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Abstract. Electronic sports is a new phenomenon in scientific research. Many issues within it
have not been systematically analyzed. The use of artificial substances to improve human physical
abilities is most often addressed in the context of deviation in sports. E-sports partially reflects
sporting functionality, but in the area of doping and anti-doping control in video game competitions,
it is difficult to delineate the boundary between what is allowed and what is forbidden. The aim of
this work is to reconstruct the social assessment of doping in e-sports based on the attitudes and
experience of fans and players. Most players accept the use of stimulants, such as energy drinks.
Some of them also observe the use of prohibited substances during games. E-sports enthusiasts
usually support anti-doping controls modeled on traditional sports and emphasize the importance of
structural determinants of the issue, such as allowing the use of prohibited means.
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Introduction

The essence of e-sports (electronic sports, or cybersports) is to develop one’s
skills and aim for the best performance in competitive gaming, which is based on
electronically processed images generated by a computer program on a monitor,
television screen or other multimedia device. E-sports have been bringing in rapid-
ly increasing revenue every year. Currently, the global annual revenue amounts to
over a billion dollars, with the US and China being the largest markets (Newzoo
2019a). Every year, e-sports are becoming more popular. The current global au-
dience amounts to 450 million fans (Newzoo 2019b), with Asia and the Pacific
having decidedly the highest shares of fans.

The number of scientific studies concerning e-sports has been growing sys-
tematically for the last two decades. The year 2012 was a breakthrough point, with
the number of publications doubling over a period of 12 months. The first paper
on the subject in English was published in 2002, and approached the matter from
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a sociological viewpoint (Bryce, Rutter 2002). Later publications approached
it from the viewpoint of sports science (Hemphill 2005), media studies, infor-
matics, law or cognitive science. Reitman et al. (2019) identified 150 papers in
English on e-sports published up to 2018; among these, 15 came from the field of
sociology and as many as 37 came from the field of media studies. The first among
the few Polish studies on e-sports was published in 2009 (Stepnik 2009 from the
viewpoint of sports science; Dabrowski 2011 with a sociology viewpoint).

The establishment and the subsequent gradual development of a new socio-
logical subdiscipline — the sociology of e-sports — in the first two decades of the
21st century, filled the gap in the scientific investigation of the sociocultural di-
mension of e-sports only slightly. The new research field contains many aspects
that have yet to undergo a systematic analysis. One such aspect is the issue of
doping in competitive gaming — bearing in mind that the boundary between what
is allowed and what is forbidden is not always clear (Leszczynska 2017).

Doping in sport

Doping is usually addressed in the context of deviation in sport (Leszczynska
2017) and is defined as the use of artificial substances or methods to improve
human physical capabilities and, consequently, sport performance (Gawronski,
Ziemba 2005). It is worth underlining that since 2017, Polish law has also treated
competitions based on intellectual activity that are performed to achieve sport re-
sults as a form of sport. However, the Ministry of Sport and Tourism emphasised
that the amended Act on Sport did not change the legal status of e-sports (i.e. it
did not equate e-sports with traditional sport), although the act did raise the impor-
tance of disciplines that require building one’s mental proficiency, which means
that the law has opened up to include competitive gamers to a small extent.

A popular definition of doping is the one proposed by the World Anti-Dop-
ing Agency, according to which doping involves at least one breach of the anti-
doping regulations provided in the World Anti-Doping Code. This broadens the
common understanding of doping as the use of illegal substances to include as
little as the presence of illegal substances in the body of the sportsperson. While the
problem of doping in sport is nothing new, it remains substantial. When compared to
Polish publications, international literature encompasses a much wider spectrum
of research subjects (Leszczynska 2017).

Initially, the purpose of doping was not limited to performing better in sport
competitions (Yesalis, Bahrke 2002; Rosen 2008; Mottram 2011). However,
the rise in doping in the second half of the 20th century is thought to have origi-
nated from the transformations taking place in sport at the time:

1) the development of sport medicine;

2) growing investments into modern technologies applied in sport;
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3) growing pressure to break records due to the ongoing commercialisation
and politicisation of sport (Waddington 2008).

