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A Study of e-Sports Sponsorship Strategy of Local

Governments in Korea
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Abstract
This study is to search of the e-sports team sponsorship strategy of local
governments. Contents of this study are as follow. First, necessity of the
study of the e-sports sponsorship is suggested. Second, basic content and
history of e-sports sponsorship are introduced. Third, we suggest
relationship of e-sport and local governments and impacts of e-sport
sponsorship of local governments. Finally, we propose the e-—sports

sponsorship strategy of local governments.
FAo ¢ 2EAA, e-2E = AR A

Key Words : Sponsorship, Local Governments e-Sports

71N AR R FE58] KAVIEA VS 2320 NdE deA
a Qv B ey Adds udld melt HFHTgE s Fd tAEst
a1 A2 Apg oA o] st EmolE UAE Aulze] F3Qnz2A TFAF 7L o] Fof
A e Folth dE Eo] AFHAILL L 5t AFEA oA AEHR {3 E AT
StAY AIZEE Anjete Al SFHoRY nigtR oy dAlE FolE ) Ay
o] FHFEFE FAATE FHEEZZEA Aol HEkE I vt ¥ udolrt thF3st
H AFHALE g3 A o] ‘e-sports’dfE YA JAS W AT
T JAEUl o] &&ES v 64 o] =l 735%<1 MA 391el s FETHETAH



b ek 4

S

w3

< 3kst

AEU o] &E2 AHFE Aol o

}

9
ol

, 2006). °]2

2]

RS

gl

3

=

o

el

)
=

o ol A<l

Hlo

)

2}

FA A}zl 9 391, 2001).

S
=
ZL o]t}

%

SKe)|
H7 =

S
A

g

%

AL

5
gell

[S]

= A5t AN %

=5 B du a8

A 7)ol m A

o Arglol Az FEREE

S

o]

1

&

2=

o]

1
R

=

2
<]

% e-sports

FAbeket. o

4 3}

14

2 EX

F 50|

B
M
1

—

B
)

file)
Ho

oj
e
ﬁt
<]

2=

°
il

a2}
a}

o]

Ay Q7o Bad

A Al

=

=3

1 5}
°f 1 73]

o

H

Zolel of

-

drstE b3

e-sports7F 71 9]

L
L

;?.

sl
w3 2 d A7A AFEH AYS FHEE

ofell A 7]

SHAl W3k o skt
2

[e}
e-sportso] T

N

]
o

)

)

Nfo

)

—~
file)

el

gAYl Hav

3z
ar

of 3

T A=A

1.

O

B

ol
o
Ho

=)

!

ol
M

2

o

Tt vk ge ABA T AYS AFE ALl At AT AL



[e)
=
¥ Ho2A e-sportsE ~X=AYH FH o

AAstE ~2¥x =22 A9 e-sportsE HEAQA A7 HEY 52X =2AHYH 7|49
AEANNS A AxznpAge giaorrE F8UtSsly] otk 18]y e-sports

A Feh ob& e e-sports7b zt= 71 B AAAGA7L Zb= wpAIR 7] 8] 9k 5

mass—media industry Internet

| /
l cooperative

value

physical
sports

* research viewpoint of communication

e—sports & physical sports I \ value
|

culture competition entertainment]

m. o]&3 w74
1. e-sports¢ 713

e-sportst electronic sports®] SFol2 A 7]E] Ax == el HIFH JAHY



AN ARHE FHAE2E FPE Fololth F AA AAS fAe

2
A 78E 7Hde] AAEAE oA AAH, AAA

= e
el R AFE o9 AY FYE FFRE Foluvbm P 2EMH] Folat

v gd 8= ol

N
N,
o
2,
o~
O
HU

ofy
fo
ro
N
= 2
i
=3
Ll
s}
o,
_OL
i

=
1896 Al 13] ofelv] =€ ol

h -
Fug & AHEZE gtk 2 A de 2xx AEAACAE 1928 GAHEE &

=)
=2
_>1:1
sl

i}
o,

N,
N
P
o
i
o
it
o
)
12
o
offt
:Oé
N
e,
=2
X
k1

(o

o

2
f
o
o
ne
K
Y
%

9} =24 tZx gv(sandler & shani, 1989; Roth & Peter, 1990; McCarville &
Copeland, 1994; %<, 1993, AXZ, 1997, A <, 2004).

