora,
dedopEVOL OTL deV glval SIKALOTPOKTIKA 1KOVOT VoL VTTOYPAYOLV Ot 16101 Ta. GVUPOLOLE TOVG N
ta suPOrata pe Tovg pavatlép toug (Iamarovkag, 2018).

‘Eva dAlo vopud {ntnmpo mov apopd ta eSports efvol to SIKOUMUOTO TVELHOTIKG
wwoktoiag. «lotopikd, ot kd0TEG TaLYVIOUDY Bem@povvTaY Ot amdAvTOl BEpaTtoPOAAKES TMV
eSports Tov dnpovpyndnkav yopw and To oL vidl Tovg, ENEWN VTOL O EKOOTEG UTOPOVGV
VO YPNOYLOTOMGOVY TO SIKAIMMUOTO TVEVHOTIKNG O10KTNGI0G KOl TOV TPOKTIKO EAEYYO TOV
OYETIKOD Ay ViS00 Yo va d1ekdiknoovv tov Eleyyo.» (American Bar Association, 2016) H
Martinelli (2019) tovilel 011, dev givar caPEC TOLOG KOTEXEL TO, SIKOLDUOTO TVELHOTIKNG
1010k G10Gg HETAED TOV EKOOTT, TOV EVOLOLPEPOUEVOV, TOV SLOPYOVAOTAOV, TOV GLALOYWOV, TWV
POOIOTNAEOTTIKAOV POPE®V KOl TOV TOUKTAOV, EVA EMONUAIVEL OTL emmALOV LILAPYEL EAAELYT
GUVETELOG GYETIKA e TO "TMOC, TOV Kol GE MOLEG KATNYOPIES TPEMEL VO OITOKTOVTOL LT TO
eumopkd onpoata”. Avtd gykvpovel GoPapoic Kivduvoug, KaBmG 1 1010KTNGI0 TV TOLYVIOIDV
eSports amd ToVg TAPAYOYOVS TALYVIOUDY GUVIGTA 1oLPN ££APTNON ad TNV ASl0MGTIO TOVG
Kol emPaAder TpokANoelS Yoo TNV vaépPacn G Eviaong HETAED TOV apy®V TVELUATIKOV
SKAUOUATOV Kol aOANTIKOV avTIHOVOTOALOKOV opy®dv (Arin, 2020). Téhoc, o Cooke (2019)
evromilel 0Tt éva onuavtikd {ftnua mov oyetiletonl Pe TNV TVELUOTIKY 1O10KTNGI0 0popd
TOVG €K30TEC Prvteomaryvididy, ot omoiot yevikd oev eivor mpdBvpor vo vrofAnbovv oe
emPBePAnuEVoLg KavOVeS Kol KOVOVIGLOVG oL £xovv vopoBetBel amd e€mtepikd dtotknTikd

opyava, kabdg ot exdotkég etorpeieg elvar egopetikd 1oyvpés Kot eA&yyovv v IP.
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Enopévmg, cbppwva pe tov 1010 ouyypagéa, ovt Bo eivar pior moAd d0oKoAN puOUoTIK
npoxinon ya vo Eenepaotei (Cooke, 2019)

O toyoc givar éva aGAAo onpavtikd {ftnua Tov ennpedlet ta eSports. O Blum (2018)
KOTaypaesl OTL 1 TAEWOVOTNTA TOV OTOYNUATOV eSports Tpoépyetor amd Tn ypnom
OVTIKEWWEVOV EVTOG TOyvIdlon, Omm¢ eivor To vouopa otoynudatmv (betting currency).
Téhog, evd 1 dwomiotevon Twv eSports mg GOANU Kot 01 VOUIKES EmMTTMOELS eivon affEPateg,
ot Holden et al. (2017) xoatatdocovv to mpoPfiquota So@Bopds Kot VIOTIVYK TOL

avTipeTonilovy ta eSports o TapOOoLo ETINESO pe AAAL 0OALOTOL.

