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CYBERSPORT: PROBLEMS OF LEGAL REGULATION

V. D. Ivanov

Chelyabinsk State University, Chelyabinsk, Russia

The article is devoted to the issue of legal regulation of cybersport competitions, relations between cyber athletes
and sports organizations (clubs), as well as the conditions of existence and development of cybersport in the Rus-
sian Federation. The author studied some legal statements which regulate this sphere of public life, and the work of
the Federation of Cybersport in the Russian Federation, the rights and duties of a cyber athlete and the legal status
of cyber sports organizations (clubs). The author has studied the history of the appearance and development of
cybersport and the first cyber sports competitions. The conclusions present the level of development of cybersport
in the Russian Federation, as well as the prospects for its further existence and development.
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Relevance. The twenty-first century is character-
ized by the rapid development of computer tech-
nologies, which are present and used in all spheres
of human life. From everyday life to public affairs,
computer technology is used to store and transmit
information, communicate between people and states,
and for other purposes. However, some information
technologies were able to «separate» and create a
legal basis for independent existence. Cyberspace is
evolving at a tremendous pace, encompassing much
of public life, and, of course, to safeguard human
rights, there is a regulatory framework governing re-
lations in cyberspace. Nevertheless, laws and regula-
tions do not always meet the requirements of time
and often do not have enough time to modify. For
example, in a relatively short period of time, cyber-
sport has evolved from a hobby peculiar to teenag-
ers to an officially recognized sport, in which in-
ternational competitions are held. However, due to
the rapid development of this sport, there are some
problems with its legal regulation, often associated
with the lack of an up-to-date legal basis.

Purposes. The main purpose of this work is to
study the history of the development of cybersport
and its legal and regulatory framework. On the basis
of these studies:

— identify the historical prerequisites for recog-

nizing cybersport as an official sport;

— define the rights and duties of a cyber athlete;

— study the terms of the contract of a cyber ath-

lete;

— study the activities of the Cyber Sports Federa-

tion in the Russian Federation;

— study the legal features of the creation and ex-

istence of cyber sports organizations.

Results of the research. Addressing the problem
of legal regulation of cybersport, it is necessary first

of all to find out what this concept is. Thus: «com-
puter sport (synonymous names: Cybersport, e-Sport,
electronic sport) is one sport which is a competitive
activity requiring special practice of preparation for
competitions, which is based on computer games
and / or video games, in which the game provides
the possibility of interaction of control objects under
equal conditions of human competition or team with
the team.» [3] According to this definition, cyber-
sport is a sports activity that can be both for a team
and single.

The first computer sports competitions were held
in the 1970s in the United States. However, «the of-
ficial year for the start of the history of cyber sports
is 1997, when the first official league in computer
sport was founded» [1]. These competitions were
held in South Korea and were popular only because
cyber athletes already received a decent price for
victory, becoming an easy way to earn. «Cybersport
is recognized as the official sport in Russia» [1] in
2001. Thus, already at the beginning of the 21st
century, cybersport actively developed and required
the adoption of special regulatory and legal acts for
its regulation. However, the active development of
world law in this field began only in 2010 [5]. As a
result, there were some problems with legal regula-
tion of the activities of cyber athletes and cybersports
organization.

One such problem is the use of doping by athletes.
The World Anti-Doping Agency is engaged in this
problem, however, «a special program [verification]
for computer sports still has not been developed».

Another problem is the issue of distinguishing vid-
eo games as intellectual property and special equip-
ment for sports competitions [1].

So, after the final recognition of computer sport
as a sport in Russia, the main regulator of the sphere
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of cybersport was the Ministry of Sports of the Rus-
sian Federation. Later, the Federation of Computer
Sports of Russia was also established. «FCS is a pub-
lic organization created on the basis of membership,
the goals of which are the development of one or sev-
eral sports (cyber sports), their propaganda, organi-
zation, as well as the holding of special events and
training of athletes — members of sports teams» [2].

The FCS was created as a body for regulating and
developing computer sports in Russia, creating the
necessary conditions for this and conducting com-
petitions and special events for training athletes,
judges, coaches, personnel, etc. There are also re-
gional branches of the FCS, however, the author of
the quoted article believes that «at the moment there
is no sufficient information support for the activities
of the regional branches of the FCS».

