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ABSTRACT: 
 
It is evident that esports contributes to the global warming and climate change. As the global 
esports industry continues to burgeon, concerns regarding its environmental sustainability im-
pact have garnered attention. However, there is still an apparent lack of research on esports in 
the context of environmental sustainability. The primary aim of this study was to gain a better 
understanding of environmental sustainability efforts made within the European-based primary 
stakeholder of the esports industry, esports organizations, also known as the esports teams. 
Additionally, this study aimed to contribute to the academic field of esports and the environ-
mental sustainability of how esports organizations can contribute to improving the climate with 
the conditions and limitations existing. Furthermore, the overall ambition of this study was to 
provide insights into applicable environmental sustainability strategies which can be utilized by 
esports organizations, or any other business entities to decrease their negative climate impact. 
 
The study explored the environmental sustainability efforts made within European-based es-
ports organizations through an interpretive lens, employing an abductive approach and an ex-
ploratory design grounded in qualitative methods with an archival and documentary research 
strategy within multiple case study strategy. The study’s primary data was collected via a rele-
vant review of the literature and two semi-structured one-to-one electronic interviews with two 
different case companies including open-ended questions derived from themes which were 
formed during the literature review. Additionally, secondary data was collected through the case 
company's websites and other data sources. Furthermore, the collected data was analysed uti-
lizing thematic data analysis. 
 
The results of this study show that European-based esports organizations are increasingly ac-
knowledging their responsibilities to address environmental concerns, and are implementing 
environmental sustainability efforts in a variety of methods. One of the key findings of this study 
is the multifaceted nature of environmental sustainability efforts within European-based esports 
organizations. European-based esports organizations are not only focusing on reducing their 
carbon footprint through energy-efficient practices and technologies, and sustainable procure-
ment processes, but also implementing environmentally sustainable practices across various as-
pects of their operations, including sustainable travelling practices, waste management and re-
duction strategies, and forming environmental partnerships. This comprehensive approach un-
derscores the European-based esports organizations commitment to fostering environmental 
stewardship at various levels. Furthermore, results highlight the potential of esports organiza-
tions for promoting environmental awareness. 
 

KEYWORDS: Electronic sports, Electronic sports organizations, Sustainability, Environmental 
sustainability, Sustainable development, Corporate sustainability, Corporate social responsi-
bility, Environmental corporate social responsibility 
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TIIVISTELMÄ: 
 
On selvää, että e-urheilu edistää ilmaston lämpenemistä ja ilmastonmuutosta. Maailmanlaajui-
sen e-urheilu alan kasvaessa edelleen, sen ympäristön kestävyyttä koskevat huolet ovat herät-
täneet huomiota. E-urheilun ympäristön kestävyyden kontekstissa on kuitenkin edelleen il-
meistä puutetta. Tämän tutkimuksen ensisijaisena tavoitteena oli saada parempi käsitys ympä-
ristön kestävän kehityksen ponnisteluista, joita on tehty eurooppalaisessa e-urheilu alan ensisi-
jaisessa sidosryhmässä, e-urheilu organisaatiossa, jotka tunnetaan myös nimellä e-urheilu jouk-
kueet. Lisäksi tällä tutkimuksella pyrittiin edistämään e-urheilun akateemista kenttää ja ympä-
ristön kestävyyttä siitä, kuinka e-urheilu organisaatiot voivat edistää ilmaston parantamista ole-
massa olevin ehdoin ja rajoituksin. Sekä myös tämän tutkimuksen yleisenä tavoitteena oli antaa 
näkemyksiä sovellettavista ympäristön kestävyyden strategioista, joita e-urheilu organisaatiot 
tai muut yritykset voivat hyödyntää kielteisten ilmastovaikutustensa vähentämiseksi. 
 
Tutkimuksessa tarkasteltiin eurooppalaisissa e-urheilun organisaatiossa tehtyjä ympäristön kes-
tävyysponnisteluja tulkitsevan linssin kautta käyttämällä abduktiivista lähestymistapaa ja tutki-
vaa suunnittelua, joka perustuu laadullisiin menetelmiin sekä arkistointi- ja dokumenttitutkimus 
strategiaan monitapaustutkimus strategian puitteissa. Tutkimuksen ensisijaiset tiedot kerättiin 
asiaankuuluvalla kirjallisuuskatsauksella ja kahdella puolistrukturoidulla henkilökohtaisella säh-
köisellä haastattelulla kahden eri tapausyrityksen kanssa sisältäen avoimia kysymyksiä kirjalli-
suuskatsauksen aikana muodostuneista teemoista. Toissijaiset tiedot kerättiin tapausyrityksien 
verkkosivujen ja muiden tietolähteiden kautta. Lisäksi kerätty tieto analysoitiin temaattisella tie-
toanalyysillä. 
 
Tämän tutkimuksen tulokset osoittavat, että eurooppalaiset e-urheilun organisaatiot tunnusta-
vat yhä enemmän vastuunsa ympäristönäkökohtien käsittelyssä ja toteuttavat ympäristön kes-
tävyyttä koskevia ponnisteluja monin eri menetelmin. Yksi tämän tutkimuksen keskeisistä ha-
vainnoista on eurooppalaisten e-urheilu organisaatioiden ympäristön kestävyysponnistelujen 
monimuotoisuus. Eurooppalaiset e-urheilun organisaatiot eivät keskity ainoastaan vähentä-
mään hiilijalanjälkeään energiatehokkaiden käytäntöjen ja teknologioiden sekä kestävien han-
kintaprosessien avulla, vaan myös toteuttavat ympäristön kannalta kestäviä käytäntöjä toimin-
tansa eri osa-alueilla, mukaan lukien kestävät matkustuskäytännöt, jätehuolto ja vähentämis-
strategiat, ja ympäristökumppanuuksien muodostaminen. Tämä kattava lähestymistapa koros-
taa eurooppalaisten e-urheilu organisaatioiden sitoutumista ympäristönsuojelun edistämiseen 
eri tasoilla. Lisäksi tulokset korostavat e-urheilu organisaatioiden potentiaalia ympäristötietoi-
suuden edistämisessä. 
 

AVAINSANAT: Elektroninen urheilu, Elektronisen urheilun organisaatiot, Kestävyys, Ympäris-
tön kestävyys, Kestävä kehitys, Yrityksen kestävyys, Yrityksen yhteiskuntavastuu, Yrityksen 
ympäristön yhteiskuntavastuu 
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1 Introduction 

In this chapter, an overview, and the reasoning behind the choice of the master thesis 

topic are introduced. Firstly, the background and justification of the study are presented. 

Secondly, the research question, aims, and objectives of the study are explained. Thirdly, 

the scope and delimitations of the study are considered. Fourthly, the key concepts used 

in the study are defined. Lastly, the structure of the thesis is described and presented in 

Figure 1.  

 

1.1 Background of the study 

According to the Intergovernmental Panel on Climate Change (IPCC), without a doubt, 

human activities primarily through the emissions of greenhouse gases have contributed 

to global warming. From 2010 to 2019, the world’s greenhouse gas emissions increased, 

contributions coming from unsustainable energy use, land use, lifestyles and consump-

tion, and production patterns. Numerous weather and climatic extremes are already be-

ing impacted by human-caused climate change in every continent. This has had broad 

negative effects on losses and damages to both nature and humans (2023, p. 42). The 

global greenhouse gas emissions are predicted to rise by around 14% over the current 

decade, based on current national commitments (UN, 2022, p. 3).  

 

Electronic sports (esports) highlight one of the most significant problems of digitalization, 

environmental sustainability (ES) (Scholz and Nothelfer, 2022, p. 9). Climate change must 

be covered in part of the conversation on how esports affect the environment (Ross and 

Fisackerly, 2023, p. 4). Despite esports contributions to climate change having been dis-

regarded and underestimated in the past, it nonetheless contributes to climate change 

(Ross and Fisackerly, 2023, p. 4). Esports uses resources from the environment such as 

rare elements, minerals, electricity, food, water, chemicals, and other natural resources 

(Ross and Fisackerly, 2023; Abraham, 2020). It also produces environmental waste such 

as emissions of carbon dioxide (CO2), sulfur dioxide, and nitrogen oxides (Ross and 

Fisackerly, 2023; Abraham, 2020). Furthermore, it also creates trash and recyclables 
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(Ross and Fisackerly, 2023, p. 4). In the contemporary world, it is not possible to ignore 

the massive ecological crisis that the globe’s entire population is experiencing (Besom-

bes, 2022; Nyström et al., 2022). Esports stakeholders should not continue to ignore 

these problems, which calls into question the esports industry’s seemingly endless ex-

pansion (Nyström et al., 2022, p. 13). 

 

Climate change and ES are now recognized as a global crisis as well as a top priority (Hay-

day et al., 2022). However, there is a need to enlighten and increase the awareness of ES 

among esports stakeholders and communities to achieve higher engagement rates (Be-

sombes, 2022, p. 21). As stated by the Global Esports Federation (GEF), the Sports for 

Climate Action initiative calls on sports and esports organizations to acknowledge the 

industry’s contributions to climate change and the responsibility to strive for climate 

neutrality for a safer planet (2021). The European Parliament (EP) adopted a resolution 

on esports and video games in 2022 which highlights the importance of video games and 

esports dual role in the green transition, both as an industry that must endeavour to 

become more environmentally friendly and as a platform for promoting awareness of 

climate and environmental issues amongst video game players. Also, EP in the resolution 

on esports and video games calls for more efforts to enhance energy efficiency and re-

duce the environmental effects of esports services (2022). Understanding the varied na-

ture of esports and how they intersect with important subjects like sustainability and 

environmentalism is critical if esports is to be an international and inclusive activity for 

everyone (Hedlund, 2022). Researchers should be actively involved in promoting these 

esports sustainability initiatives (Nyström et al., 2022, p. 14). 

 

Sustainable development (SD) can be regarded as a normative societal concept (Steurer 

et al., 2005, p. 275), and it outlines desirable development paths of society (Hahn et al., 

2015, p. 298). It provides a mechanism for society to interact with the environment with-

out jeopardizing future resource availability (Mensah, 2019, p. 6). Esports is a diverse 

social phenomenon, but it is frequently viewed as a business or economic industry (Nys-

tröm et al., 2022, p. 3). Corporate sustainability (CS) is the business version of SD 
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(Behringer and Szegedi, 2016, p. 22). Business plays a key role in SD since they represent 

the economy’s productive resources (Hahn et al., 2015, p. 298). SD implies that busi-

nesses need to implement business strategies and activities that fulfil the demands of 

the enterprise and its stakeholders now while conserving, sustaining, and enhancing the 

human and natural resources that will be required in the future (Steurer et al., 2005, p. 

274). Hence, SD indicates that esports organizations need to utilize sustainable business 

models and integrate social and environmental elements into the ecosystem (Scholz and 

Nothelfer, 2022, p. 46). Moreover, according to Gerner (2019, p. 2), businesses are in-

creasingly considering CS conditions through corporate social responsibility (CSR). Es-

ports may be utilized as an integral instrument to shape the modern digital society and 

it can serve as a crucial component of a digital European identity (Scholz and Nothelfer 

(2022, p. 1). Esports provides numerous spillover possibilities that can help to develop a 

sustainable digital society (Scholz and Nothelfer (2022, p. 38). There is also a need to 

contend with the position of electronic gaming and esports in worldwide economic, po-

litical, and environmental processes (Hedlund, 2022). 

 

Today, the sustainability of business operations and CS are regarded as critical concerns 

for any business (Florin-Samuelsson et al., 2022, p. 83). Sustainability is a general chal-

lenge in the modern age, and it is also true for esports (Scholz and Nothelfer, 2022, p. 9). 

Esports sheds light on the issue of sustainability in a digital society (Scholz and Nothelfer, 

2022; Nyström et al., 2022). Sustainability is now expected of all organizations, and it is 

also largely regarded as an ethical manner to conduct business (Kaillinen-Kuisma and 

Auvinen, 2022, p. 48). Therefore, we can expect sustainable and responsible actions 

from esports businesses as well (Kaillinen-Kuisma and Auvinen, 2022, p. 48), like from 

the esports teams, which can also be regarded as an institution. However, these sustain-

ability factors do not appear to be prioritized in the esports industry in the current rapid 

growth that the esports industry is experiencing according to Scholz and Nothelfer (2022, 

p. 46). The ability of esports to survive and thrive is largely determined by how well in-

dustry stakeholders address these concepts (Nyström et al., 2022, p. 12). The primary 

stakeholders play a crucial role in this since they possess an indispensable role in the 
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esports ecosystem, and hence, without the primary stakeholders, the esports industry 

would fail (Julkunen et al., 2021, p. 46). However, the esports ecosystem is still obscure 

and disorganized which involves a large amount and several types of businesses 

(Julkunen et al., 2021, p. 40), and it is constantly evolving (Wong and Meng-Lewis, 2023; 

Scholz and Nothelfer, 2022). Nonetheless, esports teams, according to Video Games Eu-

rope Esports (VGEE), also known as team organizations or esports organizations (2021, 

p. 27), can be classified as the primary stakeholders in the esports ecosystem (Scholz, 

2020, p. 7). These esports organizations, like professional teams in traditional sports, 

attempt to recruit the best players obtainable and support them by providing coaches, 

training possibilities, and an environment where they can focus exclusively on improving 

and beating the competition (Scholz, 2019, pp. 62-63).  

 

As stated by Scholz and Nothelfer (2022, p. 1), esports has evolved into an integral part 

of the digital society. It is still perceived as a young phenomenon (EP, 2022), and is hard 

to understand (Scholz, 2019, p. 8). Hamari and Sjöblom (2017, p.211) offer a more eve-

ryday explanation of esports as professional or amateurish competitive video gaming 

which is commonly organized by various leagues, ladders, and tournaments where play-

ers compete under teams or organizations that are sponsored by different businesses. 

Esports is one of the fastest-growing forms of digital entertainment (Murray et al., 2022; 

Cranmer et al., 2021), and according to Video Games Europe (VGE), one of the fastest-

growing pillars of the video game industry (2023). Its popularity has grown rapidly (Mur-

ray et al., 2022; Cranmer et al., 2021), mainly because of technological advances such as 

the increased prevalence of online gaming (Cranmer et al., 2021; Hamari and Sjöblom, 

2017), access to technology and access to elite competition (Cranmer et al., 2021; Jenny 

et al., 2017). The worldwide esports audience is predicted to reach 640 million in 2026 

(Newzoo, 2022, p. 31). Major esports tournaments now routinely outperform traditional 

sports events in terms of viewership (Cranmer et al., 2021, p. 1). For instance, the 2017 

Esports League of Legends World Championship drew 60 million viewers, whereas the 

National Basketball Association (NBA) drew 20.4 million viewers (Cranmer et al., 2021; 

Steinkuehler, 2020). Esports was projected to generate almost 1.38 billion dollars in 
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revenue by the end of 2022, up from 1.11 billion dollars in 2021 (Newzoo, 2022, p. 34). 

As claimed by the subject matter experts, video gaming could become the most popular 

form of modern entertainment in the future, and esports could surpass football in terms 

of the number of participants, spectators, and revenue generated (Flegr and Schmidt, 

2022, p. 631). 

 

1.2 Justification for the study 

Esports has rapidly developed over the last few decades (Riatti and Thiel, 2022, p. 443), 

which scholars in various fields and applications of relevant knowledge have been fuel-

ling (Chiu et al., 2021, p. 14). Formosa et al. (2022, p. 2) also state that academic research 

on esports is expanding and developing with the observable growth and change in the 

esports industry. This indicates that esports has arisen as a unique research topic (Chiu 

et al., 2021, p. 14). While esports research continues to expand and develop, new in-

sights on future possibilities and research topics relating to the industry emerge (Nys-

tröm, et al., 2022). However, there is still a lot to learn about the threats and weaknesses 

of the esports industry (Nyström et al., 2022; Freitas et al., 2021), which can be seen by 

the scattered body of research in which certain topics of the framework are only ad-

dressed scarcely or not at all (Riatti and Thiel, 2022, p. 443). Thus, this study fosters the 

current growth of developing esports research. 

 

According to Chiu et al. (2021, p. 12), the current academic literature on esports research 

has mostly concentrated on esports games themselves, for example, League of Legends, 

competitive gaming, video gaming, and human-computer interaction. Therefore, the vi-

tal role played by other actors and factors linked to the esports industry is neglected 

(Julkunen et al., 2021, p. 40). Due to the brief history of academic research on esports, 

it has mostly concentrated on social, physiological, motivational, information, communi-

cation, media, cognitive science, law, sponsorship, and sociological approaches 

(Julkunen et al., 2021, p. 40). Therefore, esports research has primarily focused on social 

sustainability pilar (Nyström et al., 2022, p. 1). However, there is a thin shared under-

standing in the recent esports literature of the business approach involving the structure 
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of the esports business environment (Julkunen et al., 2021, p. 40). Esports is still a new 

and unexplored phenomenon from a business standpoint (Julkunen et al., 2021; Scholz, 

2019). It can be concluded that there is a research gap in terms of esports in the business 

approach involving the structure of the esports environment. 

 

DiFrancisco-Donoghue et al (2022, p. 1) also revealed that they received scant articles 

regarding esports from multiple academic disciplines regardless of a year of extensive 

solicitations to research institutions and this highlights the lack of data produced and 

published in the field of esports. Nevertheless, esports research is in its initial stages 

(Wong and Meng-Lewis, 2023; Kim et al., 2021; Reitman et al., 2020). Because esports 

research is still in its initial stages, fundamental issues regarding how the industry is de-

veloping remain according to Reitman et al. (2020, p. 43). Hence, it means that academ-

ics who participate in the early work, as well as those who introduce the space to other 

fields, have a chance to formulate its growth (Reitman et al., 2020, p. 43). This study 

responds to the need for producing and publishing data in the field of esports thus, it 

contributes to esports literature. Additionally, this study can influence the growth and 

development of the esports industry as an early work. 

 

A current topical issue in the esports industry regards its sustainability (Nyström et al., 

2022; Scholz, 2019), which has thus far received comparatively little attention in aca-

demics (Nyström et al., 2022, p. 3). Research on sustainability in esports has focused on 

the progression of the industry and its communities and how esports should develop if 

the industry wants to expand and remain competitive Nyström et al. (2022, p. 3) states. 

Thus, it is essential to examine sustainability in esports from new perspectives, such as 

economic, environmental, and social sustainability according to Nyström et al. (2022, p. 

3). If esports is to become sustainable, both practitioners and researchers must put ef-

fort into addressing these mentioned perspectives (Nyström et al., 2022, p. 2). Because 

sustainability is perceived as a topical issue in the esports industry, it is relevant to ex-

amine it. Also, there is a call to researchers that they must put in the effort to address 

these mentioned sustainability perspectives to esports become sustainable, to which 
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this study responds. Nyström et al. (2022, p. 13) note that there were no evident themes 

identified in terms of data that were connected to ES in esports. This is also highlighted 

by Flegr and Schmidt (2022, p. 649) who state that there is an apparent lack of research 

on ES themes regarding esports. Because of the global climate crisis, research focusing 

on impactful environmental-related efforts must receive support at this point (ERN, 

2022). Therefore, it can be concluded that there is a research gap in terms of esports 

from the perspective of ES. This study responds to the need and seeks to bridge the gap. 

 

1.3 Research question 

Based on the background and justification of the study, the research question of this 

study is formulated as follows: 

 

“What kind of environmental sustainability efforts are made within European-based 

esports organizations?” 

 

1.4 Aims and objectives of the study 

This study’s primary aim is to gain a better understanding of ES efforts made among Eu-

ropean-based esports organizations (EBEOs) within the themes identified in the theoret-

ical background through a literature review. Additionally, this study aims to contribute 

to the academic field of esports and the ES of how esports organizations can contribute 

to improving the climate with the conditions and limitations existing. Furthermore, the 

study aims to increase awareness of ES in esports within academia and the esports in-

dustry’s stakeholders and communities. The overall ambition is to conduct a study that 

generates insights into relevant and applicable ES strategies applied by EBEOs which can 

be utilized by other esports organizations, business entities participating in the esports 

ecosystem, and any other interested business organizations from different industries to 

decrease their negative climate impact. The purpose of the study is to find an answer to 

the research question, achieve the aims, and fulfil the ambition. In order to accomplish 

these stated intentions, the study seeks to reach the following four desired objectives 



15 

related to the subject of matter. These objectives will guide, provide clarity, and create a 

better understanding of this study for the reader. These objectives are: 

 

1. To clarify what esports is, and its ecosystem; 

2. To study the concepts of institutional theory, and sustainable development and 

concepts linked to it as well as discover their connection to esports; 

3. To explore environmental sustainability in esports, and its role in it; and 

4. To examine esports impact on the environment. 

 

1.5 Scope and delimitations of the study 

The scope of the study will focus on the ES efforts made by one of the primary stake-

holders in the esports ecosystem, the esports organizations, which refers to esports 

teams or clubs that employ esports players to participate in esports competition events 

on their behalf. The study will specifically examine the ES efforts made among EBEOs 

within themes which are green facilities and operations, equipment and gear choices, 

travel and transportation practices, waste reduction and recycling, partnerships and col-

laborations, projects and initiatives, and communication and reporting. Since the pri-

mary stakeholders such as esports organizations, play an essential role in the esports 

ecosystem, the scope regarding the stakeholder selection can be considered justifiable. 