5. XYZHTHXH - XYMIIEPAXMATA

H mapovca BPAoypa@ikn avacKOTNon GYETIKA LE To VEX eS0UEVA TOV PEPVOLV TA
eSports oto afANTKd PEVaTCUEVT KOTAPEPE VAL EVAOCEL KOL VO OPYOVMGEL T SL0CKOPTIGLEVT|
oe Opopovg emotnuovikovs topels (my. Puyoloyla, toTpiky), VOUIKY, KOW®VIOAOYid,
AOANTIKEG EMOTNUEG, EMOTAUN TANPOPOPIKNC) PiPAoypapia avagoptkd pe To {Rtnua ovTo.
Kotd v cviloyn tov dedouévov kot v emneepyaciot TOVS, TPOKEUEVOL VO KOTOOTEL
duvatd va dwympiotel n PpAoypagia oe katnyopieg, mov Oa mapéyovv 660 T0 dSVVATOV TTLO
OLYKEVTPOTIKG OAeg Ot eEeAiEeLg, aAlayég Kot {ntipato Tov evionictnKay, £ytve mpoondOeia
vo €£eTaoTobV TOL SEGOUEVE KOl VO KOTNYOPLomotnBovy avaAdy®S HE TO MG UTOPOLV Vo
emmpedoovy T1g Pacikég apyés kol dopég tov abintikod pdvatluevt. H Biproypagio wov
oLAAEXONKE, TapOLo OV glvar TOAD TPAGEATY, Tapovsiale HeEYEAM KEVA GLVOYNS, KAOMOG Ot
nePlocOTEPOL cLYYpapels eEétalav gite MOAD yevikég, gite MOAD eelOIKEVUEVES TTTVYES TMV
eSports. Zvvendc, n mapohoo epyacion €KTOC TOV OTL OMOTEAEL MO OO TIC EANYIOTECG
EMMNVOPOVES pYOCIEG TOL OGYOAOVVTOL LUE TO GLYKEKPIUEVO (NTNHA, ATOTEAEL Lol OAIOTIKN
OVOGKOTNGT NG GLUVEICQOPAG Tov 0fANTUKoV pavatlpevt ota eSPOrts kat To0 aviicTpoo,
KoODG Kol TOV TPOKANGEMV OV £X0VV PEPEL TOL ESPOITS GTIC TAPAOOGLUKES OOUEG KO OPYES
pévatluevt.

To xvplOTEPO EPOTNUA TTOV KANONKO VO OTOVTINC® TPOKEWWEVOD VO UTOPECH VOl
eetdom to {fTnpa, etval 1o epdOTUA TOL KATd TOGO T €SPOrtS eivar abAnTIcpnog. Ilapdro
ov 10 CNTNUO AT AmaGYOA0VGE GYedOV OAOVG TOVG GLYYPAPElS Kot T PiPAtoypaeic TOV
peremOnke, movbevd dev vmnpEe caer Oetik M apvnTiky amdvinon. To obvoro g

Biproypapiog e&étale To Katd mOcOo pmopel 1 Evvola Tv eSPOrts va evempatwbei og apyéc,
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pvOuicelg N doués mov epopuodlovioar oTOV TOPASOCIHKO 0OANTIoHS. AnAadr, o
BipAoypapio otabepd amopevyetal va 000l Gapn omdvinon, dSTnpdOVTAS £TGL VOOV TO
T0 O ONUOVTIKO epdTNUO. Mehetdviag ™ PipAloypagia sivar eppoving n avdykn yuo
Bewpnrtikonoinon oyetikd pe to eSports. Meydio pépog g epyociog uéxpt onuepa givan
DeopnTiKng @UoNG Kol G €K TOOTOV, Ogv VIAPYEL otabepn Pdon vy ™ Oomuovpyia
EPELVNTIKOV EPOTNUATOV 1) VTOBEGEMY, TO oYEdGUO neBOd®VY, TNV aviivon dedouévav M
mv e&oywyn ocopmepacpdtov. Etvar onpoviicod opmg n Bewpia va fondd eniong oty mpdén
M, € QLTNV TNV TEPIATMOT), GTNV OMOTEAEGLATIKNY avAAvon tv eSports. Ta epotpata Tov
&xovv tebel a&ilovv BewpnTIKNG TPOGOYNG, KOOMC KATL TETO0 ol pag 00N YNGEL TEPA. OO TIG
ewooieg yuoo ta eSports kot Oa eipacte oe Béon va evromicovpe Kot va €€nynoovpe Tig
aALOYEG KOt TIG TPOKANGELS TOV EX0VV QEPEL TaL €SPOrt 6To afANTIKO HAVOTCUEVT.

H myn tov mpoPAnuatoc ¢ éAiewymg omdvinong dapyetal omd TNV omovcio
OHOPOVOG  Topadedeypévou opiopov Yy tov afAntiopo. Ta Paocikd otorgeie mov
eetdlovtav amd TOVG GLYYPUPELS, OVAPOPIKA LLE TOV OPIGUO TNG EVVOlag TmV eSPOrts, eival
T0 6TOLKElD TOV KAOIGTOVV AOANTICUO TN LOIKY], COUOTIKY dpacTnpldTnTa, TNV IKAvOTTa,
TOV avtoy®vicpo, t otabepdtnta kot tn Beopikn opydvoon. apdrio mov ot Piploypapia
dev apeofnrodvior T 6TorKEln TG QLUOIKNG KOl TNG COUOTIKNG OpacTNPlOTNTOS, TOV
KOVOTATAOV KOl TOV OVTOY®OVIGTIKOD YOPOKTNP, AUOIGBNTOOVTOL 10101TEPMG TO GTOLYEIN TNG
otafepOTNTOG KOl TNG OPYAVOONG.

