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[Abstract]

In this paper, based on the generalization and popularization of NFT, the utilization idea of using
NFT in e-sports was proposed. We considered ways to utilize NFTs to make access to e-sports easy
for all users and to secure users from various age groups. To this end, cases of NFTs with diversity in
e-sports platforms were analyzed by type, and the degree of use of NFTs in e-sports was identified
through a survey. As a result of the study, it was found that the NFT experience in the e-sports game
was highly satisfactory and the desire to experience it again was strong. As NFTs have ownership and
scarcity as important characteristics, they can respond well to the demand for owning unique items in
e-sports. In addition, in marketing, by promoting limited edition products with scarcity, it is possible to
promote marketing that creates value with high profitability. When using NFT in e-sports, various NFT

functions are combined regardless of the type of sport, so NFT can become an economic infrastructure.
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I. Introduction
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II. Related Works

1. Concept and Function of NFTs
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3. NFT Features by e-sports Type
3.1 Virtual space
(1) g EHAE[6]

o] AU NFTS] A, 7, dlol8e 752 sttt
ADZONA 7] S3tolM EX|Q] ARHE EFOR
sl dzomz A, ojde]s S=AIQ1 7]8e] 2%
F79 M) EX] 29WS FHY
£R] APt 7bssith. 22l A2 o] NFT A%
AatiLt Thegst A 250] Fhssio] Bxl2 7Y
22 AlY 7PBTES 1A of2ist 542 PIE

Ag Aldoh

= I 11 O
SAES

Eé’émloﬁﬁmm

oz r__ r_>i =

(2) o MEupA[7)
o] AYS NFTO| A, A, dlolelo} 7152 e,
opASEo| 29} ofolsle o] §3) AU AT 2 Y
FPB2E NFT 24 ofo|stg 1 AHHIo) 49U 2ust
D Eehz Bojdich 220 ApIgle] Al ges

|

]K}o]- A 0]]:,}

3.2 NFTs from players
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Table 1. e-Sports Classification by Type

NFT Functions
Game, Transaction(P2E), Data
Transaction(P2E), Data
Data

e-Sports Type

NFT in virtual space

NFT in player
NFT in e-Sports

Game, Transaction(P2E),

III. NFT Utilization in e-Sports
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Table 2. Characteristics of surveillance subjects

Division Item F(rlsss;r:):y Percentage(%)
Man 35 70
Gender Woman 15 30
teenager 2 4
20's 15 30
Age 30's 15 30
40's 18 32
50's 2 4
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Table 3. Experience

L Frequency Percentage
Division (People) (%)
Yes 30 60
No 20 40
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Table 4. Frequency of experience and reason for
experience

Division Number F(rISZ(LJJSIr:):y Perc((oé/:)tage
4 30 60
e-Sports 3 0 >
game > 5 22
3 30 60
NFT 2 0 ”
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Table 5. Reason for experiencel
. Frequency Percentage
Division Type el (%)
Graphic 11 22
Fun 12 24
Characters 5 10
e-Sports Weapon 8 16
game (Item)
Bra.nd 3 6
experience
Ecoin 11 22
Graphic 15 30
Fun 8 16
Characters 7 14
NET Weapon _ _
(Item)
Bra.nd 5 10
experience
Ecoin 15 30
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Table 6. Repurchase reason for experience

. Frequency Percentage
Division Type (People) (%)
e 0|
NFT -
) Ownership
in . 25 50
(scarcity)
e-Sports Branding
game Engagement 10 20
Beting 5 10
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Table 7. Satisfaction and repurchase intention

L . . Frequency Percentage
Division satisfaction Posgl) %)
e-Sports Very satisfied 35 70

game and Somewhat

NFT satisfied 10 20

Neither
satisfied nor 2 4
e-Sports dissatisfied
game and Somewhat 1 )
NFT dissatisfied
Very
dissatisfied 2 4

L Repurchase Frequency Percentage
BiEiel intention (People) (%)
e-Sports Yes 40 80
game and

NET No 10 20

e-2X%0} NFTO WHSEL 09 9t Af7ojolit
H1E(80%) . O e SITHOR SRS 35%, TS 10%). 77
52 sht oo BaNEt AL AT B
ofefiL AJ2YE 4 9k,

wesfor Aol ofet 7]ef ooy RSN At
§517] 4 e-2Z% A U NFT 7152 ALSE 4 9
=2 Resio} Tk ofzdo] Uk, chekt NFT 71
2 Z7bt masite odE ik

IV. Conclusion

© =eoME e-22 X0 FE NFT ARYIE 54
o=z ol S4ut NFT 27deto] disiM EAskch
NFT 84 S/ BAIRlol Tzt NFT 7159] %
olof NFT7F AA Qlzetz Ake] A2 4 S 7o

e-A = UloA NFTQ] A/d(5]47d)o 57
o] opoEE AfstL A2 72 sl4a/do] Al ool
< EfRlo] ZHRIA] Rste £7o] ot npgoM e 84
S 7L R S SRR, 2ol =2 7t
Al 2= ste 1R &271Y0] ot A= A 2t
M= ARE(E]a/d)ol s NFTS &-8sfiof ettt 2
o] Sastt= 2t Uit

