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Abstract 

The rapid growth of online gaming and e-sports has transformed the digital economy, evolving from 
casual entertainment into a global industry involving professional players, sponsors, publishers, and 
streaming platforms. With this expansion, disputes have become inevitable ranging from contractual 
disagreements between players and organizations, sponsorship conflicts, and intellectual property 
violations to issues of cheating, unfair trade practices, consumer protection, and cyber security 
breaches. The transnational nature of gaming communities makes such disputes particularly 
complex, as parties are often located in different jurisdictions, creating challenges of enforceability, 
cost, and delay when relying on traditional court systems. 

Alternative Dispute Resolution (ADR) offers a promising solution to these challenges by providing 
faster, more confidential, and flexible mechanisms such as arbitration, mediation, and negotiation. 
When integrated with technology, ADR evolves into Online Dispute Resolution (ODR), which is 
especially suited for the gaming ecosystem. ODR allows disputes to be addressed through digital 
platforms, utilizing tools like video conferencing, AI-assisted processes, and block chain-based 
evidence management. These innovations align naturally with the online environment of gaming, 
making dispute resolution accessible, efficient, and adaptable to the fast-paced demands of 
tournaments and virtual marketplaces. 

This paper explores the role of ADR and ODR as a new frontier in addressing online gaming and e-
sports disputes. It examines the nature of conflicts arising in the industry, evaluates why traditional 
litigation often fails, and analyses how ADR mechanisms can be tailored to meet sector-specific 
needs. Comparative perspectives from jurisdictions such as India, the United States, the European 
Union, and leading Asian markets are discussed, along with institutional models and private ODR 
platforms. The study concludes that ADR and ODR not only provide effective remedies but also 
contribute to the legitimacy, fairness, and sustainable growth of the global e-sports industry. 
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1. Introduction 

Over the past two decades, online gaming has 
moved from being a form of casual 
entertainment to a global industry with 
professional tournaments, multi-million-dollar 
sponsorships, and fan bases comparable to 
traditional sports. E-sports events such as the 
League of Legends World Championship and 

The International draw viewership in the tens of 
millions, with prize pools exceeding those of 
many mainstream sporting competitions. In 
parallel, the gaming industry generates 
significant revenue from digital economies, 
including in-game purchases, virtual currencies, 
and streaming rights. 
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However, with this growth comes a wide range 
of disputes. These include conflicts over player 
contracts, sponsorship obligations, prize 
distribution, intellectual property violations, 
allegations of cheating, and breaches of 
consumer rights. Because participants are often 
based in different jurisdictions, traditional 
litigation faces obstacles of jurisdiction, 
enforcement, and cost. For professional players, 
teams, and publishers alike, lengthy litigation 
can damage reputations, delay tournaments, 
and reduce profitability. 

Alternative Dispute Resolution (ADR) offers a 
promising alternative, with arbitration, 
mediation, and negotiation providing 
confidentiality, efficiency, and adaptability. 
Furthermore, when combined with digital tools, 
ADR evolves into Online Dispute Resolution 
(ODR) a process uniquely suited to the online 
environment in which gaming thrives. This 
article explores the role of ADR and ODR in 
managing disputes within online gaming and 
e-sports, providing comparative perspectives 
and recommendations for reform. 

2. The Rise of Online Gaming and E-sports 

2.1 Historical Evolution 

The story of online gaming begins with the 
development of the internet itself. In the 1970s 
and 1980s, gaming was primarily a local or 
arcade-based activity, enjoyed through single-
player consoles or small multiplayer networks. 
With the emergence of LAN (Local Area 
Network) gaming in the 1990s, titles like Quake 
and StarCraft allowed competitive play beyond 
the living room. These early LAN parties, often 
organized in basements or community centers, 
laid the foundation for competitive gaming 
culture. 