3. 23z 2ZAAY Bx9 57

(¢
N

2EMNZ 71 vHAlE A FreAd e FdHQd dEe 7 o @A e



AGAA A o] e-~Ex 2FEAY AT 33

L= 7)ok YrrE A deeE
B Hlg-of mla] 7)ol whA
A7) wf{o U}?ﬂ‘% ek %&fﬂ FuozA sesw Qo)

Nzl AAee B8 g4l Eol e w}a}

A A A2 2EAYNY] 5E

Shaw & Amis(2001) |578A9 &njzteke] 1= gl ojm#] 74
FE, 71geln A Fd, PR R A9ALE] H31, <1E |

Simkins(1980) SlWE T 7)9l7t E_Dj— u}ﬂl‘aﬂr )
F5A, o= (2004) "}i}j—;j ]Xlﬁ g, v Rpe} b Al BAFS, 7]
PR, IR = =4, o|v R FA, 7199 A3 A A,
F5+(1993) n) & =7}, n) A} Ag:dook@w)rg %3}, 299 9]
AR

olflgt 71§ @ AEY AALFLE TFAoE uAe Fujore 7 YgFAd el
dEdFs sus dAFE3E 2ol HumExn  Jri(McDaniel, 1995; Shilbury &
Berriman, 1996; 457, o<, 2004). ol¢f o] 2EA Aol Al FujfFo 4
FE T A7E B B vuS3 2ok

<HE 2> 2¥z 2ZANT st dgd
Fa A3 A2
2EMA GEd Tl Eite] g dTAA 18 7H1997)
2EAA S 18T Faaste A 21 =(1997)
SEAN I 71973 3] A #|73+ £1(2000)
2EAA FFolel m ojwA] delat 2318 (2004)

gEaEzo) AEANT nAY FriAEe Awy § ade Had 12 B



R I B Mmo X Wﬂ
A T WX ER T A m i
R R of X X% 7 o _uw B X
Ry % (i r = K _ T W o T o
sl T X WO ® X o o T g
% T Ly = - S I <R
Al 5w 0y S o Y Mo
W " 5 i & & W% E B oy o
Mo o Lo 2 B s B Mo ® = < T
T o i o < g o om A 6 m N
Bo WM —_— L~ 2 R e N ol B ~
b W oT T N DR O oF
G 'O OB ™ W~ M w G il o
Ty of Fo s L ®F o
— %O nH o K oty on - 0 i h = =
) 0 - A n =
A " L L I R~
7o & mrnfr o ®oo o aﬁ@n LR = N
Mo ™ o — X W o= 5= o N o B
- B T . X T = X o) _E .Q
= M ™ g b < o T oo ol .
= o A W o = sy o} ofp
5 = w ~ Xopx 2 — W —
oo < R 9 N ~ T o X Ko < ar
= U T ) oy ¥R xo of X 1 o
N T o o " oF o T T B R
= KMo = @ = 0 W = ooy N )
w_t [} :.A ._Q o) ‘al E i 00 = o
o Ml ; Y = o # ! < oMo E o W ﬁ T
A C A " X = T o~ 2 o
M 3 G o B L 2 oF R T TR g
XE = X X - S b 2 = . B
N . L_I ﬂ__Hl = yﬁ N ﬂ —_ EO ) _Zﬁ ‘WO ~ @ ‘U_Hl OE
R 2 A -
e 55 N op o o _ wm ) . o R o
o = © 2 e o o w2 Al e e
T MoE T L _ — &= L W N K . wo
- | = — © o Ie) o 00 od = 1xr B T ok
! oy o BN ey o = Ko N Xy
s g By N m T Ex e NN T bR g oy
Tooh o B h T A A SR I A
LC MW N \_lryl = E ! p —_ = ~ o} ‘W ,ﬂv.L ‘wx_
X — ©° T pu K| N OURRCIINNS Ho N =
= m ° T o o = L o
2 do Ty 8 M 3 I T N Y
?E%ﬂgmg — N .Y wme o w HoE N
TR e N 2 D L R S
o T T Moo W — Mo = ERCE Moo de <

