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Abstract

This article aims to analyze child labour issues in the Esports industry through
examining key factors and appropriate measures for protecting children working within the
Esports ecosystem. The study examines Esports regulations in Thailand, France, and the United
States. It assesses child labour protection issues in Thailand’s Esports sector and proposes
strategies for safeguarding children and young workers. The findings highlight the advantages

of implementing legal standards to ensure child protection in the Esports industry.
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(Independent Contractor) vas#iudaUasn FaZe Clan usiune Tenney namdsiauiigiuziluis
ANIAUF YT vauzfiunendeiiudalesn Faze Clan fnilmsdaduniodnuuamildls
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ARINITUNAUBNAN NI YT 0UTN1TVRW A UALUNINITARIANTRAUB ULRST TN UK AnnuS Uy
Feune Tenney nandnainfiudavesn Faze Clan Ihnuldduinsosiuuoanasedluvasiineudu
mus‘]’qmﬁmqlm'ﬁaﬁmummqsﬂgusil’wﬁﬂgwmaagzmmiﬁu‘%‘lmm‘%mﬁmLLaaﬂaaaaﬂlﬁ uonNi Saa
Fanannddlisrunaiiudavasn Faze Clan d3n15liune Tenney ynsuanininlnuludnuwasd
onanesuns1e (Dangerous Stunts) fefvesinfsavesne fuiudennadludyyrdnedady
n198319015208198 989A (Onerous) #oue Tenney wagillanislauselevdundgiien
(One-sided) vasfiudavasn Faze Clan Snsiefiudavesn Faze Clan deldillalonalsute Tenney
laTuliudiuwysang advayunienisnaianisaveauiwes (Share of sponsorship revenues)
Huauliuatvayuliiuiindaleda Faze Clan Tun1svirianssunsensiunisuyatudalesn
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\Jusiu (Settimi, 2020)
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(1) tand15 Child Rights and Online Gaming: Opportunities & Challenges for
Children and the Industry 2019

aﬂﬁminmﬁlmﬁﬂLLﬁQﬂM‘Uﬁ%‘UWﬁ@ (United Nations International Children's Emergency
Fund: UNICEF) Wiumbesnulinudiemdosuuysesssuidnuazans Tnsanizesndadinuas
ansfiogluuszimafimdaiaun Tae UNICEF 1ifianadnninainmsdniiugsidalsinuazszuy
fnrlugsiadaeineradwansznuredvsveainuagionvy deonadufuvguesnisazifindns
uywerulunarensdiieiu 019 andauguaimvenin ansvendnlunisiauin wiamlunis
uanseen avdfiazlignidenufti anslunruidusgdiud uaziadamlunsuasnusslovima
wiswgha saTnsdudugsingramnssudaveieiicisdsslovigmanvondnfundn (The Best
Interests of the Child) savinisdiiugsiagranunsaudadeinfitngaduudivsslonigaauesnis
sudugsfadatesmduidn frewad UNICEF Fslddudunisdnuduniuazonifonieadu
Useiaudaeunaanaiautiatduienans Child Rights and Online Gaming: Opportunities &
Challenges for Children and the Industry 2019 (United Nations International Children's
Emergency Fund, 2019) finanfisavsiasnmusaiinuasionauiitingmnesusesduasesogisana
wavi A TiasuRave ureInAssdaUainlazAediugsiavesmunieAanssunadam
Usglovtimansugiadule Tasiilsisusslonigeanvoninduddn naonsunslvindnuseiuun
AvBiasnmveaAnuazioTUiIENTaT UV URTIA (Best Practices) Fusjmuneliinnisvingsia
fideslianunszniing Ardeds Undos iansnuazAuasesdniasnmaeadnuaziennvuielinig
duafuanSiainmwvoadnuazienvuidnnifedesduiusfugsiagramnssudalesninalunis

a wa
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(2) van&3 ESIC Importance of Child Protection in Esports 2019

ABENITUITATINNIEANUYNABIYBUSTTUIUAMBaUDTR (Esports Integrity Commission
soAMENINNENT ESIC) lensyminfsmnudssnaamneglaaininidaussnfionadiwaiionoiin
LazLe199U (Foreseeable risk of harm to children) Wufie n1sviAanssudalainusanisidnsiu
nsudsduimdavesnenailuglontanaziinanuanudemededin s19n1g aunde @in1mvse
dnsnrnasegnasgramisegdlananuazienisy aeldainud o lluuusudana o