[Ipdypoatt, N Tapovoa Epevva cuumepaivel OTL Ta ESPOItS, €ite g epUCITEYVIKO EITE OF
EMOYYEAUATIKO €MIMESO GLVIGTOVV ol GOUATIKY dpactnprotnta. Otav kdmotog mailel éva
moyviol League of Legends 1 FIFA ywo mopadetypo, omonteiton vo KAVEL GOUOTIKEG KIVIGELS,
OT®G €lval Ol KIWVNGES TOV XEPUDV OAAGL KOlL TOL CAOMOTOS, Ol OMOiEg &lvanl Kavég va
IKOVOTIOOOVY TNV omaitnon Yo copatiky dpacmmpiotra. Ot abintég eSports eivan
TPOIKIGUEVOL OGOV aPOPE TIG QULOIKES KvNTIKES Tovg de&totntec. Eivar ypryopor pe tov
GUVTOVIGUO YEPLOV-HaTIon. Aghtepov, TPEMel v €Xouv eEOUPETIKY] SUVOLUKT KOl GTOTIKY|
opaon, onradn ™ dvvatdtnta va cuAlapPdvouy kot va exeepydlovtal TIc TANPOPOpieg G€
po otrypn omd toydv Kivovueveg ikéves. o va yivel mo xotavontd 1o OKENTIKO avTo,
YPAoWo eival 1o mopdaderypo tov pnyovokivntov afAnticpod N g okomoPoAing. O
pnyovokivntog afAnticudc, Bempeitor abinticpdg Kot €xel TNV opydvmon avTov, VO GE
peydro Babud to amotédespa eEaptdTon amd TPiTOVE TAPAYOVTES, OTMC EIVOL TO OYOVIGTIKO
avtokivnto. Qotd6c0, 0 afintig unyavokivintov aOANTICHOD KAVEL CLYKEKPIUEVES KIVIOELG
Kot evépyeleg, ol omoieg emnpedlovv 10 amoTtéAecua. AVIIGTOY®MG KOl GTNV GKOTOBOAN, 1|

poévn  evépysl NG YPNONG TOV  AY®OVICTIKOU TMIGTOAMOV, GUVIGTO [0 COUOTIKY

45



dpaocTNPOTNTA, N OTOlN NTAV KOV VO KOTAGTNGEL TO AOANUa g okomofoing OAlvumiako
GOAN L.

AvoQopikd pE TO KPITNPO TOV WOHTEPOV KOVOTATOV, KPIivetor OTL Kot 0ovTo
mnpeiton o€ amdAvto Pobud oto eSports. Aot av AaPet vdyn Kaveic ta amoteAécaTa
™me épevvag tov Funk et. al (2018), ocOuewva pe v omoio £vag emoyyeAUOTIOC TOIKTNG
eSports kaver mepimov 400 Kvnoelg xepudv avd Aemtd, evd évag epacttéyvng mepimov 50,
avtihappaverarl Kaveic 6Tt ypetdleTon 110UTEPES IKOVOTNTES Y10 £VOV TOUKTY DOTE VO avELDEL
a0 TO EPACITEYVIKO GTO enayyeAuaTikéd eninedo. Emiong, ot ikavotnteg avtés, Omms axpimg
KOl UE TIG IKOVOTNTEG EVOG 0lOANTH TOPAd0CIaKOD OOANUATOC, WTopovV Vo BeATiwBovy omd
mv mpondvnon kot v eEdoknon. ‘Eva dAlo mov elvar emiong ovclootikd pEPOG TOL
TOAEVTOD KOL TOV IKOVOTHTOV TV abAnT®V eSports, sivat n Aoywkn okéyn, 1 omoia pmopel
emiong vo evioyvbel péom evtatikng mpomdvnone. Evdeyopévag va éleye kaveic 0Tl TO
TOAEVTO OTOVG OOANTEG TV ESPOrtS, dev evTOMILETOL OTIG COUATIKEG KAVOTNTEG OALL GTO
LLOAO.

Oocov agopd ta otoryela ™G otabepdtrog kot g StakvPépvnong, amouteiton
npochetn £pevva Yoo vo katovondel Tog Oa eEelybel 1 Saxvfépvnon kot 1 Propnyovikn
doun] twv eSports. Ilponyovpevn épevva €xer ogiler v éAlewym yevikng O1eBvoug
dtkvBépvnong kol Tov avEAVOUEVO KOTOUKEPUATIOUO TOV UNYXOVIGUOV dakvPépvnong
(Abanazir, 2019; Peng et al., 2020). Qg ek TO0VTOL, €lval GNUOVTIKO VA TPOGOOPIOTEL TMOG
umopetl va Bertiwbel n cuvolikn dtakvPEpvnon kol TdOG UTopovV Vo, 6YeEANAGTOVV GToKEln
dtakvBépvnong mov Aeimovv eni TOL WOPOVTOC. e GLVEXELD TOL BepEMDIOVS €pyov TV
Holden and Baker (2019), vrdpyet wwaitepn avaykn yu avdmtuoén Oeopntik®v pHoviéAmv
oxeTKd pe ™ dakvPépvnon tov eSports, culnTdOVTag TN CLVOTTAPEN AVEEAPTNTOV POPEMV
dtakvPBEpynong mopdAinAo e Sy®VICHOVS TOV OVIKOVV GE €KOOTN, KAOMS KOl LOVTEA®V
nov Ba wepLopilovy To TA TVELUATIKG OIKOLDOLOTO KoL TOV EAEYYXO TOV €KO0TMV. Me auTdv TOV
TPOTO, TPEMEL EMIONG VO KOATOVONGOVLUE KOADTEPO TIG TPOKTIKEG EMITOOCEL, TOV
SpopeTik®dv  oyediov  dakvBépvnong. Extoc amd Tig ektevelc Kuplwg meprypopukég
ovvelsPopég mov Pacilovtor oty BewpnTiKY] €pevva, TEPUITEP® EUTEIPIKN €pevva Oa
Bonbovoe o610 ovvdvacud vynig efewdikevong amd  emayyehpotieg Tov  KAGOOV,
KLPepVNTIKOVS a&topaTovyoVS Kot akadnuaikovs. Ot Funk et al. (2018) mpocepepav moAAd
onueia mov mpénet va ANeHodv vdyn, cvumepthapfoavouévng e eREavions Koleyiov Kot
TOVETIOTNUI®V TOV TPOGPEPOVY VTOTPOPIES GE GUUUETEYOVTEG GTO eSport, Voukd {ntiuota
pe tov eSport abAntiopo, epyoaciokd Oépata kot (nmuata wioktoiog. Or Hallmann and