A secondary effect of these changes was the instrumentalisation of doping
related to the aforementioned politicisation: after World War I, competitive sport
was treated as a tool of national propaganda, with success in sport supposedly
indicating the superiority of a given political system and constituting a point of
pride in international relationships (Wojtaszyn 2011). This led to the establish-
ment and development of a doping system. Programmes created in totalitarian
regimes involved supporting the sportspersons with any means available, with
cooperation from the coaches, physicians, scientists and other members of the
coaching staff. The most comprehensively described example is that of East Ger-
many (Dennis 2015). However, the recently exposed doping in Russia confirms
that the issue is still relevant (Altukhov, Nauright 2018).

An especially important growth factor for the popularity of doping was the
aforementioned development of sport medicine; in particular, the role of physi-
cians in the training process. It is difficult to imagine a contemporary sport train-
ing regime that does not involve medical support, the quality of which may affect
a given sportsperson’s physical advantage and competitive achievements. The
success of sport medicine has caused an increase in the cases of non-medical use
of particular substances. The physicians’ engagement in matters related to doping
is also significant (Waddington 2008).

Doping scandals involving sport celebrities have motivated the research.
Some widely respected Olympic or World Championships medallists, who used
to be role models for youth and other sportspersons, have been proven guilty of
doping. Lance Armstrong and other cyclists who were accused of doping are the
subjects of many sociological studies (see e.g. Brewer 2002; Connolly 2015).

Studies concerning anti-doping measures in sport tend to focus on the fol-
lowing:

1) the history of anti-doping;

2) current anti-doping regulations;

3) methods of combating doping (Malcolm 2008).

The core subject of the dispute is the effectiveness of the anti-doping system
and the viability of combating doping at all (whether there are real chances of
eliminating illegal practices from sport). In the face of more doping scandals, the
possibility of legalising doping is being discussed. The arguments used by both
the proponents and the opponents of doping are themselves subject to discus-
sion (Schneider, Butcher 2000; Tamburrini 2000). The opponents underline
that the substances and methods that improve physical performance are harmful
to the sportspersons’ health, regardless of whether they are used under medical
supervision or not. Furthermore, doping is a breach of the standards and values
established in sports, especially the rule of fair play. Doping indicates dishonesty
and disrespect towards one’s competitors. The sports organisations support this
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opinion. However, the proponents of legalising doping claim that combating this
practice is pointless (Sas-Nowosielski 2006) due to the imperfections in the an-
ti-doping system, the ineffectiveness and expense of doping controls, and the inef-
fectiveness of detecting new substances used by sportspersons. Furthermore, the
proponents reject the notion of fair play, as well as the harmfulness of doping to
health and the potential damage to the image of sport and celebrity sportspersons
(Savulescu et al. 2004). The research on doping provides insight into contem-
porary sport and its problems (Leszczynska 2017). Similar analyses conducted
on e-sports may prove equally useful, and they could also reveal the differences
and similarities between traditional sport and e-sports.

Doping in e-sports

The recognition of e-sports as a sport is problematic, yet the organized com-
petitive playing of video games has seen a rise in many of the problems associated
with conventional sport, such as match-fixing or using performance enhancing
drugs (Holden et al. 2017). In 2014, Bjoern Franzen, a former employee of
a major video game company, drew the attention of the media to the issue of
doping in e-sports, publicly admitting that it was an enormous problem. His blog
post indicated that players took Piracetam, Methylphenidate, Modafinil, Selegiline,
Propranolol, Ritalin and Adderall. These drugs (plus Vyvanse and Concerta) are pre-
scribed to patients with Parkinson’s disease, Alzheimer’s and ADHD. They are
supposed to improve focus and emotional control, as well as aiding relaxation or
increasing stimulation before competitions (Cypryjanski 2018).

The most infamous doping scandal in e-sports took place in 2015. In an inter-
view during the Electronic Sports World Cup, Kory “Semphis” Friesen, a “Counter
Strike” player and former member of the American organisation Cloud9, admitted
that during the finals of the 2015 Intel Extreme Masters (IEM) in Katowice (Po-
land), he and his team were under the influence of Adderall (one of the drugs that
Franzen had mentioned a year before). Evidence was to be found in the recordings
of the players’ conversations during the tournament, in which they were unusu-
ally stimulated and acted chaotically. They had problems following the agreed-on
tactics. Following the scandal, the German company ESL Gaming, which was the
organiser of the IEM, announced that it would conduct anti-doping tests and co-
operate with WADA and NADA, the German anti-doping agency (Cypryjanski
2018). At the time, the ESL tournament regulations prohibited the use of alco-
hol, narcotics and doping substances on pain of being banned from a tournament.
However, it is unknown whether the players were tested for such substances.
The current ESL regulations contain a slightly more elaborate clause on doping,
which references a list of the substances and methods prohibited by WADA. After
the Adderall scandal was exposed, actions were taken to improve awareness of
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the use of doping among video game players. However, the issue was addressed
almost exclusively by ESL, which attempted to establish an anti-doping policy.