The late 1990s and early 2000s saw a 
breakthrough with broadband internet. Games 
such as Counter-Strike, Warcraft III, and World 
of Warcraft brought together massive global 
communities.108 For the first time, players in 

                                                           
108 Katie Salen & Eric Zimmerman, Rules of Play: Game Design 
Fundamentals 505–09 (MIT Press 2003). 

different countries could compete in real-time, 
giving rise to international tournaments and 
professional teams. By the 2010s, streaming 
platforms like Twitch and YouTube Gaming 
provided a new business model, allowing 
professional players to generate income not 
just through competition but also through fan 
engagement.109 

2.2 Emergence of E-sports as an Industry 

E-sports transitioned from hobby to 
professional industry due to three converging 
forces: commercialization, digital technology, 
and globalization. Game publishers began 
investing directly in tournaments, creating 
leagues with structured rules, standardized 
contracts, and lucrative prize pools. Titles such 
as League of Legends, Dota 2, and Overwatch 
developed their own international leagues, 
often modeled on traditional sports 
organizations. 

Sponsorships and advertising became a 
dominant force. Companies ranging from 
technology giants (Intel, Samsung) to 
mainstream brands (Coca-Cola, Nike) invested 
heavily in e-sports, seeking access to a young, 
digitally active audience. Today, many 
tournaments offer prize pools exceeding 
millions of dollars The International in 2021 
distributed over $40 million, rivaling established 
sporting competitions like Wimbledon. 

2.3 Stakeholder Diversity 

The e-sports ecosystem is broader than 
traditional sports, involving not just players and 
teams but also publishers, sponsors, event 
organizers, streaming platforms, and fans. Each 
group has unique interests: 

 Players and Teams: Seek fair contracts, 
competitive opportunities, and 
protection against exploitation. 

 Publishers: Retain IP rights over the 
games and control tournament rules. 

                                                           
109 Dean Takahashi, The Evolution of E-sports: From Arcade Competitions 
to Global Phenomenon,  
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 Sponsors and Advertisers: Fund events 
in exchange for global visibility. 

 Event Organizers: Manage logistics, 
broadcasting, and prize distribution. 

 Fans and Consumers: Drive the market 
through viewership, ticket purchases, 
and in-game spending. 

This complex web of relationships produces 
fertile ground for both innovation and conflict, 
highlighting the need for dispute resolution 
mechanisms.110 

2.4 Global Growth and Cultural Impact 

E-sports has become one of the fastest-
growing entertainment sectors. According to 
industry reports, global revenue exceeded $1.3 
billion in 2022, with projected audiences 
surpassing 600 million by 2025. Countries such 
as South Korea, China, and the United States 
have become hubs for professional gaming, 
while emerging markets like India and Brazil are 
witnessing exponential growth. 

Beyond economics, e-sports has also achieved 
cultural recognition. Universities now offer 
scholarships for e-sports athletes, governments 
recognize professional gamers with visas 
similar to athletes, and discussions continue 
about including e-sports in multi-sport events 
like the Olympics. Streaming platforms have 
transformed gaming into a spectator sport, 
blurring the line between entertainment, media, 
and sports law.111 

2.5 The Dark Side of Growth 

While growth has been impressive, it has also 
created challenges. Issues of cheating, match-
fixing, doping, contractual exploitation, and 
consumer rights violations have surfaced. 
Additionally, the international nature of 
tournaments means disputes often span 
multiple jurisdictions, complicating legal 
resolution. Without robust dispute resolution 

                                                           
110 T.L. Taylor, Raising the Stakes: E-sports and the Professionalization of 
Computer Gaming 45–52 (MIT Press 2012). 
111 Newzoo, Global Esports & Live Streaming Market Report 2022 (2022), 
https://newzoo.com 
 (last visited Aug. 24, 2025). 

mechanisms, these issues threaten the 
legitimacy and sustainability of e-sports as a 
mainstream industry. 

3. Nature of Disputes in Gaming and E-sports 

The exponential growth of the online gaming 
and e-sports industry has not only generated 
immense economic opportunities but also 
introduced complex legal and ethical disputes. 
Unlike traditional sports, where governing 
bodies have established long-standing 
frameworks, the e-sports sector is still evolving, 
leaving gaps in regulation. These gaps create 
disputes that span contractual, commercial, 
intellectual property, ethical, and consumer-
related domains. Understanding the nature of 
these conflicts is essential to assess why 
Alternative Dispute Resolution (ADR) and Online 
Dispute Resolution (ODR) are better suited than 
conventional litigation. 