Giel (2018) mpocépepav mpodcheteg okéyelg, appofntaviag oyt 10 €qv, dAAd motE, Ol
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KuPepyntikol popeig Ba Bewpnoovv to eSport m¢ AOANUa. Avtd akpPdg eivor mov TPEmEL Vo
amavtnOel dueca: to epdTnUe. ToLv TOTE OB AVOYVOPIGTOLV TO. €SPOrts ¢ emionuo
dwmotevpévo aOAnua. o vo yivel Opmg avtd, mpémel vor evovvapmbel 1o ototyeio tng
otabepdmrag. Kotd tv dmoyr pov, 660 T eSports éxovv epnuepo, Toyd Kot
BpoyvrpodBecpo yopaxtipa, duvapeva va eEagoviotodv avd oo otryun, fo eivar advvato
v umopécel vou Olapopembel pia mo otabepn dopn|, mave oty omoio Oa givar dvvatd va
oyedlaotel £va choTnUa dtokvBEpvnong.

Qo1660, M owodouno”n €vog poviéAov OlakvPépvnong ota eSport £xel pepikég
npokinoelc. Ilpoto kot KOpla ivor 1 GUUUOPP®OT TOV EKOOTMOV Tayvidudv. Xmpig
déopevon tov ekdoTmv, éva povtédo dtakvBépvnong Ba €xel mepropiopévn eEovoia ot
dtakvPépynon Tov KLASOVL. TNV TEPITTMON TOV CNUEPIVAOV «KVLPEPVNTIKMOVY 0PYAVOV TMV
eSports, énwc ta eBvikd N debvn dpyava d1oiknomg, ToAD Alyol and ovtovg £xovv eumAéEet
ekd0TEC OV MPOGEYYIoN dkvBEpYNoNg tove. Q¢ ek tovTOL, 1M VmAPEN TOLG Elvan
OVCLOOTIKE G amAOl Ol0PYAVOTEC TOLVPVOLE, TOL cuvepydlovtol pe €KOOTEC 1 G
EKTTOLOEVTEC [LE OTOYO TNV EKTOUOEVOT KOl TNV EKTAIOEVOT TOUKTMV eSportS. Agv €yovv TV
Tpaypoatiky) dvvoun va koPepviicovv T Prounyavie kot avtd eivor emlnuo yu
Buwodmra tétotwv diktvwv. Mo tétote amotuyio dnuovpyiog voupdtntog pmopet va
00MYNGEL GE KATAPPELGN TOV JKTVLOV. Q26TOG0, o1 mepuTmaels ™G Kivag kot e T'adiiag,
OOV 01 KLPEPVNOELG EUMAEKOVTOL GTN dlaKLPEPYNON TV eSports, dLVNTIKG TOPEYOLY HLd
Abon og avtv TV TpdKAnon. Me v avénon tov KoveviK®v (NTnHaTov Tov avTILETOTICEL
N Prounyavie Twv eSports, d00UEVIG TG VOUOBETIKNG Kot d1KO000TIKNG Tovg e€ovaiag, ot
KLPePVNOELS avopéveETal OAO KOl TEPIGGOTEPO VO OAOPALOTIGOVV pOAO T dtoKLBEPVNoN
g PBropnyaviag twv eSports. Qotdco, avt) n Avon mwhavotato Asttovpyel KaAVTEPA GE
pépn, OmMov o1 TMOMTIKEG oyéoelg eivol (OTIKNAG onuaciog, oKOUn Kol Y. Tovg €KOOTEG
TOLYVIOLOV.

