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Annotation: First and foremost, tech-
nology makes up a significant proportion of
our daily life. Thus, it can be accompanied
by how people are engaged in technological
devices because of different purposes. While
using technological devices, people are fre-
quently induced to play some video games,
and according to some factors, they want to
compete. For instance, achievement, sociali-
zation, and immersion are the factors that
create an immense eagerness for competeti-
on in these types of video games. Also, prize
pools for the players are highly increasing.
Meanwhile, this field is not profitable only
for players. Nowadays, so many eSports
tournaments are arranged. Because of the
globalization over the internet, a continually
increasing number of online competitions,
tournaments can be observed not only at the
regional and national level but also at the
international level. Besides, eSports champi-
onships have been developed in parallel with
the professionalization of this activity to-
wards professional teams, players/gamers,
and coaches. Professionalization of eSports
generates push and pull factors. These es-
sential factors indicate the rising fame of
eSports compared to traditional sport.
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First and foremost, technology makes
up a significant proportion of our daily life.
Thus, it can be accompanied by how people
are engaged in technological devices be-
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cause of different purposes. For instance,
nearly 4.536 billion people used the internet
in June 2019 based on Internet World Stats,
which resulted from having technology gad-
gets on a significant proportion of people
[5]. In a recent study, Pew Research estima-
tes that five billion people worldwide own a
mobile device [8]. While using technologi-
cal devices, people are frequently induced to
play some video games, and according to
some factors, they want to compete. For ins-
tance, achievement, socialization, and im-
mersion are the factors that create an im-
mense eagerness for competition in these ty-
pes of video games. Also, prize pools for the
players are highly increasing. Meanwhile,
this field is not profitable only for players.
At the time of writing, the total prize pool
for The International 10 sits at $34,333,874,
surpassing last year’s total and officially
becoming the giant prize pool in esports
history [10].

These video games had already been
called eSports. Some academics consider
that a more comprehensive definition of the
sport concept allows viewing eSports as a
sport [2]. Nowadays, so many eSports tour-
naments are arranged. Because of the globa-
lization over the internet, a continually in-
creasing number of online competitions, to-
urnaments can be observed not only at the
regional and national level but also at the in-
ternational level, such as the League of Le-
gends World Championship, FIFA Interac-
tive World Cup, Major League Gaming,
Fortnite World Cup and so on. Besides,
eSports championships have been developed
in parallel with the professionalization of
this activity towards professional teams, pla-
yers/gamers, and coaches. Professionaliza-
tion of eSports generates push and pull fac-
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tors. Push factors are characterized by per-
sonal or external factors and often have ne-
gative connotations. Alternatively, pull fac-
tors are those that draw people to start busi-
nesses — such as seeing an opportunity [4].
In general, pull factors be more prevalent
than push factors. These essential factors in-
dicate the rising fame of eSports compared
to traditional sport.

eSports makes up a definition that cre-
ates competition and a winning prize pool to
involve a remarkable number of players. It is
considered like professional gaming within a
professional environment, meanwhile pla-
ying video games through competitions. In
recent years players have been already
known as professional players as in trade-
tional sport, quality of games and number of
winning prizes increased considerably. Also,
several fans and players escalated.

As it is known, traditional sport invol-
ves a lot of athletes, a great amount of mo-
ney, different motives, whilst in April 2017,
Momentum CEO Chris Weil said that in the
upcoming years, eSports will overcome tra-
detional sports [9]. The global eSports audi-
ence numbered 380.2 million in 2018 and
has tended to grow up to 557 million by
2021 [6]. Traditional sport has a long history
in contrast to eSports. Since the beginning of
history, through different kinds of conven-
tional sport, they indicated a remarkable
change in the rules, training, athletes, clubs,
revenues, etc. However, eSports is just in the
beginning of history for development, for
example, yet 12 types of eSports exist based
on Jane Hurst [5].

Here, based on three research ques-
tions, it can be discussed which factors sig-
nificantly impact one-sport athletes. This
process will influence the popularity of tra-
ditional sport. Those three questions are:

1. What are the factors motivating athletes
to engage in eSports?

2. What is the push and pull factors for
athletes in traditional sport versus
eSports?

3. What extent contextual factors might be
influential on eSports?
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First, eSports do not require outstan-
ding physical form from athletes, nor do
they require specific climate conditions or
expensive infrastructure [2]. Thus, participa-
tion in eSports competitions is lower than in
traditional sports and competing in different
games is possible for the same athlete. Ad-
ditionally, due to eSports competitions' no-
velty, governments have not yet intervened
in the development of national teams. Se-
condly, for carrying out any actions, distinc-
tive motives exist. Accordingly, eSports
holds a few motives which captivate pe-
ople's attention on itself. "More specifically,
three motives (i.e., competition, peer pressu-
re, and skill-building for the actual playing
of sport) had a statistically significant im-
pact on the amount of time spent on eSports
game playing"”. The third research question
refers to the contextual factors which have
an essential effect. eSports have been highly
popular in Asia for some time. The Asian
eSports audience is almost bigger than that
of Europe and America, combined [1].