2] =
e

1A Al =

o 5070= ol/del

]

S

-

3
&

=4

5
T

2000 9

L

T

gl

LK

I ZA5o=2 Yehr = sAth (A DE, 1996). 1822 A=}
(WCGC: World Cyber Games Challenge) ™3] 2] 7] ¢} o]

I3

2 9
2. e—sports®} Z=FEA A
U9 e-sportsZ=EA A 9]



b= AEA SqoA The S FotE & vk I fex d=xd Fo] Fed Y
T e-sports AU Z(WEG: World E-sports Games)E A A A Q) we #AL whon
T AaE 4

olggt =9 e—sportsi?é% 23715 A olv AZGAd o2yt &
Atk 7Idoll M= ol 21§ e-sports®] AFA BAS olsfsta 999 ® KTFE Al%o
2 g7ids 40 AdTFES FHst e-sports Z=2EA A O Oe”ﬂ.prﬂ Z1 &3}
A Tl SE5H e-sports?] ZE A @& KTF, A4 #d, ddlaze SKT
5o 1378 ko] 43w o] St

T F(2005) Ao Fo FEHE AR EHIE e 7 ALY
zERAd o FAAE ALFEE FASE WA, 7Y AAA FREAE 1Y
st Fekste W2, 7199 2EAAS B Xe Aol
Z19ellds BAA 2del weps 2EAY BAS A = o AAA A
A5 919 B9k 2ol vl FARGE S 2EAAS e Fxe e

B7F g Aol

TR
%2
.ﬂ

[e))
=4

Lo,

A AL A &) e-sports ZEAAN Y EH

Ho] TRays ¥3H 7|de e-sports 2EAAO] FEAYEZ Fuk A
Jaste] niAY a5 Hdsd & e A

<ad¥ 2> F35(2005)2] esports 2=2FEA AT 7]
e-sports ~FEAAHNS F3 AFYAo|deR AFA
IAA Al UAeldo® A= Ve Aaket AAA|
A A g2 gu. 222 R e-sportst A MAX @A o] AEMY BH o FH3)

Faets A dde® & 5 Stk

oo
1%
us)

o oo
o
e
X
-
N
il
D)
ok
2
ﬁ
T,
—_>‘i"4
1o

AUREY
2 o
S
By
oo 1-5
e
oty
T
(A
e
o
)
g,
=2



36 =AY, A4 A2T

<9 2> e-sportset AAAEA o] AFYA A AAF=

e-sports e-sports ol
o i e—sports &
SuAol& 27 Da
NRH &L/ XA & 2,
OI0IX M HIA AH
XXX
HFLIHOIA

* Zbgr &l E(2005) 8 A3

V. A2 G A 9 e-sports A

lN'
o

XzolWE fx B Ao FHog gy e ARE

g FHow AT Egth ojo] & Ao Ee-sports ~EAA Y THE HHE] 9

A e-sports7t ZtE EAIH I ALGAAGA AN Do dS Adstuzt o |
A EAAE Awstd o 2o

AA, Ul e-sportsi= AAHQ e-sports FA3L |wro] FHeoFslthiE Aot

e-sports?] IS AFE 232 EE 7|Eo] v s FAA

[e=]
-
3] 750l FoFstrh. o= <l EFESIF FAstal EAtE 2 9 soz A9

ko

S, g A esports®] FAl W FEo AFolth Ful AL g
Aol Aukat o) g7 f&ioﬂ 44 2w Qold B4 ges Fdow #EH 9
oolZe FAAH WA FUE Asets aawA AFE Adselel & Helth.