Due to the author’s location in Finland, only the EBEOs are included in the selection of 

the case companies and therefore, esports organizations beyond Europe lay outside of 

the case company scope of the study. Because of the topic and the primary aim to gain 

a better understanding of the ES efforts made by EBEOs, the scope of the studied com-

panies is companies that have already made ES efforts. The qualitative research method 

was chosen for this study as it helps to gain a deeper understanding of the research topic. 

Individual semi-structured interviews were chosen as a qualitative data collection 

method because the discussion may provide more details of the topic that can be vital 

in comprehending the topic and it prevents others from disturbing or interfering with 

the conversation. The qualitative data were analysed utilizing thematic data analysis to 

gain a more in-depth understanding of the data.  
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1.6 Definitions of key concepts 

Corporate social responsibility: “The responsibility of enterprises for their impact on 

society.” (EC, 2011, p. 1). 

 

Corporate sustainability: “For the business enterprise, sustainable development means 

adopting business strategies and activities that meet the needs of enterprise and its 

stakeholders today while protecting, sustaining and enhancing the human and natural 

resources that will be needed in the future.” (IISD et al., 1992, p. 1) 

 

Electronic sports: “Esports is an encompassing term for the entities of the competitive 

video gaming environment including game publishers, athletes, competitive organiza-

tions, and third-party vendors who participate in the systems of spectated tournaments, 

leagues, and events played on personal computer, game consoles, or mobile phones.” 

(Ross and Fisackerly, 2023, p. 2). 

 

Electronic sports ecosystem: “Human networks that generate productive output on a 

sustainable basis, and as business ecosystems consisting of interdependent firms that 

form symbiotic relationships to create and deliver products and services.” (Julkunen et 

al., 2021, p. 43). 

 

Electronic sports organization: “Similar to professional teams in traditional sports, these 

esports teams try to get the best players possible and support them with coaches, train-

ing possibilities, and an environment in which they can focus solely on becoming better 

and beating the competition.” (Scholz, 2019, pp. 62-63). 

 

Environmental Corporate Social Responsibility: “The duty to cover the environmental 

implications of the company’s operations, products, and facilities; eliminate waste and 

emissions; maximize the efficiency and productivity of its resources; and minimize prac-

tices that might adversely affect the enjoyment of the country’s resources by future gen-

erations.” (Mazurkiewicz, 2004, p. 7). 
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Institutional theory: “The institutional theory of organizations puts institutions at the 

core of the analysis of organizations’ design and conduct. From this point of view, organ-

izations are local instantiations of wider institutions. Institutions, understood as taken-

for-granted beliefs, rules, and norms, shape the creation and spreading of organizational 

forms, design features, and practices. Complying with institutionalized prescriptions is 

considered a means for gaining legitimacy, decreases uncertainty, and increases intelli-

gibility of organization’s actions and activities.” (Berthod, 2018, p. 1). 

 

Sustainable development: “Development that meets the needs of the present without 

compromising the ability of future generations to meet their needs.” (WCED, 1987, para. 

27). 

 

Traditional sports: “Such as football.” (Scholz and Nothelfer, 2022, p. 20) 

 

1.7 Structure of the study 

This study is organized into six chapters. The first chapter’s introduction consists of seven 

subchapters which consist of the study’s background and justification, the research 

question, the aims and objectives, scopes and delimitations of the study, definitions of 

the key concepts, and lastly, the structure of the study. The second chapter is the theo-

retical background of the study which consists of seven subchapters that explore the 

concepts of esports, institutional theory, SD, CS, CSR, ES, and esports, and ends with the 

conceptual framework of the study. The third chapter is the introduction of the method-

ology of the study which consists of eight subchapters that are the research philosophy, 

approach, method, strategy, the method of data collection and analysis, reliability, and 

validity, and finally, the introduction of case companies. The fourth chapter introduces 

the collected data and the findings made through interviews which is divided into seven 

subchapters. The fifth chapter is divided into three subchapters consisting of a discussion 

of the findings, limitations of the study, and future research proposals. The sixth and the 

last chapter conclude the study. The structure of the study is illustrated in Figure 1. 
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Figure 1. Structure of the study (Author’s own, 2024). 
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2 Theoretical background 

This chapter provides the relevant theoretical background which then will be utilized in 

the empirical part of the study. The chapter focuses on presenting the five main topics 

which are esports, institutional theory, SD, CS, CSR, and ES within esports. Finally, the 

conceptual framework of the study is described and presented in Figure 8. 

 

2.1 Esports 

Esports is still a young phenomenon (EP, 2022; Bosquet and Ertz, 2021, p. 2 ). Neverthe-

less, it has been around for a while (Zagala and Strzelecki, 2019, p. 55), about a half-

century, with the first video game released in 1967 (Bosquet and Ertz, 2021, p. 2). How-

ever, esports has now begun to gain attention (Zagala and Strzelecki (2019, p. 55). As 

stated by Scholz and Nothelfer (2022), it should be noted that esports is characterized 

by a high level of heterogeneity and complexity. Even the questions of what esports is or 

how it is spelt are much-debated topics (p. 10). In terms of spelling esports, Formosa et 

al. (2022) state that the Associated Press in their style guide in 2017 declared the correct 

spelling to be “esports” but it has not been automatically adopted globally. For example, 

the spelling “eSports” has gained widespread use. Nevertheless, “esports” is the most 

used spelling across various academic disciplines (p. 19). Additionally, according to 

Scholz and Nothelfer (2022), regarding the heterogeneity, the relatively young esports 

industry’s rapid development, which is characterized by a lack of industry norms, should 

be mentioned. This means that these insights may become obsolete in a few years, at 

least to some extent. Continuous research of the phenomenon in detail is essential for a 

suitable strategy to promote the healthy development of esports (p. 10).  

 

2.1.1 Definition of esports 

There are numerous definitions of esports, as it is discussed and defined not only by 

academics but also by market analysts and esports associations (Werder, 2022, p. 394). 

Also, given that a definition fulfils a utility function, esports can be defined in a way that 
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is most useful for the specific field of study and as a result, it is not unexpected that there 

are different definitions (Jeong and Youk, 2023, p. 2). Scholz and Nothelfer (2022, p. 12) 

amplify that even though the definition of esports differs, the three characteristics which 

are human, digital, and competitive are always essential although they may be termed 

differently. Even though, there are numerous definitions of the term esports, many of 

them are still vague mentions Pedraza-Ramirez et al. (2020, p. 322). As stated by Ross 

and Fisackerly (2023, p. 5), there is an issue in defining what is meant by the term esports. 

According to Scholz and Nothelfer (2022), forming a definition is exceedingly difficult 

because modern esports is evolving quickly and highly heterogeneous in many ways, 

such as the content and gameplay of the video game or the ecosystem of the specific 

esports title. There is rarely a single, universally valid definition of an esports phenome-

non (p. 11). Thus, there is no official and universally acknowledged definition of esports 

(Block and Haack, 2021, p. 2). Nonetheless, identifying common components among the 

many definitions aids in understanding the core characteristics of esports as well as the 

aspects that are unique to a discipline (Jeong and Youk, 2023, p. 2). Also, as stated by 

Cranmer et al. (2021), it demonstrates the wide range of academic disciplines from 

where esports research emerges. Furthermore, it highlights how esports definitions 

have changed throughout time (p. 4). Definitions of esports are listed in Table 1. 

 

Table 1. Definitions of esports (Author’s own, 2023). 

Author/s Definition 

Wagner (2006) “An area of sport activities in which people develop and train mental or physical 

abilities in the use of information and communication technologies.” (Wagner, 

2006). 

Seo (2013) “Competitive computer gaming.” (Seo, 2013, p. 1542). 

Jenny, Manning, Keiper, and Olrich (2017) “Organized video game competitions.” (Jenny et al., 2017, p. 4). 

Hamari and Sjöblom (2017) 

 

“A form of sports where the primary aspects of the sports are facilitated by elec-

tronic systems; the input of players and teams as well as the output of the esports 

systems are mediated by human-computer interfaces.” (Hamari and Sjöblom, 

2017, p. 213). 

Pedreza-Ramirez, Musculus, Raab, and Laborde 

(2020) 

“Esports is the casual or organized competitive activity of playing specific video 

games that provide professional and/or personal development to the player. This 

practice is facilitated by electronic systems, either computers, consoles, tablets, or 

mobile phones, on which teams and individual players practice and compete online 
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and/or in local-area-network tournaments at the professional or amateur level. 

The games are established by ranking systems and competitions and are regulated 

by official leagues. This structure provides players a sense of being part of a com-

munity and facilitates mastering expertise in fine-motor coordination and percep-

tual-cognitive skills, particularly but not exclusively, at higher levels of perfor-

mance.” (Pedraza-Ramirez et al., 2020, p. 322). 

Cranmer, Han, van Gisbergen, and Marnix (2021) “Involves competitive, organised or technologically enabled activities encompass-

ing varying degrees of physicality, virtuality, and technological immersion.” (Cran-

mer et al., 2021, p. 2). 

Ross and Fisackerly (2023) “Esports is an encompassing term for the entities of the competitive video gaming 

environment including game publishers, athletes, competitive organizations, and 

third-party vendors who participate in the systems of spectated tournaments, 

leagues, and events played on personal computer, game consoles, or mobile 

phones.” (Ross and Fisackerly, 2023, p. 2). 

 

2.1.2 Description of esports 

According to the VGEE, esports are leagues, competitive circuits, tournaments, or similar 

activities in which individuals or teams play video games for amusement, rewards, or 

money for spectators, either in-person or online. Esports is a part of the video game 

industry and is occasionally alluded to as competitive gaming, organized play, egaming, 

or pro gaming (2021, p. 8). The main objective of esports games, like other traditional 

sports, is to defeat one’s opponent to claim victory (Chiu et al., 2021; Chikish et al., 2019). 

Esports activities are structured and hence, competitions are established by an organizer 

for a particular game, have specified tournament format and rules, and are participated 

in by teams or players based on a selection or registration method (VGEE, 2021, p. 8). 

Esports competitions are frequently organized in leagues and tournaments (Werder, 

2022, p. 394; Ludwig et al., 2020) because it makes both individual and team competition 

easier (Werder, 2022, p. 394; Parshakov et al., 2020). Hence, the above-presented struc-

ture distinguishes esports from common video gaming, which may be enjoyed simply as 

a recreational activity or pleasure (VGEE, 2021, p. 8).  

 

As stated by Ross and Fisackerly (2023), in-person events offer competitive advantages 

in the form of ping. The delay between a user’s input and the server’s response is re-

ferred to as ping. Though a 50-millisecond ping may seem insignificant to the average 
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person, it can represent the difference between win and defeat in the professional world. 

In-person events enable game developers and tournament organizers to provide partic-

ipants with 0 pings by employing on-site servers or offline LAN lobbies and are frequently 

regarded as the optimal competition environment. Additionally, all the biggest esports 

titles operate in-person events. Esports title League of Legends has franchised regional 

leagues across continents that compete in the studio and regular season championships 

in regional venues. Also, esports titles such as Counter-Strike: Global Offensive, DotA 2, 

and many more organize in-person events (p. 3). Picture 1 visualizes what esports looks 

like in a structured competitive in-person event. 

 

 

Picture 1. Esports in structured competitive in-person event (Leroux-Parra, 2020). 

 

However, the structured competitive in-person events do not paint the whole picture of 

esports. As stated by VGEE (2021), competitions can be international or local competi-

tions, in-person at a venue or studio, or entirely online from home or any place with an 

internet connection. These classifications are not mutually exclusive since certain es-

ports competitions allow both professional and amateur players and also, be able to at-

tract both a local and international audience, as well as blend online and in-person con-

tests (p. 8). Nearly all prestigious esports titles, including Rocket League, Rainbow Six 

Siege, and many more, use this concept of in-person tournaments supported by online 

qualifications (Ross and Fisackerly, 2023, p. 3). Moreover, as stated by Scholz and 
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Nothelfer (2022), esports can be played at hobbyist, amateur, semi-professional, and 

professional levels. Transitions between the professionalization levels are fluid (p. 26). 

 

Additionally, VGEE (2021) state that in most cases, esports include the production and 

dissemination of video content, typically via live streaming or broadcast. This video con-

tent can be created by the players themselves from their homes or the video content 

can be part of a high-production multicast comparable with any prestigious entertain-

ment event or it could include everything in between (p. 8). For example, according to 

Scholz and Nothelfer (2022), amateur and semi-professional players are frequently not 

only athletes, but also content creators, with contractual obligations that include mar-

keting, public relations, and advertising services. These can but do not have to be tied to 

playing the specific esports title in which the players compete (p. 26).  

 

Furthermore, to completely employ the functions of the mouse and keyboard, esports 

games necessitate the control of small muscle groups (Chiu et al., 2021; Chikish et al., 

2019). Especially, Scholz and Nothelfer (2022) state that when using a computer mouse, 

joints, such as the shoulder, elbow, wrist, and fingers can be used. Then again, traditional 

console controllers rely heavily on finger joints (p. 13). Esports games also necessitate 

strong and consistent cognitive responses during decision-making and strategic planning 

(Chiu et al., 2021; Cranmer et al., 2021; Chikish et al., 2019; Hamari and Sjöblom, 2017). 

As a result, esports players must train to improve their performance according to Chiu 

et al. (2021, p. 1). To prepare for esports competitions, players participate in highly reg-

imented training activities like as boot camps or frequent training matches known as 

scrims (Werder, 2022; Crawford and Gosling, 2009). 

 

Therefore, as stated by Scholz and Nothelfer (2022), essential elements of esports are 

humans that is the players, digital that is the video game which can be divided into hard-

ware and software elements, and the competitive element. The requirement of human 

players distinguishes esports from a contest between machines and/or artificial intelli-

gence. Esports necessitates at least two human players to compete against each other. 
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The second element is the digital element, which relates to video games, and it can be 

divided into hardware and software (pp. 12-17). Both competing and training activities 

are mediated by digital technology hardware (Werder, 2022, p. 394). Players can, for ex-

ample, utilize a computer, a console (Werder, 2022, p. 394), or any other type of elec-

tronic system (Werder, 2022; Parshakov et al., 2020), which includes digital platforms 

(Werder, 2022, p. 394) and head-mounted equipment for augmented or virtual worlds 

(Werder, 2022; Altimira et al., 2016). On the other hand, Scholz and Nothelfer (2022) 

state that the software element relates to the actual use of the video game and its cre-

ation. The third competitive element, the requirement of “competition” distinguishes 

esports from non-competitive gaming. The term competition refers to the comparison 

of performance (pp. 14-16). 

 

Although all esports are video games, not all video games are esports in the same way 

that anybody can pick up a ball and play a game does not indicate that they have partic-

ipated in structured competitive sports (Ross and Fisackerly, 2023; Funk et al., 2018). 

According to VGEE (2021), esports does not have a common nature, each video game is 

essentially its own specialization, much like individuals are not competing in traditional 

sports but instead in tennis, football, or athletics. Hence, esports, like traditional sports, 

have differing levels of professionalism and multiple types of contests, with video game 

players competing in numerous forms of video games such as the Overwatch League, 

the League of Legends European Championship, and many other professional or ama-

teur tournaments conducted around the globe (p. 8). However, despite the industry 

growth and rising academic interest, there is still dispute about what esports genuinely 

entails according to Formosa et al. (2022, p. 2).  

 

As stated by VGEE (2021), among those who are unfamiliar with the esports industry, 

the term esports is associated with traditional sports simulation video games but numer-

ous of the most famous esports titles have nothing to do with traditional sports. Video 

games may be categorized in a variety of ways, like the system on which they are played, 

for example, console, personal computer, mobile phone, or by the number of players 
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who can play the game, for example, single-player and multiplayer games. However, 

probably the most effective method to categorize video games is by genre, and there are 

various genres of video gaming (p. 12). Esports are typically organized around particular 

game genres, such as Multiplayer Online Battle Arena (MOBA), Shooters, Real-Time 

Strategy (RTS), Digital Collectible Card Games (DCCG), Player Versus Player (PvP) or 

Sports Games hence, generating multiple sub-cultures within esports, just as “traditional” 

sports do (Hamari and Sjöblom, 2017, p. 212). While there are numerous of several types 

of esports titles (Collis, 2020, p. 2), just a few video games or franchises have established 

worldwide competitive circuits and audiences (VGEE, 2021, p. 12). All the genres ad-

dressed in Table 2, according to VGEE (2021, pp. 12-13), are some of the most popular 

genres and titles as well as franchises in esports that have many titles and thriving es-

ports communities and competitions in various regions of the globe. 

 

Table 2. Most popular genres in esports (Author’s own, 2023). 

Genre Description 

Auto Battlers: According to VGEE (2021), auto battlers are strategy games where players assem-

ble and place competing armies in a chess-like arrangement, then let them fight 

without any other input from the players. Some of the most popular auto battler’s 

games are, for example, Dota Underlords, and Teamfight Tactics (p. 13). 

Battle Royale (BR): BR games are comparable to shooter games in that they involve chaotic everyone-

for-themselves battles from either an FPS or third-person perspective (Collis, 2020, 

p. 2), in which a huge number of players or teams battle to see who can be the last 

one standing (VGEE, 2021, p. 12), throughout a large-scale, but continually shrink-

ing battle arena (Collis, 2020, p. 2). Some of the most popular BR games are, for 

example, Apex Legends, and PlayerUnknown’s Battlegrounds (VGEE, 2021, p. 12). 

Digital Collectible Card Games (DCCG): A form of online card game that involves developing a card deck strategically (VGEE, 

2021; Collis, 2020), in which a series of virtual objects which are typically cards are 

played on a digital board (Collis, 2020, p. 2). Furthermore, each object has unique 

abilities and costs, necessitating careful planning and execution to maximize its ef-

fectiveness (Collis, 2020, p. 2). Some of the most popular DCCG games are, for ex-

ample, Hearthstone, and Legends of Runeterra (VGEE, 2021, p. 13). 

Fighting Games: Fighting games center on two players fighting using martial arts in a 2D or 3D set-

ting (Collis, 2020, p. 2), in a ring-like environment (VGEE, 2021, p. 13). As said by 

Collis (2020) fighting games are modern versions of the popular arcade game Street 

Fighter. Fighting games have altered the least over the beginnings of gaming (p. 2). 

Some of the most popular fighting games are, for example, Brawlhalla, Mortal Kom-

bat, Street Fighter, Tekken, and Virtua Fighter (VGEE, 2021, p. 13). 
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Multiplayer Online Battle Arena (MOBA): MOBA games are team-based strategy games (VGEE, 2021, p. 12), which generally 

include teams of five players (Collis, 2020, p.2), where each player manages a single 

character (VGEE, 2021; Collis, 2020), from a 3D isometric view (Collis, 2020, p. 2), 

and cautiously executing their unique skills and abilities (VGEE, 2021; Collis, 2020), 

to eliminate the opposing forces and destroy the enemy team’s fortified base (Col-

lis, 2020, p. 2). Some of the most popular MOBA games are, for example, Arena of 

Valor, Brawl Stars, Dota 2, League of Legends, and Smite (VGEE, 2021, p. 12). 

Racing Games: VGEE (2021) state that racing games are motorsports simulation video games. 

Some of the most popular racing games are, for example, Asseto Corsa, DiRT, F1, 

Forza Motorsports, Gran Turismo, iRacing, MotoGP, and TrackMania (p. 13). 

Real-Time Strategy (RTS): RTS games are strategy games typically one versus one (VGEE, 2021, p. 13), an 

army-management simulator that is played from the top-down and 3D isometric 

perspective (Collis, 2020, p. 42). Collis (2020) states that within the RTS, a player 

commands a single faction, which dictates the production buildings that can be 

built and the military units they recruit. The player then controls their forces to 

gather resources, build new structures, and train new warriors, all while competing 

for control of the map’s limited resources (p. 42). Some of the most popular RTS 

games are, for example, Starcraft 2 and Warcraft 3: Reforged (VGEE, 2021, p. 13). 

Rhythm and Dance Games: According to VGEE (2021), rhythm and dance games are Music-themed video 

games that test the player’s sense of rhythm. They usually concentrate on dancing 

or simulated musical instrument playing. Some of the most popular rhythm and 

dance games are, for example, Dance Dance Revolution and Just Dance (p. 13). 

Shooters: Shooter games are gun-based combat games (VGEE, 2021; Collis, 2020) either from 

a first-person (FPS) or third-person perspective in which the player sees the game 

character from behind and slightly above (VGEE, 2021, p. 12). As stated by Collis 

(2020), shooter games emphasize accuracy and reflexes. Shooter games are mod-

ern versions of classic games like Doom and Wolfenstein, but significantly more 

difficult to play due to their fast pace, 360-degree aiming, and team tactics (p. 2). 

Some of the most popular shooter games are, for example, Call of Duty, Counter-

Strike, Overwatch, Rainbow Six Siege, and Valorant (VGEE, 2021, p. 12). 

Sports Games: As stated by VGEE (2021), sports games are sports simulation video games. Some 

of the most popular sports games are, for example, FIFA, and NBA 2K (p. 13). 

 

2.1.3 Esports ecosystem 

According to Scholz (2020), the modern esports industry began in the 1990s with the 

emergence of broadband internet and has just lately matured into the next massive thing 

in media and entertainment. The esports ecosystem appeared from the idea that people 

could play video games against anyone in the world via the internet. The phenomenon 

began as a worldwide and online phenomenon and quickly expanded to local and offline 

markets. This development differentiates esports as a distinctive and innovative 
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phenomenon, as it is one of the first industry sectors to face the challenging task of tran-

sitioning from global to local, and from online to offline (pp. 2-3). The Esports industry 

arose from the merger of three entities which are sports, media, and entertainment thus, 

it encompasses a wide range of industries (Wong and Meng-Lewis, 2023, p. 944). 