The author of another article notes the active de-
velopment of the management structure of computer
sports and »... the timeliness of the update of the
Sports Law (Federal Law «On physical Culture and
Sports in the Russian Federation» of December 4,
2007), adopted in 2016—2017, and extremely im-
portant for computer sports"[4]. That is, the legal
framework is constantly changing, adapting to mod-
ern conditions.

The author of the article on the rights of a cyber
athlete discusses the relationship of a cyber athlete
with clubs (teams) and other players. The author be-
lieves that «the most difficult situation in this aspect
can be considered a problem of labor relationsy» [6],
since there is no separate law that would regulate
these relations, accordingly there are no special docu-
ments (treaties) regulating relations between the cy-
ber athlete and cyber sports organizations.

Three main types of agreements were identified
from different sources:

1) contract for the fee-for-service provision;

2) contract of assignment [6];

3) registration of an athlete as an individual entre-

preneur [7].

The most common type of agreement between a
cyber athlete and cyber sports organizations is a con-
tract for the fee-for-service provision.

The author distinguishes two conditions that need
to be agreed for the conclusion of the agreement:

1) what is the subject of the contract for the pay-

ment of services;

2) what the performer should do and how much.

For some contracts, it is important to specify the
location of the service or the site data [6].

At the moment, there are no special documents
and contracts that would be used to conclude agree-

ments in the field of computer sports, and therefore
the contract for the fee-for-service provision is used.
The author writes that this type of agreement is the
most convenient in this case. There are some reasons
for its use:

1) the Irregularity of the cyber athlete's activities;

2) the Conditionally temporary nature of the cyber
athlete's work, taken as the fact of the service
delivery;

3) the Lack of compliance with the norms, re-
quirements, guarantees and compensation pro-
vided for in labor legislation [10].

Also the advantages of concluding such a contract

for an athlete:

1) lack of regulation of working time;

2) independent organization of the work process;

3) making independent decisions in the process of
playing.

The contract of assignment, according to the au-
thor, is practiced in connection with the need of play-
ers to perform not only services or perform labor
duties, but also perform a representative function
(meetings with fans, participation in promotions,
etc.).

However, this contract cannot fully regulate or cre-
ate any legal relationship, because due to the pecu-
liarities of the treaty, the conditions in it are rather
blurred, which brings some inconvenience [6].

Registration of a cyber athlete as a legal person
(individual entrepreneur) is one of the options for
cooperation between a cyber athlete and a cyber
sports organization. This type of cooperation has
some advantages, for example, there is the possibil-
ity of charging a work experience, but in convenience
inferior to the previous one [7]. The basic terms of
the contract of the cyberathlete:

1) information about the place of work and work-

ing conditions in the workplace;

2) content of work tasks and duties;

3) date of entry to work;

4) procedure and amount of payment, informa-
tion on the mandatory medical insurance of
the employee, as well as on the provision of
various allowances, compensation and benefits
for work in hazardous or dangerous conditions
of work;

5) nature of work and the mode of work and rest
ratio;

6) employer's duty to ensure the conduct of train-
ing activities and participation of the athlete in
sports competitions under the direction of the
coach or coaches;

7) athlete's duty to observe the sports regime es-
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tablished by the employer, and to comply with
plans for sports competitions preparation for
sports competitions, duties of the employer;

8) obligations of the athlete to observe all-Russian
anti-doping rules and anti-doping rules, ap-
proved by international organizations, to un-
dergo doping control,

9) obligations of the athlete to provide informa-
tion about his whereabouts in accordance with
all-Russian anti-doping rules for the purpose of
doping control [6].

As for cyber sports organizations, like any sports
organization, the organization of cyber sports can ex-
ist in the form of a commercial and non-commercial
enterprise [8]. The status of such an enterprise is
almost identical to that of ordinary organizations,
but due to the relative novelty of this sport there are
many legal issues that must be resolved.

