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Abstract
[bookmark: _Hlk532343335]This document aims to clarify in an objective and contrasted way if eSports or competitive videogames can be considered today as actual sports, for which the following topics will be treated in depth to reach said result:
-Similarities between games, video games and a very common sport: the characteristics of the game, videogame and sport are contrasted to see the similarities between them and finally clarify whether competitive videogames have enough features to be treated as sports.
-Other non-digital games that are considered Esports: his part of the document will highlight the characteristics that these games have to be considered sports even without the need to be a physical activity.
-The characteristics that turn a videogame into a sport: in this section we will talk about the Esports and will list the characteristics that differentiate it from other games and turn it into a supposed electronic sport.
-The beginning of competitive gaming: this section will be treated as before the multiplayer gameplay was possible, clarifying the reason why it was not yet known worldwide until the API support and the pioneers of this industry arrived
[bookmark: _Hlk532317540]-What countries consider eSports videogames as actual sports? Some countries already consider games as a job and a professional sport. Therefore, this countries have created son institutions to regulate eSports more.
-The IOC and the eSports: one of the most important associations worldwide has recognized recently that competitive organized videogames are sports. Although they are far from becoming Olympic games since most of them involve violence. 
-Conclusion: competitive videogames can be considered sport. Every videogame properly organized with a big audience can become a sport if they contain certain characteristics.

[bookmark: _Toc532333812][bookmark: _Hlk532343346]Introduction
[bookmark: _Hlk532316772]Competing is an inherent act of the human being. Man competes even before having the notion of being a man. We are born to survive, to fight.

The first video games were far removed from what we know today as electronic sports, but from its conception, until the end, they were based on a challenge, the search for a goal: to beat a score or reach the end of a phase. In the early years of videogames, the first tournaments were held, locally and without great prizes, fame or glory.

Over time, the improved games, the use of two players competing with each other, reached the Internet and the fight lasted at all times against rivals from around the world. Video games became the hobby par excellence of young people and the competition was professionalized with dedicated associations, spectators, clubs and prizes.

Now the videogames that fill stadiums and move millions are a sport, a regulated competition with sponsors, periodic events, a community of people who like to see and miles of young people who struggle every day to be the best. For them it is not a simple video game.

The world of eSports or electronic sports is awakening more and more interest. Teams, players, fans and companies are making the phenomenon of electronic sports grow, but do we really know what an eSport is?
[image: ]
“The global eSports audience will reach 380 million this year, made up of 165 million dedicated eSports fans and 215 million occasional viewers” Alex Gray Senior Writer, Formative Content  














[bookmark: _Toc532333813][bookmark: _Hlk532343356]What is a Sport? And a Game?
[bookmark: _Hlk532316816]
Before we can consider video games as a sport we have to go back and take a look at the roots of some of the definitions that most directly concern this topic. What is a sport? And a game?
[bookmark: _Toc532333814]Definition of “Sport” 

Sport is a regulated activity, usually of a competitive nature, that can improve the physical condition of the person who practices it, and also has properties that differentiate it from the game. The Royal Spanish Academy, in its Dictionary of the Spanish language, defines sport as a "physical activity, exercised as a game or competition, whose practice involves training and compliance with standards"; also, in a second meaning, broader, such as "recreation, hobby, pleasure, fun or physical exercise, usually in the open air". On the other hand, the European Charter of sport defines it as: “All forms of physical activities that, through organized participation or not, aim at the expression or improvement of the physical and mental condition, the development of social relations or the obtaining of results in competition at all levels ". Institutionally, for an activity to be considered a sport, it must be supported by administrative and control structures that are responsible for regulating it (sports organizations). The British Wikipedia from also has its own definition from SportAccord. 
According to the British Wikipedia and the Council of Europe, “a sport includes all forms of competitive physical activity or games which, through casual or organised participation, aim to use, maintain or improve physical ability and skills while providing enjoyment to participants, and in some cases, entertainment for spectators”.  The British definition also defends that there are several types of sports involving the participation of several participants either individually against all others, by teams or competing as individuals against another player. In some sports such as car or motorcycle races, the participants face each other individually, simultaneously against the other participants, with a single winner. In others however, the contest or match is disputed between two sides and each side tries to exceed the other. A number of contests may be arranged in a tournament producing a champion. Many sports leagues make an annual champion by arranging games in a regular sports season, followed in some cases by playoffs.