In recent years eSports is launching a
new period for the sports industry. eSports
will be known as a modern sport, with an
interdependent connection to traditional
sports, which creates excellent chances for
all stakeholders. People are getting much
lazier every day and joining eSports while
staying at home is acknowledged as a pull
factor. It is important that because of the
technological nature of numerous services
through which eSports is consumed, nume-
rous concurrent social groups and on-screen
characters can exist together in one space,
each perhaps performing a separate activity
[4]. Researching contextual factors makes
up the necessary consequences and clarifies
correlations in different conditions. For
example, residents of post-Soviet and post-
planned economies are more likely to par-
ticipate in eSports. As for eSports-specific
factors, a higher number of Internet users in
the country increases participation in tourna-
ments but does not affect the amount of mo-
ney won [2].

Study aims:
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to investigate the reasons of the main
motivational factors of athletes to
engage in eSports;

to analyze the push and pull factors
of athletes who are involved in
eSports and traditional sport;

to find what extent contextual factors
have an impact

This study's literature gathers different
narratives expressing the importance of
eSports and many points of it as a real sport.
Before this research, there have been several
investigations related to the comparison of
eSports and sport. Depending on the positive
or negative factors in question and the na-
ture and intensity of the motives in our lives,
all our behaviors gain direction or change
continuously. For instance, athlete conducts
various behaviors to be successful and to
achieve his/her goals [11]. Furthermore, wri-
ters divide eSports into strategy games,
sports, race games, and Ego-shooters based
on their game mechanics. Circumstances, as
an illustration, fun, entertainment, competiti-
veness, experiencing events, and experien-
cing video games differently, being a better
player make up influence eSports positively.
Lastly, push and pull factors are opposite to
one another. However, push factors to gene-
rate bothering results on people, in time, pull
factors make something much more attract-
tive positively.

The study will apply to qualitative and
quantitative research methods and benefit
from secondary data. | aim to analyze and
compare the updated measures in the theo-
retical framework of eSports and practical
areas both in Azerbaijan and internationally.
Next, experts and athletes will be conducted
from the Azerbaijan eSports Federation.

The research is expected to contribute
to ongoing studies on eSports and traditional
sports. This research can help market analy-
zers obtain more insights about this subject
and companies interested in advertising their
business in these areas. Next, this paper will
provide much more obvious information for
the future of Sport. Nowadays, the new
generation struggles to shape themselves as
a person who leads the wrong direction in
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their advanced career. At the same time, this
research can trigger further studies as
eSports faculties in universities
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MOTHUBAHNOHHBIE ®AKTOPbI CIIOPTCMEHOB
TPAAUIITUMOHHBIN CITIOPT ITPOTUB KUBEPCIIOPTA

AM. lleityooB

Aszepbaiidcanckasn 20cyo0apCmeeHHasi akademust (hu3uuecKoll Kyaivmypsbl U CHOpma

Kaq)ez[pa CHOpTUBHOIO MEHE/KMEHTA U KOMMYHUKAILINI
ahmad.sheyubov2019@sport.edu.az