AR, e-sportse] HlAT A A RAolth 7% AFdFe AAHI 7%



d

w
e

X
o}

|
53!

Gl

wm

2 Avnd o

Aol

Ok X
(23
=3

Z Aol

A

Qo =
o] ZAZ} upAEo QA

.ol

-

<

I

s

A

i

k]
pal

o] &
1. e-sports Q1A A A

BN

el

A e-sports”}

9

_?4

=

=

EA ol ©]

p
o

2

°©

= 57t

PR & TRl o] A

)

—~
o

0
off
s

N
i

A7E Aol

T 5 g =

=
=

shet.

FA7F o8& 49, e-sports W3] 2 A

085

<
il

sk,

of whlol

3]

A
20

3

8

71 2 A
e-sports®] 2|1 &Fo] oF,

R

&

YA A Urtel

Al

=

N

B

o)

sy
s

1A

o

zikes

]

Aot}
3. FAA

o

!

)

R

el

= e-sports Al &9

==
K2

A Ho=

13 917l

A
=

2

. ol e-sports = A 7] <]

o

A

=

=)
=

1w 6070= 700017 o]del Ale]m 7t

3l o

7N =

=

=

3]

] o

A
2

al

7

=
t

+ 20014

WCG



Jo A e -
= 0 M oK % oF mR oM o ®o o) T o 5o TR W
— T oo o moe B g BT g
5 o™l Ee e o P N 5 E
i 2Tl ST e PURITLL R
= I - T - S A N
- JELD tERY pfEcis B
o) N =y S.]X.I‘:,_HOI L.o,Ur T NN OT‘_|0ﬁ
o i 7 G o= - A
R o Mo oo Lo E I AGS
K WK e ol 2 o 2o T ww = o ox W B 2o N
i =0 Lo e IOE -~ X o A2 oy = X
% u..yﬂ%vyﬁ%wm R A N -
H fiz,Teszlk FTefT®c C i
o ST o s dT L . N
o S P EiEsTe weEwEEf BEC
i s oF L pikwr TN S
< > T e W L R = %) N ~ T oy
7 o= o P O A T
£ w LT i cBrzET MEEaw O 2
g Pglyprpeen o BRI T oW ooy
IR iy el W CICY K o _d OIS = © 0 o N X <)
o A N TR e T o om X2 CU wo
oS . Tz WP =T 2 2T gw _ " dYs
pI 5 FEITEIERsipTEiiIacic
z O Mq%ﬁ%?ﬂ%ﬁﬂ%%%ﬂ%ﬂglumo
W N wE oo < o M o S 4 wﬂﬂo < W oo
sz B S SRR S S
X o LR - - O TR RS S
Ko ]ﬂaTﬂu_oaTx_%quorulmM7Au&mmﬂ}iﬂ
s o ~X )
= 1 manamﬂzﬂWobtﬂmﬂm,uo%ﬂﬂ%%w;ﬁmwkﬂzlﬂ
" &_#Eurmma%ooiermxénﬂgﬁd Lok g ®
2w T PZLEET e Bag el RFEEL D
ule x5 3 T = 2N S A
o M xcwo9mh%WMO§wmrm%%mﬁ%ox_uﬁ%oo
» N ST T - . A At
w ﬂﬂ?@#z%%mwﬂ%w%mﬁg#ﬂz
9 = E ; R oo oo 20T = o A ™
e Wﬂﬂ_ﬁmﬁmiﬂwﬂ%,f%ﬂz,ﬁ%mﬂ
_E < = - %O 3 m o ) ,WH g ﬂo ;ﬁ _1#_ol S Mr o og._ ,_C
"B S5 % AP RES TR R DO
oR oy Xow®% T (i S n e o =R

701—

o

/}:}

2 E A
o,

]

ul
=

Aol A AR A 2

A
foleta &

P

)
o

2
o

Ein

25

%

of F417] el

=
T
2k Z]