However, the fact that any activity is not institutionally recognized as a sport does not prevent it from being so. Popularly, as it happens with rural sports or with alternative sports. Most definitions of sport define it as "physical activity", but there are activities of low or no physical exercise that are considered as sports by associations such as the IOC (International Olympic Committee), for example chess, or sports shooting, as it is thought that the concentration and mental abilities necessary to excel in them require a good physical form. On the contrary, there are strenuous physical activities that are not a sport, because they do not comply with other elements of the definition. Likewise, according to the International Olympic Committee, the practice of sport is a human right, and one of the fundamental principles of Olympism is that "every person must have the opportunity to practice sport without discrimination of any kind and within the Olympic spirit, which requires mutual understanding, solidarity and a spirit of friendship and fair play”.

[bookmark: _Toc532333815][bookmark: _Hlk532343461]Definition of “Game”

On the other hand, we have other definitions that most affect the subject "game." According to the Collins Dictionary a “game is an activity or sport usually involving skill, knowledge, or chance, in which you follow fixed rules and try to win against an opponent or to solve a puzzle”. As we can see, the very definition of the game refers to itself as a sport, so the link and similarities between these two definitions are undeniable, and this same source defends or defines games or game as an organized event in which competitions in several sports take place or even organized sports activities.
Also, if we take a look at definitions from other countries, we can find even more concordance between these two words. According to the Spanish Wikipedia a game is “a Physical or mental recreational activity in which two or more people compete by submitting to rules in order to provide entertainment or fun” and The DOSB (national sports organization of Germany) expresses in its preamble: “The exercise of sport must have to its own end a specific motor activity depending on the kind of sport. This specific motor activity does not exist especially for mental games”, apart from this also refers to that these games exercise some ability or skill, and this is something that we will mention later as one of the requirements that a videogame must have in order to become part of the competitive gaming industry and thus become an ESport.


[bookmark: _Toc532333816]Chess as a Sport
Once the two most directly linked words with the Esports are clarified, the relationship between games and sports is unchangeable. That is why if we take a look at another game considered a sport in most of the world, we might be able to find a lot of similarities to the eSports. In this case the game under analysis will be chess. Chess is a non-physical activity or game which is considered as a sport in more than 100 countries, one of those countries in which it is not considered a sport is UK, but before going into more detail in the reasons why This game is not considered a sport in the United Kingdom, what characteristics make chess into sport?

· It is competitive. The goal is to win. Chess involves a relentless fight against an opponent in chess the concentration and total focus means everything.  Therefore, a failure as small as losing focus in a small fraction of time or a slight distraction can cause you to lose. This is something that in few games and sports happens and such is the impact and the importance of the concentration that the players must remain in a constant alert in a prolonged amount of time.

· It has a structure. The world championship has been organized since 1886 and continues to have a great tradition. Chess competitions are organized at all levels: schools, universities, cities, leagues, junior, senior, European, world, etc. In Spain, for example, there are about 30,000 federated: a number close to the number of people federated in Rugby 
and only in England are more than six million people registered each year playing chess according to YouGov.
· [bookmark: _Hlk532316839]It actually requires physical aptitude. The maximum mental condition requires being in good physical condition. Players must fully concentrate for many hours and for many days in official tournaments. As tension increases, blood pressure, pulse and respiration rates increase. The competitors for the world championships have nutritionists and physical trainers since they might expend even a week competing in a tournament which makes a good nutrition a crucial factor.
· It has a code of behavior. Mobile phones are prohibited for example. There is an anti-doping policy. And the rules of chess are complex and rigorous just like in any other sport.
· Olympic recognition. Chess has been recognized as a sport by the International Olympic Committee since 2000. It was one of the events at the Asian Games in 2006 in Doha and again in Guangzhou in 2010. It is also being considered for inclusion in the Pan American Games. Russia is trying to incorporate chess into the Winter Olympics. In addition, they have also tried to put in the Olympic games of Tokyo 20120 although they have been rejected.
· Chess is recognised as a sport in many European countries. Chess is recognized as a sport in 24 of the 28-member states of the European Union. The exceptions are the United Kingdom, Ireland, Belgium and Sweden. In Sweden, chess is likely to be included soon. 