 

According to Scholz and Nothelfer (2022), though the initial scenario and crucial func-

tions within various esports ecosystems are relatively similar, the structures are highly 

variable in terms of the specifics, which can be rather complex. Therefore, esports should 

not be regarded as an individual and homogeneous ecosystem. Numerous esports gen-

res like in traditional sports, differentiate fundamentally in their contents, how they are 

played, and the overall structure of their ecosystems (p. 23). Hence, as stated by 

Julkunen et al. (2021), the ecosystem of the esports phenomena is complicated, and 

each actor has their objectives and roles in esports. The esports industry includes a wide 

range of business organizations, institutions, and individuals. Along with the professional 

players who compete in video games, there are esports organizations that these profes-

sional players represent, game developer organizations that own the right to their games, 

and tournament and league organizers (p. 40). The typical esports ecosystem is illus-

trated in Figure 2. 

 

 

Figure 2. Categorization of the esports ecosystem (Scholz, 2020, p. 5). 
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Nevertheless, esports as an ecosystem is constantly evolving (Wong and Meng-Lewis, 

2023; Scholz and Nothelfer, 2022). According to Scholz (2020), the esports industry and 

its different stakeholders can be viewed as an intertwined network. The esports industry 

is operated by innovations and technologies, but it additionally operates by the inter-

connection of creative people attempting to fully capitalize on technologies. Despite the 

esports industry's constantly evolving characteristics and its complex nature, the under-

standing of running a network eventually generating revenue from the audience/player 

continues to be an essential part of any business model (p. 4). The primary stakeholders 

and the entire esports ecosystem centers around the players (Scholz and Nothelfer, 2022; 

Scholz, 2020; Carrillo-Vera and Aguado, 2019), who are followed by the target audience 

and the customers (Scholz, 2020, pp. 6-7). As stated by Scholz (2020), esports organiza-

tions, game developers, professional players, and tournament organizers are primary 

stakeholders in the esports ecosystem. There are over 400 competitively playable game 

titles. This network of primary stakeholders is also necessary to build up the amateur 

and grassroots level, and every esports evolves differently, primarily based on the game 

as well as the strategic involvement of the game developer. This intertwined business-

model network of primary stakeholders determines the sustainability of the esports-de-

voted sub-ecosystems. Moreover, secondary stakeholders include such as media, inves-

tors, shareholders, sponsors, suppliers, and providers (p. 7). Only the primary stakehold-

ers possess an indispensable role in the esports ecosystem, and hence, without the pri-

mary stakeholders, the esports industry would fail (Julkunen et al., 2021, p. 46). By map-

ping out the primary stakeholders in the esports ecosystem, can the operation of the 

esports ecosystem be elucidated (Wong and Meng-Lewis, 2023, p. 944). The primary and 

secondary stakeholders are further elaborated in Table 3. 

 

Table 3. Esports stakeholders (Author’s own, 2023). 

Stakeholder Description 

Primary stakeholder: 

Esports organizations 

 

According to VGEE (2021, p. 27), esports teams are also known as team organiza-

tions or esports organizations. Several professional esports teams currently com-

pete in esports events and tournaments throughout the world (p. 27). As stated by 

Scholz (2019, p. 62), esports organizations are important stakeholders in the 
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esports industry, and these teams are required to establish sustainable conditions 

for high-level competitions. Players frequently organize themselves as individual or 

team players in esports organizations that can be functionally equated to tradi-

tional sports organizations (Scholz and Nothelfer, 2022, p. 27). However, an esports 

organization does not adhere to the usual definition of a sports organization in the 

sense that each team specializes in a single sport because, in esports, organizations 

may participate in multiple games at the same time (Julkunen et al., 2021; VGEE, 

2021). Professional esports teams have established complicated organizational 

structures that utilize highly technical personnel such as coaches, analysts, scouts, 

dieticians, physiotherapists, and psychologists (VGEE, 2021, p. 27). Thus, as stated 

by Scholz (2019), they provide training opportunities and a setting where profes-

sional players can concentrate exclusively on improving and defeating the compe-

tition. These esports organizations, like professional organizations in traditional 

sports, attempt to recruit the best players. In general, professional esports organi-

zations aim to take care of their players in a growing manner, especially since these 

players are the foundation of any revenue stream for professional organizations 

and the products they sell to the public. Hence, the core business is to find and 

support players who will win tournaments (pp. 62-70). Nonetheless, professional 

esports organizations frequently seek alternative sources of finance to operate, 

typically from outside funding or by expanding their business model by including 

media activities (Scholz and Nothelfer, 2022, p. 27). Numerous professional esports 

organizations have greatly improved their professionalism in recent years, and they 

are now able to compete with some traditional sports organizations (Scholz, 2019, 

p. 63). Since social media has an enormous impact on all societies today, profes-

sional esports organizations’ involvement in the esports ecosystem will grow in the 

near future (Julkunen et al., 2021, p. 50). 

Primary Stakeholder:  

Game developers 

As stated by Scholz (2019, p. 49), the game developers are likely to be the most 

crucial stakeholders because they create and own the esports titles that everyone 

is playing. Hence, they own intellectual property rights and therefore they have 

inherent power in the ecosystem (Völkel, 2021; VGEE, 2021). Additionally, game 

developers produce and sell esports products as well as organize esports tourna-

ments (Julkunen et al., 2021, p. 48). Several esports titles are constantly updated, 

and new content is distributed frequently (Scholz, 2019, p. 50). However, games 

have a limited lifespan and cannot be guaranteed to appear in a competitive setting 

indefinitely (Völkel, 2021; Jalonen, 2019). Game developer’s crucial role demon-

strates an essential distinction between esports and traditional sports (Julkunen et 

al., 2021; VGEE, 2021), nobody owns for example, football (VGEE, 2021, p. 9). Thus, 

without video games, there would be no esports (Julkunen et al., 2021; VGEE, 

2021). Hence, according to Julkunen et al. (2021), game developers act as a person 

who controls access to the video games that are played in tournaments and 

streamed. Game developers play a critical part in game and gameplay decision-

making, which is the most vital role in the esports ecosystem. Available literature 

has revealed that game developers have provided a continuous role of regenera-

tion through their esports businesses, which has proven to be critical to the esports 

industry’s success. The esports ecosystem is dependent on game developers and 
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would perish without them. Furthermore, game developers are the most powerful 

stakeholders in the esports ecosystem, with connections to every other stake-

holder (pp. 48-49). 

Primary Stakeholder:  

Professional players 

According to Scholz (2019, p. 67), professional players are arguably perhaps the 

most essential stakeholders in the esports industry since, (Wong and Meng-Lewis, 

2023, p. 953) esports tournaments and league competitions rely on and are pro-

duced for professional players. Scholz and Nothelfer (2022, p. 26) state that an es-

ports athlete’s primary activity is to play competitively in video games. On the other 

hand, the fundamental motivation varies such as a hobby, training and competi-

tion, public relations efforts, and content creation, and it might be cumulative 

(Scholz and Nothelfer, 2022; VGEE, 2021). The players can be classified to operate 

in one of four levels of professionalization that are hobbyists, amateurs, semi-pro-

fessionals, and professionals, with the transition between the classifications being 

fluid (Scholz and Nothelfer, 2022; VGEE, 2021). Furthermore, according to Scholz 

and Nothelfer (2022), the professional player’s precise nature of the activity, and 

hence its legal classification is mostly dictated by its level of professionalization. 

The competitive mode or the game mode of the esports title, as well as the com-

petition conditions specified by the tournament organizer, determine the specifics 

of the activity of the professional players. Also, esports athletes do not always play 

only one esports title thus, players may occasionally simply transfer to a new es-

ports title, especially within a specific genre (pp. 26-27). Julkunen et al (2021, p. 

50) assert that esports players are gaining a more prominent position not just in 

sports entertainment, but also in business. 

Primary Stakeholder: 

Tournament organizers 

As stated by Scholz (2019), tournament organizers serve an important and distinct 

role in the esports ecosystem. Tournament organizers bring variety to the esports 

ecosystem, especially in an era of increasingly centralized league structures. Tour-

nament organizers have served as an influential force in the history of esports, es-

pecially as game developers have frequently ignored their esports titles (pp. 59-

60). Tournament organizers provide a channel for different actors and stakeholders 

to interact and do business (Julkunen et al., 2021, p. 51). They link game developers 

with their specific audiences while also working to improve the relationship be-

tween these two (Scholz, 2019, p. 60). According to Scholz and Nothelfer (2022), in 

traditional sports, tournament organizers have been sports federations, while, in 

esports, a dualism exists that is based on the game developers’ legal power and 

strategy, as they possess the exclusive and unrestricted rights to exploitation, utili-

zation, and commercialization of the video game. The game developer either or-

ganizes the competition themselves or allows a third-party organization to arrange 

it via licensing or unpaid toleration (p. 23). Although several of the world’s most 

prestigious esports tournaments and leagues are run by game developers, there is 

a worldwide ecosystem of third-party event organizers (VGEE, 2021; Colaco et al., 

2019). Tournament organizers create professional as well amateur video game con-

tests, adhering to the specifications and regulations set by the game developer 

over each video game, having a legally binding agreement, or having obtained from 

the game developer any necessary licenses or permissions needed to organize or 

broadcast each contest (VGEE, 2021, p. 26). Also, most tournament organizers 
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manage broadcasting (Scholz and Nothelfer, 2022, p. 23). Moreover, many tourna-

ment organizers have become exceedingly professional and efficient throughout 

the years (Scholz, 2019, p. 60). 

Secondary stakeholders: 

Media, investors, shareholders, sponsors, suppli-

ers, and providers 

Secondary stakeholders include such as media, investors, shareholders, sponsors, 

suppliers, and providers are additionally part of the esports ecosystem and have an 

impact on the development of the esports ecosystem (Scholz, 2020, p. 7). Media 

encompasses several distinct categories that concentrate on fan engagement 

(Colaco et al., 2019, p. 17). For investors and shareholders, their main objective is 

to profit from esports (Scholz, 2019, p. 84). The sponsors are companies and/or 

individuals who invest or otherwise sponsor events, teams, players, or a combina-

tion of these (Julkunen et al., 2021, p. 52). As stated by Scholz (2019), suppliers and 

providers can be regarded as companies or individuals who can be categorized as 

infrastructure providers that are critical in reaching consumers anywhere, they are 

and anytime they want to access esports content. Service providers who enhance 

the esports ecosystem by providing crucial services and lastly, the hardware pro-

viders who supply consumer electronics. Secondary stakeholders do not contribute 

directly to the value chain network but have a significant impact on the esports 

industry via investments or pressure for change to a specific direction (pp. 45-70). 

 

2.1.4 Esports market overview 

Since esports is fast growing and developing industry, it is necessary to briefly provide 

the most recent market overview in terms of revenue and audience. Additionally, it con-

tributes to identifying and perceiving esports impact on society. Various businesses and 

educational institutions have been collecting data on gaming and esports for several 

years, but a cohesive market analysis has proven challenging for a variety of reasons 

(Scholz and Nothelfer, 2022; Ahn et al., 2020). For instance, as stated by Scholz and 

Nothelfer (2022), trustworthy information is often absent, as many stakeholders in the 

esports industry keep their data strictly confidential for competitive reasons and data 

availability varies substantially between countries. As a result, many figures must be es-

timated and each institution collecting data in these domains does so based on its own 

definition of esports and the subject of interest. Some definitions are narrow and solely 

apply to the events side of the industry, while others are broader. Also, some institutions 

exclude some stakeholders from their calculations and some view esports as a whole, 

while others evaluate individual esports titles (p. 29). 
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According to Scholz and Nothelfer (2022), some institutions describe an esports athlete 

as someone who plays professionally, while others define it as someone who plays com-

petitively. The emphasis is frequently on the audience as an enthusiast, occasional view-

ers, and fans. However, what constitutes an enthusiast, an occasional viewer, or a fan 

differs from one surveying organization to the next (p. 30). The audience drives the es-

ports economy (VGEE, 2021, p. 39). Newzoo (2022) estimated that the worldwide es-

ports audience reached 532 million in 2022, up 8.7% year on year. The total audience 

will surpass 640 million in 2025 (p. 31), as illustrated in Figure 3.  

 

 

Figure 3. Esports audience growth (Newzoo, 2022, p. 31). 

 

Newzoo (2022) predicted that esports were on course to generate about 1.38 billion dol-

lars in revenue by the end of 2022, up from 1.11 billion dollars in 2021 which is a +16.4% 

year-on-year increase. Also, by 2025, global revenues will have surpassed 1.86 billion 

dollars, showing a compound annual growth rate of +13.4% (p. 34), as illustrated in Fig-

ure 4. However, Ahn et al. (2020) estimated the esports industry market size at 24.9 bil-

lion dollars for 2019 which included the revenue equation for each major stakeholder of 

the esports industry leading to a more precise estimate of the size of the esports market. 

Esports revenues are controlled by game publishers, who are forecast to account for 64% 

of the esports industry’s revenue (p. 1). According to Scholz and Nothelfer (2022), the 

dilemma is complicated by the fact that esports, as a part of the game industry, cannot 
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be evaluated in isolation. Even publisher revenues from esports cannot be easily sepa-

rated from other non-competitive gaming revenue of a publisher. Also, some organiza-

tions exclude some stakeholders from their calculations and other revenue streams. 

 

 

Figure 4. Esports revenue growth global / 2020-2025 (Newzoo, 2022, p. 34). 

 

2.2 Institutional theory 

According to Subbady (2013), an approach to understanding organizations and manage-

ment practices as the results of social rather than economic constraints is referred to as 

institutional theory. Because of its capacity to explain organizational behaviours that 

contradict economic rationality, it has become a prominent perspective within manage-

ment theory (p. 380). For instance, the literature on sports management has utilized in-

stitutional theory in a various context such as collegiate athletics, professional sports 

leagues, and national-level sports organizations (McCullough et al., 2015, p. 1044). Also, 

according to Subbady (2013, p. 380), it has been used to explain, for example, why some 

managerial innovations are embraced or spread throughout organizations despite their 

incapacity to improve organizational efficiency or effectiveness. Berthod (2018, p. 1) de-

fines the institutional theory as follows: 

 

“The institutional theory of organizations puts institutions at the core of the analysis of 

organizations’ design and conduct. From this point of view, organizations are local in-

stantiations of wider institutions. Institutions, understood as taken-for-granted beliefs, 
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rules, and norms, shape the creation and spreading of organizational forms, design fea-

tures, and practices. Complying with institutionalized prescriptions is considered a 

means for gaining legitimacy, decreases uncertainty, and increases intelligibility of or-

ganization’s actions and activities.” (Berthod, 2018, p. 1). 

 

As stated by Subbady (2013, p. 380), according to institutional theory, the argument is 

based on the core premise that many organizational practices are often more dependent 

on social constraints for conformity and legitimacy than on technical pressures for eco-

nomic performance. Internal and external stakeholders constantly analyse organiza-

tional personnel, apply pressure, and urge them to justify their actions, decisions, and 

strategies in order to establish their legitimacy (McCullough et al., 2015, p. 1045). Sub-

bady (2013) also state that institutional theory continues to have a major influence on 

organizational theory. It has been described as the dominant method of understanding 

organizations. For instance, in the early twenty-first century, business managers were 

more involved with issues of CSR, which can be considered as a means for managers to 

engage directly with the institutional environment (p. 383). Esports organizations can be 

considered institutions within the context of the gaming industry. They often have a for-

mal structure, management teams, financial operations, and competitive agendas simi-

lar to traditional sports organizations. Furthermore, they play a significant role in shaping 

the competitive landscape of esports and can have a strong influence on gaming culture 

and communities.  

 

2.3 Sustainable development 

Sustainable development (SD) can be regarded as a normative societal concept (Steurer 

et al., 2005, p. 275), and it outlines desirable development paths of society (Hahn et al., 

2015, p. 298). The terms SD and sustainability are frequently used interchangeably (Rug-

gerio, 2021; Isaksson, 2019), even in the academic and scientific areas (Ruggerio, 2021, 

p. 2), which is also done in this study. According to Mensah (2019), SD is a fundamental 

concept in global development policy and agenda. It provides a mechanism for society 

to interact with the environment without jeopardizing future resource availability. 
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Therefore, it is a development paradigm and a concept that calls for enhancing living 

standards without endangering the earth’s ecosystems or producing environmental 

problems, which can lead to issues such as climate change. There are three fundamental 

issues of SD which are economic growth, environmental protection, and social equality. 

Thus, the concept of SD is based on three conceptual pillars which are economic sustain-

ability, social sustainability, and ES. Economic sustainability involves a production struc-

ture that meets current consumption levels without jeopardizing future demands. Social 

sustainability includes concepts such as equity, empowerment, accessibility, participa-

tion, and institutional stability. ES is associated with the natural environment and how it 

can remain productive and resilient to support human life (pp. 6-10). 

 

As stated by Mensah (2019), historically, the concept of SD originated from the subject 

of economics. The question of whether the Earth’s limited natural resources could sup-

port the continually rising human population gained prominence in the early 1800s (p. 

6). Ruggerio (2021) states that several authors indicate that the concept of SD gained 

visibility in the early 1970s when various works warned about the need to set limitations 

to the Western development model (p. 2). The concept of SD became more visible, in 

the 1980s, as an attempt to fill in a space between environmental worries about the 

more obvious ecological repercussions of human activities and socio-political concerns 

about human development challenges (Robinson, 2004, p. 370). According to Akao 

(2022), the International Union for Conversation of Nature and Natural Resources (IUCN) 

popularized the concept of SD in its World Conversation Strategy report in 1980. The 

report emphasized ecosystem conversation and the sustainable use of living resources. 

The United Nations Brundtland Commission, formerly known as the World Commission 

on Environment and Development (WCED), was founded in 1983 to build a worldwide 

agenda to foster international collaboration toward sustainable development, extending 

this concept by emphasizing the well-being of future generations (p. 124). Mensah (2019) 

states that WCED continued its campaign for SD, culminating in the publication of the 

Brundtland Report in 1987. The concept of the needs of the world’s poor should be given 

precedence and the idea of limitations imposed by the state of technology and social 
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organization on the environment’s ability to meet present and future needs were the 

two key issues in the report (p. 7). The concept of SD has evolved into a reference for 

environmental scientific research and has taken on a paradigm aspect for development 

since it appeared in the WCED Report 1987 (Ruggerio, 2021, p. 2). According to Akao 

(2022), among the various definitions of SD, the WCED definition is the most widely used 

(p. 124): 

 

“Development that meets the needs of the present without compromising the ability of 

future generations to meet their needs.” (WCED, 1987, para. 27). 

 

According to Ruggerio (2021), most of the world community interpreted the statement 

of WCED (1987) as the new development paradigm. Nevertheless, various authors have 

exposed several problems with this definition. For instance, authors have expressed con-

cerns about the lack of precision in the definition of SD which includes the physical laws 

of nature (p. 3). One of the most noticeable aspects of the SD definition is that it signifies 

different things to different people and organizations (Drexhage and Murphy, 2010; Rob-

inson, 2004). Nonetheless, there is no general agreement on the definition of SD (Robert 

et al., 2005, p. 20). As stated by Mensah (2019), the WCED report engendered the United 

Nations Conference Environment on Environment and Development (UNCED), also 

known as the Rio Earth Summit, in 1992. The report stated that SD should become a 

priority on the international community’s agenda and the report continued to recom-

mend that national strategies be designed and developed to address the economic, so-

cial, and environmental pillars of SD (p. 7). According to Ruggerio (2021), since the Rio 

Earth Summit in 1992, the concept has become powerful and has been included in vari-

ous countries’ international treaties, national constitutions, and laws globally. Academic 

scholars from various fields have used SD in several issues and it has become the con-

ceptual base of theoretical approaches (p. 2). 

 

According to Connelly (2007), the image of three overlapping circles, each representing 

a concern related to the economy, society, and the environment, has probably been the 
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most prominent and influential manner of representing and introducing the concept of 

SD. SD is found in the three-fold overlap at the center, in which it combines the three 

areas of concern. This representation, which seems to have been established in the early 

to mid-1990s by the International Centre for Local Environmental Initiatives (ICLEI), has 

proven to be both fruitful and long-lived (p. 263). The SD is illustrated in Figure 5. 

 

 

Figure 5. The three circles of sustainable development (Connelly, 2007, p. 264). 

 

According to Robinson (2004, p. 373), several individuals in the environmental commu-

nity expressed doubts about the SD from its start. One of the concerns for environmen-

talists and researchers was the quickness with which the rhetoric of SD was adopted by 

governments and industries and applied in ways that appeared to many to move in the 

opposite direction (Robinson, 2004, p. 373). According to Dernbach and Cheever (2015), 

also the concerns about the gravity of escalating climate damage, sustainability is simply 

too late to be helpful. Nonetheless, these are not the only criticisms that SD faces (p. 

267). While some researchers argue that the concept of sustainability has lost some of 

its meaning and that its ambiguity may impede its use in research, the traditional sus-

tainability perspective allows for an analysis of both the current and potential future 

state of an emerging industry such as esports (Nyström et al., 2022, p. 13). 
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2.4 Corporate sustainability 

According to Hahn et al. (2015), a long-standing appeal has been made for the applica-

tion of the SD system-level concept to the organizational level via the concept of corpo-

rate sustainability (CS). Most academics appear to believe that CS necessitates busi-

nesses to address interrelated and interdependent economic, environmental, and social 

challenges at distinct levels (p. 297). Concisely, CS is the business version of SD (Behringer 

and Szegedi, 2016, p. 22). Nonetheless, esports is a diverse social phenomenon, but it is 

frequently viewed as a business or economic industry (Nyström et al., 2022, p. 3). Busi-

ness has a key role in managing the impacts of population on ecosystems, ecosystem 

resources, food security, and sustainable economies to reduce the load that society 

places on the environment (Montiel and Delgado-Ceballos, 2014, p. 113). Because of the 

key role of business, the concept of CS has emerged. (Hahn et al., 2015, p. 298,). 

