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Abstract

E-sports is becoming a new culture in the digital society. A great
value in the economy could be growth through correct and proper management.
It can expand the follower base all over the world. Many countries have
upgraded gaming competitions to E-sports competitions both at the national
level and at the international level, such as the 2022 Asian Games held in
Jakarta, Indonesia, and the Olympics for E-sports Games planned by the
International Olympic Committee to be held every two years from 2024 starting
in Gangwon, Republic of Korea (South Korea). E-sports intellectual property is a
very important issue that is being debated by scholars around the world. Since
intellectual property is an important tool in pushing e-sports to achieve
maximum economic benefits. The intellectual property of the E-sports sector is
very different from that of traditional sports. E-sports has evolved from
computer games that grew out of computer programming, especially E-sports
games with backgrounds such as stories, images, and music. All of which are
sectors that have been strictly protected by intellectual property laws,
especially, the copyright laws and trade mark laws. These make the management
of E-sports different from traditional sports, for example, streaming E-sports
games through online platforms, which is comparable to traditional sports, is it
necessary to obtain permission from the copyright owner or not ? For traditional
sports, anyone who can broadcast on platforms does not need to be allowed at
all because traditional sports are not directly protected by intellectual property
law and no one can claim ownership such traditional sports.

How intellectual property in E-sports should be managed? In order that

there will be a balance between the development of the E-sports industry in the
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country and, at the same time, can maintain the legitimate interests of the use
of intellectual property rights. The main purpose of this article is to introduce
and point out the intellectual property challenges related to E-sports. These
topics are as follows: The history and essence of E-sports; The E-sports
and intellectual property issues and The examples of solutions to intellectual

property infringement in the case of E-sports.

Keywords: Intellectual Property, Publisher, E-sports
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