’ PlaytheGame

eSports and ethics:
The need for a research
agenda

Ivo van Hilvoorde

vrie Universiteit amsierdam



http://www.few.vu.nl/~kirk/vu_logo.jpg
http://www.few.vu.nl/~kirk/vu_logo.jpg
https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiB8pjiyb3XAhXlDsAKHe8MC0YQjRwIBw&url=http://www.playthegame.org/&psig=AOvVaw0-8jMm7JS6vxRAavG0AUzm&ust=1510732092466629
https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiB8pjiyb3XAhXlDsAKHe8MC0YQjRwIBw&url=http://www.playthegame.org/&psig=AOvVaw0-8jMm7JS6vxRAavG0AUzm&ust=1510732092466629



https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjGztW_xa3TAhWGvRoKHTXYBTMQjRwIBw&url=http://electronics.howstuffworks.com/video-game-system-pictures.htm&psig=AFQjCNHujJzzd4anNACNfUU4JOcRtDkOIg&ust=1492588999938167
https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjGztW_xa3TAhWGvRoKHTXYBTMQjRwIBw&url=http://electronics.howstuffworks.com/video-game-system-pictures.htm&psig=AFQjCNHujJzzd4anNACNfUU4JOcRtDkOIg&ust=1492588999938167

eSports



https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiR8sndkMXXAhUBBMAKHe8eB0MQjRwIBw&url=http://esport.kicker.de/esport/szene/641039/artikel_electronic-arts-gruendet-esport-abteilung.html&psig=AOvVaw1AmT3ePlGWSULuBrH9PBaB&ust=1510991635931841
https://www.google.nl/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwiR8sndkMXXAhUBBMAKHe8eB0MQjRwIBw&url=http://esport.kicker.de/esport/szene/641039/artikel_electronic-arts-gruendet-esport-abteilung.html&psig=AOvVaw1AmT3ePlGWSULuBrH9PBaB&ust=1510991635931841

eSports could be medal event at 2024
Olympics, Paris bid team says

Paris bid committee co-president to meet with I0C about competitive gaming

In April, it was announced eSports will be medal sport at 2022 Asian Games

eSports could be added to the Olympic programme as an official medal sport in
2024.



eSports = Sports?

lusory goal elements of skill
lusory means sufficient following
constitutive rules institutionalization
lusory attitude the skills must be of

a physical nature

* B. Suits
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Report: Global Growth of Esports
Trends, Audience and Revenues Towards 2017
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Esports Prize Money Over Time
2005 to 2015 | Global | US & China Take Lead From Korea
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eSports = Sports?

lusory goal elements of skill
lusory means sufficient following
constitutive rules institutionalization
lusory attitude the skills must be of
(playbor?) a physical nature

* B. Suits
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ESPORTS & ETHICAL ISSUES




ESPORTS & ETHICAL ISSUES

eSport lgg.Sport

v Doping
v’ Matchfixing
v’ Harassment

v' Child labour
v’ Governance
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ESPORTS & ETHICAL ISSUES

Big data
& 2 eSport
Society

v’ Privacy and security
v’ Surveillance Futures
v’ Global digital Divide
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eSport specific ethical issues

» Cheating with software

» Online attacks to disable opponent
» Sabotaging internet connections

» Hacken

» Troll-playing

» ldentity deception

» eSpionage

» Avoiding fights

» False accusations

» Intimidation



Conclusion and challenges

* We need to understand these games better,
before we can morally evaluate the behavior
within the game.

- More ethnomethodological studies (cf.
Boellstorff 2008; Milik, 2015)



EVE Players are less bound or restricted by terms of conduct
and social norms of fair play, honesty and sportsmanship.
(Carter & Gibbs 2013; Milik 2015)

Stealing, spying, bribing and throwing matches are
commonplace.

EVE Online is unbounded and characterized by a “culture of
mistrust”




“The acceptability of eveSport conduct is
determined through its effect on the spectacle for
the spectator rather than through concepts of ‘fair
play’ or integrity of the performance.” (Carter &
Gibbs 2013)




Conclusion and challenges

We need to understand these games better, before we can
morally evaluate the behavior within the game.

We cannot talk about ‘the’ ethics of eSport

We have to acknowledge and understand the diversity of
eSports

Many rules are not fixed (yet)

No clear distinctions between strategy, cheating and
spoilsport

Dynamics in online world not easy to manage

Domination by male players

Little knowledge (also by parents) of the ‘ethos of the game’
No uniformity of sanctions, no central governance

Little or no education