3.1 Contractual Disputes 

Contractual disagreements are among the 
most frequent in e-sports. Professional players 
often sign contracts with teams, sponsors, or 
event organizers, but the rapid growth of the 
industry means many of these contracts are 
poorly drafted, one-sided, or ambiguous. 
Common disputes include: 

 Salary disagreements – cases where 
teams fail to pay players on time or 
withhold agreed-upon earnings. 

 Prize distribution – disputes over 
whether tournament winnings are to be 
split between teams, substitutes, or 
managers. 

 Early termination clauses – instances 
where players are dropped without 
cause or penalized for switching teams. 

 Sponsorship obligations – conflicts over 
exclusivity, advertising duties, or breach 
of endorsement commitments. 

Unlike traditional sports where governing 
federations regulate contracts, e-sports 
contracts are often drafted by publishers or 
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private teams, leading to unequal bargaining 
power.112 

3.2 Intellectual Property (IP) Conflicts 

Unlike football or cricket, e-sports relies entirely 
on software owned by publishers. This creates 
unique intellectual property challenges: 

 Broadcasting rights – disputes over 
unauthorized streaming of matches or 
using copyrighted game footage. 

 Game modifications – unauthorized 
mods or third-party software that alter 
gameplay, raising copyright 
infringement claims. 

 Ownership of digital content – 
questions about whether players “own” 
their in-game purchases or whether 
they remain the publisher’s property. 

 Licensing disputes – disagreements 
when event organizers or streaming 
platforms use game content without 
proper licenses. 

IP-related disputes often cross international 
boundaries, making enforcement through 
litigation costly and uncertain.113 

3.3 Fair Play and Integrity Issues 

Integrity lies at the heart of competitive sports, 
and e-sports is no different. However, because 
games are digital, new dimensions of cheating 
and manipulation arise: 

 Cheating software (hacks/aimbots) – 
players using programs that give unfair 
advantages. 

 Match-fixing and betting scandals – 
manipulation of results due to gambling 
interests. 

 Use of performance enhancers – both 
digital tools (software) and, increasingly, 
concerns about cognitive-enhancing 
substances. 

                                                           
112 Mark A. Lemley & Jacob Victor, The Law of E-Sports and Professional 
Video Gaming, 28 Stan. L. & Pol’y Rev. 61, 72–79 (2017). 
113 Simon Cherry, Intellectual Property and Esports: Ownership, Licensing, 
and Broadcasting Rights, 45 Eur. Intell. Prop. Rev. 233, 236–42 (2023). 

 Ghosting and stream-sniping – players 
using unauthorized information from live 
streams to gain advantages.114 

Organizations like the Esports Integrity 
Commission (ESIC) have attempted to address 
these issues, but enforcement is inconsistent 
across jurisdictions. 

3.4 Consumer Protection Disputes 

E-sports also involves millions of consumers 
who engage as players, viewers, or buyers of 
virtual goods. This generates disputes such as: 

 Loot boxes and gambling-like 
mechanics – criticized for resembling 
betting and attracting minors. 

 Refund policies – conflicts over failed 
downloads, faulty in-game items, or 
misleading promotions. 

 Data misuse – unauthorized use of 
consumer data collected through 
gaming platforms. 

 Scams and fraud – particularly involving 
virtual currencies and digital 
marketplaces where users trade items. 

Several governments, including those in Europe, 
have scrutinized loot boxes, with courts 
debating whether they qualify as gambling.115 

3.5 Employment and Labor Disputes 

As e-sports professionalizes, questions arise 
about whether players should be treated as 
employees, independent contractors, or 
entertainers. Common disputes include: 

 Lack of health insurance and social 
security. 

 Overwork and unfair schedules during 
competitive seasons. 

 Restrictions on unionization or collective 
bargaining. 