· Global game. Chess is played around the world regardless of age, race, sex, income or language. Blind people and people with physical disabilities play chess. Even people with advanced psychological illnesses play chess.
· Mental component All sports have a mental component. In short, competitive sports can be interpreted as strategy games that differ only in their physical manifestation.
· Player classification system. The player classification system was developed for chess in 1960 (the ELO system: mathematical method, based on statistical calculation, to calculate the relative ability of sports players such as chess) and has been adopted by many other worldwide recognized sports, including American football, baseball, basketball, hockey, korfball, rugby and golf. It is a very reliable system to measure the level of the players.

[bookmark: _Hlk532343556]
Once mentioned all the reasons why chess is considered a sport activity in many countries, especially European, you can see the similarities that this game has with many of those already officially recognized as sports by many of the official sports institutions such as are the International Olympic Committee or the European Sport Charter. 
But even keeping so many aspects in common this popular activity is still unrecognized in the UK as a sport. Why isn’t Chess recognized as a sport in the United Kingdom? According to the ECF (English Chess Federation), Dominic Lawson one of the reasons why chess is not recognised as a sport in the UK is because it’s not perceived as part of the British culture. In the other hand, according to Miss Crouch Although the sports councils are currently reviewing elements of the recognition process, they do not intend to move away from the Council of Europe's definition of a sport "As chess is not a physical activity, it is not under consideration for recognition as a sport."
These two reasons seem to be the two most important reasons why chess is not even considered a sport in the UK along with the fact that it is difficult to get funding for the tournaments and support from brands that want to become the publishers of the clubs and players.








[bookmark: _Toc532333817][bookmark: _Hlk532316873]What turns a game into eSport?

Now that we have reviewed what factors turn a mental game into a sport in many areas of the world, let's compare it with competitive video games.
The eSports are, first of all, video games. But they have a series of 'unwritten' rules that differentiate them from the rest. So, if we want to know if we are facing an eSport or not, we should look at some specific aspects. 
We could define eSports as the sports area of ​​video games, where people develop and train both physically and mentally with the aim of acquiring skills that allow them to compete professionally with other players. All games qualified as eSports meet a series of requirements 'unofficial' but recognized worldwide.
The first one is that all players must be on equal terms. This implies that the game is truly Free to Play. In other words, free from the dynamic Pay 2 Win in which players who invest more money are more likely to win the game. Thus, the weapon that will give the victory will be only the ability of the competitors.
And we say competitors because this is another premise; all eSport must have a competitive component that promotes the desire to excel. The excitement involved in the competition manages to create huge communities of players, another of the needs of eSports. Of course, all eSport videogames must allow direct confrontation between two or more participants either online or in person.

These games must incorporate constant updates to solve the balance problems that may arise (for example: a champion in League of Legends is winning all the games for being too strong). Caring for the operation of the game and readjusting different parameters is necessary for the game to evolve and not be monotonous by including new characters, mechanics or game modes. Therefore, all the games that aspire to be part of this industry fix, balance the content and add new patches, usually monthly or bimonthly so that the game in question is constantly developing and changing, see games like League of Legends (previously mentioned), Rainbow Six Siege, Smite, Counter Strike, Dota 2 and an extensive etc.
It could be able to be played locally but is often played online. These videogames match or “games” normally arouse the expectation among users, who become viewers through streaming platforms such as the famous Twitch.
But perhaps the most important thing for a game to be considered eSport is that it has a serious and regulated competitive league. Around an eSport must be created leagues and competitions organized by sponsors or companies from which the media echo. The best examples, the Superliga Orange (Orange Super Ligue, the Spanish Ligue), the ESL Masters Spain or the LCS EU, among others.

[bookmark: _Toc532333818]Those who rise the industry
Behind the competitive scene of an eSport videogame are a large number of people that make it possible to operate and profuse. We are referring to the agents that intervene in the electronic sports industry.
First of all we find, of course, each of clubs and professional teams. Clubs are nothing more than sets of teams dedicated to different games that come together under the same name. Their objective is to develop a good brand image by reaping achievements and, in some cases, winning even more competitions than those concerning football or basketball. And this is the reason why even some of the teams from the Champions League or the NBA are jumping unto the eSports to achieve glory also in this field. Another fundamental piece is the publishers, which are none other than the eSports videogame developers. Blizzard (Overwatch, Hearthstone), Valve (Counter-Strike, Dota 2) or Riot Games (League of Legends), among others, are responsible for supporting the game and introducing updates and constant updates. Also, in this bag enter the companies organizing events and competitive leagues.
Finally, we distinguish the bilateral agents or sponsors. That is, the brands. They are called bilateral because they sponsor both the teams themselves and the companies that organize the competitive tournaments. A fundamental support for the eSports industry has become what it is today.