H &\An mpodxinon eivorl 1 KoTAKEPUATIGUEVT TPAYLOTIKOTNTA TNG Prounyavicg twv
eSports. Ot €kdOTEC TALYVIOIDV £XOVV SLOPOPETIKY TPOCEYYIGT, OGOV APOpd TN Olayeipion
TOV TOLVIOIOV TOVC KoL GE OlUPOPETIKEG YDPES, VRAPYOLV OIIPOPES TOAITIKEG KO
KOvOVIoHol, 7). kdmotol avayvopilovv ta eSports w¢ dOAnua Kot dAdot oyt Ot Tpéyovceg
KOTOKEPLATIOUEVES KLPBEPYNTIKEG OVTOTNTES (T.)Y. TOAAG debvn dpyava droiknong eSports)
£Yovv NOM TPOKAAEGEL GLYYVGT GTOVG AVOPDOTOVG TOGO £VTOG OGO Kot EKTOG TOV KAAOOL TV
eSports. Ta eSports mg 01e0vEG parvopevo kabiotovv dvGKoAN T pOHOUIGN TOV KAGJOL pE o
tonomomuévn pocEyyion. O kKAddog tv eSports dev sivar akdpo €toog va e&elilel Eva

HOVTEAO dlakvPEpvnong, mov Ba dowkeitol omd KopLuPAiovs OpYaVIGHOVG oE eMimedo AT Kot
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Ba avtamokpivetor o T€TO1EG OmoKAicelg, KaBdg 1 Propnyovia twv eSports Ppioketol akdpa
otV opynN tG. Avtd 6€ Kopio TEPITTOOoTN 0EV VTOONAMVEL OTL £VOL ATOTEAEGUATIKO LOVTEAO
dwkvPépvnong dev Ba mpaypatomombel Kamolo otiyur] oto pEAAOV, OAAL pmopel va
xpEWGTEL Alyog XpOVOS Y10 VO GLUYKAIVOUV TOL EVOAPEPOLEVA LEPT] KOL VO CLLPOVICOVY OTL
éva T€1010 povtélo Bo Tpémel va VTapyEL.

Amo owovopikn otdotaot, amorteiton mwpdsbetn yvoon ywoo v aEloAdynon Tov
TPOTOL LE TOV OTOI0 Ol OEGUEVCELS TV eSports pmopobv va. yivouv emm@erels, ETOUEVAC
OTOLTOVVTOL TEPULTEP® GCULVEICPOPES OTNV  OMOTEAEGUOTIKOTNTO KOU TIG ETITUYNUEVESG
OTPOTNYIKES LAPKETIVYK, Y10 TTOPAOELYLLA, Y10 VO ATTOPOGIGOVY 01 YOPT YOl Y10 TIG GUUUETOYES
ota eSports. Or mepiocoOTepes peréteg eEetdlovv Ta eSports yevikd yopig va KAvovv
dwpopomoinon HeTaEd TV dpopav marvidlwv mov wailovtal. QotdG0, To EUTEIPIKA
eupAUOTO UTOPEl Vo SLOQEPOVY HETOED TV eSports YEVIKA KOl TOV E0IKMOV ToyVIOIOV.
Xpewaletan emopévamg va epevvnBel mo cvuykekpuéva ko e&edkevpéval, ot moryvidlo ivan
TO ONMOTEAEGUOTIKA Ylo. TN Yopnylo MAEKTpOVIKOV 0OANUATOV Kol 7ol &ivor  Ta
KOTOAANAOTEPOL Y10 TNV OVTIUETOTICY] GUYKEKPIUEVOV OpAdwv-otoxwv. Ouoimg, oe molo
Babud pmopodv vo YEVIKELTOLV T VILAPYOVTO EVPNUATO YLl TNV TAYKOGLO ayopd eSports
Kol TOG O10PEPOVV OTIC TEPLPEPELOKES ayopés. 'Eva dAho Bpa mov amartel v Tpocoymn Tov
gpevvnT glvar 1 avtiinyn g entovopiog Tov opddmy Tov d10popoTolovVTOL 6T eSports.
Amo ™ PBproypagio TPoEKLTTTOV SIAPOPES TPOUKTIKEG TOV ETOIPELDV, OGTOGO OEV Eivar
caég T Bustalovv ot abAnTikol opyavicpol HEcw NG SPOPOTOINGNG TG EMOVLHING TOVC.
Efvor moAd onpavtikd emiong va gpevvndel 1o katd mOco ot dlopnUicel Kol TpomOncelg
TPOIOVTOV EMNPEALOVY TNV TPAYUOTIKT] CUUTEPIPOPA TOV KATOVOAOTOV — Beatdv eSports,
KaODC Kol TOGO OmOTEAEGUATIKN givol €v TEAEL 1 yopnyio eSports ce mpayuatikd eminedo.
Ta eSports katéyovv oyetikn B€on oty ayopd pe vynAd Pabud sumopevuaTonoinong, VM
ocvveyilouv va avamtHcsovv o eEapeTikd eEEOKELIEVT TOYKOG L 0yOPd.