During the 2018 ESL One tournament, the Esports Integrity Commission
(ESIC, formerly the Esports Integrity Coalition) published materials indicating
that one in four hundred of the tested players used doping, including the use of
prescription drugs (such as Adderall). Still, no conclusive information is available
about doping among players from outside the global elite.

Anti-doping testing during e-sports tournaments is handled by Sporting In-
tegrity (SI), an advisory company founded by Michele Verroken, former Director
of Ethics and Anti-Doping at UK Sport. Verroken stated that dishonest players
were increasingly opting out of taking Adderall in favour of other drugs. By coop-
erating with the players, coaches and organisations, SI aims to determine the sub-
stances that improve performance, which will help in updating and clarifying the
tournament regulations. Research is being conducted on the effect of marijuana,
among other substances. Verroken primarily conducts oral testing in this regard,
as this, in her opinion, is the most effective method of detecting its use among
players. Traditional sportspersons usually undergo urine tests (Baldwin 2019).
However, online tournaments, in which the players participate remotely, are dif-
ficult to monitor. Furthermore, details on the anti-doping testing of professional
gamers have not been publicised.

David Howman, former President of WADA, called e-sports a “Wild West”,
commenting on the lack of a uniform, consistently applied anti-doping policy for
competitive gaming. The same issue was mentioned by the International Olympic
Committee (IOC) with regard the proposal that some video games could potential-
ly become Olympic disciplines. The committee representatives underlined that,
currently, there is no organisation that oversees anti-doping testing in e-sports
(Baldwin 2019). In 2018, the IOC organised an e-sports forum in Lausanne.
However, the issue of doping was not raised. Officially, none of the international
e-sports organisations and potential partners for WADA, such as ESL, the Inter-
national Esports Federation (IESF) or the World Esports Association (WESA),
have ever punished a player for doping. However, since 2013, IESF has been
considered WADA'’s official signatory, thanks to the latter’s approval of the IESF’s
proposed anti-doping policy (Van Hilvoorde, Pot 2016). Nonetheless, in or-
der for the IOC to accept a given sports discipline (a video game) as an Olympic
discipline, an international NGO responsible for managing the most important
matters related to the game would have to be established. Furthermore, such an
NGO would have to follow the Olympic Charter, including the World Anti-Dop-
ing Code (Jonasson, Thiborg 2010).

The e-sports community, despite the many similarities to sport (Thiel, John
2018; Zagata, Strzelecki 2019), almost never discusses the use of substances
that improve the players’ physical capacities and, consequently, their performance.
A few international organisations (such as ESL and IESF) refer to the WADA
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regulations. In 2020, the Polish Anti-Doping Agency and two major e-sports as-
sociations signed a cooperation agreement to combat doping. The cooperation
will focus on regulatory, educational and preventive actions, and the introduction
of a full anti-doping testing programme. So far, however, little is known about
any general or specific definitions of the allowable and prohibited substances and
methods, or any rulings concerning anti-doping testing. Doping is a taboo subject
to a certain extent, which makes any attempts at reconstructing the social assess-
ment of doping in e-sports, and research on the attitudes and experiences of video
game fans with respect to doping, very interesting and inspiring from the scientific
point of view. Taking into account the difficulties with defining doping in e-sports
and in applying WADA'’s list of prohibited substances and methods, the subject
matter has been divided into three aspects in this study:

1) the use of allowed substances;

2) the use of prohibited substances (doping);

3) anti-doping testing.

Research methods

This study was explorative in nature. The data was collected using computer-
assisted web interviewing (CAWI) with non-probability sampling. The study par-
ticipants comprised n = 241 fans and players of video games, and e-sports activists
who were members of the Esportowe Swiry (“The Esports Loonies™) discussion
group on Facebook, which is the largest forum for sharing information, opinions
and experiences about e-sports in Poland.