 

Steurer et al (2005) state that CS is a business guiding model that addresses an enter-

prise’s economic, social, and environmental performance. SD implies that business en-

terprises implement business strategies and activities that fulfil the demands of the en-

terprise and its stakeholders now while conserving, sustaining, and enhancing the hu-

man and natural resources that will be required in the future (p. 274). CS embraces the 

idea that business enterprises face a variety of demands to fulfil societal-level objectives, 

all of which appear desirable and acceptable in isolation but are inexorably linked and 

internally interdependent (Hahn et al., 2015, p. 298). According to Steurer et al. (2005, 

p. 274), the IISD et al. business-level definition of SD in 1992 is often referred to as CS. 

Nevertheless, several definitions of CS have been used in various research (Montiel and 

Delgado-Ceballos, 2014, p. 119). There is no universally accepted definition of CS (Hahn 

et al., 2015, p. 298). IISD et al (2001, p. 1) define CS as follows: 

 

“For the business enterprise, sustainable development means adopting business strate-

gies and activities that meet the needs of enterprise and its stakeholders today while 

protecting, sustaining and enhancing the human and natural resources that will be 

needed in the future.” (IISD, WBCSD, Deloitte and Touche, 2001, p. 1) 
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According to Epstein et al. (2014), the scope of corporate responsibility is shifting. The 

question of whether business enterprises should consider their sustainability or the ef-

fects of their activities on their stakeholders is no longer debatable. The challenge has 

shifted from “whether” to “how” to incorporate the corporate social, environmental, 

and economic consequences of sustainability into daily management decisions. It is now 

about how to be more socially responsible or sustainable and how to effectively engage 

business stakeholders. It is about the specific activities that managers may execute to 

effectively cope with the dilemma of attempting to increase both organizational sustain-

ability and financial performance at the same time. This involves concerns about CSR for 

business enterprises (p. 23). Business enterprises are increasingly considering CS condi-

tions to be essential components within their portfolios of economic activities, either 

selectively handled through CSR or integrated into comprehensive strategic considera-

tions (Gerner, 2019, p. 2), as illustrated in Figure 6. 

 

 

Figure 6. Corporate (Social) Responsibility subsumed under Corporate Sustainability 
(Gerner, 2019, p. 2). 

 

As stated by Epstein et al. (2014), businesses are increasingly becoming more sensitive 

to social, environmental, and economic challenges, as well as stakeholder concerns, and 

are striving to be better corporate citizens. The crucial relevance of managing and con-

trolling the business's social, environmental, and economic performance has become 

increasingly clear to businesses. When businesses fail to address the societal repercus-

sions of their activity, the results are typically severe. Many business's reputations have 

suffered because of negative sustainability implications (p. 24). 
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2.4.1 Sustainability in esports 

Sustainability is a general challenge in the modern age, and it is also true for esports 

(Scholz and Nothelfer, 2022, p. 9). Esports sheds light on the issue of sustainability in a 

digital society (Scholz and Nothelfer, 2022; Nyström et al., 2022). The SD is becoming 

crucial for all organizations (Isaksson, 2019, p. 1173). Today, sustainability is expected of 

all organizations, and it is also largely regarded as an ethical manner to conduct business 

(Florin-Samuelsson et al., 2022, p. 83). Therefore, we can expect sustainable and respon-

sible actions from esports organizations as well (Kaillinen-Kuisma and Auvinen, 2022, p. 

48). According to Scholz and Nothelfer (2022), SD implies that esports organizations 

need to utilize sustainable business models and integrate social and environmental ele-

ments into the ecosystem. However, sustainability factors do not appear to be prioritized 

in the esports industry in the current rapid growth that the esports industry is experi-

encing (p. 46). Nonetheless, we may consider this as a possibility for learning how to 

accomplish environmental, social, and economic sustainability effectively in esports 

(Scholz and Nothelfer, 2022; Nyström et al., 2022). 

 

A current topical issue in the esports industry regards its sustainability (Nyström et al., 

2022; Scholz, 2019), and it has been a crucial element of corporate strategies and busi-

ness models within the esports industry (Nyström et al., 2022; Ashton, 2019). According 

to Nyström et al. (2022), sustainability will become more important for all stakeholders 

as esports grows, even though several actors in the esports ecosystem lack sustainability. 

Historically, sustainability in esports has been focused on industry stability and corporate 

growth. The sustainability concepts in esports, economic sustainability refers to the 

more efficient use of resources in the pursuit of economic progress, while ES refers to 

the preservation and enhancement of natural support systems and services for current 

and future generations. Social sustainability refers to individuals’ physical well-being and 

basic needs, as well as quality of life and equity (p. 3). A simultaneous focus on economic, 

social, and environmental pillars is the basis for SD (Völkel, 2021, p. 12). As illustrated by 

the model of sustainability, all the dimensions benefit from and support one another 

(Nyström et al., 2022, p. 3). Sustainability concepts in esports are illustrated in Table 4. 
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Table 4. Sustainability concepts in esports (Nyström et al., 2022, p. 3). 

 

 

As stated by McCauley (2022), because of its inventive, digital, and widespread character, 

esports are increasingly influencing the realms of sports, technology, business, and cul-

ture. Nonetheless, it is still dealing with a fragmented ecosystem powered by a plethora 

of passionate and driven individuals all seeking a sustainable future. Therefore, it is more 

crucial than ever that esports create a future based on the three main pillars of SD as it 

becomes a more widespread phenomenon with a younger audience (p. 4). According to 

Nyström et al. (2022), if esports are to become sustainable, both practitioners and re-

searchers must put effort into addressing these mentioned concepts. The ability of es-

ports to survive and thrive is largely determined by how well industry stakeholders ad-

dress these concepts (pp. 2-12). However, a potential conflict of interest between the 

game developer and other stakeholders could jeopardize the esports industry’s sustain-

ability (Flegr and Schmidt, 2022, p. 638). 

 

2.5 Corporate social responsibility 

Businesses are increasingly considering CS conditions through CSR (Gerner, 2019, p. 2). 

CSR is a voluntary managerial approach to SD (Behringer and Szegedi, 2016; Steurer et 

al., 2005). CSR as a business model, fosters business contributions to SD, that is, it estab-

lishes a balance between economic interests, environmental needs, and social expecta-

tions by incorporating the principle of SD into the business strategy (Behringer and Sze-

gedi, 2016, pp. 21-22). According to Kanji and Chopra (2010), CSR is an essential compo-

nent of a business’s operations in which it voluntarily contributes to society in the form 
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of economic, environmental, ethical, and social investments. Hence, the CSR means 

managing a business in a socially responsible manner in which the business: 

 

• Pursues ethical employment and labour practices by enhancing workplaces; 

• Is involved in the development of local communities and communicates with af-

fected communities on the consequences of its actions and products; 

• Invests in the development of social infrastructure; 

• Contributes to a healthier natural environment as well as its protection and sus-

tainability; and 

• Contributes to overall economic development through corporate governance (p. 

120). 

 

As stated by Kanji and Chopra (2010), organizations then should measure these compo-

nents to have a positive and proper impact on both society and the organization. Proper 

CSR refers to a corporation maximizing its positive effect on society while simultaneously 

maximizing its profitability. In a nutshell, CSR is about corporations making a positive 

contribution and providing back to society (p. 120). CSR is illustrated in Figure 7. 

 

 

 

Figure 7. Cyclical matrix of corporate social responsibility (Kanji and Chopra, 2010, p. 
121). 
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EC (2011) proposed a simpler definition of CSR in 2011 and outlined what a company 

should do to meet that responsibility. When CSR is completely incorporated into com-

pany strategy, it is most likely to contribute to the business's long-term success (pp. 1-3). 

EC (2011, p. 1) defines CSR as follows: 

 

“The responsibility of enterprises for their impact on society.” (EC, 2011, p. 1). 

 

Nevertheless, according to Sheehy (2015, p. 625), CSR is both complex and difficult to 

define. Many scholars and practitioners note that understanding the meaning of CSR is 

difficult since the concept can easily be understood as covering practically everyone and 

everything, and because the concept keeps evolving, primarily in response to stake-

holder claims (Steurer et al., 2005, p. 274). One confounding aspect of the concept of 

CSR is that it signifies different things to different people (Lyon and Maxwell, 2007, p. 3). 

While the concept of CSR is frequently used in management theory and practice, a uni-

versally recognized definition remains elusive (Preuss, 2023, p. 5) thus, there is no widely 

accepted definition of CSR (Behringer and Szegedi, 2016; Watts and Holme, 1999).  

 

2.5.1 Corporate social responsibility in esports 

Razer (2023), a gaming hardware provider in the esports industry conducts quarterly CSR 

activities to help the global fight against climate change. In addition, Razer has launched 

a global donation matching scheme to encourage employee donations to environmental 

initiatives (p. 25). Also, esports event organizer the ESL FACEIT Group (EFG) states that 

CSR is a vital focus area for them. The EFG has launched GGFORALL, a long-term program 

to inspire improvement through esports and gaming, to maximize their efforts. 

GGFORALL works across five segments which are universal participation, eliminating tox-

icity, mental and physical well-being, environmental impact, and fair play for all (2023). 

However, according to Hayday et al. (2022), CSR agendas are in their initial stages in es-

ports business models. Kelly et al. (2022) state that the esports industry has the potential 

to adopt a CSR policy to generate positive effects. For example, influence the conduct of 

others, including spectators and commercial partners, as the football club Manchester 



44 

United attempts to accomplish through its own CSR policy (p. 160), or as football club 

Inter Milan (2023). Moreover, Saiz-Alvares et al. (2021, p. 14) emphasize the esports in-

dustry’s CSR potential and that increased CSR policies in the esports industry could pro-

duce social change and fight poverty in the most economically disadvantaged locations, 

especially during times of upheaval due to the epidemic. 

 

2.6 Environmental sustainability and esports 

According to Mensah (2019), the ES concept is associated with the natural environment 

and how it can remain productive and resilient to support human life. ES is related to 

ecosystem integrity and the natural environment’s carrying capacity. It necessitates the 

use of nature’s resources as a source of economic inputs as well as a waste sink in a 

sustainable manner. Moreover, the implication is that natural resources must be col-

lected no more rapidly than they can replenished, and waste must be emitted no quicker 

than it can be assimilated by the natural environment (p. 10). As stated by Nyström et al. 

(2022), the ES concept in esports refers to “The maintenance and improvement of natu-

ral supports systems and services for current and future generations of living creatures”. 

ES in esports deals with, for example, the responsible consumption of natural resources, 

such as the utilization of sustainable technologies and energy-efficient practices within 

video gaming and competitive events (pp. 3-13). Thus, as stated by Kanji and Chopra 

(2010), the company contributes to a healthier natural environment as well as its pro-

tection and sustainability. There is a broad agreement that business has an ethical re-

sponsibility to the natural environment (pp. 120-124). 

 

Rashid et al. (2015, p. 705) state that several scholars have eventually adopted the the-

oretical model of CSR while endeavouring to further research other crucial new dimen-

sions of CSR like the environmental dimension. As stated by Rahman and Post (2012), 

environmental corporate social responsibility (ECSR) is an essential and distinct compo-

nent of the comprehensive concept of CSR (p. 307). The ECSR emphasizes environmental 

waste reduction, pollution prevention, and environmental management implementation 

for fostering ecological well-being (Alam and Islam, 2021, pp. 1-2). According to Rahman 
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and Post (2012), ECSR in general, focuses on firm-specific measures, both compliance 

and preventative, to limit these companies’ negative environmental impact. However, 

scholars have interpreted the ECSR in a variety of ways. Existing ECSR definitions in the 

literature indicate that the concept is multidimensional (pp. 307-308). Lyon and Maxwell 

(2007, p. 3) define ECSR as environmentally friendly practices that go beyond legal obli-

gations by offering public goods privately or internalizing negative externalities. Other 

individuals have defined ECSR as environmentally friendly practices that go beyond legal 

obligations by offering public goods privately or internalizing negative externalities (Rah-

man and Post, p. 307). Mazurkiewicz’s (2004, p. 7) definition of ECSR is: 

 

“The duty to cover the environmental implications of the company’s operations, prod-

ucts, and facilities; eliminate waste and emissions; maximize the efficiency and produc-

tivity of its resources; and minimize practices that might adversely affect the enjoyment 

of the country’s resources by future generations.” (Mazurkiewicz, 2004, p. 7). 

 

Nevertheless, according to Alam and Islam (2021), companies are increasingly recogniz-

ing the strategic benefits of incorporating environmental concerns into their CSR opera-

tions. It has been found that the development of new environmentally sustainable prod-

ucts and business processes results in increased efficiency in terms of resource invest-

ment, improved market, better business branding, higher sales, and sustained competi-

tive advantages (p. 1). However, ES is currently not perceived as a relevant topic in es-

ports (Nyström et al., 2022, p. 13), even though, esports highlights one of the most sig-

nificant problems of digitalization, the ES (Scholz and Nothelfer, 2022, p. 9). As stated by 

the Esports Research Network (ERN), considering the global climate crisis, ES in esports 

is mostly ignored, with only a few organizations addressing the issue (2022). Esports 

stakeholders should not continue to ignore these problems, which calls into question the 

esports industry’s seemingly endless expansion (Nyström et al., 2022, p. 13). Nonethe-

less, as understanding the environmental effects of the gaming and esports industries 

grows, the environmental dimension of sustainability will undoubtedly become a key as-

pect of esports in the future (ERN, 2022).  
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2.6.1 Role of esports in environmental sustainability 

Esports has the power and potential to have a vital role in ES. Esports and gaming are 

effective platforms for connecting, raising awareness, and making a contribution to the 

fight against climate change in all parts of the complex ecosystem (GEF, 2021). According 

to Playing for the Planet (P4TP) (2023a), around 2.8 billion people worldwide play video. 

The gaming industry reaches one in three people worldwide, making it an ideal platform 

for displaying and spreading essential environmental messaging (pp. 8-9). P4TP (2023b) 

conducted their largest survey ever in 2022 which reached over 380 000 players across 

11 games and discovered that video games can inspire positive behaviours and attitudes 

toward the environment in real life. More than 81% of video gamers want to see more 

environmental content in video games and more than two-thirds of those surveyed had 

contemplated changing their behaviour because of in-game environmental content. Ad-

ditionally, around 80% of gamers are concerned that environmental issues are affecting 

them now and will in the future, indicating a genuine desire for action (pp. 12-45).  

 

As stated by Hayday et al., because the esports industry is connected with innovation 

and transnational connectivity, stakeholders in the industry recognize their responsibili-

ties to contribute to a low-carbon future and combat the effects of climate change. Es-

ports has been identified as a cultural phenomenon capable of influencing and mobiliz-

ing climate change knowledge and behaviour. Nonetheless, esports platforms have been 

recognized to be highly influential in disseminating knowledge and reinforcing vital mes-

sages about climate change and other critical environmental challenges (2022).  

 

Esports fans form ties with teams in the same way that traditional sports fans do, and 

esports franchises that use localization can generate fans with stronger identification 

and emotional attachment to the team (Ross and Fisackerly, 2023, p. 3). According to 

Julkunen et al. (2021), every week, hundreds of millions of people across the world 

watch esports on various platforms and channels. Every month, more than 100 million 

users watch esports on the popular video game streaming site Twitch. Also, game devel-

oper Riot Games reported that their League of Legends esports finals in 2018 had 99.6 
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million spectators globally, and the events were broadcast in 19 languages and across 

more than 30 platforms and TV channels (p. 40). Regarding the player count, the game 

League of Legends in 2022, had more than 150 million active players played nearly every 

month (Kicurovski, 2023). According to most estimations, the game Fortnite has over 80 

million monthly active players (Ashley, 2023). The game Counter-Strike: Global Offensive 

has a monthly player count average of around 700 000 to 900 000 total players (Morris, 

2023). As of 2023, the game Dota 2 has had an average of roughly 455 000 players online 

at any given time (Wong, 2023). Thus, esports has an enormous innovative ability to 

mobilize its massive esports user base to generate traction for climate change and dis-

cussion efforts (Hayday et al., 2022). The expanding esports community will have an 

enormous effect on gaming’s future (Jayasingha, 2022, p. 9). 

 

As stated by Ludwig et al. (2022), the European esports fan base is typically young, di-

verse, value-conscious, digitally native, and becoming increasingly rare on traditional 

communication channels. The most frequent European esports consumers are the highly 

desirable Millennials and Generation Z and esports stakeholders access and initiate in-

teractions with esports spectators of such ages. European esports spectators have a high 

level of understanding of social and lifestyle topics (p. 12). The youthful esports audience 

is the demographic most impacted by climate change and they are typically acutely 

aware of the issue (ERN, 2022).  

 

2.6.2 Esports impact on the environment 

Academic studies have already highlighted the detrimental effects of digital infrastruc-

tures and video games on the environment (Besombes, 2022; Nyström et al., 2022). 

However, little is understood about how esports affects the environment (Besombes, 

2022; Nyström et al., 2022). According to Ross and Fisackerly (2023, p. 1), there is a lack 

of knowledge regarding esports and its environmental impact, and it is a critical gap, 

particularly as we attempt to gain a better understanding of the industry’s role in, and 

threats from climate change. Below is considered and demonstrated the impact of es-

ports on the natural environment. 
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In-person events in esports can be conducted in public assembly venues, with the com-

petitions streamed for an audience outside the venue itself (Ross and Fisackerly, 2023; 

Chaloner, 2020). As Ross and Fisackerly (2023) state, in-person esports events and ven-

ues necessitate the use of electricity to power the event facility because the hardware is 

necessary for esports. Also, water, raw materials, food, chemicals, and other natural re-

sources are extracted from the environment to run the venue and event, as well as ac-

commodate players, officials, and spectators. This then generates, garbage and recycla-

bles from attendees, which must be appropriately disposed of to prevent burdening the 

natural ecosystem with additional human-generated wastes. Therefore, in-person es-

ports events and venues generate waste and emissions that are going to have a negative 

effect on the environment (pp. 3-4). 

 

Ross and Fisackerly (2023) state that fuel is going to be used due to the transportation 

of people and materials to in-person esports events and venues which then produces 

greenhouse emissions. Transportation is regarded as one of the most damaging to the 

environment because it is one of the main sources of greenhouse emissions (pp. 3-4). 

According to European Environment Agency (ENEA), transportation accounts for around 

25% of the European Union (EU) total greenhouse gas emissions (2023). It is estimated 

that spectators travelling to a single traditional sporting event contributed as much as 

55% of total greenhouse gas emissions (Ross and Fisackerly, 2023; Collins et al., 2009), 

with athlete and team travel accounting for 24% of their overall greenhouse gas emis-

sions (Ross and Fisackerly, 2023; Dolf and Teehan, 2015). As stated by Besombes (2022), 

France Esports conducted research to study and estimate the carbon footprint of the 

largest French LAN and the focus was on mobility. The total carbon footprint of the event 

was estimated to be 72 tons, with 66 tons of CO2 equivalent from participant's long-

distance travel to and from the event and 6 tons of CO2 equivalent from local mobility, 

meaning travel from their accommodation to the venue during the stay (pp. 19-20).  

 

According to Ross and Fisackerly (2023), another aspect of esports environmental impact 

is the utilization of hardware and software. Video games generate and retain massive 
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amounts of data through their connectivity, data exchange, and high-resolution stream-

ing (p. 4). In 2016, global online gaming traffic hit 915 petabytes per month, making it 

the world’s fastest-growing data usage sub-segment and this data flow creates carbon 

emissions (Patterson and Barratt, 2019, p. 20). This necessitates a significant amount of 

electricity to power servers (Ross and Fisackerly, 2023; Gordon, 2020). The energy con-

sumption of the video game industry was estimated to be 34 terawatt hours a year alone 

in the United States (US) in 2016, equivalent to the energy consumption of over 5 million 

cars (Ross and Fisackerly, 2023; Mills et al., 2019). Moreover, as stated by Mills et al. 

(2019), in 2016, the collective energy demand in the US for computer gaming amounted 

to 2.4 % of total home electrical energy use, or almost 85 million refrigerators (p. 172). 

Furthermore, game purchasing has transitioned away from physically packaged games 

and toward digital downloads, and from 2009 to 2017, digital sales in the US increased 

from 20% to 79% (Patterson and Barratt, 2019, p. 20). This massive data flow also gen-

erates several hundred tons of carbon emissions per year from every server farm (Ross 

and Fisackerly, 2023; Gordon, 2020). According to the International Energy Agency (IEA), 

data centers and data transmission networks account for 1% of all energy-related green-

house gas emissions globally (2023). All these server farms need to be constructed and 

expanded as more internet-connected individuals connect with more data-demanding 

needs, contributing to internet pollution (Ross and Fisackerly, 2023, p. 4).  