                                                           
114 Esports Integrity Commission (ESIC), Annual Report on Integrity in 
Esports 2022 (2022), https://esic.gg 
 (last visited Aug. 25, 2025). 
115 Natali Helberger, Joost Poort & Nicolo Zingales, Gambling or Gaming? 
The Legal Classification of Loot Boxes in Europe, 13 Internet Pol’y Rev. 1, 
5–12 (2024). 
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 Exploitation of young players who may 
sign binding contracts without adequate 
legal protection. 

These issues highlight the absence of a unified 
labour law framework for e-sports globally. 

3.6 Jurisdictional and Cross-Border Conflicts 

Perhaps the most unique challenge in e-sports 
is the international nature of participation. 
Players from Asia may compete in tournaments 
hosted in Europe, sponsored by U.S. companies, 
and streamed globally. This raises questions 
such as: 

 Which country’s law governs the 
dispute? 

 Can arbitration awards be enforced 
internationally? 

 How are online agreements validated 
across jurisdictions? 

The cross-border nature of disputes makes 
litigation cumbersome, costly, and often 
unenforceable further strengthening the case 
for ADR and ODR mechanisms. 

3.7 Cybersecurity and Data Privacy Issues 

With e-sports dependent on online platforms, 
cybersecurity breaches are inevitable. Disputes 
often arise from: 

 Hacking of player accounts or 
tournament servers. 

 Theft of in-game assets with real-world 
monetary value. 

 Unauthorized sharing of personal 
information. 

 Liability for data breaches whether 
attributable to publishers, event 
organizers, or third-party platforms. 

Given the rising economic value of virtual items, 
courts increasingly treat such disputes as 
serious commercial conflicts. 

 

 

4. Why ADR is Suitable for Gaming and E-
sports 

The global gaming and e-sports industry 
operates in a unique digital environment 
marked by rapid growth, transnational 
interactions, and high financial stakes. Disputes 
in this sector often involve multiple 
stakeholder’s players, publishers, sponsors, 
event organizers, and consumers spread across 
jurisdictions. Traditional litigation is often ill-
equipped to handle the speed, complexity, and 
cross-border nature of such disputes. In this 
context, Alternative Dispute Resolution (ADR) 
mechanisms such as arbitration, mediation, 
and negotiation provide effective, flexible, and 
accessible solutions. 

4.1 Speed and Efficiency 

E-sports tournaments are fast-paced, often 
spanning only a few days or weeks. If a dispute 
arises such as a contractual disagreement, 
cheating allegation, or sponsorship conflict 
waiting months or years for a court judgment 
would render the resolution meaningless. ADR, 
particularly arbitration and expedited 
mediation, allows disputes to be resolved within 
days or weeks. Online Dispute Resolution (ODR) 
further enhances efficiency by enabling 
hearings, submissions, and settlements through 
digital platforms without the need for physical 
presence. 

For example, if a player is disqualified from a 
tournament due to alleged cheating, a rapid 
arbitration process ensures the dispute is 
resolved before the tournament concludes, 
preserving fairness and competitive integrity.116 

4.2 Cross-Border Enforceability 

Gaming and e-sports disputes frequently 
involve parties from different countries. 
Traditional litigation raises jurisdictional hurdles 
questions of applicable law, enforceability of 
judgments, and recognition across borders. 
Arbitration, as a form of ADR, is particularly 

                                                           
116 Richard H. Kreindler, International Arbitration and Expedited 
Proceedings: Balancing Efficiency and Fairness, 32 Arb. Int’l 231, 234–39 
(2016). 
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suitable because awards are enforceable under 
the New York Convention on the Recognition 
and Enforcement of Foreign Arbitral Awards 
(1958), ratified by over 160 countries. This makes 
arbitration far more practical than litigation for 
global disputes. 

Thus, a sponsorship conflict between a U.S.-
based team and a Korean sponsor, resolved 
through arbitration, can result in an award 
enforceable in both jurisdictions.117 

4.3 Flexibility and Customization 

Unlike rigid court procedures, ADR allows parties 
to tailor the dispute resolution process to their 
specific needs. In gaming and e-sports, 
disputes may require technical expertise, fast-
track timelines, or confidentiality agreements. 
Through ADR, parties can: 

 Select arbitrators or mediators with 
knowledge of gaming law and 
technology. 