Oocov agopd to papretvyk, amd v Pifioypapio mpokdntel n vedBeon 6Tl TOGO Ot
EVONUIKEG OGO Ko O U1 eVONUIKEG TpomBncels éxovv Betikn| emidpacn otnv avtiinym g
enovopiag. Qotdc0, AMya eival yvootd mog ot mpowbnoelg twv eSports ennpedlovv v
TPOYUATIKY] CUUTEPIPOPA TOV KATOVOAMTOV Kol €6V 00N yoHV 6€ HOVIUES ATTOOOGELS Y10 TOVG
xopnyovs. H vmépyovsa Bifiioypapio tovile v emppon ToV Opdd®V Kol TOV TOIKTOV,
®wotOc0, ypewaletal emiong meplocOTEPT €pguva Yoo vo kotavonfel mdg umopel va
ypnopomomOel yio HAPKETIVYK 1 OUVOUIKN TNG KOWMVIKNG OAANAETIOpAONG HE TOVG
omadovc. £2g ek TOVTOL, N HeEALOVTIKT épevva Ba pémel va Paciletor o vdpyovoeg Bempieg

OYETIKA LE TN O1AOPUCTIKN SOPNLCT) OO TNV £PELVA TOV PECHOV KOWVOVIKNG OIKTVWOOTG.
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EmnAéov otov touéa TOL HAPKETIVYK, M VEO TPOKANGT 7oL OVTIUETOTILOVV TO
eSports kot mov ypnlel mepartépw Epevvag Kot eneEepyaciog, Eivol To yeyovog OTL opiouéva
EMOYYEAUATIKE 0OANTIKE TPOTOOANUATO EMOIOKOVY VO TPOCEAKOGOVV VEOVS BaVUACTES
pHéom G evepyomoinomng twv eSports. Avtd mov givar MydTepo GaEES Yo TNV ayopd eivon
g B emtevydel avtdg 0 o1dy0c. Ta mpwtabAnuate avtd ivor Kvpiwg TpoTUOANUATO
TOPUOOGLOK®V AOANUATOV, TTOL EXEKTEIVOVTOL KOl GTOV TOUEN TV ESPOITS. AV Kol OPIGUEVES
dpaoctnprotteg eSport mepthappdvouy abintikd Brvteomaryvidia, ot To SMUOEIAELg dev TO
Kévouv. Qotdc0, ta eSports Oa propovoav va eEVTNPETHGOVY TOAALOVS GKOTOVS, 101MG WG
HUEALOVTIKO £PYACTIPLO YO TNV YNOLOTOINCT TV AOANTIKOV TOVG OpUCTNPLOTHTOV Kol MG
nedio doKmV Yo veéeg 10éec. Ewdwed, kabog to kowvd tov eSports eivan vedtepo and 1o
afANTIKO KOO, AVTO UTOPEL VO ATTOPEPEL EMTVYIOL KOL VAL 01 YNGEL GE GUVEPYELEG LETAED TOV
kowoV. Ev téler 1o eSports pmopodv vo Pondncovv oty ovooTpo®n TG MAKIOKNG
AVATTLENG TOV TAPASOGLOKMOV AOANUATOV KO VO T0L KAVOLV TILo TPOGLTA Y10 KOTAVIAMOY| GE
dropo pkpdTEPOV NAKIOV. Mg TV mpdodo otnv teXvoroyia, Onmg gival o Ot TALOV 1|
EIKOVIKT] TPOYHOTIKOTNTO YiveETOl 7o KO, Umopel va vmap&el éva péAAov o610 0omoio
omolodnmote GOAnua. B pmopovoe vo morytel ewovikd. To eSports Bo cvveyicovv va
avanticoovtol, motdco, Ba dtapoporomBodv axdun mepiocdtepo. Néot tithot eSports Oa
eupavioTovv kat dArotl Ba eEapavictodv. Eivar mpopavég 6Tt Ta eSports mapapévovv aotadn|
Yo TG aOANTIKEG EMXEPNOES, KABMG LIAPYEL UEYAAN OKVUOVGT GTOVG TITAOLG T®V
eSports. I1dg propovv o1 GLUUETEXOVTES 6T €SPOrtS, akduUN Kot 0l Alyol TOV GLUUUETEYOVV O
oy viola wov oyetiCovron pe tov afintiopd, va petakivnBodv and dropo mov acyorlodvtaon
pe coPapd ehevBepo ypOHVO GTOVG AATPELS TOV TAPUIOCIUKMOV COUATIKOV 0OANUATOV, OTMG
glval 10 mododopapo; Avtd eivor €va epduo mov Bo mpémel va omavindel amd TOvg
peAETNTEG TOL 0OANTIKOV pdvatipevt.

Amd ™ okomid tov pdvatlpevt, vTapyovy TOAVES gvKaLPieS Yo xpron TV eSports
®¢ TpOMO  EUMAOKNG OaTOU®V oToV aOANTICUO Kol T COUOTIKY dpacTNPOTNTA TOL
dwpopeTikd dev Ba NTav evepyol. AvtéC ol oTpatnyikég €ivor 1010{TEPA AMOTEAEGUATIKEG
otV eUmAOKN kotd To dAAa mepBmpromomuévov minbvcudyv. Emmiéov, maporlo mov ot
nePlocOTEPOL  doywvicpol eSportS kot TpOTOlL Touy VoL  TEPAAUPAvouy  KaB1oTIKN
CLUTEPLPOPEL, 0VTO PIopel va Uy 1oyveL yuoL GA0VS KaBdG eglicoeTon Ta eSports.