a = a o & A v a wva 1 va P = s @
ANENTIUENTS ESIC Fsliaudndunvgdouaramuuiliinungiiaulmdslurnisdadataiialan
anlaniafiaziinAnudsnienifnlazlesuienaldsunansgnuannsyinfanssudalesnnie
n1sisnsiUsiufudavesaiionainduluowian Feauenssunsnig ESIC Luiiesaglugius
¢ Ao o Y a s A ¢ 19 61 Y
gaAnsnAuguanugnasseussidlunsdadesnieussasdazuntosiunsosselovisiuiu
Tuen1s8avasn (Common Interest) wigsliunumdrdglunisunlesdunsaannuazionivuinds
Asanuzdudieinunguuie fenadsludianuudansmienie dnafduudyyzlunisdiuun
Angoudas wardelienaldanudniasugiaduungnialiianiyuiieddiuylug aewni
AMYNTTNIE N1 ESIC F9lAdnvinlenais Guidance on the Importance of Child Protection in
Esports (#3819n@15 The Guidance) ¥ adutonasuuiu URANI0vIT il 052y a1Lne 71199
ANULEe wieudauendnnisilesiuanlentanaziianansynulusuaunefnuazie 1Iguigan
ToaurzAuAINITUd AU AN 0LT132UN ST UA WIS aUoTm (Stead, 2020) lngUsznaune
o v o = v < . . a ] a

asvdAy i szufwuinianisundesnunseann (Safeguarding Children) Antg153uAan Ty
a s A 1 v oA = s = Yy | P = a = s =
davasnviseriunisudstufiundatesn ielvigldladiudslugsisgnamnssudalainiiudowas
UURa Toun (1) nsfinaunsiadey (Monitoring) nsldussuvesfnuazsufivinAanssy
daveinvionsidnsiunskytuindaveiaiioUselevilniaasugiaveiningsniagnavnssy
= s S v oa P v 3 o, | Y
davein Taunwesinissryeulunisldusanuan (Term Of Use) wazulouisainuidududa
(Privacy Policy) Muaaaelii1asia1swansauuLs 9 Iu0LANLazLe 119U AasAauUNsANEIALY
AONIIANATOIAVEAULIIIUTDBANLAZIE BTN TosduT LS AUgsRvgaanssudaUasni
g3fadavasnvemumawiiiueg (2) MIIniuiHewnsAuL (Guidance) WagUssanawuiufun
(Codes of Conduct) ¥aan1AgsAgAaMNITIUBaURsH LilalniAgsivgnamnssudalasniiuuimn
wazdunaunsUfURtuNsvIgsRavessulilidmansenuluduaunieneliiinanudemesiodns
AuusIuveLAnuaziYUTNTldusulugsiadalesnvenu (3) msasunalnnisudauizug
(Reporting Mechanism) een13htusssuanfildilusssunionisaudungfnssuieniaendiaou
WssUeNMTUeg1sllvunzan unslidnlazienvuyiifanssudalesaluaniniindoniitu
BUATIBABAVN N BUNY ANUABAAY Wag (4) NMIRAUITEUULIRUIZLE (Reporting System) 71
Hetesiunisidussnudnuasiensulugluuuiendie wWeddiiianistieiudendesgualuianis
Amdavesalulifinisldusenwiniligndesnunguuie deyaildsuaingdsnenuuizuasia
gnihinldiieilugnmssesunginssunisldussnmunnilignssanunguune