 Customize timelines to fit tournament 
schedules. 

 Decide on procedural rules suited to 
online hearings. 

 Maintain confidentiality to protect 
reputations and commercial secrets. 

This flexibility is particularly important where 
disputes involve sensitive matters such as anti-
cheating technologies or proprietary 
algorithms, which publishers may be reluctant 
to expose in open courts.118 

4.4 Confidentiality and Reputation 
Management 

Reputation is central in e-sports, where players, 
teams, and sponsors depend heavily on fan 
loyalty and brand image. Public litigation risks 
damaging reputations even before the dispute 
is resolved. ADR processes such as mediation 
and arbitration typically remain private, 
shielding parties from negative publicity. 

                                                           
117 Convention on the Recognition and Enforcement of Foreign Arbitral 
Awards, June 10, 1958, 330 U.N.T.S. 3 (New York Convention). 
118 Gary B. Born, International Commercial Arbitration 2125–32 (2d ed. 
Kluwer Law Int’l 2014). 

For instance, if a team accuses a sponsor of 
breaching contractual obligations, a 
confidential mediation process allows the issue 
to be resolved discreetly, avoiding potential 
harm to both the brand and the players 
involved.119 

4.5 Cost-Effectiveness 

Litigation across borders is expensive, involving 
translation, international lawyers, and multiple 
court proceedings. ADR, particularly ODR, 
significantly reduces costs by eliminating travel, 
expediting procedures, and allowing virtual 
submissions. Moreover, mediation can preserve 
business relationships, saving parties from 
financial and reputational costs associated with 
adversarial court battles. 

5. The Role of ODR in Gaming and E-sports 

Online Dispute Resolution (ODR) represents the 
digital evolution of Alternative Dispute 
Resolution (ADR). While ADR mechanisms like 
arbitration, mediation, and negotiation have 
already demonstrated their value in resolving 
commercial conflicts, ODR enhances these 
mechanisms by integrating technology into the 
process. Given that e-sports and online gaming 
are inherently digital industries, ODR emerges 
as not just an alternative but the most natural 
form of dispute resolution for this sector. 

5.1 Concept of ODR 

ODR refers to the use of digital platforms, 
communication technologies, and algorithmic 
tools to facilitate dispute resolution outside 
traditional courts. Initially developed for e-
commerce and online consumer disputes, ODR 
has since expanded into intellectual property 
conflicts, employment disputes, and 
increasingly, gaming and e-sports. By 
combining ADR principles with technology, ODR 
delivers fast, accessible, and cost-effective 
solutions to disputes that arise in a global and 
virtual environment.120 

                                                           
119 Julian D.M. Lew, Loukas A. Mistelis & Stefan Kröll, Comparative 
International Commercial Arbitration 647–55 (Kluwer Law Int’l 2003). 
120 Ethan Katsh & Janet Rifkin, Online Dispute Resolution: Resolving 
Conflicts in Cyberspace 21–28 (Jossey-Bass 2001). 
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5.2 Alignment with the Digital Nature of 
Gaming 

E-sports is an industry that lives and thrives 
online: 

 Tournaments are streamed globally on 
digital platforms like Twitch and 
YouTube. 

 Teams and sponsors negotiate 
contracts across different time zones. 

 Fans purchase virtual goods, skins, and 
passes via online stores. 

 Players compete remotely, often in 
different countries. 