AvoQopikd e To EVOLOQEPOUEV LEPN TV eSPOrts, n onuavtikd vo, EVTOTMIOTEL Tt
emmpedlel v anddoon TV opddmv eSports, ol omoieg amotelohv Eva peyAho Topdyovia
evolapeporéveoy ota eSports. Aedopévov 01t 1 kpion Yy TOVG HEHOVOUEVOVLS 0OANTEC

Baciletar oe yevikOtepa oTOLKElR, OMMG €lval Ol ATOMIKEG TOL IKOVOTNTEG KOl M|
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TPOCOTIKOTNTA TOV, OTOTE KOl 1 VIAPYOLCSH £peuva. €xel KOADYEL o peydrlo Padbud ta
TPOGOVTO OV YPELBLETOL VAL EYEL EvaG OOANTNG Y10 VAL YIVEL ETAYYEAUATIOG, O1 EXAYYEAUATIKEG
onadeg &yovv mo ovvheto yapoktipo. Emedn vmapyovv apketég Stopopéc amddoong
AVTOOLOYEPLOUEVOV KO TOMTIGUIKG OL0POPETIKAOV OUAOMV OONTEITOL LEAAOVTIKY] £pEVva
Yy TV €E£T06N CLVOAMKOV POCIKOV TOPAyOVI®MV EMTUYING Y10 TIG EMAYYEAUNTIKEG OUAOES
eSports, kot o1 TOV TapayOVI®V TOV 001YOUV GTNV EMITLYIN L0 OUASN OVAAOYO KOl UE TO
€100¢ mayvidoloy oto omoio petéyel. Me avtov tov Tpdémo, Ba eivor duvarn M KoAOTEPT
KOTavONGon 7Ol OUAd0 KOl TTOL0L YOPOKTNPLOTIKA TG ayopds emnpedlovv v amddoon g
opdoag. Edikdtepa, n évvola ¢ dopopomoinong eoivetol po ToAAL vTocyOUeVn 000G Yo
peALOVTIKY| épevva, KaBdG N Evvola auth €xet deietl evepyeTikd avtiktumo 6TV anddocn G
nowkilo mhaicto. TELOG, dEdOUEVOV TOV OUOIOTATOV TOL AOANTIGHOV Kol TOV NAEKTPOVIKMV
omop otic 0eglotnTeg, TN Olayeipion g opdadag Kot TV gunuepia tv abintdv, ivor
onuavtikd va depguvnBet n emtvyio TOV AOANTIKOV OPYOVIGUOV ©G WOKTNTOV OHAd®V
eSports.

Ye oyéon pHe T0Ug Oe0Téc — KATOVOA®MTEG G £TEPO EVOLOPEPOUEVO UEPOG, M
VILAPYOLGO EPELVA TAPEYEL PO TOTKIALD YVOGEMV Y10 TOL KIVNTPa TNG YEVIKNG KATOVIANDGCNG
NAEKTPOVIKAOV OTOP, TIG OLPOPETIKES TPOTIUNGELS Y0 GLYKEKPEVE Toyvid Kot
anelkovilel opodTTEG TOV MAEKTPOVIKOV abAnpdtov Kot ¢ Koatavdiwong omop. Ta
Kivntpa ¢ Katavdlmong tov eSports sivar yvootd. Qot6c0, dE30UEVOL OTL TPOTNYOVUEVES
EUTEIPIKEG PEAETEG TTOV EMKEVIPOVOVTAY KLPIWG GE VEAPOLG AvOpeS Alya elval YvwoTd Yo T0
TAOG To. eSports UmopovV Vo TPOGEAKVGOVV Vo O OOPOPETIKO Kowd. Q¢ ek TovTOL,
OTOLTOVVTOL TEPALTEP® GUVEIGPOPEG Yol Vo amavtnBel to epdTUa Tov ol KivinTpa Ba
®wbovcav dtopa peyoldTepNg NAIKiog Kot ave&apTiHTOL PUAOL Vo TopakoAovOcovy eSports.

Xe yevikEG YPOUUES etvar onpavtikd va dtepeuvnOel Kot 1| GUUUETOYXN TOV YOVOIKOV
ota eSports (Naweed et. al., 2020; Rogstad, 2021). X Biproypaeio Bpédnkav povo dvo
GpOpa Tov oyeTilovtay HE TNV GLUUETOYN TOV YUVOIK®OV, OOV KOl avadEikvOoy S1opOpPETIKES
TTOYEC TV eSports, edv e&étale Kovelg Tov NAEKTPOVIKO 0OANTIGUO LE U0 QLAETIKT UATIA.
Eved opiopéveg kowdtteg tuyepdv mOVIOIOV Elvol  ampPOKAALATO UICOYOVIKEG Kol
opopofikéc, Ghdeg oynuartifovtor amd Yuvoikeg, queerness Kol EMAVOTONOOETNON TV
ocuupatikdv TovtotHTeV EUA0L. Ot KovotnTeS TV eSports dtapépovy emiong avdioyo pe
TOV TITAO TOVL TTAYVISLOV, TNV TAATPOPU, TN LOPPT] TOV AYDVO, TIC OTOLTHGES TOV TOUUKTOV
Kol TNV KovATovpa. O apBpdg Twv yovauk®mv ota eSports £xel avénbel ta tedevtaia ypovia,
LE TIS yuvoikeg va amodetkvoovtal 0Tt gival ToAD wavég aviaymviotég (Jenson & de Castell,

