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THE USE OF ARTIFICIAL INTELLIGENCE IN ESPORTS:
PROSPECTS AND PROBLEMS

The article analyzes the use of artificial intelligence in esports. It is noted that the fact that Al technology has been
developing rapidly in recent years makes its impact on the gaming industry particularly significant. On the one hand,
games created with advanced artificial intelligence allow players to improve the gaming experience by creating a more
interesting game (creating a more realistic virtual environment). On the other hand, Al-enabled games provide better
game mechanics and help players train and improve their skills. These circumstances necessitate the study of the legal
regulation of artificial intelligence in esports.

The study pays special attention to the role of Al-based bots that can simulate real-life scenarios and provide players
with the opportunity to train and improve their skills, and to the analysis of opportunities to provide players with real-
time feedback on their performance. At the same time, the author analyzes the complexities of legal regulation of the use
of artificial intelligence in various spheres of life, including esports. The author analyzes the provisions of the European
Union acts on this issue.

Itis concluded that, in general, artificial intelligence plays an important role in the esports industry. Thus, optimization
of video games through the use of artificial intelligence, training, and analytics help players become more competitive
and create the tools necessary for teams to succeed. However, there are problematic issues regarding legal regulation
and abuse of athletes. It is concluded that as the esports industry continues to evolve, artificial intelligence remains an
important component of the gaming experience and there is a need to adapt legislation to meet new challenges.

Key words: artificial intelligence, esports, legislation, computer systems, standards, gaming industry.

Atrrapy ., Kopuokyii IO.M. BHUKOPUCTAHHSA WMTYYHOI'O IHTEJIEKTY
Y KIBEPCIIOPTI: HEPCIIEKTUBU TA ITPOBJIEMH

Y ecmammi npoananizosano numanmsa wo0o 6UKOPUCMANHA WMYYHO20 iHmMenekmy y Kibepcnopmi. 3ayeadiceHo, ujo
paxm mozo, wo mexnonozis Al cmpimko possusaemvcsi 8 ocmanHni poxu, il 6nauU6 HA 2po8y [HOYCMPIIo € 0COONUBO
3HAYHUM. 3 00HO20 OOKY, iepu cmeopeni i3 pO3UWUPEHUM WHYYHUM THMENEKMOoM 00360AI0Mb 2PASYAM NOKPAUWUMU
ieposuti 00c6i0 uepe3 cmeopeHHs DINbUL YIKABoT epu (CMEOpeHHs Oilbl PeaniCmuyH020 GIPMYAIbHO20 CepedosULa).
3 inwoeo, izpu 3 NIOMPUMKOIO WMYUHO20 IHMeENEeKMY 3a0e3neuyioms Kpawyy icposy MexamiKy ma 0aroms 3Mo2y 00nomMo2mu
2pasysaM MpeHy8amucs ma 800CKOHAII08AMU C80I HABUYKIL. J{aHi 0OCMABUHIU 3yMO8II0I0Mb He0OXIOHICMb 00CTIONHCEHHS
npasoeo2o pe2ynio6anHs WMy4Ho20 IHmeieKny y Kibepcnopmi.

Oxpemy ysazy y 00Ci0ANCceHHI0 NPUOLLEHO Poai OOMIB, W0 HA OCHOGI WMYUHO2O THMENEKNTY MONCYMb CUMYIIO8AMU
peanvui cyenapii ma Ha0agamu epasysm MONCIUSICMb MPEHy8amucs ma 600CKOHANIO8AMU CE0i HABUUKY MA AHANI3Y
Mootcnugocmell Ol HAOAHHS 2PABYAM 3860POMHO20 36 ’SI3KY Y PENCUMI PeanbHO20 4acy wooo iX NpooyKMuHOCHI.
Boonouac npoananizosano ckiaoHowi npagooco pe2ynioganHs 6UKOPUCIAHHI WIMYYHO20 THMeNeKmy y pisHux cgepax
Jrcumms, 6 momy wucii y kibepcnopmi. IIpoananizoeano nonoosicenns akmis €eponeticbkozo Coiosy 3 0aH020 NUMAHHSL.

3pobreno 6ucHo8oK, wo 3aeanom, wmyuHull iHmenekm idiepae 8ajdciugy poiv 8 iHdycmpii kibepcnopmy. Tak,
ONMUMI3Y AN 810€0i20p 30 O0NOMO2010 BUKOPUCTAHHA WINMYYHO20 IHMENeKMY, HA8UaHHA MA AHATIMUKA OONOMA2aiomy
epasysam cmamu Oinbid KOHKYPEeHMOCHPOMONCHUMU A CIMEOPIOIOMb IHCIMPYMeHmu, HeoOXiOHT 05l 00CACHEeHHs YCnixXy
Komano. OOHnax, IiCHYIOMb NPoONIEeMHI NUMAHHA WOO0 NPABOBOI pe2iameHmayii ma 3108JCUBAHL CHOPHICMEHAMU.
Iliocymosano, wo ockineku iHOycmpis Kibepcnopmy RpPOOO0BXHCYE PO3GUBAMIUCS, WHYYHUL [HMELeKm 3aIULUAEMbCS
8ANCTIUBOIO CKIIAOOBOI [2P0B020 00C8I0Yy Ma ICHYE HeoOXIOHICMb aoanmysamu 3aKOHOOA8CHE0 ) GIONOBIOHOCMI i3
HOBUMU GUKTIUKAMU.