 

Additionally, every video game needs to be developed for esports to exist (Ross and 

Fisackerly, 2023, p. 4). Several esports titles are constantly updated, and new content is 

distributed frequently (Ross and Fisackerly, 2023; Scholz, 2019). Additionally, games have 

a limited lifespan and cannot be guaranteed to appear in a competitive setting indefi-

nitely (Völkel, 2021; Jalonen, 2019). As stated by Jalonen (2019), unlike in traditional 

sports, institutional structures in esports are still being developed and dynamic. Football 

has been played in its current form for over a century, so any reforms to propel the sport 

forward will take time. One of the most notable distinctions between traditional sports 

is the power of game developers to set the substance of esports events. Football is not 

a specific operator’s intellectual property, but a video game, for example, is a product 
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developed and controlled by a game developer, and any rule changes in the game are 

made by the company, not an international sports association (p. 309). Moreover, as 

stated by Jalonen (2019), esports dynamic nature generates constant change and pro-

gress, new games emerge, and old ones perish. Nobody knows which game will pique 

people’s interest in 2024 (p. 309). 

 

Moreover, as stated by Patterson and Barratt (2019), most electronic hardware gadgets 

last only five years on average over the world, e-waste generation is rapidly increasing, 

from 50 million tons in 2019 to a projected 120 million tons by 2050. Electronic waste or 

e-waste represents one of the world’s fastest-growing streams of waste and less than 20% 

of e-waste is recycled globally. Personal gadgets such as PCs, mobile phones, tablets, and 

televisions, which are also utilized as gaming hardware, account for half of all e-waste (p. 

20). Most of the hardware needed required the mining and extraction of rare elements, 

minerals, and petroleum-based materials, especially plastics (Ross and Fisackerly, 2023; 

Gordon, 2020). These materials are eventually shipped throughout the world which con-

tributes to the transportation emissions, further for assembly, distribution, and usage 

(Ross and Fisackerly, 2023, p. 4). Because of the never-ending update loop, possible non-

recyclable materials are repeatedly sourced, used, and discarded (Ross and Fisackerly, 

2023; Patterson and Barratt, 2019). The Shift Project (2019, p. 4) estimated that the in-

ternet, gadgets, servers, and infrastructure were responsible for 3.7% of the global 

greenhouse gas emissions in 2019. Since new console editions, software versions, and 

updates are being published regularly by game developers, this loop of hardware and 

software upgrades should be expected to continue in the future (Ross and Fisackerly, 

2023; Patterson and Barratt, 2019). 

 

According to Planet Mark, the English esports organization Fnatic reported its carbon 

footprint for the entire year of 2021. Reporting boundaries included London, Berlin, and 

Belgrade. The emission sources included electricity, transmission and distribution losses, 

natural gas, waste only from the London site, business travel, paper only from the Lon-

don site only, and homeworking only London site and excluded from the total footprint. 
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The report included 85 Full-Time Equivalent employees. The location-based total carbon 

footprint was 32 100 tons of CO2 and the total carbon footprint per employee was 0.4 

tons of CO2. The market-based total carbon footprint was 35 400 tons of CO2 and the 

total carbon footprint per employee was 0.4 tons of CO2 (2022). According to Walker, 

Esports Insider, calculated by utilizing data that was publicly accessible that American 

esports organization FaZe Clan CS:GO game team generated a total of 100 tons of CO2 

alone in 2022 due to flights, facility maintenance, and other travel. Walker noted that it 

all builds up over each professional esports organization and each game. There are more 

issues since merchandise sales are an important source of revenue for professional es-

ports organizations, yet polyester, the favoured material for most team jerseys, is not 

biodegradable and causes millions of tonnes of microplastic pollution every year. Addi-

tionally, there are also sponsors and investor entities with a poor track record of ES that 

are increasingly turning to esports to alter their image (2022). Furthermore, Danish es-

ports organization Astralis (2023, p. 9) stated in their 2022 annual report that with more 

than 100 professional gaming stations, a retail store, and facade lighting, Astralis Nexus’s 

two-story flagship store has an energy consumption above average.  

 

As stated by Ross and Fisackerly (2023, p. 5), when researching esports in broad terms, 

it is possible to recognize that it requires environmentally sensitive resources while gen-

erating environmentally detrimental byproducts such as wastes and discharges, emis-

sions, and chemical pollutants. Also, esports competition requires equipment and soft-

ware such as competitive equipment, venue equipment, data analytics, broadcast, and 

streaming among other technology requirements thus, there is a large emphasis on the 

development of hardware and software as a part of the competition in esports (Ross and 

Fisackerly, 2023; Chaloner, 2020). Thus, Ross and Fisackerly (2023) state that we can be 

certain that esports have an impact on the environment, particularly in the context of 

climate change. Nonetheless, more research is needed to scientifically evaluate esports 

environmental impact and guarantee that esports decrease their impact on the environ-

ment (p. 6). 
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2.7 Conceptual framework of the study 

According to Tamene (2016), a conceptual framework is a network of interconnected 

concepts that enable a broad understanding of a phenomenon (p. 51). Nonetheless, 

there is no end to organizational activity to mitigate environmental issues, and organiza-

tions approach these concerns in a variety of ways (McCullough et al., 2015, p. 1044) 

thus, not every aspect can be covered, and limits must be set in order to keep the study 

tidy. Hence, the themes identified based on the literature review and utilized are green 

facilities and operations, equipment and gear choices, travel and transportation prac-

tices, waste reduction and recycling, partnerships and collaborations, projects and initi-

atives, and communication and reporting. These themes support the research question 

by opening the conversation to relevant topics. The conceptual framework of this study 

is demonstrated in Figure 8. 

 

 

Figure 8. Conceptual framework of the study (Author’s own, 2023). 
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3 Research methodology 

This chapter describes the research methodology of the study. The structure and the 

content of this chapter is based on the “research onion” which was coined by Saunders 

et al. (2019, p. 130). “Research onion” is illustrated in Figure 9. The chapter focuses on 

presenting the philosophy, approach, method, strategy, data collection method, data 

analysis method, reliability and validity, and the case companies as well as interviewees. 

 

 

Figure 9. The research ‘onion’ (Saunders et al., 2019, p. 130). 

 

3.1 Research philosophy 

According to Saunders et al. (2019), a research philosophy is a set of beliefs and assump-

tions regarding the development of knowledge. When a researcher embarks on research, 

it develops knowledge in a specific field. The researcher is embarking upon may not be 

a new theory, but even by addressing a specific problem in a particular organization, the 

researcher is nonetheless, developing knowledge. At every stage of the research, 

whether the researcher is conscious of them or not, the researcher will make a variety 

of assumptions. These include ontological assumptions which refer to assumptions re-

garding the realities encountered in the research, epistemological assumptions which 
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refer to human knowledge, and axiological assumptions, concerning the level and man-

ner in which the researcher's own values influence the research method. The assump-

tions inevitably impact how a researcher understands its research question, the meth-

odologies utilized, and the interpretation of findings. Additionally, the assumptions must 

be distinguished as a multidimensional set of continua such as objectivism and subjec-

tivism. Objectivism includes the assumptions of the natural science, stating that the so-

cial reality that we study is external to us and others. Subjectivism includes assumptions 

from the arts and humanities, claiming that social reality is formed by the views and 

actions of social actors, the people (pp. 130-137). Therefore, a researcher must select 

the philosophy within which it will operate, comprehend the nature of their chosen phi-

losophy, and demonstrate its philosophy selection in their writing (Ponelis, 2015, p. 538).  

 

The research philosophy of this research is interpretivism. According to Saunders et al. 

(2019), interpretivism emphasizes that humans are distinct from physical phenomena 

since they generate meaning, and these meanings are studied. The purpose of interpre-

tive research is to produce new, deeper comprehensions and interpretations of social 

settings and contexts. For business and management researchers, this entails viewing 

organizations through the eyes of different groups of people (pp. 148-149). According to 

Ponelis (2015), ontologically, interpretivist philosophy contends that all observation is 

both theory- and value-laden and that exploring the social world is not, and cannot be, 

the pursuit of detached objective truth. Epistemologically, the interpretivist philosophy 

viewpoint is that our understanding of reality is a social construction created by human 

actors. Axiologically, interpretivist philosophy prioritizes relevance over rigour (p. 538). 

The interpretive research philosophy is characterized by a desire to understand the world 

as it is from a subjective point of view, and it seeks an explanation within the participant's 

frame of reference rather than the objective observer of the activity (Saunders et al., 

2019, p. 149). This study is conducted in the field of business and management, and 

(Saunders et al., 2019, p. 149) the interpretivism philosophy is highly proper for this field 

because not only are business situations complex, but they are frequently unique, in 

terms of context. This statement supports the research philosophy chosen for this study. 
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3.2 Research approach 

According to Saunders et al. (2019), a research project will involve the use of theory. The 

extent to which the research focuses on theory testing or theory development poses an 

essential question for the researcher to answer about the design of the research project. 

This is often portrayed as an approach to the reasoning the researcher adopts. The rea-

sonings are deductive, inductive, or abductive. The deductive approach starts with a the-

ory, often developed from reading the academic literature, and the researcher designs a 

research strategy to test the theory. In the inductive approach, research begins with data 

collection to explore a phenomenon, and the researcher generates or builds a theory, 

frequently in the form of a conceptual framework. The abductive approach is a combi-

nation of both. In the abductive approach, the researcher collects data to explore a phe-

nomenon, identify themes, and explain patterns in order to build a new or modify an 

existing theory, which is then tested using further data collection (pp. 152-156). 

 

This study’s approach is abductive. Theories on institutions, SD, CS, and CSR are estab-

lished and widely available thus, the deductive approach is used in these parts of the 

study’s theoretical background. On the other hand, regarding the esports linkage to the 

established theories, according to the detailed literature review, prior research is scant 

thus, an inductive approach is utilized. Additionally, the conceptual framework is formu-

lated with an inductive approach. 

 

3.3 Research method 

According to Saunders et al. (2019), the research design is vital in research projects when 

designing research and achieving methodological coherence. The research design is the 

general plan for how the researcher will approach answering the research question. It 

will include clear objectives drawn from the research question, the source, or sources 

from which the data is collected, how the researcher proposes to collect and analyse this 

data, and a discussion of ethical considerations and the limitations faced. Most im-

portantly, it should demonstrate that the researcher has carefully considered the 
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elements of specific research design. The first methodological choice is what kind of re-

search method the researcher follows (pp. 172-174). According to Greener (2008, p. 15), 

there are numerous methods for conducting business research. However, as stated by 

Saunders et al. (2019), the three common research methods are quantitative, qualitative, 

or mixed methods. One approach to distinguish quantitative from qualitative research is 

to differentiate between numerical data such as numbers and non-numerical data such 

as words and audio recordings. With this approach, quantitative is frequently used as a 

synonym for any data collection method, such as a questionnaire, or data analysis 

method, such as graphs or statistics, which generate or utilize numerical data. On the 

other hand, qualitative is frequently used as a synonym for any non-numerical data col-

lection method such as interviews or data analysis methods such as categorizing data 

that generates, or uses non-numerical data. Furthermore, many business and manage-

ment research designs can have both quantitative and qualitative features, which is re-

ferred to as mixed methods (p. 175).  

 

As stated by Eriksson and Kovalainen (2008), the research method chosen by the re-

searcher should be proper for answering the research question formulated by the re-

searcher earlier. Thus, the research question determines the methodologies used and 

the type of research setting (p. 27). As a result, the chosen research method in this study 

is the qualitative method. The qualitative research method focuses on the interpretation 

and understanding of the issues that are being researched (Eriksson and Kovalainen, 

2015), and since the primary aim of this study is to gain a better understanding of ES 

efforts made within EBEOs, it supports the research method chosen for this study. As 

stated by Greener (2008), when attempting to understand what is happening in an or-

ganization or other group of people, it rarely makes sense to look just at numerical meas-

ured data. Thus, there is a need for qualitative method studies, which look at people’s 

subjective perceptions, experiences, or interpretations as this will affect both day-to-day 

and long-term strategic operations within organizations (p. 80). Even though this study 

focuses on the operations of businesses, personnel are responsible for the business ac-

tions implemented within these organizations. 
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Saunders et al. (2019) state that the research can be designed to fulfil either exploratory, 

descriptive, explanatory, evaluative purposes, or a combination of them. The re-

searcher’s approach to formulating the study’s research question will inevitably involve 

exploratory, descriptive, explanatory, or evaluative research (p. 186). This study’s design 

is exploratory in nature. Exploratory studies arise when little is known about a certain 

phenomenon, previous research results are ambiguous or have major limitations, the 

topic is complicated, or there is insufficient theory to guide the development of a theo-

retical framework (Sekaran and Bougie, 2016, p. 43). As demonstrated earlier in this 

study, the esports phenomenon is complicated. There is a lack of data produced and 

published in the field of esports and there is a thin shared comprehension in the recent 

esports’ literature of business approaches including the structure of the esports business 

environment. Additionally, sustainability in esports has received little attention in aca-

demia, and there is, particularly, a lack of research on ES themes in esports. Therefore, 

this study fulfils exploratory purposes. Exploratory research questions usually begin with 

‘What’ or ‘How’ (Saunders et al., 2019, p. 186). The formulated research question of this 

study is “What kind of environmental sustainability efforts are made within European-

based esports organizations?” hence, the research question is aligned with an explora-

tory nature. Qualitative methods are frequently used in exploratory research (Sekaran 

and Bougie, 2016, p. 43). As stated by Saunders et al. (2019), an exploratory study is 

especially useful if the researcher wants to clarify an understanding of an issue, problem, 

or phenomenon, for example, if the researcher is unsure of its specific nature. Also, ex-

ploratory research has the advantage that it is flexible and adaptable to change (p. 187). 

Moreover, the focus of the exploratory study is broad at the beginning and becomes 

narrower as the research progresses (Sekaran and Bougie, 2016, p. 43). 

 

3.4 Research strategy 

Saunders et al (2019) state that a strategy, in general, is a plan of action to achieve a goal. 

A research strategy is thus a plan for how the researcher intends to answer the research 

question. It is the methodological connection between philosophy and the subsequent 

method of data collection and analysis. Experiment, survey, archival and documentary 
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research, case study, ethnography, action research, grounded theory, and narrative in-

quiry are just a few of the research strategies that have emerged as a result of different 

research traditions. The research question and objectives are going to guide the research 

strategy selection process. Additionally, the coherence by which these are related to phi-

losophy, research approach, and purpose. Moreover, considering the depth of current 

knowledge, the amount of time and other resources available, and access to possible 

participants, and other data sources. Nonetheless, these strategies should not be viewed 

as mutually exclusive (pp. 189-190). 

 

Qualitative research is related to several strategies (Saunders et al., 2019, p. 180), but an 

often-used strategy with qualitative research is a case study (Rashid et al., 2019, p. 2), 

which is the strategy utilized in this study. Additionally, the case study strategy is most 

often used in exploratory research (Saunders et al., 2007, p. 139), and since this study is 

designed to fulfil exploratory purposes, it supports the selection of the research strategy. 

Moreover, as stated by Saunders et al. (2019), the digitalization of data and the estab-

lishment of online archives, as well as open data initiatives by governments and busi-

nesses have expanded the opportunities to utilize an archival and documentary research 

strategy. This implies that such materials can now be accessed online from anywhere in 

the world and could provide considerable scope in designing a research project that uti-

lizes a variety of secondary data sources (p. 195), and thus, archival and documentary 

research strategy is utilized within a case study strategy in this study. 

 

According to Rashid et al. (2019, p. 2), the case study explores the phenomena in-depth 

within its naturally occurring context, with an understanding that context makes a differ-

ence. In case study research, the term case can refer to a person, a group, an organiza-

tion, an association, a change process, an event, or a variety of other case subjects (Saun-

ders et al., 2019, p. 196). In this study context, the term refers to an organization. A case 

study strategy has the potential to provide insights from intensive and in-depth research 

of phenomena in their real-life context, resulting in rich, empirical descriptions and the 

development of theory (Saunders et al., 2019, p. 197). Hence, the case study strategy 
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assists in answering the research question, achieving the aims and objectives, and ful-

filling the ambition. According to Saunders et al. (2019), it is also necessary to determine 

the nature of the case study strategy, which can be divided into two dimensions. The first 

dimension is single case and multiple cases. The second dimensions are holistic case, and 

embedded case (p. 198). This study is conducted as a multiple case study. As stated by 

Yin (2017), a multiple-case study consists of two or more cases or replications across the 

cases that are used to analyse the same phenomenon. Also, Yin (2017) states that the 

multiple case study can generate compelling evidence. According to Saunders et al. 

(2019), the second dimension refers to the unit of analysis. If the research is only con-

cerned with the organization as a whole, it is approached as a holistic case study (p. 199), 

which is the case in this study. 

 

According to Saunders et al. (2007), archival and documentary research utilize adminis-

trative records and documents as the main sources of data (p. 143). However, even 

though archival and documentary research uses documents as the main sources of data, 

in this study, the archival data has been collected to bring a general understanding of the 

matter and with the help of interviews, it is possible to refine and specify the information 

obtained on the basis of the documents. Nonetheless, as stated by Saunders et al. (2007), 

the term archival can refer to both recent and historical documents. Textual documents 

contain communications between individuals or groups such as emails, letters, and blog 

postings. Individual records including diaries, and notes. Organizational documents in-

clude administrative records, meetings, contracts, notes, personnel files, plans, policy 

statements, press releases, reports, and strategy statements. Government documents 

include publications and reports. In addition, there are media documents such as printed 

and online publications, as well as other data. Moreover, visual and audio documents 

encompass advertising posters, audio recordings, digital recordings, photographs, pro-

motional commercials and recordings, and web images. While great caution must be 

taken when utilizing documents for research purposes, they can offer a rich supply of 

data for analysis (pp. 143-196). 
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3.5 Data collection method 

Since this study is conducted as a multiple case study, according to Saunders et al. (2007), 

the data collection methods may include, for instance, interviews, observation, docu-

mentation analysis, or questionnaires. Additionally, a combination of these methods can 

be used (p. 139). In this study, the interviews were selected as the data collection 

method for collecting primary data. Saunders et al (2007) state that an interview refers 

to a purposeful conversation between two or more people. Interviews can aid in the 

collection of valid and reliable data relevant to the research question and objectives (p. 

310), hence it is utilized in this study. Nonetheless, as Saunders et al. (2007) state, the 

term research interview refers to several types of interviews. This is crucial because the 

nature of any interview should be in accordance with the research question and objec-

tives, the purpose of the research, and the research strategy utilized. Interviews can be 

highly formalized and structured, with standardized questions for each respondent, or 

they can be unstructured and informal discussions. Interviews can be classified into 

types: structured, semi-structured, unstructured, or in-depth interviews. Also, inter-

views can be differentiated into standardized and non-standardized interviews. Moreo-

ver, they can be differentiated by respondent and informant interviews (pp. 310-312). 

 

In this study, semi-structured interviews will be utilized as the primary data collection 

method. Gillham (2010, p. 65) states that in case study research, semi-structured inter-

views are the most essential type of interview. As stated by Saunders et al. (2007), semi-

structured interviews are non-standardized. In semi-structured interviews, the re-

searcher has a list of themes and questions to cover, however, these can vary from inter-

view to interview. Depending on the flow of the discussion, the order of the questions 

may also be adjusted. However, given the nature of occurrences within specific organi-

zations, more questions may be required to explore the research question and objectives. 

Because of the nature of the questions and the subsequent discussion, data will be rec-

orded by audio-recording the discussion (p. 312), which will be done in this study. In this 

study, semi-structured interviews can be labelled as respondent interviews. According 
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to Saunders et al. (2007, p. 312), a respondent interview is in which the interviewer 

guides the interview, and the interviewee responds to the researcher’s questions.  

 

According to Saunders et al. (2007), interviews can be classified according to the nature 

of the interaction between the researcher and participants who take part in the process. 

Interviews can be one-to-one, involving the researcher and a single participant, or one-

to-many, involving the researcher and a group of participants. Interviews can be carried 

out in person, over the telephone, or electronically over the internet (pp. 312-313). In 

this study, one-to-one interviews will be utilized. As stated by Guest et al. (2017, p. 693), 

individual interviews may yield more detailed data, and offer greater insight into a par-

ticipant’s own thoughts, feelings, and worldview. Therefore, it is selected as an interview 

form in this study. Also, the interviews in this study are conducted electronically over the 

Internet. According to Saunders et al. (2007), the term electronic interviews refers to 

interviews held in real-time using the Internet. When the group of people the researcher 

wants to interview is spread out geographically, using the Internet provides tremendous 

advantages (p. 342). Since the interviewees are geographically spread, it is reasonable 

to utilize electronic interviews. 

 

Regarding the nature of the interview questions, the questions were open-ended. Saun-

ders et al (2007) state that open-ended questions allow participants to describe and clar-

ify a situation or event. Open-ended questions are intended to elicit an extensive and 

developed response from the interviewee, and they can be used to gather facts. For 

these types of scenarios, a semi-structured interview is optimal (pp. 316-329). The ques-

tions were derived from the themes identified in the theoretical background through a 

literature review. The questions aim to explore the specific actions taken by esports or-

ganizations to integrate ES into their daily operations and broader engagements.  

 

In addition to the primary data, secondary data was collected in this research through 

case companies’ websites and other data sources to gain a more comprehensive under-

standing of the research topic. According to Saunders et al. (2007), secondary data is 
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data that has been collected for another purpose. It can be a beneficial source for an-

swering the research question. Secondary data comprise both quantitative and qualita-

tive data and they might be raw data with little processing is made or compiled data with 

some type of selection or summarization. Such data is most commonly used in business 

and management research as part of a case study (pp. 246-248). 

