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Abstract 

This article systematically analyzes the socio-philosophical nature, factors of 

origin and forms of manifestation of discriminatory stereotypes forming in the 

cybersports environment. The study highlights the impact of stereotypes related 

to gender, age, national-cultural affiliation, social status, economic opportunity 

and digital competence on equal opportunities and social integration of 

cybersports participants. It also reveals the role of digital platforms, social 

networks, anonymous communication, media content and “toxic” 

communication culture in reproducing discriminatory views. The article bases 

human dignity, equality, social justice, tolerance, inclusion, mutual respect and 

digital responsibility as the main socio-philosophical principles. Institutional, 

communicative, educational and technological mechanisms for reducing 

discrimination are proposed, and the importance of moderation, media literacy, 

cybersports ethics and inclusive policies is highlighted. As a result of the 

research, the “identification–understanding–transformation–inclusion–

monitoring” model was put forward, and strategic directions were set for 

transforming cybersport into a digital social space that is fair, safe, respectful, and 

creates equal opportunities for all participants. 
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INTRODUCTION 

Cybersport is one of the rapidly developing socio-cultural phenomena of the 

modern digital society, which has created not only the integration of sport and 

technology, but also new forms of relations between different social groups. The 

international popularity of cybersport has made it possible for people of different 

ages, genders, nationalities, social statuses and cultural experiences to operate in 

a single virtual space. However, along with social equality and openness in this 

space, there are also discriminatory stereotypes, that is, pre-formed, simplified 

and often negative ideas about a particular group or individual. In this regard, it 

is important to study discrimination in cybersport not only as a technical or 

organizational problem, but also as a socio-philosophical phenomenon that 

determines the social status, dignity, equality and mutual relations of a person. 

“The concept of stereotype refers to the formation of stable perceptions in the 

social consciousness about a particular person or group. Their discriminatory 

nature is manifested in the fact that these perceptions are evaluated based on the 

person’s belonging to a certain social group, without taking into account their real 

abilities and individual characteristics”[1]. In e-sports, such stereotypes are 

expressed in views such as “women cannot achieve the same level of success as 

men in professional games”, “an older player cannot adapt to modern e-sports”, 

“representatives of a certain nationality are strong in a certain game genre” or 

“persons with disabilities cannot fully participate in e-sports”. These views are 

based not on individual experience, but on generalized and unverified 

perceptions. 
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LITERATURE REVIEW 

The issue of discriminatory stereotypes in cybersports has been studied by foreign 

researchers mainly from the perspective of gender inequality, toxic 

communication, social identification and inclusion. L. Vermeulen, S. Van 

Bauwel and J. Van Looy analyzed the relationship between the identification of 

female gamers and gender discrimination. D. Madden and colleagues showed the 

mechanisms of formation of gender stereotypes in cybersports. B. Kordyaka and 

others substantiated the connection of gender differences with cybersports 

culture. R. Trepanovsky studied the impact of gender stereotypes on the 

assessment of professional competence of cybersports players. U. Freeman, M. 

Ruotsalainen and M. Ståhl also comprehensively covered the problems of 

diversity, equality and inclusion in cybersports. What distinguishes this article 

from other research works is that it analyzes discriminatory stereotypes not only 

as a gender problem, but also as a socio-philosophical phenomenon. The study 

covers factors such as age, ethnicity, social status, and digital literacy, in addition 

to gender. Most importantly, the article proposes a “identification–

understanding–transformation–inclusion–monitoring” model for eliminating 

stereotypes, combining socio-philosophical, institutional, communicative, and 

digital mechanisms into a single system. 

 

RESEARCH METHODOLOGY 

The methodological basis of this study is a comprehensive approach aimed at 

studying the formation, manifestation and transformation of discriminatory 

stereotypes in cybersports from a socio-philosophical perspective. The study 

combines systemic, dialectical, axiological, comparative and institutional 

approaches. Through a systemic approach, discrimination was analyzed as a unity 

of relationships between the individual, the cybersports team, digital platforms 

and social institutions. Using the dialectical method, the manifestation of 

contradictions such as “equality-inequality”, “inclusion-exclusion”, 
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“competition-cooperation” in the cybersports environment was revealed. The 

axiological approach served to determine the importance of the values of human 

dignity, justice, equality, tolerance and mutual respect. Based on a comparative 

analysis, existing scientific views were summarized. Also, through content 

analysis and analysis of scientific literature, the main forms of discriminatory 

stereotypes were identified, and a conceptual model of "identification-

understanding-transformation-inclusion-monitoring" for their elimination was 

developed. 