(3) 1@n&13 Guidelines for Industry on Child Online Protection 2020
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annIninsauuIANTENINUIEINA (International Telecommunication Union #3@anan
TU) WunthenumduguaianssuinsauuiauszninUsena lduansanuiandvaiieafu
amnuvasadsvesfnanlanesulatilidudiuviaveslassirelnsauuinay (Telecommunications
Network) Ingilanizeg 198 ainii fesldlnseinelnsauuaudnnod eans Sudeyatinans uay
yhianssueddlaegrmils faewmmilanam MU Felédavhianans Guidelines for Industry on Child
Online Protection 2020 %38 COP Guidelines for Industry GﬁlumLﬁaLauaLLuﬂﬁﬁiﬂizﬂauqiﬁﬁ]
gnanmnsssinsanuendnrilsueduaseadinuulaneeulativieulsune COP uan weadauun
Ufsalunsduiufanssugsiageamnssaiidesiilfivansvendn llvinsduiugshuasdunou
MsuImsianisgsiathlugnisarsasiindvdveainiiimnividesiugsiagaamnssuvesmy
Tunnanii smnsla (International Telecommunication Union, 2020) 141 N15@51980 11108 o1
souladlivunzauiugiseguaann (Age-appropriate online environment) n1siaunnalulad
InsmnaviilalenmaniefvemnsliAnnsiidusmnanaiiosoufinuagiomvu (Child’s Civic
engagement) LLazﬂﬂii%L%ﬂIuIaﬁﬂWi?faaﬂiLLasﬁayjaﬂnmsé’aaﬂmm%’uﬁmﬁuau (Responsible use
of information and communication technologies) tan&15au'u ﬁys]’ﬂm”muaLLuziﬁ’ﬂﬂﬂqiﬁa
gaamnssuinueaulaliulTassuuiinainueaulal (Online gaming ecosystem) TviliAa1u
wangandmiuiin Ssiansadaledaviienisutaduimndalesniiedussdusznevvesssuuing
inuooulerl MfTmAnssudatefmdensudsiuinidalasnenaiiujduiussetunieinndiansal
Fatuuaziuluseninssufanssudanan Ssssuuinmnuosuladfivsznoulusennuduiuglu
sUuunsidmsmssniafnuazienvuiiviniAanssudavefmsediisiumsutsiufindavesniu
annzandeunailassaiiszuuinanuesulad inansldmeluladasaunadmivuaniuaou
Imansteyauaznisindedeasuanivasuiseusszwinaiaunuosulaufionaazihlugnisuan
dovnisatsasiianianaiin (Child Sexual Abuse Material n3a CSAM) Aatfu a1A53A9
goanmnsadinsauANTissnalsiesdeutedadaiuldliAanisdasdindvvoudn
Tumandamdlalussuuinanuesuladuazdalosn uaradsanmnndouiivasnsomnzaniy
deTeveninuazienvuunlaneeulal (Creating a safer and age-appropriate online environment)

IInNIsivuaUlsuIskas kU URveRIg1ena1stel Je1ananiledn dauneiey
YDIDIANIAUATOUANLAZLY1IYUIENINUTZNA D9ANIMAUAINITINTANUIANTENINUTZNA Lag
psfnsfwdavainaina fiensldnensuaiiaiuguresumniosnisduasendnluguedidu
ussulugsiagranvnssudauednsinunmstmunulsvnsuazuunufiadenlugiugiiduusanuly
gsnagnamnssudalosnedrnduivrzanvauzwaziluusssy neddsdd@nivennnuazuselov
Uselowlgsgaveainidudidny ogslsfin Wlevsuazuuufoadednlugusiduusanulugsio
gnamnssudaleiniivusnindanandilifanndsfulngnsaiesgnionagiiadaloinusioile
Hufisstoiausuuzidslousuazuunujiadednlugusiidunssnulugsiagramnssudaletn
Wity dufteidu ngvaneagnageu” (Soft Law) fidendadliusemesing q Tdgmasgdnndndes
AunsesdnsiainmvaadniiidunidesiugiiagravinssudaUedn liinasduludnvaridnan
Aerdedugruziinglaudavefnmlunazdidudalesnodniidunsanuiin vusorfufidawu
Tisenasng q Usegndldnguanelussuungmainevesnuairandnuszfudndifnlugius iy
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wssulugsiagaavnssudauasneiie (Medeiros & Sayes, 2022) lnaidun1siieIngmuneuns ey
fifioglusruungrnenuiulduidefiandsiiind wisfunisduaseadnlugugiifuusanuly
gefegnamnssudaUedn WU nsimuadalien1siau (Working Hours) Asanansnvesyaaaly
n1svindAnssudy (Capacity to Contract) Johnson & Woodcock, 2021) wazALS Ul aite
azLﬁmé’uﬁmmﬂmsﬂszﬁwaqqﬂﬂa'ﬁ'u (Vicarious liability in the Esports industry) (Hewson, 2022)
Jusiu

NOVANBANATDILIIUANTUERaNIIUBaUBSH

Tuuuszmaldusnguuaanis ssnsduasondnlugueiidunssaulussiagaamnss
Sadesmerlfidunaianz wihilussuungranevesUssmamantuasingruneduaseausanuin
luegudafinm Tngfiarsanutsennsduasesusinudniluiunmsiuasesusanudinlugsia
favedn uazidlefasuniiwssiiuensduasewssnudinlugsiedaledn agnuinisufise
Fnagegndenazifussautudosendenisnnamdnnsiinlug nsudludgmimenguaned
Azl miusuuuumsiLiugsiadalednduindauadududou Tuilagtuldunngdu
fonnifivainfuussnuinlugsiedalesnogsiidvddy navilimissnuvesiguassidnlde
fugsiedavesasaiululumadeiuinmisinisquaseswssnunniugsiadalasanieldngmune
LANIE A2981919 Y mawm%’gﬂ%ma (République francaise) lamnsinguunediAsy 2 adu laun
$3nguiN 871 (Décret n° 2017-871 du 9 mai 2017 relatif & l'organisation des compétitions de
jeux video) az3gnguin1 872 (Décret n° 2017-872 du 9 mai 2017 relatif au statut des joueurs
professionnels salariés de jeux vidéo compétitifs)