Since the disputes also arise online whether it is 
about prize money distribution, cheating 
allegations, or consumer complaints ODR 
provides a seamless extension of the 
ecosystem. Unlike litigation, which requires 
physical appearances in courts, ODR allows 
parties to resolve conflicts in the same 
environment where disputes originate.121 

5.3 Key Features of ODR Beneficial to Gaming 
and E-sports 

a) Accessibility: 
Players, especially young or semi-professional 
ones, often lack the financial resources to 
engage in prolonged litigation. ODR platforms 
lower barriers by offering simplified filing 
procedures, multilingual interfaces, and remote 
participation. 

b) Speed: 
Fast dispute resolution is critical in competitive 
gaming where delays may render disputes 
irrelevant. ODR platforms can provide 
automated case management, ensuring 
disputes are addressed within days rather than 
months. 

c) Scalability: 
Given that millions of players participate in 
online gaming, disputes can arise in large 
volumes (e.g., refund claims or account 

                                                           
121 Orna Rabinovich-Einy & Ethan Katsh, Digital Justice: Technology and the 
Internet of Disputes 93–100 (Oxford Univ. Press 2017). 

suspensions). ODR systems can handle bulk 
cases more efficiently than traditional courts. 

d) Transparency and Fairness: 
ODR platforms can integrate standardized rules, 
digital evidence management, and impartial 
arbitrators, addressing concerns about bias 
and inconsistency in the industry. 

5.4 Integration of Technology in ODR for 
Gaming 

ODR platforms can integrate emerging 
technologies that align closely with the gaming 
ecosystem: 

 Artificial Intelligence (AI): AI tools can 
assist in negotiation by generating 
settlement options, identifying patterns 
in disputes, and predicting likely 
outcomes. For instance, AI could suggest 
fair revenue-sharing models for 
sponsorship disputes based on industry 
standards. 

 Blockchain: Smart contracts on 
blockchain can automate payments 
such as tournament winnings, 
sponsorship revenues, or licensing fees. 
In case of disputes, blockchain records 
provide tamper-proof evidence of 
agreements and transactions. 

 Video Conferencing Tools: Virtual 
arbitration hearings allow players, 
teams, and sponsors to participate from 
anywhere, reducing costs and time. 

 Digital Escrow Services: Tournament 
prize money can be placed in escrow 
accounts managed by ODR platforms, 
released only after the resolution of 
disputes, reducing risks of non-
payment.122 

5.5 Types of Disputes Suitable for ODR 

ODR is especially effective for disputes that are 
small in value but high in volume, as well as for 
disputes requiring quick, neutral, and 
international resolution. These include: 
                                                           
122 UNCITRAL, Technical Notes on Online Dispute Resolution 24–38, U.N. 
Doc. A/CN.9/968 (2017), https://uncitral.un.org 
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 Prize money distribution – ensuring fair 
and timely payments after tournaments. 

 Account suspensions/bans – players 
disputing allegations of cheating or 
policy violations. 

 Sponsorship and endorsement conflicts 
– especially where parties are based in 
different jurisdictions. 

 Consumer claims – refund disputes, 
misleading promotions, or complaints 
about digital goods. 

 Intellectual property claims – 
unauthorized streaming, use of 
copyrighted material, or digital piracy. 

6. Case Studies and Emerging Practices in 
Gaming ADR/ODR 

While the theoretical suitability of ADR and ODR 
in gaming and e-sports is well-established, 
their real value can be better understood by 
analysing practical examples and emerging 
institutional frameworks. Over the past decade, 
organizations, publishers, and regulatory bodies 
have experimented with dispute resolution 
mechanisms to address conflicts in 
tournaments, player contracts, consumer 
issues, and integrity breaches. These case 
studies highlight how ADR/ODR is being 
gradually integrated into the industry and point 
toward best practices for the future. 

6.1 Riot Games and the League of Legends 
Tribunal 

One of the earliest and most influential 
examples of ODR in gaming was Riot Games’ 
League of Legends Tribunal System. Introduced 
in 2011, it allowed players to participate in 
disciplinary decisions regarding misconduct, 
cheating, and unsportsmanlike behavior. 
Reports of violations were collected in-game, 
and cases were presented to a community-
driven panel that voted on appropriate 
sanctions. 

 ODR Elements: The tribunal functioned 
as a hybrid ODR mechanism, using 

online submissions, community voting, 
and automated enforcement. 

 Strengths: It encouraged community 
participation, was transparent, and 
operated quickly, handling thousands of 
cases daily. 

 Limitations: The system faced criticism 
for inconsistency and lack of 
professional oversight, leading Riot to 
replace it with a more centralized 
disciplinary system. 