 

DISCUSSION AND RESULTS 

From a socio-philosophical point of view, “the nature of discriminatory 

stereotypes is associated with the formation of opposing social categories such as 

“ours-strangers”, “superior-inferior”, “center-periphery” in human-society 

relations. In the process of forming their social identity, a person becomes closer 

to groups with similar values, interests and experiences”[2]. However, when 

group identification becomes too strong, negative attitudes towards 

representatives of other groups may arise. In cybersports teams, opposing 

classifications such as “professional-amateur”, “old player-new player”, “male-

female”, “local-foreign” are also likely to increase social distance. One of the 

important aspects of discriminatory stereotypes in cybersports is their rapid 

spread through digital means of communication. If in ordinary life a certain 

stereotype exists within a certain group, in the Internet environment it can reach 

thousands or millions of users in a short time. Social networks, streaming 

platforms, forums, messengers and e-sports broadcasts create conditions for the 

reproduction of stereotypical views. In particular, the high level of anonymity can 

lead to a decrease in the sense of social responsibility of some users, which is 

likely to lead to insults, discrimination and the open expression of stereotypical 

views. One of the most common forms of discrimination in e-sports is related to 

gender stereotypes. Female e-sports athletes are sometimes evaluated not on the 
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basis of their professional potential, but on the basis of gender. Their technical 

skills are questioned, and their success can be explained not as an independent 

result, but by other factors. Such stereotypes create psychological and social 

barriers to women's entry into professional e-sports. Therefore, gender equality is 

one of the important conditions for the inclusive development of e-sports. 

The second important manifestation is age-based discrimination. “Esports is often 

perceived as a youth activity. The technological competence and professional 

potential of older participants are not sufficiently recognized”[3]. In fact, in 

esports, knowledge, experience and competence are more important than age in 

coaching, management, analysis, commentary and other areas. National-cultural 

and ethnic stereotypes are also one of the phenomena that are highly manifested 

in the esports environment. Since international tournaments bring together 

representatives of different cultures, there is a possibility of communication 

differences, language problems and cultural stereotypes. Characterizing 

representatives of a certain nationality with general negative characteristics not 

only harms the dignity of the individual, but also the potential for international 

solidarity and cultural exchange in esports.  

Another form of discrimination is related to socio-economic inequality. 

Professional esports requires high-quality computers, the Internet, special 

devices, training and participation in competitions. Therefore, young people with 

limited economic opportunities are more likely to be unable to compete on equal 

terms. Although this situation is not directly a stereotype, it also leads to the 

formation of a social perception that “professional cybersports are only for those 

with high financial means.” In addition, psychological and communicative 

discrimination is also important. In online games, situations such as insults, 

mockery, cyberbullying, “toxic” communication, and exclusion of an individual 

from a group reduce a person’s social status in the virtual space. Such an 

environment limits the opportunities for self-expression of participants and leads 

to their withdrawal from cybersports.  
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“E-sports is a new socio-cultural phenomenon that is emerging in a modern 

digital society at the intersection of sports, technology, mass communication, and 

youth culture. Its development has expanded the opportunities for people to 

communicate, compete, form teams, and engage in professional activities in 

virtual space. At the same time, the formation and reproduction of discriminatory 

stereotypes against representatives of various social groups is also observed in 

the cybersports environment”[4]. It is not enough to explain this process solely in 

terms of the negative behavior of individual individuals. Because stereotypes are 

formed inextricably linked to existing values, social relations, cultural 

perceptions, and digital communication mechanisms in society. Therefore, it is 

important to analyze the causes of discriminatory stereotypes in cybersports 

based on the interaction of socio-cultural and digital factors. 

The socio-cultural environment is one of the fundamental factors in the formation 

of discriminatory stereotypes. “When a person enters cybersports, he brings his 

previous social experience, values, views and group identities into the virtual 

environment. Stereotypes related to gender, age, national-cultural or social status 

that exist in society also cause them to be reflected in cybersports teams”[5]. For 

example, if there are perceptions in society that certain types of activities are 

“masculine” or “feminine”, such views also affect the process of evaluating 

professional activities in cybersports. Therefore, the virtual space is not an 

environment completely free from social stereotypes. 

One of the important factors shaping discriminatory stereotypes in eSports is 

gender culture. ESports has historically been associated with youth groups that 

are more interested in technological devices, computer games, and digital 

technologies. In some social perceptions, technology and professional gaming are 

interpreted as male-dominated activities. Female eSports players are judged on 

the basis of their gender for their skills, strategic thinking, or professional 

potential. Such stereotypes not only limit women’s participation in eSports, but 

also negatively affect their professional identity. 
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Popular culture and media images also play a significant role in the formation of 

discriminatory stereotypes. The depiction of esports players, teams, and 

tournaments on the Internet, television, streaming platforms, and social media 

shapes the public’s perception of esports. If representatives of a certain group are 

underrepresented in media content or are depicted only in stereotypical images, 

this leads to the reinforcement of inequality in the social consciousness. 