Tnefidlevnveaignquiing 871 WWianseddymansussnsfissdunsestions Ssusenoude
(Légifrance, 2023a)

(1) ginnsudstudavesn litnduyanasssuamiediyana fesdudieavelususes
wmsgrumsianisuisiudadedn lnsnguneatuiliswianssnnamalnglumseonlueygye
nsdanisutstudalesanarnisniuaunsransinnsudsiudalsfavdannilieenlueyan
TUud (Art. R. 321-40)

(2) finnsudstudavesn litnduyanasssuaviediyana fesdudieaveluiuses
wmsgunsTamsutsiudatedn netmuatunou Bduduns wesnmusinsiumiomsoudae
vangruietunsinnisudsiudadesefisiduiensenssmelne e1ii foyavesidnnisudadu
Toyafndevosdanisudstu Suil anwil szeznariidanisudstu SruvesfidrsimAanssy
wanBuaieiunsaieneanisudsiy gunsalildlumsudsiu msasmeidounagassanden
n13udaty Alganelun1sdnnisudsty seiauasiuseda 918lAINN1sTANIWYItY N13ANINTA
wazliusea dfeyamnuvasafouasyiuinveulumsquasnwiniudasnds uaznendsaniidy
ANTDILAY mgmaqmmmiwEH]wi"]Lﬁumimmaaw1mgmmﬁmmiLLﬁdﬂﬁz‘]’uﬁaUa%mfu 9 (Art. R.
321-41)
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(3) funulagveusssuiimihiiguaniolddiuraunasesiioniivszasdazidisiunisursdu
davesn zdesdurenlinfieniidnsiunisuratudavesaduaednualdnys wasdanisudadu
Savesndosdaiunisdolinnuduenenliidusrornamilsd lasanunsafiulilugunuuaes
enansdidnvsefindfisrymeaziBoaieatudunulnevevssanuasdioriionld dadfiorivieduny
TngveusTTudessyyMsandeniiiessyfnuifiony wu dhsuseddssnvumdendidaifung
(florgronanslaiiiiu 5 T) 1udu (Art. R. 321-43)

(@) andinegindt 12 Tidrsmunsudstudalesaiinsueunsiadusiu (Art. R. 321-44)

(5) funulasveusssudesinassiiusisiafiinengsnit 16 Fldsuanmsudadudalosn
Towdunilsliueuldiufunilnoveusssuifielidanisguaiussiadenanliidudsssuden
msAnunetsfureadngidiisiunmsutsiudalesn uardndiumis finnsudsiudaueinazios
dsfunsTaenlitunemuiiionisesuninduaz iy (nesu Caisse des dépots et consignations
v3anesnu CDC) FavhmiiisudinGuseiabitezuimsdanisduseiadinailifanenya
At Tnedunsiuihndusstasuauiiofaundideriasussaifinme (At R 321-45)

(6) minyanaladHuliuftRnungruneatull dliufessulnefseyonlilunguuned
Aeadfes (Art. R. 324-3) (Art. R. 324-4)

Y
a A % a

vaeililonuessgnquiing 872 duflanszddy 2 Usenns (Legifrance, 2023b) dud

(1) ffyananungvselenty Wy Uiiniudaleinioaunauividaletn fssasdazing
Fenforgeinit 16 3 ieuujuRelugsiavesnu dayanadsndnddedldSuoygynain
AMENTIUNTAITUKaTNKANITWENT (AMENTIUNTS Commission des enfants du spectacle)
\dorou Ssazanunsadiefioniongdiinii 16 DidmuftRnulugsisveswuls

(2) pugnssuMsiiugiatnuanssueiaunsaldgaiialunisiansansygnliuseniy
daveinvseauiaufwdalesninadieniunujiinulugsiadavesnvewuls lngfiansaniiuiem
udavesanisauiruimdalasnufuRnunaninamnvesUssuiangmunewnssay (Code du travail)
Iensiaussnugleiongiingt 16 Inelyl wu msszydalusnsvhauiivnzay mssey
ANNEINNETIUEMSULeTT wasn1suimsinnsRudeunsudieiarussqifinig [Wuduy