Annoramusi: Ilpexne Bcero, ciemyer
OTMETHUTh, YTO TEXHOJIOTUU COCTABJISIOT 3Ha-
YUTEJbHYI0 YacCTh HAIIEW MOBCEIHEBHOM KHU3-
HU. DTO MOXET COMPOBOKAATHCS TEM, KaK JIO-
I WCTIONB3YIOT TEXHOJIOTHYECKUE YCTPOMCT-
BaMHM JJIA pa3HbIX LieJed. 3a4acTylo TEXHOJO-
TUYECKUE YCTPOMCTBA MPOOYNKIAIOT y JIIOACH
MHTEpPEC K BHJIECOUIPAM, U, IO HEKOTOPBIM
MPUYMHAM, Y HUX TOSBIISIETCS JKEJIaHUE COPEB-
HOBATbCA, COCTA3aThCA. MOXHO CKa3zaTh, UYTO
JIOCTYOKCHHSI, COIMAIN3allisl U TOTPY>KEHUE B
MIPOLIECC UTPHI SBISIOTCA (PaKTOpamu, co3/a-
IOIKUMH O0€3MEpHOE CTpEeMJIEHHE K COpPEBHO-
BAHMSM B AHAJIOTMYHBIX BHaeourpax. Taxxe
CHWJIBHO pPacTyT MpHU30BbIe (DOHIBI HIPOKOB.
Mexny Tem naHHas cepa sBiseTcs He 0c000
NpuOBLUILHOM I UrpokoB. B Hacrosiiee
BpeMs MPOBOAMUTCS OYE€Hb MHOIO TYPHHUPOB
kubepcropty. B cBsizu ¢ rinobanuzanueit Uu-
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TEpHETa PacTyIlee KOJIUYECTBO OHIANH-COPEB-
HOBAHHUHM M TYPHHPOB HAOIIOJAIOTCS HE TOJb-
KO Ha PErMOHaJIbHOM W HAallMOHAIIBHOM, HO U
Ha MeXIyHapoAaHoM ypoBHsX. Kpome Toro,
YEMITMOHATBI TI0 KHOEPCIIOPTY pPa3BUBAIHCH
napajuienbHo ¢ npodeccuoHaIu3anue 3Toi
JIESITEIIBHOCTH B OTHOIICHUH MPOQECCHOHATH-
HBIX KOMaH/I, UTPOKOB / TeMIMEPOB U TPEHEPOB.
[Tpodeccuonanuzanust Kubepcropra MOPOXK-
JTAeT Ompe/eseHHble (aKTOPbl, KOTOPHIE SBIIS-
FOTCSI IPUYMHOM pacTyILlErd MOMyIIPHOCTH K-
OepcriopTa MO CPaBHEHUIO C TPATUIUOHHBIM
CIIOPTOM.

KiroueBble cioBa: xubepcnopm, mpa-
OUYUOHHBIU CNOPM, CMUMYIUpYlowue u mop-
mozawue hakmopul, mypHupbl, MOMUBAYUOH-
Hble (aKkmopvl, CHOPMCMEHbl, CpasHeHue,
MexXHON02UA.
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ONONOVIi IDMANLA MOSGUL OLAN iDMANCILARIN E-iDMANLA
MUQAYiSODO MOTIiVASIiYA AMILLORININ MUQAYiSOSi

9.M. Seyubov

Azarbaycan Dévlat Badon Torbiyasi va Idman Akademiyas:
Idman menecmenti vo kommunikasiya kafedrasi
ahmad.sheyubov2019@sport.edu.az

Annotasiya: Har seydon avval texnolo-
giya giindalik hayatimizin shomiyyatli bir his-
sasini toskil edir. Beloaliklo, insanlarin forgli
moqsadlara gora texnoloji cihazlarla neco mos-
gul olduglar1 miisayiat edilo bilor. Texnoloji
cihazlardan istifado edorkon insanlar tez-tez
bozi video oyunlart oynamaga sévq edilir vo
bozi amilloro goro rogabat etmok istayirlar.
Masalon, miivaffogiyyat, ictimailogsmo vo alii-
dalik bu ciir video oyunlarda boyiik bir ragabat
hovasini yaradan amillordir. Ayrica, oyungular
ticlin udus fondlar1 artmaqda davam edir. Bu
arada bu sahs yalniz oyungular ti¢iin sarfali de-
yil. Indiki vaxtda bir sira e-idman turnirlori
toskil olunur. Internet {izorindaki globallasma,
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davamli olaraq artan onlayn miisabiqgalor saye-
sinda turnirlor yalniz regional vo milli saviy-
yadoa deyil, beynalxalq soviyyads do miisahido
edilo bilor. Bundan slavs, e-idman ¢empionat-
lar1 bu faaliyyatin pesokar komandalar, oyun-
cular vo moasqgilar istiqamatinds pesokarlas-
mast ilo paralel olaraq inkisaf etdirilmigdir. E-
idmanin pesokarlig1 stimullagdirict voa manea
toradon amillor yaradir. Bu amillari ansnavi
idmanla miiqayisods e-idmanin artan séhrati-
nin gostaricisi hesab etmak olar.

Agar sozlor: e-idman, anonavi idman,
stimullasdirict vo manea téradan amillor, tur-
nirlor, motivasiya edici amillor, idmangilar,
miiqayisa, texnologiya.
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