Therefore, media representation is an important means of reflecting social 

diversity in esports, and among digital factors, the algorithmic structure of social 

networks can be distinguished, first of all. “Digital platforms recommend content 

to users that is consistent with their previous interests and behaviors. A person is 

repeatedly exposed to the same content of ideas and views, which leads to the 

formation of an “information bubble” or a closed communicative environment, 

making it difficult to critically reconsider existing stereotypes” [6]. The less a 

user encounters positions that contradict their own, the more they begin to accept 

their stereotypical views as natural and absolute truth. 

Anonymity and virtual distance are also important digital factors. In real life, a 

person may feel the social consequences of his behavior more. In the online 

environment, a user hiding behind an anonymous profile or pseudonym is more 

likely to express his opinion in a more aggressive way. This situation can increase 

instances of insults, cyberbullying, gender discrimination, and mockery of 

national or social groups. Virtual distance, in turn, reduces the victim's ability to 

directly feel their human dignity and leads to a weakening of empathy. The 

"toxic" communication culture is also one of the mechanisms that reproduce 

stereotypes in cybersports. In some gaming communities, aggressive 

communication, insults, mockery, and psychological pressure on the opponent 

are accepted as "part of the gaming culture." If such behavior is regularly 

supported by the community, discriminatory attitudes become a normal 

communicative norm, and new participants also adopt the existing behavioral 

model. 
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The elimination of discriminatory stereotypes in cybersports is one of the socio-

philosophical problems of the modern digital society. At the same time, in this 

environment, negative perceptions of certain groups, discriminatory views, social 

exclusion and violations of equal opportunities can also occur. “Stereotypes in 

cybersports are not only the result of individual behavior, but are a complex 

phenomenon associated with historical and cultural perceptions of society, group 

identification, social inequality and the characteristics of digital 

communication”[7]. Therefore, their elimination requires a holistic system of 

socio-philosophical principles based on human dignity, social justice, equality, 

tolerance and inclusion. 

The first principle is the principle of human dignity and the inviolability of the 

individual. According to this principle, each participant in cybersports should be 

evaluated primarily as an independent individual, and not by their affiliation with 

a social group. A person’s gender, age, nationality, language, social background 

or economic opportunity do not diminish his or her dignity. Competition in 

cybersports should not be based on discrimination, insults or evaluating a person 

through negative characteristics inherent in a particular group. In this regard, 

human dignity is manifested as a fundamental criterion of socio-philosophical 

mechanisms against discrimination. 

The second principle is the principle of social equality. Equality does not mean 

that all participants in cybersports have the same results, but that they have fair 

opportunities to demonstrate their abilities. For example, the opportunities to 

participate in professional competitions, join a team, use training, receive 

information and develop their talents should not be limited on the basis of 

discriminatory criteria. The principle of equality is not based on the question of 

“who is stronger?” from the stereotypical question of "who belongs to which 

group?" and focuses the assessment on real competence and results. 

The third principle is the principle of social justice. Although equality and justice 

are interrelated, they are not exactly the same concepts. While equality defines 
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general opportunities, justice requires taking into account historical or existing 

social inequalities. In eSports, some groups may have limited access to 

technological tools, quality internet, professional training or competitions. 

Therefore, the elimination of discrimination should not be limited to creating a 

“level playing field”, but should also include additional mechanisms aimed at 

ensuring real equality of opportunities. 

The fourth principle is the principle of tolerance and mutual respect. Cybersport, 

as an international and multicultural environment, brings together people with 

different worldviews, languages, cultures and social experiences. It is necessary 

to accept such diversity not as a problem, but as a resource for the development 

of cybersport. Tolerance does not mean complete approval of the opinions or 

actions of others; it means recognizing the human dignity of another person and 

treating his or her differences with respect. Therefore, the formation of a 

communicative culture based on mutual respect in cybersport communities is 

important in preventing discriminatory stereotypes. 

The fifth principle is the principle of inclusion. Inclusion implies creating open 

and favorable conditions for the active participation of all social groups in the life 

of cybersports. The main goal is not only to prohibit discrimination, but also to 

expand the participation of different groups in social life. Women, participants of 

different ages, different national and cultural groups, and individuals with 

different abilities should have the opportunity to demonstrate their potential at all 

stages of cybersports - from amateur to professional. 

The sixth principle is the principle of critical understanding of stereotypes. In 

order to eliminate discriminatory stereotypes, it is first necessary to understand 

their existence. Stereotypes are often accepted as “natural truth” in everyday 

consciousness. For example, perceptions that representatives of a certain gender 

are stronger in certain games, or representatives of certain nationalities have 

certain characteristics, may not have a scientific basis. Therefore, developing 
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critical thinking, media literacy, and information verification skills among 

eSports participants will reduce the reproduction of stereotypes. 