A total of 220 men (92%) and 21 women aged between 14 and 34 were inter-
viewed. The mean age of the respondents was 18. The respondents declared that
they played video games for between 2 and 90 hours weekly. The mean time spent
playing was 22 hours, with a standard deviation of 16 hours. The respondents
were fans of “League of Legends” (LoL) and “Counter-Strike: Global Offensive”
(CS:GO), which regularly occupy the highest places in various rankings, both
global and local, including Polish rankings, and in surveys conducted by the ad-
ministrators of Esportowe Swiry.

The participants of this study were asked to declare their involvement in
e-sports (amateur or professional) according to the following three aspects:
1) the subjective perception of one’s engagement; 2) membership in an organisa-
tion; and 3) earnings from e-sports. 14.5% of the respondents declared that they
practised e-sports professionally. A similar share (15.8%) reported membership
in an e-sports organisation. 14.1% of the respondents declared that they earned
money from e-sports. Therefore, the share of respondents who could be treated as
professional e-sports players was similar between the three categories and did not
exceed 15.8%. The respondents were also asked whether they had participated in
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at least one e-sports tournament. 69.3% confirmed having participated as a player,
which does not necessarily mean participation in major, prestigious tournaments
such as the IEM finals, but also in local amateur events. Statistica 13.1 software
was used for the statistical analysis of the obtained data. In bivariate analyses the
Mann—Whitney U and chi-squared tests were applied. Statistical significance was
defined at p < 0.05.

Results and discussion

Allowed substances in e-sports

Most of the e-sports fans who took part in the study (50.2%) declared that
allowed substances (containing caffeine, such as energy drinks) improve their
performance in video games, 29.1% disagreed, and 20.7% answered that is was
“hard to say”. However, the respondents’ belief about the effect of energy drinks
and similar products on their performance, which is most likely based on popular
opinion, has not been confirmed by a study conducted in the US. In that study,
no beneficial effect of energy drinks on the psychomotor performance of profes-
sional LoL players was observed. Nonetheless, the authors of the study underlined
that their research was only a starting point for wider and more detailed analyses
(Thomas et al. 2019).

In the same study, 71.8% admitted that people from their social environment
used allowed substances during video game competitions (with 47.3% indicating
“many people” and 24.5% indicating “individual people”), while 20.7% declared
that there were no such practices in their social environment, and 7.5% answered
that is was “hard to say”. A positive answer was selected by significantly more
respondents who were members of an e-sports organisation (86.8%) than those
who considered themselves amateur sports players (69.0%) (Table 1.). The most
popular products were energy drinks (180 responses) and coffee (151 responses).
Beer (55), herbs (27) and medicinal drugs (25) were also relatively popular. The
manufacturers of alcoholic beverages also provide their logos and funds in e-sports
competitions.

Why are video game players so fond of the allowed “boosters™? Let us use the
finals of the LoL tournament as an example. The finals are made up of matches di-
vided into five rounds, with each round lasting about 60 minutes. The players are
only given a 5-minute break between the rounds, during which they usually dis-
cuss their tactics with their coach and use the bathroom. Thus, a match often lasts
over five hours, with no time for a solid meal or a long rest. Furthermore, techni-
cal problems, involving for instance online connectivity issues, can considerably
prolong the individual matches and consequently, the entire tournament. During
matches, the players usually only have a water bottle (with no logos), which they
sometimes use to smuggle in an isotonic drink. At the same time, products manu-
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factured by the sponsors of the tournament (e.g. energy drinks) are usually freely
available. The circumstances encourage the use of readily-available and easy-to-
use allowed substances. However, such stimulation cannot exceed the limits im-
posed by the human body. Studies have reported cases of death from exhaustion,
caused by dozens of hours of nearly uninterrupted play (Zhouxiang 2016).

In a commentary on Bjoern Franzen’s report, the weekly New Scientist ad-
dressed the issue of unsupervised and excessive use of the allowed stimulants
during tournaments, such as energy drinks, caffeine pills and other prescription-
free products (Hodson 2014). The first dietary supplements for players that are
designed to improve concentration and composure have already appeared in the
US. They have no sugar or taurine content, but instead contain caffeine, choline,
green tea extract, powdered ginger, I-theanine and vitamins B3, B5, B6 and B12.
The effects are not only an intense, temporary stimulation, but also a long-term
boost to brain activity (Kotkowski 2019).