anfindmnludnedu Ssnquing 871 wazsanguiing 872 fuuelisy luiidfenaenssuns
MfuguatinuansiuleiTelduneus u191nig aunsaunsnuesazmiuguan s dygang
sevineuisviudaveiefiidnnarosemaasgiamieningiend liliuaromdomiaensa
wdieufienindsnadesesmansvgiafesnilunmsmihdyaiaiesmufifnunelidain
wouiaannsnimuauusluifUnasemiedunulneseussaudidimsslunsuimsdaniai
sfaifiorildsuanmaudsdudadesn savinisliauBusenuddiolunmadisiunisugsdy
Savodn uenainil ngraneddamadaldlisiunasglunsdudufanssuniugunisianisudsiy
avesnliigniosmuunsguiinguinesyyienly Gesudannseenluoyain msdsinudeinaey
Tuoygndansudsdudalesn wasnissuseswasgiunsdamsudsdiudalesn sutieidunswansu
ThAnmsfaunsgunsdanisuadiudalesaiionafidnniolenvudmnsniluniswdsiu uay
adwanuundefie mnulusla warduasuliiAnuinsgiunisdanisuadudadedniimngan
Fauansismnugsiuvesiguraiaaalunisiiuguanisdnnisutstudatesn lnomdefmanszny
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no1afindusannsel gy wWiesliiulalaindnuazionvuazlasunisaendesguasnniasgiay
AAFIUANN ¢ MLABITDY

une sy

suiulddndesfnsduasosaniazieguszninUszsma 83ansiiAuAanIsnsanuay
sewinsUsEma uagesAnsindavesnaina lewereuimunuleuisuazuuU fo elviildn
Ihdelunisfndatesasuiunsdunsesussnudinlugsiedaedn deulovnsuazuunufoasd
namutuldaseunarlidaauonusiiunnaistu fadulselomideniseg aufuluaanisim
davosneteunfaguszwinsgsiadaveiniideanisliuselovinansugisninusanuveadnuagiin
fifoensliRurieusslovimansugianeuumuainnsufiRaulitugsiadatesn Tuvusideaiu
mﬁ‘wumuﬂgwm8ﬁﬁwuﬂﬂéwﬂuwmmaﬁ’uﬁuIﬁ’fu,ﬂ' asnsasgHiaaa Loy Anguunsdiviu
Aunsesdnluguziduisinulussiegramnssudalesmenl idumsane weldidundninasii
ihlugmstaduldngmnsvesenusgiindeazihlugnsufifnungmeseninsgiidn
IWdeduidnuazionvu (§le1) Adaldussadinngligndosunguunouazimangauiu
anmuedouuazuundsanluszuuiinagsisgnavnssudalesaiiduogludlagiu lned 1oy
maimsthiausnAnihsnsAuasesusanuAnlugsisdaesaiiinunsmumuulovisuasiun
UjdaniAsates nasnudedanguuieamzdmivdunsendnlugiugdiduussanlussis
granvnssudaUedn azanunsailugnisfiansanyuueslssiduisaduaniussnudnlugsia
gramnssudauesalunuimaiiddeisusslovigignueainude The Best Interests of the Child
Huddy dumnearifnilfusanudeuantuimeuunuilésunngsedatosaniesmaud
Ufthnufioumeneldlugnamnssudaledn deufelfislésuansduniuglugued funssnu
Winlugsiagramnssudadesn wu Avsfavisadinegedrandguluszuuinagsfagmannnssy
Savesn avdfiarldsunisundesduasesannisgndnmanalslovdaingdiduldidesis q oens
lifusssy avslumsianauedinaaduindwdalesnendmdoidudugleuwesdaesniis
Fo1d89 (Lorenz, 2019) wazdnslunisidiusulufanssunionisud siusalosn @ sn1swau
ngvsnefidilaisselovnigaamveadnidudfyuarnstaduldngmnesainanegamnzanaze
asemnudusssuiugiiawlddsduussnudnlugsivgeavnssudadesanndie anunsodmali
Aaanzuindeuvesgsitgeamnssudaesaiid esensliifnuasienvudiunddiuguiy
Aunssuvionsuisiufindadesmunndeiulusunn

uneaAnnsatuilfnmasiiouuiussmelng dupmesmangranesedamusaudin
Tugpamnssudavesnuazdefininiasiind ulussuungmunsuagnszuiunisgfsssues
UeUsEmna 19y avsgoliniuazansnsnsgiaaa saenauuloutsivheussnuinlugnavngsy
§aUn3nU0IRIANIANATEUANLAZLENITUIENINUTENA 3ANIAIAUAINITINTALUIANTENIN
Uszina wazesAnsiwdavesnaina taazvieulmiuii lulagtudsluldinsiienulovieuazuin
UjtRdewinlugiugiiduussmulugsigeamnssuindausdnegrsana unuuldtungrnglne
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