[image: ]
 “Introduction to Esports” By Alvaro Lloret  
Marketing & Sponsorship Executive | Esports Specialist at MKTG Spain 
Translation by Aday Cejas Torres



[bookmark: _Toc532333819][bookmark: _Hlk532316907]
The old days of competitive and multiplayer videogames
[bookmark: _Hlk532343585]
Even before all the above was possible, even before competitive games were dubbed as eSports, other, more crude methods were used to make a competitive video game community possible.
Competitive gaming is a global phenomenon that anyone can join. All you need is free time, a gaming computer, and a reliable internet connection. If you've got the drive and the dedication, you can join the best of the best. Plus, if you want it badly enough, you can make a living playing your favourite video games. However, competitive gaming and multiplayer gaming in general were not always the plug-and-play experiences they are now. Services like Heat.net, MPlayer (multiplatform media player), WON (World Opponent Network) and GameSpy paved the way, leading to the powerful, yet simple matchmaking and communications we enjoy on modern gaming platforms (all the names mentioned above refer to software’s for online videogames).
Before Steam, GOG, and dedicated matchmaking APIs (matchmaking API is a set of functions that enable users to find other users to play), things were a lot more frustrating. At the OS (Operative system) level, you had to make sure the right protocols were installed and configured correctly. Once you found the appropriate settings that allowed you to connect to anyone with a game, you would then have to contend with dial-up internet. After finally getting into a game, it was time to connect to your friend's game, typically by direct connection to their computer via UDP. Then, if you both managed to set your computers up correctly, you could play a game. To add to the frustration of this process were the plethora of driver issues, incompatible hardware, and the fact that every game had its particular way of handling multiplayer connections.
[bookmark: _Toc532333820]

GameSpy, Mplayer and Heat.Net
By the late nineties, several services were emerging that would take some of the frustration out of playing online and allow for the competitive scene to develop. Mplayer and GameSpy were two of the first companies to offer a middleman solution for online PC multiplayer. Both launched in 1996 and initially centred around offering a way for players to find Quake servers. However, they quickly expanded to providing online services for many popular PC games of the era.
SegaSoft launched Heat.net in 1998 as a competitor to GameSpy and Mplayer, but focused more on community features, including one of the first competitive gaming leagues. HeatCIGL (College Internet Game League) involved students from over 1,000 colleges competing in Unreal Tournament and Quake II for a $5,000 grand prize. HeatCIGL was a forefather of today’s competitive gaming teams, and even though Heat.net and HeatCIGL shut down on October 31, 2000, they were pioneers of the competitive gaming world, and we can still see their influence today




[bookmark: _Toc532333821][bookmark: _Hlk532316927]Electronic Sports
Now that’s its clear what a game should have to be considered an electronic sport but, is it right to call them sports? Some make it clear: they are full-fledged sports. Despite this, the debate on the matter is quite controversial.

This arises from the erroneous conception that there must be a merely physical effort for something to be considered a sport. However, chess, poker or billiards are activities recognized as sports in many counties where the mental factor makes a difference.

In fact, professional eSports players maintain strict physical and psychological training. Apart from exercising body and mind, usually spend most of the time living together and even come to maintain certain diets.
Governments like the German or the American recognize professional gamers as athletes or, rather, cyber athletes. Even Olympic Committees, like the Korean one, have granted eSports the rank of Olympic sport.
And is that eSports require a sacrifice similar to any other sport. Professional gamers dispense many aspects of their private lives and leisure to be able to give what it takes to succeed and win victories with their teams.






[bookmark: _Toc532333822]A fast-growing sector
We cannot deny that the eSports sector is growing at dizzying levels. A study published in November by Newzoo (the global leader in games and esports analytics) showed the enormous economic growth that this industry is experiencing. Two months after the end of the year revealed that the volume of revenue was already 34% more than in 2016. And is that electronic sports have moved about 660 million dollars in 2017.
Two months after the end of the year Newzoo revealed that the volume of revenues was already 34% more than in 2016. Electronic sports have moved close to 660 million dollars in 2017.
These results seem to increase as the months pass, and Newzoo predicts that by 2020, electronic sports will generate a volume of revenues of close to 1.5 billion dollars.
(All the percentage data above was taken from “2016 GLOBAL ESPORTS MARKET REPORT” by Newzoo.