58.5% of the participants in this study declared that video game competitions
should not ban any of the currently allowed substances. Only 21.6% approved
banning some of these substances, and 19.9% answered that it was “hard to say”.
Furthermore, 44.0% of the respondents declared that the players should not be
tested for the use of allowed substances at all, 29.0% approved of such tests and
27.0% selected the “hard to say” response.

Prohibited substances (doping) in e-sports

10.8% of the participants in this study witnessed cases of players using pro-
hibited (and sometimes illegal) substances during video game tournaments, such
as cocaine, amphetamines or Adderall; among these responses, significantly more
were received from the participants who earned money from e-sports (20.6%) than
those who considered themselves to be e-sports amateurs (9.2%) (Table 1.). This
data suggests that the scale of doping among the players from outside the global elite
is considerably greater than among the elite players analysed by the ESIC.

62.7% of the participants in this study had never heard about any preventive
actions (e.g. on the part of tournament organisers) against doping in e-sports, while
37.3% had heard about such actions. Reports on preventive actions against doping
in e-sports are rare. In 2017, ESL in cooperation with the ESIC commissioned a sur-
vey among players about their opinions on punishing cheating, match fixing and
doping. The results of the survey led to the conclusion that tournament rules should
be more restrictive. As early as in 2017, Dreamhack (the largest cyclical festival for
fans of games and e-sports, encompassing events organised throughout the world)
adopted the ESIC recommendations; however, the only changes introduced to the
tournament regulations concerned match fixing (Irwin, Naweed 2018).

68.5% of the participants in this study heard about someone who was pun-
ished for doping in e-sports, while 31.5% declared they had not heard about such
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cases. Thus, a considerable share of the participants did not know about any anti-
doping actions in e-sports, but had heard about players who were punished for
doping. Are the changes being introduced to e-sports regulations concerning dop-
ing too insignificant, or even non-existent, because of the limitations imposed by
organisational decentralisation and a desire to maintain revenue in this relatively
profitable industry? Do organisations such as ESL or the ESIC, which are few in
number but relatively active in their fight against doping, test the players and pun-
ish those who are caught doping, but choose not to share this information to avoid
damaging the image of actors from the video game industry? It appears that only
the cases that involve major tournaments or an elite player cannot be ignored or
obscured.

The discrepancy between the obtained answers may also be caused by the
respondents associating pharmacological doping with techno-doping (Schum-
acher 1999), which in e-sports usually involves “cheats”, or breaking the rules
set by the developer of a video game by modifying its mechanics (Consalvo
2007). Techno-doping in e-sports can also be analysed in the context of fyborgisa-
tion (a _fyborg is a type of cyborg that temporarily merges the human body with
technology, for the purpose of competitive sport) (Nosal 2017). Techno-doping
also means the illicit improvement of the peripherals used to play a video game.
Cheating in e-sports is mentioned much more frequently than doping substances.

In 2019, fans of CS:GO were shocked by a cheating scandal involving the
Polish team Tajemnice Watykanu (Secrets of the Vatican), who were disqualified
from the Polish ESL Championships eliminations. The scandal caused additional
controversy due to ESL taking its time to issue a punishment, and the team’s
disqualification was not accompanied by any individual sanctions for the play-
ers. Adrian Kostrzebski, the spokesperson for ESL Poland, underlined that ESL
believed in fair play, and that any suspected dishonesty was thoroughly investi-
gated (Groenke 2019). However, the fundamental issue was that the tournament
organisers did not cooperate with one another in this respect (Chomczyk 2019),
which again results in questions about the presence and effectiveness of coordi-
nated social controls for various forms of cheating in e-sports.