 

The primary data collection of the study was conducted in the form of two semi-struc-

tured interviews from two different case companies. The process of semi-structured in-

terviews was done in the following way. The procedure began with identifying the proper 

case companies and the appropriate personnel from these case companies. The identi-

fication process was done by exploring relevant companies and personnel via the Inter-

net. When the identification process was done, the potential participants were ap-

proached by email interview invitations (Appendix 1) including the introduction of the 

author, background, and objectives of the study. Additionally, the email contained an 

attached interview guide (Appendix 2) document containing the themes and interview 

questions. The interview guide was divided into ten themes which included seventeen 

open-ended questions. The interview guide allowed the participants to familiarize them-

selves with the material and to prepare for the interviews. With the interviewees who 

agreed to participate, one-to-one interviews were booked with the time and video com-

munication app suitable for them. The actual interviews were conducted in Finnish and 

English via Microsoft Teams and Google Meet. The total duration of the interviews 

ranged from thirty to fifty minutes. The interviews were recorded with the approved 

permission of the interviewees. Interview details are illustrated in Table 5. 

 

Table 5. Interview details (Author’s own, 2024). 

Case company Interviewee Interviewees position Interview type Duration Language 

HAVU Lasse Salminen CEO / Co-founder Online / Microsoft Teams 33 minutes Finnish 

Ninjas in Pyjamas Laura Rojas Director of Innovation Online / Google Meet 49 minutes English 
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3.6 Data analysis method 

According to Saunders et al. (2007), qualitative data can be found in a variety of formats. 

As stated earlier, qualitative data refers to all non-numerical or unquantified data that 

can be a result of any research strategy. The meanings are represented through words 

serve as the foundation for qualitative data. The qualitative data can range from re-

sponses to open-ended questions in an online questionnaire. To more complex data such 

as transcripts of semi-structured interviews. For the data to be useful, this data must be 

analysed, and their meanings comprehended, and this is aided by qualitative data anal-

ysis processes. It can include both deductive and inductive approaches (pp. 470-474). 

According to Bingham (2023), the deductive approach is a top-down data analysis ap-

proach, and it frequently entails applying pre-determined themes to the data in qualita-

tive analysis. On the other hand, in the inductive approach, the researcher reads over 

the data and allows themes to emerge, and it is a bottom-up analytical approach (pp. 2-

3). In this study, the deductive approach is utilized since the data is approached with pre-

determined themes that were identified during the theoretical background.  

 

In this study, the thematic data analysis method is utilized. Thematic analysis is a method 

for identifying, analysing, and interpreting patterns of meanings which are referred to as 

themes, in qualitative data (Clarke and Braun, 2017, p. 297). As stated by Alhojailan 

(2012), it illustrates the data in extensive detail and addresses a wide range of subjects 

through interpretations. Thematic analysis is thought to be the best choice for any study 

that seeks to discover through interpretations. It adds a structured component to data 

analysis. Understanding and collecting varied features and data is required in qualitative 

research. Thematic analysis provides a more comprehensive understanding of any issue. 

To begin, successful qualitative research must develop interpretations that are compati-

ble with the data obtained. Keeping this in mind, thematic analysis can detect and iden-

tify aspects or variables that influence any issue presented by participants. Thus, the 

interpretations of the participants are important in terms of providing the best relevant 

explanations for their behaviours, activities, and thoughts (pp. 40-41). However, there is 

no standardized method for qualitative data analysis (Saunders et al., 2007, p. 478). 
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The process of data analysis was done in the following way. The first step was familiari-

zation with the data which involved listening to the recordings and transcribing the spo-

ken words into text format. A raw transcript from the spoken words was first created. 

Then the raw transcript was converted to written language where the expletive and rep-

etitious words were cleaned, and it only included the main points of each sentence. The 

interview which was done in Finnish was translated into English as well as possible to 

make the message of the interviewee clear and correct. Additionally, the transcriptions 

were sent to the participants to have the possibility to correct and elaborate their an-

swers. The transcription process was conducted by utilizing Microsoft Word. After when 

the transcripts were concluded, the process of considering relevant aspects of the data 

to the theoretical framework and research question was done. Since the thematic anal-

ysis approach was deductive, the data was considered from a logical perspective where 

progress was made from general concepts to concrete conclusions. 

 

3.7 Reliability and validity 

As Saunders et al. (2007) note, the problem of the credibility of research findings is es-

sential to consider within the research design. When subjecting findings to how does the 

research know, and will the evidence and conclusions withstand the most rigorous scru-

tiny. The answer is that the researcher cannot know in the literal sense of the question. 

Everything that the researcher can do is lower the chances of getting the answer wrong, 

and this is why a solid research design is essential. To reduce the probability of getting 

the wrong means, two specific emphases of research design must be paid attention 

which are reliability and validity (p. 149). 

 

According to Saunders et al. (2007), reliability is the degree to which the researcher’s 

data collection methods for gathering data or conducting analyses will produce con-

sistent findings. There are numerous types of biases and errors to consider. The research 

reliability could be threatened by, for example, four factors which are subject or partici-

pant error, subject or participant bias, observer error, and observer bias. Subject or par-

ticipant error suggests that different times of the week may produce different results. 
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The researcher could select a more neutral time of the week for the interview when 

personnel might be anticipated to be neither looking forward to the weekend on Friday, 

or they have the workweek ahead of them on Monday. Subject or participant bias refers 

to the factor, for instance, interviewees may say something that matches up with the 

desired result of the research. Therefore, procedures might be taken, such as preserving 

respondents’ anonymity. Additionally, the use of open-ended questions should help to 

avoid bias thus, increasing the reliability (pp. 149-324). To ensure subject or participant 

error fluctuations do not bias the findings, the times for the interview were suggested 

middle of the week to increase the reliability of the study. However, only one of the semi-

structured interviews was able to be conducted in the middle of the week. To ensure 

subject or participant bias error fluctuations, interviewees from the case companies 

were offered the possibility to participate in the research anonymously to increase the 

study’s reliability and participation rate. Additionally, open-ended questions were uti-

lized in the semi-structured interviews and a thorough and systematic procedure was 

implemented to examine the interview data to increase the reliability of the study. Fur-

thermore, the reliability of this study relies on selecting proper theories related to the 

observations and mapping of the topic before beginning the writing. The selected theo-

ries contribute to a more thorough comprehension of the research topic.  

 

As stated by Saunders et al. (2007), validity is associated with whether the findings are 

truly about what they appear to be about. Validity indicates the degree to which the 

researcher has access to the participant's knowledge and experience and can infer the 

meaning intended by the participant from the language used by this individual. The 

threats to validity can be, for example, history, testing, instrumentation, mortality, mat-

uration, and ambiguity about casual direction (pp. 150-319). To increase the validity of 

this study, the case companies that were selected have already made ES efforts. The 

interviewees from these case companies were selected based on their knowledge of the 

efforts made within the identified themes. Additionally, a review of relevant literature 

also contributed to validating the findings. Moreover, the interview guide was sent via 

email to the interviewees in advance in order to clarify the nature of the interviews and 
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to ensure that they had enough time to prepare their responses to increase the validity. 

The transcription of the semi-structured interviews was sent to the interviewees to cor-

rect and elaborate their answers which increases the validity of the study. However, as 

one of the interviews was conducted in Finnish, the findings required translation into 

English which can distort the original interpretation and thus, it can decrease the validity. 

 

3.8 Case companies 

The study included two interviewees from two separate case companies. The case com-

panies are introduced below in terms of the name, company background, and teams in 

esports titles. Moreover, the interviewees from these companies are introduced below 

in terms of the names, positions in the organization, the description of the position in 

the organization, and the general background. 

 

3.8.1 HAVU 

HAVU is a professional esports organization founded in 2017 by different esports and 

marketing professionals, and it is based in Finland. The goal of HAVU is to succeed at the 

highest level of competitive gaming and to do it by playing with style. HAVU targets to 

be a positive role model and influencing societal, social, and environmental issues are at 

the core of their operations. The organization wants to improve Finland’s esports culture, 

support Finnish players, and make an impact on society. The HAVU family supports a 

positive and inclusive gaming environment as well as the player’s professionalism and 

healthy lifestyle. HAVU emerged from the idea that there were not enough professional 

esports organizations in Finland to support players. The game titles where HAVU com-

petes at the moment are Counter-Strike 2, NHL, and SIM Racing. Moreover, HAVU has 

individual streamers under the organization. The interviewee Lasse Salminen is one of 

the co-founders and one of the shareholders of the HAVU organization. Currently, he 

works in the role of CEO and is responsible for HAVU’s partnerships. Also, he generally 

works a lot with the teams. Lasse has been doing sales work in the media sector before 

HAVU for a long time in different media companies. 
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3.8.2 Ninjas in Pyjamas 

Ninjas in Pyjamas, often abbreviated to NIP, is a professional esports organization 

founded in 2000 with Counter-Strike in their blood and is based in Sweden. NIP has been 

the pioneer in the esports scene from its inception. They have earned their stripes by 

competing at the very top level across almost a dozen game titles, and they are not 

happy with anything less than being the best at any game they compete in. Back then, 

esports was barely a thing, and the fast-growing global esports industry today happened 

because of organizations such as NIP who decided to change the industry. Today, NIP is 

one of the largest and most legendary esports teams in the world. The vision of NIP is to 

bring gaming culture to a world without boundaries. NIP is committed to adopting and 

promoting fair practices within the esports industry through innovative solutions for 

tackling climate change. The game titles where NIP competes at the moment are League 

of Legends, Counter-Strike 2, Rainbow Six: Siege, EA Sports FC, Fortnite, and Rocket 

League. The interviewee Laura Rojas is the Director of Innovation in the NIP. Laura has 

been working in NIP for seven years. Before, she worked in NIP as the head of merchan-

dise and apparel, and e-commerce manager, and has directed some of the biggest cam-

paigns in NIP. Additionally, she has worked in various organizations such as the UN, and 

the fashion industry. Moreover, Laura is the coacher in the Culture and Creative Sector 

Industries (CCSI) for Climate Change represented in the United Nations Framework Con-

vention on Climate Change (UNFCCC) in the pavilion of innovation.  



68 

4 Findings  

The main findings are presented in this chapter via collected archival data and semi-

structured interview data. The aim was to receive knowledge of the environmental sus-

tainability strategies utilized within EBEOs. The main findings of the ES efforts made by 

esports organizations based on secondary data are illustrated in Table 6. Note that Table 

6 includes esports organizations beyond Europe due to scarcity of the data on EBEOs ES 

efforts and to bring a general understanding of the matter. 

 

Table 6. Environmental sustainability efforts made within esports organizations (Au-
thor’s own, 2023). 

Esports organization Environmental sustainability efforts 

Astralis Danish esports organization Astralis (2023) and their two-story flagship store As-

tralis Nexus is in Denmark Tivoli Gardens. Since they are tenants of Tivoli, they are 

part of Tivoli’s green energy policy. Hence, energy consumption is anticipated to be 

covered by renewable energy. In general, Astralis seeks to reduce its environmental 

impact through an active energy-saving policy within the organization (p. 9). 

Betclic Apogee Esports Portugal esports organization Betclic Apogee Esports collaborated with ZeroWaste-

Lab, a non-profit organization dedicated to zero-waste solutions. Addressing the 

most invisible type of waste, which is ever-increasing alongside our electronic and 

digital life. A straightforward but efficient app was created to track real energy con-

sumption for each team member, based on their individual hardware, simply by 

clicking on a timer during travel, training, competing, or working online. All data 

collected is transformed into CO2 equivalent emissions and their corresponding 

number of trees as carbon capturers. The team analyses all its actual emissions and 

then offsets their impact by investing in carbon-capture solutions that promote re-

generative practices, a procedure that has been accredited by ZeroCertified (2023). 

FlyQuest According to Walker (2022), the American esports organization FlyQuest launched 

its Go Green initiative in 2020. This led to environmental campaigns, for example, 

TreeQuest, SeaQuest, and WorldQuest being integrated into the organization (Dan-

iels, 2021). The initiative started with TreeQuest, which involved planting trees 

whenever certain events occurred in the team’s LCS games in 2020 (Walker, 2022), 

and resulted in the donation of over 10 000 trees to the One Tree Planted organi-

zation (Esguerra, 2020). According to Esguerra, the SeaQuest was the second part 

of FlyQuest’s Go Green initiative. Whenever certain events occurred in the team’s 

2020 LCS Summer Split, donations were made to the Coral Reef Alliance which is 

one of the world’s largest coral reef foundations (2020). The third part of the initi-

ative, the WorldQuest, FlyQuest planted trees and replenished corals throughout 

the 2020 League of Legends World Championship (Vejvad, 2020). According to Hyr-

likova, FlyQuest declared in 2021 that it will begin producing eco-friendly clothing 
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and as a result, all future merchandise will contain at least 25% recycled and sus-

tainable materials. Furthermore, the organization started to systematically elimi-

nate non-eco-friendly merchandise at the end of 2021 (2021). 

Fnatic Fnatic, an English-based esports organization has a dedicated internal environmen-

tal working group that meets regularly to take responsibility for its carbon footprint 

and implement activities needed to improve across all aspects of its operation. 

Fnatic is collaborating with Planet Mark, who is actively aiding them in realizing 

their personal mission statement of achieving a net zero carbon footprint. Planet 

Mark is a group of sustainability specialists who are aiding Fnatic, as well as many 

other forward-thinking companies, in accelerating the reduction of carbon emis-

sions through measurement and concrete recommendations to improve and push 

further. Fnatic is helping to protect endangered rainforests by supporting Planet 

Mark’s partner Cool Earth. Additionally, Fnatic is a founding member of Gamers 4 

The Planet Alliance, an esports and gaming-focused sustainability movement. 

Moreover, Fnatic is collaborating with ChopValue, a circular economy company, to 

create the world’s most sustainable carbon-negative gaming desks, thereby helping 

to offset the carbon footprint of esports (2023). 

HAVU Finnish esports organization HAVU and energy company Vattenfall started their 

partnership in 2022. Consumers have chosen Vattenfall as Finland’s most responsi-

ble electricity company for four years in a row. HAVU’s professional players con-

sume a lot of electricity while playing, and HAVU wants to make gaming more re-

sponsible by switching to fossil-free electricity. The partnership focuses on illustrat-

ing the concrete positive effects of using fossil-free electricity. In the future, the 

partnership will concretely highlight the importance of choosing the form of elec-

tricity production. Vattenfall and HAVU published a CO2 report of one HAVU player 

every month, which revealed the number of game hours and CO2 savings (2022). 

Both parties have decided to continue the partnership until 2023 (HAVU, 2023a). 

Vattenfall’s and HAVU’s goal for 2023 is to highlight fossil-free energy options with 

the Pelikeli campaign (HAVU, 2023b). The campaign refers to electricity produced 

by solar, wind, and hydropower and their pros and cons (HAVU, 2023b). At the cen-

ter of the campaign are three produced videos, for each energy, and these will be 

seen on broadcasts, as well as on the channels of HAVU and its influencers (HAVU, 

2023b). HAVU also sells several types of ecological merchandise (HAVU, 2023c). 

Ninjas in Pyjamas The World Wide Fund for Nature (WWF) collaborated with the Swedish esports 

organization Ninjas in Pyjamas (NIP) for the Earth Hour campaign in 2021 stated 

Luongo (2021). Earth Hour, organized by WWF, is a global campaign that took place 

on March 27, 2021, and encouraged people all over the world to turn off their elec-

tronic devices in support of nature and the planet (Luongo, 2021). Both organiza-

tions collaborated on a global fundraising campaign to create a livestream event 

series to collect funds and boost awareness for WWF’s wildlife conversation and ES 

projects which aired from March 13 to March 28, 2021 (Luongo, 2021). NIP also 

partnered in 2021 with digital electricity company Tibber for compensating the en-

ergy consumption of gaming computers states Kolasinli (2021). Tibber, rather than 

earning from the electricity they provide, offers renewable electricity at a cost price 

via an app (Kolasinli, 2021). Moreover, NIP has collaborated with Swedish lifestyle 
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brand A Good Company which launched a recycled water bottle in 2022 (Daniels, 

2022). By the announcement, the collaboration signals the start of a sustainability-

focused relationship between the two organizations (Daniels, 2022). The NIP’s co-

operation with Singaporean-American multinational technology company Razer, 

which designs, develops, and sells consumer electronics and gaming hardware, and 

is a leading global lifestyle brand for gamers. With the cooperation, Razer equips 

the NIP’s players with gaming gear, including peripherals like mice, headsets, and 

keyboards (Stelzner, 2021). Razer (2024) fully complies with the Hong Kong Stock 

Exchange’s Environmental, Social, and Governance (ESG) requirements. Further-

more, Razer is committing to ES through various initiatives such as green organiza-

tion, green products, green community, and green investments. 

Team Liquid According to multi-regional esports organization Team Liquid, their Commerce and 

apparel department’s main focus is to be more planet-friendly and they are con-

stantly re-evaluating and optimizing their production process (2023a). They are de-

voted to creating their products with sustainability and every step of their produc-

tion process has been and will be modified to be more planet-friendly to leave a 

smaller ecological footprint (Team Liquid, 2023a). From developing sustainable 

materials, treatments, and eco-friendly fabric to minimize their water and energy 

consumption per garment and working with a dyeing process that is 100% non-

toxic and 100% natural (Team Liquid, 2023a). Additionally, Team Liquid (2023a) 

states that they are aiming to increase their renewable methods and reduce their 

material waste to close the loop on apparel and contribute to a circular economy. 

For example, (Team Liquid) planet Liquid Terra is Team Liquid’s first environmen-

tally friendly apparel collection which was launched in 2022. The production ap-

proach prioritizes sustainability by minimizing waste and maximizing the use of 

eco-friendly treatments and fabrics, and the use of high-quality materials (2023b). 

Team Vitality French esports organization Team Vitality’s main partner is Tezos (2023a). Tezos is 

the world’s most advanced, self-upgradable, and energy-efficient blockchain, em-

ploying proof of stake technology, which has a substantially lower impact on the 

environment than other market leaders that use proof of work technology (Team 

Vitality, 2022). It also has a track record of security and scalability (Team Vitality, 

2023b). According to Team Vitality, the groundbreaking collaboration will strive to 

engage the esports and gaming communities with blockchain and to promote sus-

tainable development and the utilization of technologies (2022). Team Vitality also 

states that these characteristics are compatible with the team’s wider efforts to 

promote ES and to develop with the support of a worldwide community (2023b). 

 

As stated by Hayday et al., in practice, esports have already demonstrated their ability 

to be innovative in their climate change initiatives (2022), and Table 6 illustrates this. 

Esports organizations have adopted various methods of ES within their operations. For 

instance, the formed relationships involving the esports industry, sustainable companies, 

and climate change organizations which strengthen the esports position and ability to 
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contribute to social change worldwide (2022). Additionally, esports organizations have 

demonstrated a wide range of ES campaign initiatives which play a crucial role in safe-

guarding the natural environment for current and future generations. Moreover, esports 

organizations procure and sell sustainable merchandise which then protects and pre-

serves the natural environment. 

 

The main findings of the ES efforts made by EBEOs based on primary data from the semi-

structured interview data are presented in the next subchapters consisting of two inter-

viewees with comprehensive experience and knowledge about ES efforts made within 

their organization from two separate case companies. The interviewees represent case 

companies that can be found in Table 5 presented previously which enables to validate 

and deepen the observation made from the existing archival data. The findings of semi-

structured interview data are divided into seven themes which were identified in the 

theoretical background through the literature review. These themes are, (1) Green facil-

ities and operations, (2) Equipment and gear choices, (3) Travel and transportation prac-

tices, (4) Waste reduction and recycling, (5) Partnerships and collaborations, (6) Projects 

and initiatives, and (7) Communication and reporting. The findings are based on the 

questions derived from the themes to get a broad understanding of how esports organ-

izations within their current conditions implement ES practices. 

 

4.1 Green facilities and operations 

Green facilities and operations refer to practices aimed at promoting sustainability, strat-

egies to ensure that buildings and business operations are conducted in an environmen-

tally sustainable and efficient manner, and technologies employed to minimize the envi-

ronmental impact of facilities and business operations. The aim is to reduce resource 

consumption, waste generation, and carbon emissions while promoting sustainability 

and efficiency. Overall, green facilities and operations integrate environmental consider-

ations into all aspects of building design, construction, and management, with the goal 

of minimizing environmental impact and promoting long-term sustainability. Nonethe-

less, the organizations personnel perform their work activities, and the players 
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participate in activities such as boot camps, training matches, or online competitions via 

gathering in person at the organizations facilities. The consumption of different kinds of 

materials is required during these activities in the facilities that are harmful to the envi-

ronment. ES through companies reducing and eradicating specific material use in their 

facilities is a crucial aspect of CR and environmentally conscious practices. This approach 

involves identifying materials that are harmful to the environment, such as single-use 

plastics, toxic chemicals, or non-recyclable substances, and implementing strategies to 

minimize or eliminate their use. Both of the organizations are aware of this and have 

already addressed this issue within their organizations facilities by not using or hardly 

using single-use plastics as outlined by Salminen from HAVU and Rojas from NIP. 

 

“Except for garbage and plastic bags, we have hardly used any single-use plastics 

in our facility” (Lasse Salminen, HAVU, 2023). 

 

“Single-use plastics are completely abolished from our facility. There are no single-

use plastics in the NIP facility, they are out of the question” (Laura Rojas, NIP, 2023). 

 

Utilizing recyclables in organizations facilities is a positive step towards ES and it is one 

of the aspects of a broader sustainability strategy. As Rojas from NIP outlines, they utilize 

recyclable water bottles and all of the personnel of the organization have access to it. 

