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[Abstract]

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

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

1. Concept and Function of NFTs
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3. NFT Features by e-sports Type
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3.2 NFTs from players

(1) Uelotol[8]

o] TJA|E 7k= NFTO] A2, glojelo] 7158 &
ofo]= 120l Uolojo]9] NFT CjX|€ 7t ‘mjel=d
(Metaflip) 7}= 0f|A] Uloto|o] ]2/ =Eu} Alm] oJAt
7]R|7F 5o} Qla, HERE ol 55 URlotol
Welo] A1 Fheo] ]S 2w HEEY Fled
SECERCE

)

(2) ofol2 &9
o] Tjx|g Fh=t NFTQ] 742, HlolEe} 7158 it
NFTE 22891 7]&0] 7|9t Cix|e Abdtolw, 24K

2

HlHQ A 5 H450] 7] 9 Befo] B, B4, sfol
efolE M7, BE U HY 94 5 o2 HBE NFTZ
wofst 9l

(3) Ledger[10]

o] YAIE 7te+= NFTQ] 72, Hloj§fe] 7|52 =it
Yook AREARs Hotuh Helgh AR 25 asitt
721 0]9& Ledgers 7H91 7|12 714t ObMsH ¥ialo g
HoslHA st deshy He]S Aol £} Ledger
Live ofjZ2jAlo]dat A3t Ledger sk=go] A2 A

0

of UgrS RIS QbR A1 BelS 7hsap) e,
3.3 NFTs in e-Sports
(1) BcIAH11]
o] A4 NFTQ] AU, 72, tol8e] 7]52 gt

zexol =M= ‘ywal TEFS 5 72 NFT 14 7)

= s, wojAte] Fjeles Wak 530 net Az
C}2 SRS AL 9 Bek ofje} 23 F2 Al

(2) Am=[12]

o AU NFT] A, Az, Hlol89| 7ls< et
meg AIS qolshs ARl chefet slElo] &
ofFith. FE AW oA ABEE AN 2422
Tt £ 228 Bo2 98 7japl Rofuck A
AAY, AN 5 % 5539 oz} o
W, 271X o]AL] nzd AJRS
o] F5E HgHot.

_\5

4. Case analysis result
NFT 7|52 2 Ayl e-ALX0] O
750l =gl Qlok. ojHelES ARERt e-A 2R |
** NFT ololshg st oy olofx): 7
o] torst Aol NFTO] ZQ3t 7]50] AL
o171, 7HAFA9] olo]El S &Alo) 9lo] FA
0 ]AAjo] 9] ojo]ElS 1w o 7] 95 NFTQ] 4%
72 851 9t e-ARE GPER 5|ayat A
S Higoe Be NG} ool NIT )
S0 ek 714 719 A7
M= AHEAIE] TNEl SOl ARFST 2 54
ulEto 2 9 ofst A AN SRS 9 A
0] W A= AU = A= lTH6].
=20 e-AR X U] NFTO] 1Al AHIE FA10]
5“4 NFT 7]5so] tisl] 2A5t3ict. NFT & &8-2 73
1} IAQlo] e 7]=o0] ZAE]ojof NFT7} AR|Ko 2
BAg et ARjufae & glok offe] Ei e-AX
= FPER NFT 7|59 54452 425t

oFwz LEX

_4

rultl
o nH:l

a
il
u
4>

j:".‘:‘ih’énonor
(0]
(]

O|l" |_E

ofr
-

el
il
ox.
It
il
In rlr
_JllTl
O_L.
\n
ﬁ
i
|:1



50 Journal of The Korea Society of Computer and Information

Table 1. e-Sports Classification by Type

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

e-Sports Type

NFT in virtual space

NFT in player
NFT in e-Sports

Game, Transaction(P2E),

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

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

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

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

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

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

game and Somewhat

NFT satisfied 10 20

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

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

NET No 10 20
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IV. Conclusion
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