Gl

i

pud

T A AR A ] ) 3]

LR

1

o)
AA -

ate] Aol w7tz A E Fow

S

=
=

AR = 5 AAA e-sportse] Ao b
5 FA

af 2] %1

9



X
ol
%
B
V)
Y
lo,
9

[>
5]
N
[>
i
B
>
3
itk
w
©

& Ao
sloh e AekHe AASS FAsy] QAL APANEANA e-sportse] T
P AANAB T} BuzzAel AEHS AT £ ANS Aok & Aol ol

2
il

3
v 7o E npAE AEE e-sportsES Fgate] AEI g3 AFALt

AYAA AT 2 EN 2 MM HE mlrjolo] wEsol ANEE kol A7

=
T s Aeln. AEAA “ﬂo} AAAGA = 712} vprbx

BEA Ol FQ. (000, TAE=AGS, | A
] X
o]

A (1997). "T2=%x= . #HA A4, . AEA} .
AAF. (1996). AGd5o 549 d5sayet TsxE=%F, , 25 195-218.
4 14 &so] Ut FujgdEol v A= Jk e

=,
=
=
AEn (1997). 3= 2EX
o
‘.Eﬁ_
b

3487 |, 36(3): 233-240.
=]

A A - HeE, (2003). "TaEz=wAIY, L SHAL
A4, (2005). E3EZE Ao 7A e-AFX =0 AlFAF] B3 AT TAINY

A, 9 30-57.
Mg (2005). Tazz @ AA4el WE AEAM mY 9 Toelme] #E o
- A, dFRd R g

3. oJF ~EAA el WE olvA Aol E
4. rﬂiﬁ%ﬂ 5 dﬁ A, 43(3): 505-517.
B, (Q005). e-2Eze A} AGARUANM Ak (AYRGAL,, O
3

delA. (1993). THeeYGo] kel Absl, FaA wEol mZ G, . uhAbetli=
]—O]:\:H?ﬂ—_! \;Hz‘s Sl]

=

A, (1999). AGAE] HHS f1F 20109 sAISHY MAAE (A5



Ay, 38(3): 172-175.
FE<. (1993). rSports MarketingS $13F Sponsorship model 7§, . ¥FALSHS =5
ki g:] 1;H 3l q] o1 3% 2

F

= dAala
A7) - 244 - AGE - AAFA (2001). FHEFE=Y] Fart ygoeln A G4
= 9% o ax =] - AGEs A, | 6(2): 177-192.
3k, (2001). 7199 =¥ = 2EAAI Adete] #A. Tdmax=Sd
Feksl A, . 6(1): 31-47.
Getz, D. (1998). Trend, Strategies and Issues in Sport-event Tourism. Sport
Marketing Quarterly. 7(2): 8-13.
MaCarville, R. & Copeland, B. (1994). "Understanding Sport Sponsorship Through

Exchange Theory,” Journal of Sport Management, No.8(2), pp. 103-123.

bl

McDaniel, Stephen R. (1995). The communication eflects of positioning brands with
sporting events: An experimental study of schema-triggered aflect in
consumer response to event sponsorship advertising. Unpublished Doctoral
Thesis, Florida State University.

Sandler, Dennis M. & Shani, D. (1989). Olympic Sponsorship vs. Ambush
Marketing: Who Gets the Gold?. Journal of Advertising Research 29(4): 9-14.

Shaw, S. & Amis, J. (2001). Image and Investment: Sponsorship and Women’'s
Sport. Journal of Sports Management. 15: 219-246.

Simkins, J. (1980). Sponsorship 1980/81. London: Economist intelligence Unit

Shilbury, D. & Berriman, M. (1996). Sponsorship Awareness: A Study of St. Kilda
Football Club Supporters. Sport Marketing Quarterly. 5(1): 27-33.

Roth, P. (1990). Sports Sponsoring. Landsberg am Lech: Verlag Moderne Industrie.