Now the computer sports industry is actively de-
veloping, bringing huge revenues to owners of cy-
ber sports organizations, cyber athletes, video game
developers, and so on. Virtual reality competitions
attract the attention of millions of viewers around
the world, and thus cybersport is becoming not only
one of the most popular sports, but also a profitable
business that is actively developing and expanding.
For example, the market for computer games is con-
stantly increasing, and the number of people playing
these games is growing. The gains from the sale of
games in 2017 reached $ 109 billion, and purchases
in games account for more than 50% of the total
profit [9]. Major e-sports markets are USA, China,
South Korea. Russia is the largest market in Europe
with an income of more than $ 38 million [9].

TV channels and platforms that broadcast cybersport
competitions, large video oblogers, shooting reviews
on video games and putting them on these platforms,
sponsors and bookmakers are also an important place.
One of the largest video game companies, Tencent
launches its TV channel in China for broadcasting
competitions, game updates and new products [9]. The
Income of cyber athletes in this industry depends on
the sphere they have chosen for their activities. So, the
highest paid disciplines are: Dota 2, CS: Go. World
of Tanks, League of Legends. It also depends on the
team that the athlete stands for. The best athletes of our
country receive 400—600 thousand rubles a month [9].

As for the income of e-sports organizations, this
organization receives profit mainly from sponsorship
organizations and advertising contracts, as well as
from the owner of this organization. Thus, by making
a huge profit and attracting the attention of millions
of viewers, cyber sport has established itself as a

profitable business and created favorable conditions
for development.

Conclusion. To sum up, I would like to say that
the youth hobby has appeared, cybersport has con-
siderably expanded its influence, having entered the
number of Olympic sports. A relatively young but
promising sport attracts attention and requires chang-
es in legislation.

The computer space expands its borders, new sites,
new resources and new directions appear every min-
ute. The field of computer sports was officially recog-
nized only a few years ago, but has a huge influence.
Existing regulatory problems in this area are burning
and complicated, but the law in this area constantly
develops, adapts to its needs or finds alternatives.
Cyber-sports competitions attract an increasing num-
ber of spectators and athletes. In the modern world,
positive trends in the development of cybersport are
emerging, and I am confident that the problems of its
regulation will soon be fully resolved.
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KubepcnopT: npo6aemMbl NpaBoOBOro peryJiMpoBaHus

B. 4. UBaHOB

YenabuHCKmi rocy[apCTBEHHbIN yHMBEpCcHTET, YenabuHck, PoccuAa. vdy-55@mail.ru

Crarbps MOCBSIIEHA BOMPOCY MIPABOBOTO PETYINPOBAHIS KHOSPCIIOPTHBHBIX COPEBHOBAHUI, OTHOIICHUH MEX Ty KHOep-
CTIOPTCMEHAMH U CTIOPTHBHBIMHU OPTaHU3AIISIMHA (KITy0aMm), a Tak)Ke yCIOBUAM CYIIECTBOBAHUS W PA3BUTHS KHOEPCIIOp-
Ta B Poccuiickoii @enepanun. ABTOpPOM IIPEACTABIEH aHAIN3 HOPMATHUBHO-IIPABOBBIX AKTOB, PErYIUPYIOIIUX JAaHHYIO
cdepy 0OIIECTBEHHO )XU3HHA, U ACATEIBHOCTH (enepannu kuoepcrnopra PO, nmpasa u 06s13aHHOCTH KHOSpCIIOpTCMEHa
1 TIPaBOBOI1 cTaTyCc KHOSPCHOPTUBHBIX OpraHu3anuii (kiryooB). B craThe mpeacTaBieHa NCTOPHS MOSIBICHUS U PA3BUTHUS
KrOepcropTa 1 MepBhIX KHOePCIIOPTUBHBIX COPeBHOBaHMI. CrieaH BEIBOJ 00 ypoBHE pa3BUTHSA KubepcmopTa B Poccnii-

ckoii denepannu, a TakKe 0 NEPCIEKTUBAX €ro JaJbHEHIIEro CyleCTBOBAHUS U Pa3BUTHSL.

KiroueBble cjioBa: xubepcnopm, KubepcnopmuHas opeanu3ayus, Kubepcnopmemet, npasosoll axkm.
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