A promising model for creating an inclusive and just social environment in 

cybersports should be based, first of all, on fundamental values such as human 

dignity, equal opportunities, social justice, tolerance, mutual respect and digital 

responsibility. The main goal of this model is to ensure that cybersports 

participants are evaluated not on the basis of their gender, age, nationality, social 

background or other differences, but on the basis of their abilities, competence, 

work and sports results. Inclusion is not limited to the prohibition of 

discrimination. It also implies creating the necessary conditions for equal and 

meaningful participation of all groups in cybersports activities. 

This promising model can be imagined as a system consisting of the stages of 

“identification – understanding – transformation – inclusion – monitoring”. The 

first stage is the identification of discriminatory stereotypes. This involves 

analyzing communication in esports teams, online platforms, tournaments and 

social networks to identify patterns of discriminatory behavior. Gender 

stereotypes, insults of national or ethnic content, age discrimination, exclusion of 

new participants, cyberbullying and “toxic” communication should be 

systematically monitored. The identification stage allows for an assessment of the 

problem based on real data, rather than general assumptions. 

The second stage is awareness and social reflection. It is not enough to identify 

the existence of stereotypes; their causes must also be explained. To this end, it 

is advisable to organize educational programs for e-sportsmen, coaches, 

moderators, organizers and fans on digital ethics, human rights, media literacy, 

gender equality, tolerance and the consequences of cyberbullying. Such an 

approach allows changing stereotypes not through external control, but through 

the development of an individual's internal awareness and sense of responsibility. 

The third stage is the transformation of stereotypes. At this stage, strategies are 

implemented to replace discriminatory perceptions with inclusive values. For 
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example, extensive coverage of the successful activities of representatives of 

different groups in esports media content, as well as the professional 

achievements of female esports athletes and other underrepresented groups, can 

help change stereotypical perceptions. Because the increase in real positive role 

models shows the unfoundedness of the views that “representatives of certain 

groups are incapable of esports”. 

The fourth step is to institutionalize inclusive practices. Esports organizations and 

clubs should develop clear anti-discrimination policies, implement equal 

opportunity standards for all participants, and establish clear response 

mechanisms for discriminatory behavior. Tournament regulations should clearly 

prohibit insults, hate speech, discrimination based on gender or ethnicity, 

cyberbullying, and other discriminatory behaviors. It is important that such 

policies not only exist, but also be applied consistently and impartially. 

The fifth stage is monitoring and evaluation. An inclusive environment is not a 

one-time event, but a constantly evolving social process. Therefore, eSports 

organizations should have a system for regularly studying the level of 

discrimination, collecting participant feedback, analyzing complaints, and 

evaluating changes in the social environment. The number of participants, the 

level of representation of different groups, statistics on discriminatory cases, the 

effectiveness of complaint handling, and participants' subjective assessments of 

safety and justice can be key indicators. 

In the practical application of the model, a digital moderation strategy is of 

particular importance. Modern artificial intelligence and automated monitoring 

technologies can help identify abusive, hateful or discriminatory content. 

However, technological moderation should not completely replace human 

control. Because the meaning of some words and phrases depends on the context, 

automatic systems can misinterpret them. Therefore, combining artificial 

intelligence-based monitoring with the activities of qualified moderators will 

provide a fairer result. 
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Another important strategy is the development of inclusive cybersports 

education. Educational institutions can organize special training sessions for 

young people involved in cybersports on digital culture, cybersports ethics, 

teamwork, constructive conflict resolution, gender equality, and prevention of 

cyberbullying. Such training will help to shape young people not only as good 

players, but also as responsible digital citizens. A strategy of teamwork is also 

important. Cooperation between cybersports clubs, educational institutions, state 

and public organizations, parents, media representatives, and digital platforms 

creates a comprehensive mechanism for creating an inclusive environment. In 

particular, the participation of organizations working with youth in the 

development of cybersports culture allows preventing stereotypes at an early 

stage. In addition, it is necessary to positively portray diversity in esports through 

media and communication strategies. Media content should include not only the 

most famous professional players, but also athletes, coaches, analysts and other 

professionals from different social groups. This will broaden the public 

perception of esports and prevent the one-sided formation of the image of the 

“professional esports athlete”. 

 

CONCLUSION 

In conclusion, it is important to create a culture of “zero tolerance”, not “zero 

discrimination”. That is, in addition to an approach aimed solely at punishing 

violators, mechanisms should also be developed to encourage positive behavior, 

support mutual assistance, respect, fair competition and team cohesion. Because 

a sustainable inclusive environment is formed not only through punishment, but 

also by transforming positive values into daily practice. The formation of an 

inclusive and just social environment in eSports requires a comprehensive model 

based on identifying discriminatory stereotypes, their critical understanding, 

transformation, development of inclusive institutions and constant monitoring. 

The effectiveness of this model depends on the harmony of education, digital 
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technologies, institutional management, media, communicative culture and 

public cooperation. 
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