ESF A 27t = NFTol= HAE Aafd2 et
EJA] el AARE ] glolEet AH7E ok A, sUiolA

0
Tol
i)
i)

A SAF| Al WA BA2 PIE ALY $AZ &
WoPA 2 4 Yl NFT 71555 AXsigct 71e
of WP NFTS) AwdA & 7] 58 oot A48
2 90| NFTY BHE 7152 & 4 Y=g oo} 3t
oh 3502 WA £70 25 NFT 70k8 53 49
Hgolel & 4 9100, A58 Uo7 8|40l rt.
W e-ALA U NFTEO] 70} 5712 e-AZATIO)
A 4 gl SEA G} A Ogh £880] 5t

A ettt
NFTO] £43} Eye 71552 Qls) NFTS] Afle 7
A3 TP S FHA ik meb 250l uch By
et 59 AR HR AlRS R A =

L I=] a
L SREQ TESIE Zlo] WAT B o} ol S
A A4 A7t st

ACKNOWLEDGEMENT

This research was supported by Changwon
National University in 2021~2022.

REFERENCES

[1] Ji-Hyun Kang, "Security Issues of NFT: Focusing on the Role
of the State," Inha University Law Research Institute, Vol. 25 No.
4, pp. 169-194, December 2022, DOI : 10.22789

[2] MungSup Kim and JungYeon Kim, "NFT Product Asset
Classification Through Transaction Volume Analysis," Korea
Electronic Transaction Society, Vol. 27 No. 4, pp. 107-119,
Novermber 2022, DOI : 10.7838

[3] Lurin, Chihairhan, "A Study on the Development Status of NFT
Art Platforms in China," Korean Animation Society, Vol. 18 No.
3, pp. 65-79, October 2022, DOI : 10.51467

[4] Hea-Sun Lee, "Business Watch, the limitations and solutions of
the growing NFT market," Korea Industrial Security Research
Association, Vol. 5 No. 3, pp. 11-29, April 2021

[5] Hyungjun Son, Jin Namgung, and Junseong Lee, "Exploring the
Value Structure of Sport NFT and Implications for Market
Development : Approach Based on the Grounded Theory," Korea
Sports Industry Management Association, Vol. 27 No. 4, pp.
114-137, August 2022, DOI : 10.31308



NFT Utilization Method in e-Sports

53

[6] Decentraland, 2023.1.23., http:/wiki.hash.kr/index.php/C] A E &
=

[7] Thesandbox, 2023.1.23., http://wiki.hash.kr/index.php/ A E8FA

[8] Ninel, 2023.1.23., http://wiki.hash.kr/index.php/L}<QI0}0]

[9] Micheljodan, 2023.1.23., https:/ko.wikipedia.org/wiki/OFo] 22 &

[10] Ledger, 2023.1.23., https://ko.wiktionary.org/wiki/Ledger

[11] Birdie Shot, 2023.1.23., https://ko.wikipedia.org/wiki/2} 3 S}

[12] Competz, 2023.1.23., https://ko.wikipedia.org/wiki/Z3 o] =

[13] Jin-guk Ahn, "The Meaning and Limitation of NFT in the Art
Regime : Crypto Art in the Dialectical Movement of Digital Art,"
Korean Modern and Contemporary Art History Association, Vol.
43, pp. 395-429, July 2022, DOI : 10.46834

[14] Kim Ji-Eun and Park Chan-il, "A Study on User Thinking in
the NFT Game," Korea Computer Information Society, Vol. 5
No. 3, pp. 136-139, JULY 2022

[15] Ki-Young Kim, "An Empirical Study of NFT Purchase Behavior
Influencing Factors using Technology Acceptance Mode," Korean
Society for the Sociology of Sport, Vol. 16 No. 3, pp. 41-52,
April 2022, DOI : 10.21184

[16] Eun-Young Park, "A Study on Popularization of University
Promotional Products," Hyeopseong University, Master's thesis,
2012

[17] Bong-Goo Sin, "NFT monetization bible," Hans media, p. 75-105,
2022

Authors
Chung Gun Lee received the MS degrees in
""__' Computer  Engineering from  Gyungnam
—

University, Korea, in 2018. Mr. Lee is a
Ph.D student at the Department of Computer

Engineering in Changwon National

University, Korea, in 2019. He is interested in Blockchain,

NFT, IOT, and self-driving car.

Su-Hyun Lee received the B.S. in Computer
Science from Kwangwoon University, Korea
in 1987. He received the M.S. and PhD.

degrees in Computer Science from Korea

Advanced Institute of Science and

2 U]
Technology(KAIST), Korea, in 1989, 1994, respectively. Dr.
Lee is a Professor in the Department of Computer
Engineering, Changwon National University since 1996. He
is interested in computer algorithm, programming languages,

compiler, and blockchain.



