
academicquarter
research from

 the hum
anities

akademisk kvarter

AAU

Volume

27	 1

33Volume

2026

academicquarter
research from

 the hum
anities

akademisk kvarter

AAU

ESports
Exploring Cultures, Practices, Pitfalls, and 
Possible Future Pathways
Guest Editors
Jens F. Jensen, Aalborg University
Kenneth Holm Cortsen, University College Northern Denmark

Esports has rapidly evolved from a niche pastime into a global 
phenomenon that intersects with multiple dimensions of contem-
porary life. As a form of competitive gaming, it embodies elite per-
formance, strategy, and digital dexterity. As an industry, it drives 
innovation, sponsorship, and media engagement, constituting a 
dynamic sector with substantial economic impact. As part of the 
experience economy, esports further offers immersive entertain-
ment and community-driven events that redefine audience partici-
pation and co-creation.

Beyond its commercial and competitive aspects, esports is in-
creasingly recognized as a powerful medium for learning, fostering 
competencies such as collaboration, problem-solving, and digital 
literacy. It also constitutes a vibrant cultural field, shaping identi-
ties, narratives, and social practices within digital leisure. Participa-
tion in esports—whether as players, spectators, content creators, or 
organizers—reflects broader transformations in how individuals 
engage with technology, play, and social interaction.

The approaches to esports as both an empirical field and an ana-
lytical object are highly diverse. T.L. Taylor’s work examines the 
cultural practices of esports and the aspirations associated with 
professional gamer identity (Taylor 2012). Svensson and Pargman 
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analyse the sportification of esports, exploring how esports legiti-
mizes itself as a sport (Svensson & Pargman 2024). Andy Miah in-
vestigates the olympification of esports, addressing whether and how 
esports may become an Olympic discipline.  While these studies are 
interested in the practices and the potentials of esports, scholars 
such as Brett Hutchins link the emergence of esport to the sociocul-
tural conditions of second, or reflexive, modernity (Hutchins 2008).

Lately Lu Zhouziang has documented “A History of Competi-
tive Gaming” (2022) presenting an overall historical approach to 
esports. Further Anne Tjønnedal has edited “Social Issues in Es-
ports” (2023) as a comprehensive research publication identifying 
important issues such as gender, mental health and integrity, di-
versity and inclusion.

Even though these approaches do not share the same theoretical 
or methodological framework, it is possible to understand esport 
both as a particular circuit of culture and as part of a broader circuit 
of culture (du Gay, 1996). This approach facilitates the analysis of 
how esports are represented, what identities are negotiated, what 
modes of consumption and production are currently dominant or 
marginal, and what regulatory frameworks are established and 
which regulations need to be formulated, realized, and policed.

This call invites interdisciplinary contributions that examine 
esports through lenses including, but not limited to, media studies, 
education, business, cultural studies, sociology, and game studies. 
We welcome theoretical, empirical, and practice-based papers that 
explore esports as a site of innovation, interaction, and influence in 
the digital age. This volume intends to explore issues such as:

•	 How can the esports gaming experience be conceptualized and 
described?

•	 What is the significance of multimodal representation in shaping 
the esports experience?

•	 How does gender influence the cultural practices of esports?
•	 What are the elements in esports that contribute to toxicity and 

exclusion?
•	 What role can esports play in teaching and learning?
•	 What role does esports play in the continuity/discontinuity of 
the history of sport in general?

•	 What are the challenges of future esports practices in relation to 
game design, organization, economic structures, and regulation?

202633Volume

2026



Volume

27	 3

academicquarter
research from

 the hum
anities

akademisk kvarter

AAU

•	 What are the constituent elements of esports ecosystems?
•	 How does match-fixing challenge esports?
•	 What key issues related to health and training are relevant to 
current as well as future esports practices and research studies?

•	 How are cross-media interactions and convergent media prac-
tices relevant to the study of esports?
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Practical information
Abstracts: 150 words
Full article: 3,000-3,500 words
Video essays: Max 7-12 minutes, accompanied by an academic 

text (1,000-1,500 words) that explicitly reflects on 
the scholarly/academic contribution. Videos must 
be original.

Abstracts and articles should be submitted to Annemette Helligsø 
(anhe@ikk.aau.dk). Detailed author guidelines and further infor-
mation are available on the journal’s website: https://journals.
aau.dk/index.php/ak

Video Essays
You are welcome to take the opportunity to produce a video essay 
following these guidelines:

Video essays must be a maximum of 7–12 minutes long and ac-
companied by an academic guiding text of between 1,000–1,500 
words that clearly reflects on the publication’s scientific/academic 
contribution. Video essays must be original works of publishable 
quality within a strict scientific context and can take argumentative, 
expository, explanatory, documentary, performative, essayistic, po-
etic, symbolic (metaphoric), or artistic forms—or a combination of 
these. The guiding text must clearly explain the argument in the 
video essay and/or the insight the viewer can gain by watching 
and listening to it. This guiding text must follow the instructions in 
the article stylesheet.

Note: The European Accessibility Act (EAA) requires audio-
visual media broadcasters to incorporate features such as closed 
captions and audio descriptions to make content accessible to peo-
ple with hearing or visual impairments. Contributors to video es-
says are therefore obligated to include closed captions in all video 
essay submissions to meet these access requirements.

Video essays must be final and submitted as a separate mp4 vid-
eo file. Academic Quarter supports only the publication and not the 
technical development of video essays, but contributors are wel-
come to discuss video essays in progress with the editors.

Video essays and the guiding text are reviewed together. The cri-
teria for reviewing submissions are:
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a 	 The clarity of the argument (cogency).
b 	The technical and stylistic execution of the video material.
c 	 The clarity of the guiding text.

Deadlines
Submission/review of abstracts: 	 April 15, 2026
Response to authors on abstracts: 	 May 1, 2026
Submission of articles/videos for peer review: 	 July 17, 2026
Peer review returned to authors: 	 September 15 2026
Resubmission of articles/videos after peer review: 	October 20, 2026
Layout/copy-editing: 	 November 21, 2026
Publication: 	 December 15, 2026

Abstract Response

May 1st 2026

Peer Reviews Response

September 15th 2026

Layout/Copyedit

November 21th 2026
Publication

December 15th 2026

Submission/review of abstract

   April 15th 2026

Resubmission of Articles/Videos  

October 20th 2026

Submission of Articles/Videos 

July 17th 2026
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