[bookmark: _Toc532333823][bookmark: _Hlk532316983][bookmark: _Hlk532343616]What countries consider eSports videogames as actual sports?
That eSports are increasingly a booming phenomenon is a fact. With millions of spectators following the competitions and tournaments, with the final of the League of Legends World Cup seen by 36 million people, with players signing millionaire contracts and with brands and companies entering to sponsor teams, the regulation of this sector is an issue that It is beginning to take more into account in more and more countries. Many countries have already taken the decision, through their regulatory bodies, to elevate eSports to the category of sport, so that they can be contemplated through the same legislations as traditional sports. Countries such as Taiwan, Austria, or Malaysia, among many others, are some of the nations that already have regulation for electronic sports.

[bookmark: _Toc532333824]South Korea
The Korean case is the paradigmatic one. Electronic sports are a phenomenon that paralyzes the country and the skills can be seen even through traditional television. It is no wonder then that the Korean government decides to support e-sports and the creation of the Korean Electronic Sports Association (KeSPA), which regularly engages in this activity and the rights of professional players. In 2014, the University of South Korea also became the sport as sport, sports in sport, sports and flexibility in the schedule. Soccer or basketball.
[bookmark: _Toc532333825]
China
China has also been among the first to join the regulation of electronic sports. Together with the Chinese eSports Association (ACE), the government created in the KeaHoarl association, a project dedicated to supporting the industry and players. In this way, people who want to dedicate themselves to the professional competition of eSports find in KeaHoarl a point where they can learn and develop as players, receiving classes and training by professionals. In addition, this association also aims to change the perception of Chinese society on eSports, since there are still many prejudices that make taking the life of a professional electronic sports player not an easy decision.

For its part, the ACE (Association of Chinese Esports) and its subsidiaries are responsible for regulating the competition and may even fine or prohibit participation in competitions of Chinese players if they have missed any regulations.
[bookmark: _Toc532333826]France
The neighbouring country has taken important steps at the beginning of this year to professionalize electronic sports through the creation of a body called France eSports. According to the French Minister Axelle Lemaire, this institution will act as a body representing the interests of the sector in its relations with the French government and will be a member of the National Olympic Committee. The creation of France eSports also allows regulation of the rights of French professional players, framing their activity within the French Labour Code and thus protecting competitors against abusive clauses. Of course, the actual effectiveness of France eSports is still subject to the approval of the so-called Numerical Law. Meanwhile, the organization will operate as a representation and pressure group in the struggle to recognize eSports.
[bookmark: _Toc532333827]Sweden
The Nordic country is in a situation similar to South Korea. The world of e-sports has been well received in a country where indoor sports are very common. Public television collaborates regularly with eSports events, broadcasting tournaments and matches, and private media also closely follow this activity.
The last step of Sweden has been to implement, on an experimental basis, subjects in its public schools related to electronic sports. Swedish students will receive three hours of classes a week, where theoretical and practical content will be mixed, and they will have the opportunity to participate in their own competitions.
[bookmark: _Toc532333828]Russia
The Russian Federation has been one of the last countries to join the recognition of eSports. On June 2016, the Russian Minister of Sports has issued an order to give the same level of recognition to electronic sports as to traditional ones. The "Sports for PC", the denomination they receive there, were already semi-official for a couple of years, but with this order their official status is beyond doubt. Once again, this will allow Russian players to have greater protection of their rights and facilities when traveling to participate in different competitions

[bookmark: _Toc532333829]The IOC and the eSports
As we can see above, the fame of these competitive video games is in a growing state which is getting the acceptance of this activity as an official sport, but the countries are not the only ones that are beginning to show interest in eSports. 
Through a statement, the International Olympic Committee has established, for the first time in history, that video games, best known in the sports field as eSports, are considered sports. The players' struggle to demonstrate that the virtual world was just as competitive as other reals has had its prize. The IOC drew up a statement in which it made its decision effective and urged the federations to agree to even have an Olympic presence: 
“eSports are growing a lot, especially among young people from different countries, and can be a platform compatible with the Olympic Movement. The competition in eSports can be considered a 'sporting activity', and players prepare and train with an intensity that can be compared to that of athletes of traditional sports. In order to be recognized as a sport by the IOC, the content of eSports must not infringe Olympic values. A greater recognition by the IOC necessarily implies that there is an organization that guarantees that the rules of the Olympic movement (anti-doping, betting, manipulation, etc.) are complied with” (Owen S. Good 2017)
[bookmark: _Hlk532316995]As the IOC mentions, even if they consider eSports to be true sports, they still have to fulfill certain types of conditions so that they can be included in the same Olympic Games. In order for the IOC to recognize them as a sport, the content of the eSports must not infringe the Olympic values. Also, A greater recognition by the IOC implies the existence of an organization that guarantees that the rules of the Olympic Movement (anti-doping, gambling, cheating, etc.) are complied with.
 