 

“In our facility, for instance, we have space and access to reusable water bottles 

and all of them are 100% recyclable“ (Laura Rojas, NIP, 2023). 

 

The organizations facilities and the players and personnel operations within the facilities 

require electricity to power the facility’s temperature to keep warm, light to see, and 

electric appliances to work and game. Esports organizations facilities can have many pro-

fessional gaming and workstations and other electric devices which can cause higher 

than average energy consumption. Overall, esports as a part of the video game industry, 

necessitates a significant amount of electricity. ES through procuring sustainable energy 
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for its facilities is a vital aspect of CR. Procuring sustainable energy in the facility involves 

investing in and utilizing renewable energy sources such as solar, wind, and geothermal 

power. According to the interviewees, the organizations have no or little influence over 

procuring sustainable energy for their facilities since both of the organizations were fa-

cility tenants as outlined by Salminen from HAVU. 

 

“We have the situation that our rent includes the implementation of the electricity, 

which means that we cannot influence how and from where the electricity or en-

ergy comes to our facility. Hence, our lessor is responsible for the facility’s energy, 

which we have no control over“ (Lasse Salminen, HAVU, 2023). 

 

However, both interviewees are aware of the importance of procuring sustainable en-

ergy for their facilities. Efforts to find different alternative solutions have been made. 

Solutions and attempts have been made through collaborations with electricity compa-

nies supplying renewable energy to organizations personnel privately and investigation 

of the possibilities to utilize sustainable energy in their facilities. 

 

“Our cooperation with electricity company Vattenfall, individual players and per-

sonnel of the organization have electricity contracts with Vattenfall” (Lasse 

Salminen, HAVU, 2023). 

 

“This is one of the issues that I have encountered here, and I have approached it. 

We have considered, for example, renewable geothermal energy possibilities for 

our office building, but it was not possible to implement due to various reasons. 

We have been discussing with our lessor about how we can possibly find a solution 

to utilize renewable energy resources and we have not succeeded yet, but it is on 

our to-do list” (Laura Rojas, NIP, 2023). 

 

ES through the implementation of specific technologies to improve energy efficiency in 

facilities is crucial for reducing carbon emissions, mitigating climate change, and 
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conserving natural resources. To enhance energy efficiency in facilities, several key tech-

nologies commonly are utilized for this purpose, such as LED lighting, dimmers, timers, 

and energy monitoring systems. By integrating these technologies, facilities can signifi-

cantly improve energy efficiency, reduce environmental impact, and achieve sustainabil-

ity aims.  

 

Installing LED lights in facilities is a common practice adopted by many companies for ES. 

LED lights offer several benefits that contribute to environmental conservation. By im-

plementing LED lighting solutions, companies can make significant strides toward ES. 

Both of the organizations are aware of this and have installed LED bulbs in their facilities 

as outlined by both of the interviewees. 

 

”All of our office lightning is from LED lamps. We have removed the big halogen 

lamps and LED lamps have been installed in their place” (Lasse Salminen, HAVU, 

2023).  

 

“All of our office lamps are LED” (Laura Rojas, NIP, 2023). 

 

Lighting in esports is a crucial element that contributes to the atmosphere, visibility, and 

professionalism of competitive gaming facilities. Proper lighting ensures that players can 

see their screens clearly without any glare or shadows and this is essential for maintain-

ing optimal performance and reaction times during gameplay. Lighting should be com-

fortable for players to ensure they can focus on the game without distractions and dis-

comfort. Harsh lighting or flickering lights can negatively impact performance. Salminen 

from HAVU reflects on the importance of lighting in esports. 

 

“We can also adjust the lighting with the LED lamps. Otherwise, if you think about 

what esports lighting is, it is often the case that there is never too much lightning 

on. We have indeed taken this into account when designing the lighting in our 

office” (Lasse Salminen, HAVU, 2023). 
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ES through dimmers and timers in lighting involves the use of technology to reduce en-

ergy consumption and minimize environmental impact while maintaining adequate light-

ing levels for comfort and productivity. Overall, incorporating dimmers and timers into 

lighting systems is a practical and effective strategy for promoting ES. As outlined by Ro-

jas from NIP, they are utilizing dimmers and timers within their facility. 

 

“All of the lamps have dimmers, and they start dimming and turning off as soon 

as people leave the rooms. We also have timers in the lighting, so by 10 pm unless 

someone is in the office, the lights turn off automatically” (Laura Rojas, NIP, 2023). 

 

Implementing energy efficiency monitoring systems allows facilities to track energy us-

age in real-time, identify patterns, and pinpoint areas of inefficiency. This data-driven 

approach enables informed decision-making and continuous optimization of energy per-

formance. As outlined by Rojas from NIP, they utilize a monitoring system and if issues 

occur, the root cause can be determined and solved effectively. 

 

“We have a meter, if the usage of electricity increases there will be an alert to 

different people who have access to the office, and they have to come to see what 

is happening in case, for example, if there are five computers that are on” (Laura 

Rojas, NIP, 2023). 

 

ES through temperature setting adjustment in facilities involves, for instance, optimizing 

heating to reduce energy consumption and minimize the environmental impact associ-

ated with heating and cooling operations. Overall, adjusting temperature settings in fa-

cilities is a fundamental strategy for contributing to ES by reducing energy consumption, 

conserving resources, and demonstrating corporate sustainability. Organizations do not 

have influence over the heating of the facilities and little over the temperature setting 

adjusting due to the tenant status as stated by both of the interviewees.  
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“Regarding the heating, it is defined for the office, and we cannot greatly influence 

it. Of course, there is a small adjustment that we can make. However, if you think 

about HAVU’s office, it is hardly used every day” (Lasse Salminen, HAVU, 2023).  

 

“There is a central temperature in the whole building and that’s the temperature 

stays for the whole building. We are at the constant of 19-20 degrees in the whole 

building” (Laura Rojas, NIP, 2023). 

 

ES through turning equipment off when not in use is a practice commonly known as 

energy conservation or energy efficiency. It is a simple yet impactful practice that can 

significantly reduce energy consumption and minimize environmental impact. It is a cru-

cial aspect of CR towards reducing energy consumption and minimizing carbon emis-

sions. Turning off electrical devices when not in use is a common practice for HAVU as 

Salminen outlines. 

 

“Of course, the devices are turned off whenever they are not in use” (Lasse 

Salminen, HAVU, 2023).  

 

4.2 Equipment and gear choices 

The equipment and gear are used within the organizations facilities and privately by the 

personnel of the organization for multiple different uses. Typically, a facility consists of 

office furniture and essentials, electronics, and various other assets. ES through the pro-

curement of reusable and environmentally sustainable work and gaming equipment is a 

growing trend driven by CR initiatives. It involves making conscious choices to minimize 

the environmental impact associated with the production, use, and disposal of these 

products. The key points that can be considered are lifecycle assessments, eco-labels and 

certifications, material selection, durability and longevity, and supplier engagement. By 

integrating ES principles into procurement practices, not only can esports organizations 

contribute to ES and meet the work and gaming needs but also for the long-term success 

and resilience of business in an increasingly environmentally conscious world. 
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Additionally, prioritizing environmentally sustainable products can also lead to cost sav-

ings over the long term through lower maintenance costs, and decreased waste disposal 

expenses. Regarding office furniture, it includes assets such as desks, sofas, tables, and 

chairs. Both of the organizations have considered the ES aspect regarding the office fur-

niture. HAVU has acquired reusable and environmentally friendly office furniture in a 

way that utilizes the circular economy perspective as reflected by Salminen. The furni-

ture is from a Finnish manufacturer, Martela, who offers sustainable solutions and prod-

ucts with the lowest possible environmental impact and has been issued the ISO 14001 

environmental management system certificate (Martela, 2024). 

 

”One that is a good example is that our premises were made and designed in co-

operation with Martela and Martela Outlet. All our office furniture is from the 

Martela Outlet, i.e. used furniture, which brings a circular economy aspect to it. In 

other words, we have not bought any office furniture new, but we got used office 

furniture through them” (Lasse Salminen, HAVU, 2023). 

 

NIP’s approach to procuring office furniture is buying more expensive to gain better qual-

ity. Longer-lasting and high-quality office furniture allows for financial savings and a 

more environmentally responsible decision when purchasing office furniture. The office 

furniture is bought from a small manufacturer and the furniture has been in the office 

since the opening of the NIP’s office as well as NIP gets furniture repaired if they get 

broken as outlined by Rojas.  

 

“Regarding the office furniture, we took the approach of buying expensive and this 

way, higher quality and lasting longer. We bought our office furniture from a small 

manufacturer. Every single piece of furniture, we had them since we opened the 

office years ago. If the office furniture gets broken, we get them repaired” (Laura 

Rojas, NIP, 2023). 
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Office essentials are all of the consumable supplies organizations need on a daily basis, 

such as writing instruments, folders, notebooks, mailing supplies, and anything else 

needed to get the work done. Rojas from NIP stated that they procure environmentally 

sustainable office essentials from a Swedish lifestyle brand Agood Company for their or-

ganizations use. Agood Company produces sustainable eco-friendly products made from 

natural and reusable materials and is certified by B-Corp which means that the company 

demonstrates high social and environmental performance, makes a legal commitment, 

and exhibits transparency (Agood Company, n.d.). 

 

“As for office essentials, they are all made by Swedish lifestyle brand Agood Com-

pany” (Laura Rojas, NIP, 2023). 

 

Gaming equipment items typically include gaming consoles, PCs, monitors, keyboards, 

mice, controllers, and headsets but in vary widely. As regards to the electronics i.e. gam-

ing equipment, it plays a significant role in esports, as it directly impacts a player’s per-

formance and overall experience. As outlined by Salminen from HAVU, it is a highly rel-

evant and essential part of esports and the performance of the players on the servers in 

the in-person or LAN events depends on this. Additionally, Salminen outlined that HAVU 

procures gaming-related equipment from their electronics retailer partner Jimms PC-

Store with cooperation that utilizes the circular economy pillars. 

 

“Regarding the gaming equipment, we try to keep the gaming equipment fresh, 

of course, because the player’s performance in the games must be as good as pos-

sible. We get new gaming equipment from our partner Jimms, and then when we 

have used them for a year or two, they are returned to Jimms and then, Jimms 

send us new ones for use. Those that have returned there, they are checked and 

cleaned and sold on as used” (Lasse Salminen, HAVU, 2023). 

  

The core business of esports organizations is to perform well in the tournaments they 

enter to win cash prizes from tournaments or to increase sponsorship possibilities. On 
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the other hand, merchandise sales are the secondary business for esports organizations 

where the teams can make money to support their operations. Merchandise sales are 

an important source of revenue for professional esports organizations. Apparel and 

other products are major negative contributors to the natural environment. Nonetheless, 

it is an area where esports organizations can have a direct opportunity to affect their 

climate footprint through negotiations with the equipment and apparel suppliers. This 

has indeed been addressed by both of the organizations regarding collaborations and 

supply chains. Salminen from HAVU reflects on their collaboration with Finnish textile 

recycling company Pure Waste through apparel collection. Pure Waste (2024) produces 

and offers responsibly produced clothes and accessories made of recycled fibres. 

 

“We have made clothing collections together with Pure Waste, which is a Finnish 

textile recycling company, so in practice, part of our clothing collection is clothes 

produced from waste fabrics” (Lasse Salminen, HAVU, 2023). 

 

Rojas from NIP reflects on the origin of the suppliers, manufacturing quantities and con-

trol of the supply chain. 

 

“The moment I started at the NIP, we stopped manufacturing in China and started 

to manufacture in Portugal at smaller quantitates. It can be seen on our websites, 

that a lot of our products are sold out. This is because we do not make big produc-

tions. We do not want the market to overflow and also, we do not want to buy a 

lot of products and have them in our warehouse for years. Now we make 150 units 

per piece, except for jerseys we make way more and we make them also in Europe. 

On the other hand, Lagom and Ninjutsu collections were done in China, but they 

did not travel by plane. All of them travelled by train and boat to get to Sweden. 

We have looked at the whole supply chain, from the beginning to where was the 

cotton sourced to the moment that it arrived at the user, so every single step of 

the supply chain has been controlled” (Laura Rojas, NIP, 2023). 
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On the other hand, HAVU is a young and still relatively small esports organization com-

pared to globally. Thus, there are challenges to take into consideration of the ES aspect 

in this matter. Due to this and with other conditions existing in esports organizations, it 

is difficult to equal the environmental pillar with the economic pillar. The challenges 

come with the order quantities but efforts to take into account the ES aspect are still 

done which is reflected by Salminen from HAVU. 

 

“These are challenging for us in a certain way, because if our core business was to 

sell clothes, then we would be able to take such things into account better. We 

have indeed had a clothing collection with Pure Waste, but the challenge came 

from the fact that the minimum order quantities were large if you wanted custom-

ized clothes. Since we are a young and still relatively small esports organization 

compared globally, the sale of our products has not yet been a big part of the 

organization throughout its existence. With these order volumes, what we order 

jerseys and other products, it is impossible for us to fully take into account such 

things, but we always try to take this into account” (Lasse Salminen, HAVU, 2023). 

 

Nonetheless, both of the organizations have made efforts to procure apparel and other 

products from manufacturers and suppliers with environmentally sustainable practices. 

ES through procuring equipment from suppliers with environmentally sustainable prac-

tices is a crucial aspect of modern business operations. This approach involves procuring 

goods and services from suppliers who prioritize environmentally friendly practices 

throughout their production processes, supply chains, and operations. Cooperation with 

sustainable manufacturers and suppliers is one of the NIP’s top priorities as outlined by 

Rojas. 

 

“We cooperate with reliable and sustainable manufacturers who use, for example, 

solar panels, and have right label certifications. These are the only suppliers that 

we collaborate with” (Laura Rojas, NIP, 2023). 
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4.3 Travel and transportation practices 

Esports teams travel a lot to tournaments and practices. Fuel is used in transportation 

when organizations are participating in these events. All of the fuels used to transport 

esports teams to esports events generate greenhouse emissions that negatively affect 

the environment. Transportation is regarded as one of the most detrimental activities to 

the environment. ES in travel and transportation practices revolves around minimizing 

the negative impacts of human mobility on the environment while maximizing the posi-

tive contribution to conservation and preservation efforts. Key aspects and strategies 

can be transitioning to cleaner modes of transportation and encouraging the use of pub-

lic transportation and carpooling. Furthermore, encouraging individuals within the or-

ganizations to adopt more sustainable travel and transportation practices through edu-

cation, and policy measures. As outlined by Salminen from HAVU, they have taken this 

into account by utilizing public transportation and carpooling. 

 

“Players go everywhere by train, and if they do not, we have gone on some tour-

nament trips in a big car that can fit everyone. Some individual players may come 

by car themselves if they have a different schedule, but otherwise, everyone trav-

els by train, or we carpool. There is not much private driving in our operations” 

(Lasse Salminen, HAVU, 2023). 

 

There are also challenges regarding transportation due to the visibility of the organiza-

tions personnel and players. However, recommendations have been given concerning 

the transportation guidelines within the organization, which are outlined by Rojas from 

NIP in her statement. 

 

“I do not have full visibility on what every single organization individual or depart-

ment is doing. However, I have given our departments recommendations on trav-

elling in terms of policies” (Laura Rojas, NIP, 2023).  
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In addition to transportation, as regards to reducing specific transportation modes 

within the organizations such as air travel, challenges arise. This is due to low influence 

over the selection of transportation modes when participating in foreign LAN events 

since it is taken care of tournament organizers which is reflected by Salminen from HAVU. 

 

“This is something beyond our control. We have been to foreign LAN events, but 

in general the tournament organizer pays the flight costs, and we cannot influence 

what and how we fly” (Lasse Salminen, HAVU, 2023). 

 

Moreover, in general, NIP has reduced unnecessary travelling at the whole organization 

level. Not only because of the financial point of view but also from the ES aspect which 

then saves costs and reduces the negative impact on the natural environment outlined 

by Rojas in her statement. 

 

”We have reduced travelling in general at our organizational level. There is a filter 

of three people in the organization that will ask you if it is necessary to travel some-

where. Not only because of the financial aspect but also for the carbon footprint 

that it leaves” (Laura Rojas, NIP, 2023).  

 

4.4 Waste reduction and recycling 

Human activities generate an enormous amount of waste, and more waste is being gen-

erated each year. Waste generated by human activities encompasses a wide range of 

materials and byproducts. Along with wasting precious resources, waste can result in 

serious detrimental effects on the environment. Waste contributes directly to green-

house gas emissions and can cause global warming. ES through waste reduction and re-

cycling is a crucial aspect of modern environmental stewardship. It involves minimizing 

the generation of waste materials and reusing or recycling existing ones to reduce envi-

ronmental impact and conserve resources. Overall, ES through waste reduction and re-

cycling is a multifaceted approach that addresses resource conservation, pollution re-

duction, and the promotion of a circular economy. Nonetheless, both of the 
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organizations are aware of this, and general strategies have been implemented. HAVU’s 

Salminen outlines that small amounts of waste are generally generated from their activ-

ities at their facility, and their partner’s products are being recycled. 

 

“In our office, the amount of generated waste is quite small, and dining is probably 

the biggest source of waste. We use quite a lot of our partner Kotipizza’s products, 

which come in fully recyclable pizza boxes, and we then take these to cardboard 

recycling. Of course, we have Celsius as a partner at the moment, and we get en-

ergy drinks in cans, and also, these cans go recycling” (Lasse Salminen, HAVU, 

2023). 

 

NIP’s Rojas reflects on their waste management strategies within their facility by sepa-

rating waste bins and all of the organizations personnel are keeping each other in check 

concerning waste reduction and recycling. 

 

”Here at our facility, we have bins divided for different wastes. Also, everyone is 

aware, and we all keep each other in check regarding this” (Laura Rojas, NIP, 2023). 

 

Electronic waste is one of the world’s fastest growing streams of waste and it is poorly 

recycled globally. Most of the hardware needed for gaming equipment requires mining 

and extraction of rare elements, minerals, and other materials which contributes nega-

tively to the natural environment. Regarding the recycling of gaming-related materials, 

as stated by HAVU’s Salminen earlier about their partnership with Jimm’s, this then 

brings the circular economy into effect and conserves the natural environment. 

 

“We have an agreement with Jimm’s that we use their equipment and then when 

we have used them for a certain period of time, they are sold used via them. It also 

has a bit of the circular economy angle to it, but we are the first users. All of our 

gaming equipment, what we use and what we have played with, will be resold via 

Jimm’s” (Lasse Salminen, HAVU, 2023). 
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On the other hand, regards to the recycling of gaming-related materials and equipment, 

NIP’s Rojas reflects that this is something they are currently focusing on within the or-

ganization and talks with their partners are ongoing. 

 

”This is something that we are working on. We already have some preliminary talks 

and plans with our partners regarding the recycling of gaming-related materials” 

(Laura Rojas, NIP, 2023). 

 

4.5 Partnerships and collaborations 

ES through partnerships and collaborations is a strategy that leverages the strengths and 

resources of multiple stakeholders to address complex environmental challenges. Part-

nerships allow organizations with different expertise, resources, and capabilities to come 

together to tackle environmental issues. This pooling of resources can range from finan-

cial investments to technical expertise, infrastructure, and networks. Both of the organ-

izations have formed partnerships and collaborations with organizations and companies 

that have committed to ES. HAVU’s partner Vattenfall is a European energy company and 

one of the largest providers of fossil-free electricity in Europe (Vattenfall, n.d.). Further-

more, HAVU’s partner Kotipizza (2023) expects a lot from themselves regarding sustain-

ability, and various climate work has been done (pp. 1-18). Moreover, NIP has collabo-

rated with WWF (2024) organization which is the largest conservation organization and 

works in nearly 100 countries. Also, NIP’s partner FILA’s (2023, pp. 7-8) dedication to 

sustainability has been widely recognized by major worldwide ESG rating organizations, 

and actions for the planet have been taken such as UN Climate Change Conference par-

ticipation, transition to sustainable packing materials, and increasing the production of 

sustainable products. HAVU’s Salminen and NIP’s Rojas reflect on their organizations 

partnerships.  

 

“Definitely, our two biggest partners Kotipizza and Vattenfall are both, I would 

argue, much more active than normal in the aspect of environmental sustainabil-

ity. Vattenfall talks a lot about fossil-free energy and sustainable development. 
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Vattenfall has also been selected as Finland’s most sustainable electricity company. 

Our partner Kotipizza has also been chosen as Finland’s most sustainable restau-

rant industry brand, and sustainability is an important part of everything they do, 

for example, what materials they use, and more than half of their restaurants use 

nearly emission-free wind power. It has always been important to us in partner-

ships that there is a certain kind of sustainability involved in some way” (Lasse 

Salminen, HAVU, 2023). 

 

”The partnership that we have done with shoe and apparel company FILA is a part-

nership that innovates in logistics and how we do logistics through electrical chips 

that hold the history of the garment, from material sourcing to tournament attend-

ance and this is in the process of implementation. We have formed a partnership 

and done things with Agood Company which produces eco-friendly products made 

from natural and reusable materials. We have done collaborations as well with 

WWF organization who works in the field of wilderness preservation and reduction 

of human impact on the environment” (Laura Rojas, NIP, 2023). 

 

4.6 Projects and initiatives 

ES through projects and initiatives encompasses a wide range of efforts aimed at reduc-

ing environmental impact, conserving natural resources, and promoting long-term eco-

logical balance. Some common types of projects and initiatives in this can be such as 

renewable energy, energy efficiency, waste reduction, conservation and restoration, sus-

tainable transportation, green building, and education and awareness campaigns. 