2018). Qoto6c0, moALL vokeipeva (nTroTa avicdtnTag HeTald Tov EOA®Y dtotnpovvTot 1)
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EMOEWVAOVOVTOL AOY® TNG avTIAAOTNTOG TV Beatdv oL Eemepvouv Ta cLUPOTIKA KivinTpa
Toyepdv moryvidrwv (Jenson & de Castell, 2018). I[Tapdéro mov ot yvvaikeg yivoviar oAoéva
KOl 7O gRQaveic ovppetéyovteg oto eSports, €ite pe o¢ abAnTpieg site og OBeatéc, sivon
ATOPOITNTEG KPIOUEG OVODEDMPNGELS TOV GYETIKOV KOGTOVS KOl TMV OPEAMV TNG CUUUETOYNG
TOV YOVOIKOV TOIKTOV Kot 0eatdv yio vo kotavoncovpe Pabitepa i avalomupoveTon n

Kuplopyic TOL OVOPIGLOV.

6. HEPIOPIXEMOI

v mapovoa peAétn PiAoypagikig avoacokomnong avoyvopiloviar opiopévol
neplopopol.  Apywd, Onmg avaeépbnke kot oto KepdAowo ¢ MebBodoroyiog, 1
BiBroypapio mov pedetiOnke meplopiocTnke G AT MOV NTAV otV AYYAK) YA®GGO.
Evdeyopévag, n Biroypagio oe Aclatikég yYAwooeg and yopes onwg 1 Kiva kot n Notiog
Kopéa, mov xuplopyovv otov ydpo twv eSports, va mapelye evolapépovses mANPOPopies.
Agbtepo, M mapodoo pelétn meplopionke UOVO OTN UEAETN TOL EMOYYEAUATIKOV eSport
afAnticpov kot Oyt oto gpoaoctteyvikd Pivteomatyviol. Tpitov, otnv moapovoa peAETN
pueAetnnke wovpiog apBpoypagio kot Piprloypoeio omd ETOCTNUOVIKA TEPLOOIKA N
10TOCEMOEC oyeTkég pe ta eSports, pe eldyotec efopéoelg perétng dedopévov amod
16T0GEAdEC Yevikov mepieyopuévov. Téhog, mapodro mov M ayopd twv eSports moapovctdlet
emiong mMOAD eVOPEPOV O TPOKTIKO €Mimedo, N Tapohoo UEAETN TEPLOPIOTNKE OTNV
OepNTIK KOTOYPOPT] T®V TPOKANGEDV 7OV £XEl EMPEPEL 1N €16000¢ TV eSports otig

TOPUOOGLOKEG OOUES TOL 0OANTIKOD PAVOTEHEVT.

7. EIIIAOI'OX

YV mapovca ePyacio. TOPOLGLACTNKE O OMOTIKY OVOCKOTNON NG LAAPYOVCOG
ayyAdeovng PipAoypagiog mov ovvdéer ta eSports pe 1o  abANTIKd pdvatlpevr.
Xpnoipomombnke n katnyopromoinon o€ mEVIE KaTNyopieg TPOKEWEVOL va avaivbel
oxéon twv eSports pe 1o abAntikd pavotluevt péca amd v e£€taon TV aAlaydv mov £xel
emeépel o ovtd. Agdouévng ¢ amovoiog Oewpntikod vmofdadpov yw to eSports

pévatluevt, To oovoro g PipMoypapiog eE€Tale TIG aAlayEc Kot T vEX dEOOUEVO TTOV EXEL
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QEpeL M €10000¢ TV eSPOrtS oty ayopd, YPNOUYLOTOLOVTIAG MG LETPO Kol fACT avAALGONG TIG
TAPUOOGLOKEG OPYES TOL aOANTIKOV pdvatipevt.

H &icodog twv eSports otv ayopd mpdypatt £xel emeépel moAAEG ailayés. Kuptotepn
TOTEL® EVOL M TEPACTIO EIGPON YPNLOATOG KOl ELEVOVCEDV GE £VOL YMDPO TOL EYEL EEAPETIKA
EPNUEPO YOPOKTNPO Kol HEYOAO EMeEVOLTIKO pioko. [Tapoia avtd, Kot evd TOGO Ot EvONpIKol
000 Kot o1 un evonukol opyavicuol yvopilovv 6A0vG Tovg pnyovicpovg opbod udvatluevt,
oL yopnyol emevévoLV TEPAOTIOL TOGE, evomoBétovtag TiG €AMIdEC TOLG YO VIEPOYKN
kepdopopia oe pa kabnuepva petafarropevn ayopd. To picko avtd oe cuvovacud pe TV
amovcio. pUNYOVICUAV eAEYYoL Kot OlakvPépvnone, kabiotovv to eSports o peydin

TPOKANGN Yo To aOANTIKO pavatlpevt.
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