This is clearly a small step for eSports to be recognized as something else than just games. The IOC states that eSports can indeed be treated in a certain way as a sport, or as a "sports activity", to be exact. However, the existence of the two main requirements complicates the complete acceptance and arrival at the Olympic Games. Soccer and basketball, yes; shooters and MOBA, no; Sports video games such as FIFA, PES or NBA 2K could fall within the requirements by not infringing the Olympic values. Others would have to be eliminated from the equation, such as League of Legends, CS: GO, Call of Duty, etc. Any videogame that has some violence would not be considered an Olympic sport. It also seems complicated that publishers accept the creation of a federation (national or international) that writes some rules over their own products. However, if all the conditions were ever met, the IOC has opened the door for eSports to reach the Olympic Games


[bookmark: _Toc532333830][bookmark: _Hlk532317011]Is it therefore a lack of standardised rules stopping officially recognition of esports as a sport?
[bookmark: _Hlk532343647]Institutionally, for an activity to be considered a sport, it must be supported by administrative and control structures that are responsible for regulating it as we have seen (sports organizations). The fact that any activity is not institutionally recognized as a sport does not prevent it from being so.
Most of the definitions defend that sports in general refer to physical activities, however there are some associations that consider activities of little or no type of physical activity as sports, for example chess or sports shooting, since the concentration and mental ability in these types of activities play a fundamental role as it is thought that the concentration and mental abilities necessary to excel in them require a good physical form.
However, no type of institution like the IOC or the Sport Council decides what is and what is not a sport. Each organization has its own definition of what each of them considers as a sport. The Sports Council for example defends that for an activity to be considered as a sport it must have some kind of physical effort or human physical skill.

“Sport means all forms of physical activity which, through casual or organised participation, aim at expressing or improving physical fitness and mental well-being, forming social relationships or obtaining results in competition at all levels.”





[bookmark: _Toc532333831][bookmark: _Hlk532343656]



Conclusion

[bookmark: _Hlk532317021][bookmark: _GoBack]The differences between the different official associations of sport like the international Olympic committee, the sports council, The European Charter of Sports, The National Sports Organization of Germany, and the rest of them, make clear that there is no official definition worldwide recognized. Some associations defend that physical activity is a compulsory requirement for an activity to be considered as a sport while others assure that activities with a great use of intelligence and mental ability can be considered as a sport, but for that they need to be organized and controlled by institutions. In addition, the fact that certain activities or games are not recognized as sports by any of these associations or by any of them at all does not stop an activity of being so. The fame and the world success are what seems to make certain activities happen to be recognized as a sport, this is the case of the two examples that we have studied in this document, chess or the eSports themselves. The fact that has led them to receive some type of recognition by the associations is the recognition and worldwide interest in these activities. In the case of the latter, the eSports, it is clear that they move a big amount of money in many industries already mentioned (stream platforms, bets, sponsors, brands, etc.) what seems to have been the attention of these associations among other things. In addition to this last, another reason why competitive videogames are beginning to make a dent in the world of professional and recognized sports is the organization they have in teams and tournaments, and the amount of audience they attract. 
In addition, it is undeniable that they promote the sporting spirit, and this can be seen reflected in the type of training they use, being very similar to those performed by professionals in other sports, dedicating their lives entirely to what they do, with long and hard workouts, those that require a balanced diet and a healthy body. In the tournament, a healthy rivalry among can take place and the great events that take place to celebrate their tournaments reflect the seriousness with which brands and teams take this industry, besides investing a lot of time, money and effort into it.
It is because of all this that we can finally say that videogames are a sport, one that is still in the process of development since it does not even have anti-doping regulations in the majority of games, among other things, but in the end it It's about an industry that is still growing and becoming popular with young people and new generations with the help of even some countries and organizations.
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