Kniouogi cnoea: wmyynuil inmenexm, xibepcnopm, 3aKOHO0A8CME0, KOMN'IOMEPHi cucmemu, Cmanoapmu, ieposa
iHOycmpis.
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Purpose and objectives. The purpose of this
article is to study the impact of artificial intelligence
on esports and analyze the prospects for using the
achievements of computer systems and problems in
this aspect. The objectives of the study are to find out
the possibilities of esports in optimizing the game-
play, helping players in training, and conducting ana-
lytics for teams and players.

Research methods. The research used the meth-
ods of analysis, generalization, and comparison.
The analysis method helped to analyze scientific,
technical, and legal literature in the field of artifi-
cial intelligence in games, as well as to understand
the problematic issues in this aspect. The use of the
generalization method made it possible to accumu-
late the available knowledge on the use of computer
technologies in esports and to formulate conclusions
about the effectiveness of artificial intelligence as an
effective tool for the modernization of esports. The
comparison method was used to compare the pos-
sibilities of using artificial intelligence in different
areas and to identify the features of each area.

By its very nature, artificial intelligence (Al)
encompasses the creation of computer systems that
allow performing tasks that require human intelli-
gence, the ability to make decisions, act and adapt
based on limited information [1].

Machine learning (ML) is a so-called subfield of
Al aimed at developing learning methods for comput-
ers that allow them to analyze the data provided and
gradually learn to solve complex tasks based on it [2].

Currently, Al is used in esports in various aspects.

For instance, Al is used in gaming to better
understand the motives and decisions of players. In
particular, artificial intelligence tools are capable
of analyzing large amounts of data and identifying
dependencies. Thus, it becomes possible to develop
recommendation systems that take into account the
individual preferences and playing styles of users [3].

As the scope of artificial intelligence has
expanded, interest in legislative regulation of this
phenomenon has increased. Thus, the regulation of
the use of artificial intelligence technologies interacts
with the application of other laws.

Let us consider some of the initiatives in the field
of artificial intelligence regulation. One of these doc-
uments is the Artificial Intelligence Act, a proposal
for a regulation from the European Commission to
regulate the use of artificial intelligence.

Explaining the need to adopt a regulation to reg-
ulate Al, the European Commission notes that ele-
ments and methods of using artificial technologies
may cause new risks or have negative consequences
for individuals or society as a whole. Regarding the

context of the regulation itself, the European Com-
mission has identified the following goals that it is
trying to achieve by adopting this law:

1) Ensure that artificial intelligence systems
deployed and used on the EU market are secure and
respect existing legislation protecting fundamental
rights and EU values;

2) provide legal certainty to facilitate investment
and innovation in the field of artificial intelligence;

3) improve the governance and effective enforce-
ment of existing legislation on fundamental rights
and security requirements applicable to artificial
intelligence systems;

4) to promote the development of a single market
for legal, safe, and reliable programs using artificial
intelligence and to prevent market fragmentation [4].

The proposed regulation also contains a methodol-
ogy for identifying "high-risk" artificial intelligence
systems that must comply with certain mandatory
requirements and procedures. It also provides for the
establishment of the European Artificial Intelligence
Board, which will be responsible for the implemen-
tation of this law. It is also proposed to create regula-
tors at the national level.

Let's take a closer look at the possibilities for
esports teams and esports games. As already men-
tioned, the use of Al-based game analysis and move
prediction allows players to improve their skills and
master new strategic approaches to the game.

Sponsorship and search for sponsors in the field
of gaming sports play an equally important role. In
esports, teams and players are always looking for
sponsorship deals as the main source of income.
Player ranking plays an important role in this aspect,
as Al can work to expand the team's reach and make
sure that potential sponsors pay attention to it [5]. The
use of Al platforms is progressive - websites that use
artificial intelligence to analyze players' game videos
and help them find ways to improve their strategy
[6]. The distribution of content in the form of arti-
cles, images, and videos can also be optimized using
Al technology. Currently, most of this work is done
by humans, but now you can rely on Al technology
to accomplish this task with ever-improving results.
Al can perfectly match the changing needs of cus-
tomers and provide them with relevant content, con-
stantly improving itself based on live feedback [7].

Like any other sport, esports has a constant problem
with match-fixing and dishonest players. These issues
can tarnish the reputation of the sport and create an envi-
ronment that lacks trust and credibility [8]. Anti-cheating
software is notoriously ineffective, and new cheating
tools appear on the Internet every day, available to any-
one who wants to download them [9]. Systems staffed
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exclusively by humans cannot cope with the huge vol-
ume of messages coming from all over the world [10].
On the other hand, artificial intelligence uses all the data
from anti-fraud programs and determines whether foul
play has occurred through enhanced learning [11].

Therefore, artificial intelligence has a transforma-
tive role in esports, and esports companies that use Al
have gained a competitive advantage and are already
changing the world of esports today.

Conclusions:

The use of artificial intelligence has long been a

reality in many areas of human life. In esports, Al
is used to provide teams and players with analytical
data that can help them understand their performance
and make better decisions. Al algorithms can ana-
lyze data from many sources, providing teams with a
complete picture of their performance.

At the same time, the issue of legal regulation of
esports and the use of artificial intelligence in esports
is currently unclear, and therefore abuse and manip-
ulation are possible, both during competitions and in
determining results.
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