Anti-doping testing in e-sports

44.4% of the participants in this study admitted that e-sports need to take
more restrictive anti-doping actions (however, a significantly smaller share of the
respondents who belonged to an e-sports organisation chose this answer [26.3%]
than the respondents who considered themselves e-sports amateurs [47.8%])
(Table 1). 28.2% of the respondents would not support more restrictive anti-dop-
ing actions, and 27.4% answered that it was “hard to say”. One would expect the
e-sports fans, activists and players who participated in this study, especially those
who were at least declarative members of an organisation, to be more willing
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to support fair play and, consequently, anti-doping actions. Institutional actors,
such as the game developers or tournament organisers, have a certain influence
on the players’ behaviour and are able to control it, which means they are at least
partially responsible for the players’ dishonesty (including doping). This is one of
the reasons why the inclusion of e-sports in the category of sport or video games
is currently a subject of a heated legal discussion. In the local and international
regulations, video game competitions usually have a special legal status (Reit-
man et al. 2019). Sanctioning e-sports within a given legislative system in order
to construe it as sport could be beneficial; but simultaneously, it would also result
in unwanted (yet unintentional) consequences due to e-sports being subject to the
rules designed for traditional sport. It seems that the actors in the e-sports social
world have reached a certain agreement (which does not concern combating dop-
ing) to maintain the convenient status quo of e-sports and assume that e-sports
is moving a good way toward the classifications and regulations similar to those
in traditional sport, even though the actions in this respect have so far only been
proposed and still need legitimisation (Holden et al. 2017).

The participants in this study were asked whether, in their opinion, anti-
doping testing conducted under the supervision of a physician during e-sports
tournaments would make the competition fairer. 60.6% of the participants agreed
with this view, 19.9% disagreed and 19.5% answered that it was “hard to say”.
A similar number of participants (58.1%) agreed that anti-doping tests such as
a urine analysis would also make the competition fairer, while 23.3% disagreed
and 18.7% answered it was “hard to say”. A large share of the participants (a total
of 39.4% for the former question and 42.0% for the latter) doubted whether the
involvement of physicians in e-sports competitions would be effective. Does this
mean that the social image of the e-sports player is not associated with the same
physical “purity” or transparency as the image of the traditional sportsperson (or
at least, not associated with the above to the same degree)? As with traditional
sport, e-sports has the following characteristics:

1) it can be both competitive and casual (recreational);

2) it requires honing particular skills;

3) it has a substantial fan base;

4) it has its own regulations.

However, e-sports is unique in that it does not involve feats of sport in the
traditional sense (i.e. supreme achievements of physical fitness) and is non-insti-
tutionalised. Success in e-sports usually does not require the players to achieve
a physical advantage over their competitors (Jenny et al. 2017). As a result,
extraordinary progress in medicine would be needed before it could shorten the
thousands of hours involved in e-sports training with simply a few colourful pills.

The largest portion of the participants in this study (204 responses) stated that
the use of doping in e-sports was usually motivated by the players wanting to win
at all costs. However, many of the participants also indicated the lack of anti-dop-
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ing testing (68), tournament organisers neglecting anti-doping testing (56), social
acceptance (the e-sports community does not view doping as wrong) (54), lack of
punishment (53), and the low effectiveness or limitations of anti-doping testing
(29). It is also worth noting that as many as 260 responses in total concerned the
structural determinants of doping in e-sports. The lack of institutionalised central
governance may not only be condoning, but potentially intensifying the use of
performance enhancing drugs amongst the players (Holden et al. 2017).

Doping, both in traditional sport and e-sports, can be explained through the
concept of a “positive deviation” caused by overconformity, which in turn stems
from an indiscriminate acceptance of the fundamental values and rules of the sport
ethos that include perfection, desire for victory, self-sacrifice and transgression. All
of these values and rules are unambiguously positive for sportspersons, coaches,
fans, activists and sponsors alike. However, their indiscriminate internalisation,
combined with fanatical devotion, leads to players who strive for victory at all costs,
disregarding their own health and the anti-doping regulations; in other words, the
players are determined to “die for the cause” (Coakley, Hughes 1991).

The structural determinants of doping, such as tournament organisers ne-
glecting anti-doping testing, can be interpreted through the categories of struc-
tural functionalism, the lack or ineffectiveness of social control mechanisms in the
form of a coordinated anti-doping system, and the demobilisation of institutions,
primarily game developers and tournament organisers. From the perspective of
symbolic interactionism, social acceptance of doping substances can be explained
through the concept of the social construction of deviation (Dziubinski 2019).
Unless the fans, players and developers of video games start viewing doping as
a problem, the users of these substances will never be labelled as social deviants,
or if they are, the labelling will not have a significant impact.