This case demonstrates how publishers can 
integrate ODR principles directly into games to 
resolve disputes at scale.123 

6.2 Esports Integrity Commission (ESIC) 
Investigations 

The Esports Integrity Commission (ESIC) is a 
non-profit organization established to maintain 
integrity in competitive gaming. ESIC uses 
investigative panels and arbitration-like 
procedures to handle disputes related to: 

 Match-fixing 

 Cheating through unauthorized software 

 Betting fraud 

 Player misconduct 

For example, in 2020, ESIC sanctioned several 
Counter-Strike: Global Offensive (CS:GO) 
coaches for abusing a spectator bug that 
provided unfair tactical advantages.124 

 ADR Elements: ESIC provided hearings, 
collected digital evidence, and imposed 
penalties. Appeals were allowed, 
resembling arbitration proceedings. 

 Significance: ESIC established credibility 
as a quasi-judicial body that 
emphasizes fairness, impartiality, and 
proportional sanctions. 

                                                           
123 Riot Games, League of Legends Tribunal FAQ (2011), https://support-
leagueoflegends.riotgames.com 
 (last visited Aug. 25, 2025). 
124 Esports Integrity Comm’n, ESIC Sanctions Coaches in CS:GO Spectator 
Bug Exploitation (Sept. 2020), https://esic.gg (last visited Aug. 25, 2025). 
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This illustrates how ADR-style institutions can 
safeguard competitive integrity on a global 
scale. 

6.3 World Esports Association (WESA) 
Arbitration Rules 

The World Esports Association (WESA), created 
in 2016, represents teams, players, and 
organizers, primarily in Europe. WESA 
established Arbitration Rules for disputes 
arising within its jurisdiction, covering issues like: 

 Contractual disputes between players 
and teams 

 Sponsorship conflicts 

 Tournament participation rights 

 ADR Elements: WESA’s framework 
includes arbitration panels with industry 
experts, confidential proceedings, and 
binding decisions. 

 Strengths: By adopting arbitration, WESA 
aligned itself with international practices 
recognized under the New York 
Convention, making awards enforceable 
globally. 

 Limitations: Its scope remains limited to 
members and affiliated tournaments. 

This represents a step toward institutionalizing 
ADR in e-sports, providing a structured 
alternative to litigation.125 

7. Conclusion and Recommendations 

The meteoric rise of online gaming and e-sports 
has not only reshaped digital entertainment but 
also created a complex web of legal, 
commercial, and ethical disputes. From 
contractual disagreements between 
professional players and teams to consumer 
claims over defective digital goods and 
cheating-related controversies, the sector 
reflects the challenges of a borderless, fast-
paced, and technology-driven ecosystem. 
Traditional litigation, characterized by delays, 
jurisdictional hurdles, and prohibitive costs, is ill-

                                                           
125 World Esports Ass’n, Arbitration Rules (2016), https://wesa.gg (last 
visited Aug. 26, 2025). 

suited to address these conflicts. Against this 
backdrop, Alternative Dispute Resolution (ADR) 
and Online Dispute Resolution (ODR) emerge as 
essential tools for ensuring fairness, efficiency, 
and trust in the gaming industry. 

ADR mechanisms such as arbitration and 
mediation provide confidentiality, speed, and 
flexibility, while ODR adapts these principles to 
the digital context, making dispute 
resolutionaccessible to a global audience. 
Comparative perspectives highlight different 
approaches: the United States’ arbitration-
heavy model, the European Union’s consumer-
centric ODR platform, Asia’s institution-driven 
systems, and India’s emerging digital mediation 
initiatives. Together, these models underscore 
both the promise and the fragmentation of 
current practices. 

Yet, challenges persist. Jurisdictional 
complexity, uneven enforceability, dominance 
of publishers, cost barriers, and technological 
vulnerabilities threaten the legitimacy of 
ADR/ODR in gaming. These limitations call for 
reforms that balance corporate interests with 
player rights, confidentiality with transparency, 
and innovation with due process 

References 

Books 

1. Born, G. B. (2014). International 
Commercial Arbitration. Kluwer Law 
International. 

2. Katsh, E., & Rabinovich-Einy, O. (2017). 
Digital Justice: Technology and the 
Internet of Disputes. Oxford University 
Press. 