Salminen from HAVU reflects on the Pelikeli campaign done with the Vattenfall partner-

ship which aims to raise awareness of ES and they take a strong stance on the matter. 

 

“Our entire Vattenfall Pelikeli campaign is based on talking a lot about environ-

mental sustainability. We also have a video in partnership with Vattenfall where 

our player says that he plays this much a year and then when he has Vattenfall’s 

energy contract in use, he saves this much of carbon dioxide emissions and how 
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many trees the binding amount is and here we also bring conifers aspect to it like 

our organizations name indicates. And then also, if all the players played with Vat-

tenfall’s fossil-free energy, how much it would reduce emissions per year. With this 

particular campaign, we take a strong position on this issue of environmental sus-

tainability” (Lasse Salminen, HAVU, 2023). 

 

Sustainable Web Manifesto (SWM) is an approach to designing web services that puts 

people and the planet first, and it was signed by NIP in 2022. NIP by signing the manifesto, 

declares commitment to things like services they provide and services they use will be 

powered by renewable energy, the products, and services they provide will use the least 

amount of energy and material resources possible, and the products and services they 

provide will support an economy that nourishes people and planet (SWM, n.d.). This 

declares a solid commitment to creating a greener web as outlined by Rojas. 

 

“We have signed in 2022 Sustainable Wed Manifesto declaring our further com-

mitment to creating a sustainable internet” (Laura Rojas, NIP, 2023). 

 

Education of ES refers to the process of educating individuals about environmental issues, 

promoting awareness, and fostering behaviour changes that contribute to the conserva-

tion and preservation of the environment for present and future generations. This ap-

proach recognizes the interconnectedness of human activities with the natural world 

and seeks to empower individuals to make informed decisions that minimize negative 

environmental impacts. Rojas from NIP reflects on the power of education regarding ES 

and she has done this actively with a primary focus on apparel. 

 

“When it comes to the projects from the environmental sustainability aspect, I 

have found education as the most crucial point of view and action. That is what I 

have been doing with a main focus on apparel and I have talked about stopping 

the over-production, and micro-production, making sure that products are 
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reparable, and using good quality. Also, what does it do and how can we evolve 

from that” (Laura Rojas, NIP, 2023).  

 

Projects focused on ES are crucial for safeguarding the planet and ensuring a sustainable 

future. For projects that go through NIP’s innovation department, an ES angle is neces-

sary to include before it is implemented as outlined by Rojas.  

 

“We do not do any projects that are non-sustainable. Every single project that goes 

through the NIP’s innovation department, has to have a sustainability angle, and 

has to have something that we are doing for the environment” (Laura Rojas, NIP, 

2023). 

 

4.7 Communication and reporting 

ES communication and reporting involves the dissemination of information regarding 

environmental practices, impacts, and initiatives within an organization. It serves as a 

crucial aspect of CSR and transparent governance, aiming to promote accountability, en-

gagement, and continuous improvement in environmental performance. Both organiza-

tions actively and transparently communicate their ES projects, initiatives, and collabo-

rations through their websites. However, no official ES reporting is done due to the costs 

associated with it as NIP’s Rojas outlines.  

 

”We do not form any official reports on our environmental sustainability with a 

stamp of approval because they are very expensive. We are doing nothing more and 

less than just being respectful to our planet and also being a role model“ (Laura Rojas, 

NIP, 2023). 
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5 Discussion 

In this chapter, the study’s findings are analysed and interpreted in the context of existing 

knowledge, the study’s theoretical background and the research question. Additionally, 

the limitations of the study are discussed. Lastly, the suggestions for future research are 

presented. 

 

5.1 Discussion of the findings 

The primary aim of this study was to gain a better understanding of ES efforts made 

among EBEOs. The overall ambition of this study was to conduct a study that generates 

insights into relevant and applicable ES strategies applied by EBEOs which can be utilized 

by other esports organizations, business entities participating in the esports ecosystem, 

and any other interested business organizations from different industries in order to de-

crease their negative climate impact. The purpose of this study was to achieve the aims, 

fulfil the ambition, and find an answer to the research question which was formulated 

as follows: 

 

“What kind of environmental sustainability efforts are made within European-based 

esports organizations?” 

 

As stated by Nyström et al. (2022), “The maintenance and improvement of natural sup-

ports systems and services for current and future generations of living creatures”. ES in 

esports is concerned with the responsible utilization of natural resources like the use of 

sustainable technologies and energy-efficient procedures (pp. 3-13). According to Alam 

and Islam (2021, p. 1), companies are increasingly recognizing the strategic benefits of 

incorporating environmental concerns into their CSR operations. As the findings of this 

study indicate, it is also evident in the context of EBEOs. 

 

The findings indicate that EBEOs have reduced and eradicated specific material con-

sumption in their facilities by utilizing recyclables and not using or hardly using single-
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use plastics. ES through reducing specific material use in an organizations facility is a 

critical aspect of modern business operations. By reducing and eradicating single-use 

plastic consumption within their facilities, EBEOs play a significant role in promoting ES. 

EBEOs have not only decreased their environmental footprint, conserved natural re-

sources, and realized cost savings in the process (UNEP, 2021, pp. 1-44), but also contrib-

uted to long-term business resilience and competitiveness (Alam and Islam, 2021, pp. 1-

16), in an increasingly environmentally conscious marketplace (Johns et al., 2023).  

 

The findings data suggest that the influence of EBEOs over the procurement of sustain-

able energy for their facilities is low or non-existent. This is because, generally EBEOs are 

tenants in their facilities. Nonetheless, some of the European-based esports organization 

landlords have green energy policies as in the case of the Danish esports organization 

Astralis (2023, p. 9). By procuring sustainable energy in facilities, EBEOs could reduce 

their environmental footprint, contribute to mitigating climate change, and demonstrate 

leadership in sustainable business practices. As stated by the United Nations (UN), re-

newable energy sources generate electricity with significantly reduced emissions, result-

ing in having a lesser environmental effect than compared to burning fossil fuels (n.d.). 

Although EBEOs have little influence in the procurement of sustainable energy for their 

facilities, the findings indicate that attempts have been made to find different substitute 

solutions, such as negotiations with landlords and cooperation with sustainable electric-

ity companies. Cooperation with electricity companies presents an opportunity to align 

economic growth with environmental stewardship, fostering a more sustainable and re-

silient energy future. Moreover, according to the findings, EBEOs have also a low influ-

ence over the temperature settings within their facilities and this is also due to the ten-

ant status. However, minor adjustments can be made. Through sustainable cooling and 

heating, EBEOs within their facilities could reduce their energy consumption, conserve 

resources, and reduce overall the environmental impact associated with heating and 

cooling operations. Utilizing various solutions and approaches to sustainable cooling and 

heating reduces financial and environmental costs (Quefelec, 2022). 
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The findings demonstrated that EBEOs have implemented specific technologies in their 

facilities such as energy monitoring systems, LED lighting, dimmers, and timers. The im-

plementation of energy monitoring systems has enabled EBEOs to make informed deci-

sions and continuously optimize their facility's energy performance. The effective use of 

energy management systems helps organizations manage their energy use in a sustain-

able way which results in reduced costs and environmental impact (McLaughlin et al., 

2015, p. 1). Due to installation of the LED lighting in facilities, EBEOs have substantially 

saved consumption of energy within their facilities. LED lighting is today’s most efficient 

method of illumination and lighting with high energy efficiency (IUP, n.d.) Additionally, 

due to the longer lifespan of the LED lights and chemicals used in LED lights, EBEOs have 

decreased waste generation and reduced environmental impact within their facilities. 

The primary advantage of LED lights is their long lifespan, and LED lights are also free of 

toxic chemicals as well as fully recyclable (IUP, n.d.). Moreover, because of the utilization 

of dimmers and timers, EBEOs have enhanced their energy consumption savings to a 

greater extent. Dimmers and timers provide energy savings since lights are used at a 

reduced level and turned off automatically (DOE, n.d.). Furthermore, practices in the 

regards of turning electrical equipment off when not used is a common practice for 

EBEOs according to the findings which significantly reduces energy consumption within 

their facilities. Turning off electrical equipment when not in use is a straightforward yet 

effective way to promote ES by conserving energy, reducing carbon emissions, saving 

costs, prolonging equipment lifespan, promoting awareness, and demonstrating corpo-

rate sustainability. Therefore, with the integration of these technologies and practices, 

EBEOs have improved their energy efficiency, reduced carbon emissions, and reduced 

the environmental impact of their facilities. Overall, EBEOs sought to reduce their envi-

ronmental impact through active energy-saving policies. 

 

According to the findings and theoretical background of this study, EBEOs have procured 

reusable and environmentally friendly work and gaming equipment for their facilities, 

and merchandise and apparel from suppliers with environmentally friendly practices. As 

regards the office furniture within the facilities, EBEOs have procured new and used 
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office furniture from cooperation with companies with sustainable practices and circular 

economy companies. In addition, EBEOs gets office furniture repaired if it gets broken. 

Regarding office essentials, EBEOs have procured environmentally sustainable office es-

sentials from cooperation with companies with sustainable practices and ES certifica-

tions. Moreover, EBEOs have procured electronics through cooperation with companies 

that utilize circular economy, and through cooperation with companies that have a high 

environmental performance. Regarding the procurement of merchandise, EBEOs have 

procured environmentally friendly merchandise for sale through collaboration, for in-

stance, recyclable water bottles. As regards to the apparel procurement, EBEOs have 

procured environmentally friendly apparel through collaborations with suppliers and 

manufacturers utilizing the circular economy’s pillars. By incorporating ES principles into 

the procurement processes, EBEOs have contributed to ES while creating healthier and 

more environmentally friendly work environments within their facilities. Sustainable 

procurement improves corporate environmental performance and contributes to en-

hanced environmental well-being (Etse et al., 2023, p. 527). 

 

This study’s findings and literature review indicate that EBEOs utilizes public transporta-

tion and carpooling when travelling to in-person events. Public transportation signifi-

cantly reduces greenhouse gas emissions that are harmful to the environment (Hodges, 

2010, p. 1), and carpooling reduces energy consumption and emissions (Shaheen et al., 

2018, p. 2). Additionally, EBEOs have tried to reduce travelling in general. Moreover, 

EBEOs have utilized carbon-offsetting, and reporting their carbon footprint regarding 

travelling. However, in some cases, such as participating in events, EBEOs cannot influ-

ence the transportation mode due to the geographical location of the event and since 

tournament organizers usually cover it. Nonetheless, by implementing these strategies, 

European-based esports organization's travel practices have preserved natural resources. 

 

This study’s findings illustrate that EBEOs have implemented general waste management 

strategies such as prevention, minimization, recycling, and reuse. Additionally, the liter-

ature review indicates that EBEOs have reported and measured its waste generation 
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carbon footprint. Moreover, European-based esports organization's personnel keep each 

other in check regarding waste reduction and recycling. European-based esports organ-

ization's implementation of sustainable waste management strategies results in signifi-

cant positive benefits to the natural environment. Recycling conserves natural resources, 

reduces CO2, conserves energy, and diverts waste from landfills and incinerators, reduc-

ing pollution and emissions (EPA, n.d.). By integrating waste management strategies into 

daily business operations, EBEOs plays a significant role in mitigating environmental deg-

radation and building a more sustainable future. 

 

This study’s findings and theoretical background demonstrate that EBEOs have formed 

various collaborations and partnerships with manufacturers, suppliers, distributors, and 

retailers, and organizations from different industries that commit to ES. These organiza-

tions vary from non-governmental organizations, lifestyle brands, consultant companies, 

cryptocurrency and blockchain platforms, and utility companies to restaurant chains. 

Collaboration facilitates the exchange of knowledge, best practices, and innovative solu-

tions. By working together, partners can advocate for environmentally friendly policies, 

regulations, and practices, driving systemic change. Furthermore, collaboration can help 

spread risks associated with environmental projects among multiple partners. Partner-

ships enable initiatives to scale up and have a broader impact. By bringing together di-

verse perspectives from various sectors, partnerships can foster creativity and new ap-

proaches to environmental problems. By combining efforts, projects can reach larger ge-

ographical areas, affect more stakeholders, and achieve greater results than individual 

efforts. By sharing responsibilities and liabilities, organizations can minimize individual 

exposure and enhance project resilience. Forming collaborations and partnerships with 

organizations enables businesses to fulfil environmental goals, hence enhancing envi-

ronmental performance (Ramanathan et al., 2020, p. 1218). Overall, European-based es-

ports organization's collaborations and partnerships play a crucial role in advancing ES 

by harnessing collective action, fostering innovation, and promoting inclusive and equi-

table solutions to complex environmental challenges.  

 



93 

EBEOs have illustrated a wide range of ES projects and initiatives according to the find-

ings and theoretical background in this study. These vary from campaigns, manifestos, 

donations, and education to created alliances. Overall, ES projects and initiatives play a 

crucial role in addressing global challenges such as climate change, biodiversity loss, and 

resource depletion. EBEOs implement innovative solutions and foster collective action, 

these efforts have contributed to building a more resilient and sustainable future for 

generations to come.  

 

Regarding this study’s findings and theoretical background, EBEOs are actively and trans-

parently communicating their ES projects, initiatives, and performance. However, official 

ES reporting is not done in all EBEOs. Through communication and reporting, EBEOs have 

facilitated ES awareness. Effective and transparent communication and reporting are es-

sential for driving ES by raising awareness and fostering innovation. 

 

Furthermore, EBEOs as an institution within the context of the gaming industry, play a 

significant role in shaping the competitive landscape of esports and can have a strong 

influence on gaming culture and communities. Even though, as stated by Hayday et al. 

(2022), CSR agendas are in their initial stages in esports business models. It can be seen 

that EBEOs managers are increasingly involved with issues of CSR and ECSR. This can be 

considered as a means for managers to engage directly with the institutional environ-

ment (Subbady, p. 383, 2013). Additionally, as the study’s findings and literature review 

highlight, EBEOs have a huge potential for increasing ES awareness to a global audience 

which is estimated to grow year on year basis in the future as estimated by Newzoo 

(2022). With millions of followers currently worldwide and growing, EBEOs have a unique 

chance to utilize its power to engage followers in conversations on ES. This not only raises 

awareness but also empowers people to make informed decisions and practices sustain-

able habits in their everyday lives. By incorporating environmental themes into activities, 

EBEOs can drive significant change and contribute to a sustainable future. Moreover, it 

is apparent that esports do affect the natural environment harmfully, as indicated by 

Ross and Fisackerly (2023, p. 6). For esports to function, it necessitates natural resources. 
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5.2 Limitations 

This study has potential limitations. Firstly, even though academic research in esports is 

expanding and developing, it is still in its initial stages and there is a lack of data produced 

and published in the field of esports. Especially, a lack of prior research studies on the 

topic of esports in the context of ES, which caused limitations to the scope, depth, and 

applicability of the study. Secondly, this study mostly only included publications and pa-

pers written in English except for a few Finnish publications. Informative material may 

have been published in other languages that were not included in this study. Thirdly, this 

study was conducted as a multiple case study with a sample size of two semi-structured 

interviews from two different case companies which fell short of the preliminary sample 

size intended. By including more case companies in the study, a more comprehensive 

comparison between the companies might be made and further useful findings could be 

discovered. This then could generate more valuable knowledge on ES efforts made 

within EBEOs. Additionally, since the sample size was two case companies, the results 

may not be generalized to a larger population. Thus, since the two case companies rep-

resented the esports industry’s primary stakeholders esports organizations, the findings 

may not be generalized to all esports organizations. Furthermore, since this study had a 

geographical limitation due to its focus on EBEOs, the results might not be applicable to 

be generalized outside of Europe. Fourthly, since the study’s empirical part was con-

ducted in the form of two semi-structured interviews with interviewees from two differ-

ent countries, it must be noted that one of the interviews was conducted in Finnish and 

the interview guide was translated into Finnish, and the other interview was conducted 

in English which was not the first language of the interviewee hence, interviewees might 

understand the questions differently. Fifthly, there might also be embellished truth in 

the findings, especially in sensitive matters such as ES efforts made within the organiza-

tions. Lastly, due to the lack of prior research in the context of ES efforts made within 

esports organizations, the interview guide may limit the representativeness, validity, and 

reliability of the data.  
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5.3 Future research 

There is an evidently lack of research regarding esports, especially in the context of ES. 

As the field of esports continues to grow globally, so too does the need to understand 

and address the environmental impact of it. Esports organizations, being prominent ac-

tors in the industry, have a significant role to play in fostering sustainability initiatives. 

This study opened up several potential avenues for future research aimed at exploring 

and enhancing ES efforts within esports organizations and deepening our understanding. 

 

Future research could focus on conducting quantitative assessments of the environmen-

tal footprints of esports organizations. This analysis could involve measuring carbon 

emissions, energy consumption, water usage, and waste generation associated with var-

ious aspects of the organization's operations, including organization facilities, events, 

and travel. By quantifying environmental impacts, researchers can identify key areas for 

improvement and track progress over time. Additionally, more in-depth research about 

efforts made within esports organizations with a larger sample size and expand the 

study’s geographical location to cover other countries outside of Europe. By analysing 

successful sustainability initiatives, the research could inform best practices and inspire 

other esports organizations to implement similar measures. Moreover, research on col-

laboration and knowledge sharing within the esports ecosystem can facilitate collective 

action toward ES goals. Investigating partnerships between esports organizations, envi-

ronmental organizations, government agencies, and industry stakeholders can identify 

opportunities for synergies, and resource sharing. 

 

The proposed future research suggestions encompass a broad spectrum of interdiscipli-

nary inquiries. Future research on ES efforts within esports organizations holds enor-

mous potential for advancing our understanding of how the esports industry can con-

tribute to a more sustainable future. By conducting quantitative analyses, exploring best 

practices, and fostering collaborations, researchers can contribute to the development 

of evidence-based strategies for mitigating environmental impact and promoting sus-

tainability in the rapidly evolving landscape of esports. 
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6 Conclusions 

This study has explored the active and diverse ways in which ES efforts are being inte-

grated within EBEOs. Through an in-depth examination of existing literature and inter-

views conducted, it is evident that the EBEOs are recognizing their responsibility to ad-

dress environmental concerns, and are implementing ES efforts in a variety of methods. 

One of the key findings of this study is the multifaceted nature of ES efforts within EBEOs. 

EBEOs are not only focusing on reducing their carbon footprint through energy-efficient 

practices and technologies, and sustainable procurement processes, but also imple-

menting environmentally sustainable practices across various aspects of their operations, 

including travelling practices, waste management and reduction strategies, and forming 

environmental partnerships. This comprehensive approach underscores the EBEOs com-

mitment to fostering environmental stewardship at various levels. Furthermore, the case 

companies interviewed and analysed in this study have demonstrated the feasibility and 

effectiveness of integrating ES into EBEOs. EBEOs are showcasing innovative solutions to 

mitigate their environmental impact. Additionally, the literature review highlights that 

esports affects the natural environment harmfully and it has a unique contribution to it 

due to its remote competition possibility and emphasis on technology. Moreover, the 

literature review and findings highlight the potential of esports organizations for pro-

moting environmental awareness and activism among a global audience. With millions 

of followers worldwide, esports organizations have a unique opportunity to leverage 

their influence and engage audiences in discussions about ES. This not only serves to 

raise awareness but also empowers individuals to make informed choices and embrace 

sustainable behaviours in their daily lives. By incorporating environmental themes into 

activities, esports organizations can inspire meaningful change and contribute to a more 

sustainable future. 

 

There is a scarcity of academic literature addressing esports, especially the intersection 

of esports and ES. This study is filling a critical gap in the existing research landscape of 

esports and ES. Nonetheless, ES is increasingly important across all industries, including 

esports. This study’s investigation of how esports organizations in Europe are 
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approaching sustainability provides valuable insights into the emergence of eco-con-

scious practices within a rapidly growing sector. Additionally, this study offers practical 

insights for esports organizations and other business entities participating in the esports 

ecosystem, and any other interested business entities from different industries seeking 

to adopt or enhance their sustainability initiatives and decrease their negative climate 

impact. Furthermore, this study sheds light on the environmental impact of esports and 

showcases efforts to mitigate it, hence raising awareness among esports enthusiasts, 

professionals, and stakeholders. This awareness can foster a sense of responsibility and 

encourage further action towards sustainability within the esports industry. Moreover, 

this study contributes to the academic discourse surrounding both esports and ES. It 

provides a foundation for various potential avenues for future studies to build upon and 

has immense potential for improving our comprehension of how ES within esports can 

help to create a more sustainable future and facilitate a deeper understanding and ex-

ploration of this multifaceted intersection.  

 

Nevertheless, while significant strides have been made, it is essential to acknowledge 

that the journey towards ES within the esports industry is an ongoing process. As the 

industry continues to evolve and grow, there will inevitably be new challenges and op-

portunities on the horizon. Esports organizations must remain vigilant, adaptable, and 

committed to advancing sustainability principles in all aspects of their operations. To 

conclude, the findings of this study underscore the transformative potential of integrat-

ing ES efforts within EBEOs. By embracing sustainable practices, fostering awareness, 

and fostering collaborations, EBEOs have the opportunity to not only reduce its environ-

mental footprint but also to inspire positive change on a global scale. As the esports 

industry continues to evolve, sustainability will undoubtedly remain a cornerstone of its 

future growth and success. Looking towards the future, I hope that the insights pre-

sented in this study will inspire academics to further explore the ES within esports, and 

serve as a catalyst for further progress towards a more sustainable and environmentally 

conscious esports industry. 
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