Table 1. Statistically significant (p < 0.05) differences in respondents’ responses concerning
allowed and prohibited substances, and anti-doping testing in e-sports

People in my envirpnment use allowed | o0 E-sports organisations Total
substances improving performance members

in video games 69.0% 86.8% 71.8%
E-s.ports.need tg take more restrictive 47.8% 26.3% 44.49%
anti-doping actions

I witnessed cases of using prohibited Amateurs Respondents earning Total
or illegal substances during video money from e-sports

game tournaments 9.2% 20.6% 10.8%

Source: Author’s own study.
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Closing remarks

E-sports reflects the sport (or pseudo-sport) functionalities — this is evident
from the professional players, teams, attire, coaches, managers, agents, leagues,
tournaments, events (which frequently take place at traditional sport arenas), spon-
sorship agreements, player transfers, popular commentators and student scholar-
ships, but also from the presence of match fixing, gender inequality and the use
of doping substances (Funk et al. 2018; Jenny et al. 2017). However, the
approach to doping seems to be different between e-sports and traditional sports
(Baldwin 2019), which causes many issues, e.g. related to negotiating the recog-
nition of video games as an Olympic discipline. Any further cooperation between
e-sports organisations and the IOC will also have to involve WADA.

The results of this study are a starting point for further, more in-depth studies,
which could expose general mechanisms responsible for doping in competitive
playing of video games, and a clearer distinction between doping in traditional
and electronic sports. The relatively large number of studies on doping in cycling
can be referred to for guidance in planning and performing similar research on
e-sports, which could encompass the following matters:

1) the specificities of doping in e-sports;

2) the conditions of professional players;

3) the institutionalisation of e-sports;

4) the motives behind the use of doping;

5) the stigmatisation of players who have been punished for doping or accu-

sed of cheating;

6) the functioning of the anti-doping system.

As with traditional sport, the media are the primary — and often the sole
— source of information about doping (Leszczynska 2017) in e-sports. Further-
more, doping in both traditional sport and e-sports is affected by the players who
approach competitiveness as a source of profit. Sponsors do not want the players
they support to be viewed as cheats for fear of losing their own reputation. The in-
volvement of the authorities, organisations and various interest groups in matters
related to doping and their interference in the anti-doping system without a doubt
merits a detailed analysis (Leszczynska 2017).

The institutional actors who combat doping in e-sports face many challenges.
It seems that the use of artificial substances to improve physical capabilities in
competitive gaming is predominantly underestimated, and only few e-sports ac-
tivists are trying to bring this obscure but real problem to light.
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DOPING W E-SPORCIE. PROBA EKSPLORACJI EMPIRYCZNEJ
I POSZUKIWANIE INTERPRETACJI SOCJOLOGICZNYCH

Abstrakt. Na horyzoncie badan naukowych pojawito si¢ nowe zjawisko — sport elektronicz-
ny. Wiele zagadnien w jego obrebie wcigz nie doczekato si¢ usystematyzowanej analizy. Problem
stosowania sztucznych substancji lub metod w celu poprawy fizycznych mozliwosci czlowieka naj-
czesciej podejmuje sie w konteksScie dewiacji w sporcie. E-sport czgéciowo odzwierciedla sportowa
funkcjonalnos¢, ale w zakresie dopingu i kontroli antydopingowych we wspotzawodnictwie w grach
wideo trudno postawi¢ granic¢ miedzy tym, co dozwolone, a tym, czego nie wolno robi¢. Celem
prezentowanej pracy jest proba rekonstrukeji spotecznej oceny zjawiska dopingu w e-sporcie na
podstawie postaw oraz doswiadczen sympatykow i uzytkownikow gier. Graczy najczesciej charak-
teryzuje pozytywne nastawienie do stosowania substancji stymulujacych, takich jak napoje energe-
tyzujace. Niektorzy z nich w swoim otoczeniu obserwuja przypadki stosowania niedozwolonych
substancji podczas rozgrywek. Sympatycy e-sportu przewaznie popieraja kontrole antydopingowe
wzorowane na sporcie tradycyjnym i podkreslaja znaczenie strukturalnych determinantow omawia-
nego problemu, takich jak przyzwolenie otoczenia na stosowanie zabronionych $rodkow.

Stowa kluczowe: socjologia sportu, doping, e-sport, gry wideo.