3. Kaufmann-Kohler, G., & Schultz, T. (2004). 
Online Dispute Resolution: Challenges for 
Contemporary Justice. Kluwer Law 
International. 

4. Taylor, T. L. (2012). Raising the Stakes: E-
sports and the Professionalization of 
Computer Gaming. MIT Press. 

https://ijlr.iledu.in/
https://iledu.in/
https://wesa.gg/


 

 

76 | P a g e             J o u r n a l  H o m e  P a g e  –  h t t p s : / / i j l r . i l e d u . i n /     

INDIAN JOURNAL OF LEGAL REVIEW [IJLR – IF SCORE – 7.58] 

VOLUME 5 AND ISSUE 12 OF 2025  

APIS – 3920 - 0001 (and)   ISSN - 2583-2344 

Published by 

Institute of Legal Education 

https://iledu.in 

5. Reed, C. (2012). Information Technology 
Law: The Law and Society. Oxford 
University Press. 

Journal Articles 

6. Latonero, M. (2018). Governing e-sports: 
An analysis of current legal and 
regulatory structures. International 
Journal of Sports Policy and Politics, 
10(2), 293–305. 

7. Pfnür, J., & Sauer, M. (2021). Dispute 
resolution in e-sports: Current practices 
and future challenges. International 
Sports Law Journal, 21(3), 176–195. 

8. Sahoo, N., & Choudhury, S. (2020). Online 
dispute resolution in India: Opportunities 
and challenges. Indian Journal of Law 
and Technology, 16(1), 45–62. 

9. Suzor, N., Dragiewicz, M., & Harris, B. 
(2019). Games and governance: How 
terms of service shape players’ rights in 
digital environments. New Media & 
Society, 21(8), 1781–1799. 

10. Zeng, J. (2022). State regulation and the 
e-sports industry: Lessons from China 
and South Korea. Asian Journal of 
Comparative Law, 17(1), 112–134. 

11. Rowe, D. (2019). Sports, media and 
mega-events: Governance of e-sports in 
a digital age. Sport in Society, 22(11), 
1888–1904. 

Websites / Reports 

12. International Esports Federation (IESF). 
(2021). Esports and governance: Global 
standards and practices. Retrieved from 
https://iesf.org 

13. United Nations Commission on 
International Trade Law (UNCITRAL). 
(2006). UNCITRAL Model Law on 
International Commercial Arbitration. 
Retrieved from https://uncitral.un.org 

14. World Intellectual Property Organization 
(WIPO). (2020). WIPO Arbitration and 

Mediation Center: E-sports Disputes. 
Retrieved from https://www.wipo.int 

15. European Commission. (2016). Online 
Dispute Resolution (ODR) Platform. 
Retrieved from 
https://ec.europa.eu/consumers/odr 

Case Laws 

International Arbitration / ADR Cases 
16. Mitsubishi Motors Corp. v. Soler Chrysler-
Plymouth, Inc., 473 U.S. 614 (1985) – U.S. Supreme 
Court affirmed the enforceability of 
international arbitration clauses. 
17. Redfern v. Milburn (1986) – A landmark case 
on arbitral tribunal’s authority in international 
disputes. 
18. AT&T Mobility LLC v. Concepcion, 563 U.S. 333 
(2011) – Validated arbitration clauses in 
consumer contracts, relevant for online gaming 
user agreements. 

Gaming / E-sports Related 
19. Epic Games, Inc. v. Apple Inc. (2020–21) – A 
high-profile dispute over app store practices, 
with significant implications for gaming 
ecosystems and consumer protection. 
20. PUBG Corp. v. NetEase Inc. (2018) – Dispute 
over copyright infringement in gaming content, 
highlighting IP challenges in e-sports. 
21. Valve Corp. v. UGC League (2016) – 
Addressed tournament management rights 
and contractual disputes in e-sports. 

https://ijlr.iledu.in/
https://iledu.in/

