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B cBA3M C COBEPLUEHCTBOBOHMEM TEXHONOMMUM, NOCTENEHHBIM NEPEXOAOM K LMPPOBHU3OLMM OBLLECTBA U MPUIHOHUEM KOMMBIOTEPHOTO
CropTa BUAOM CNOpTa Ha Tepputopi Poccuitckoin Pegepaumm BO3HUK psif CIOXKHOCTEN C MEXAHU3MAMM MPABOBOTO PETYIMPOBAHMS MHTEN-
NEKTYQsbHBIX MPAB B CHEPE KOMMbIOTEPHOTO CnopTa. [LaHHAsS CTATbA HANPABAEHA HA BLISBAEHUE NPOBNEM, CBA3AHHBIX C MHTENNEKTYANbHbIMM
NPABAMM B KOMMLIOTEPHOM CriopTe. ABTOPbI QHAMM3UPYIOT NPABOBYIO MPUPOAY BUAEOMUP, AKKAYHTOB, YKA3bIBAS HO Psif 30KOHOAATENbHbIX
npo6enos B perynnpoBaH1M OTHOLLEHHWI B AAHHOM cdepe. [TpeanaraioTcs BApUaHTLI Anst 3AKOHOAATENBHOTO 3ANONHEHWs AOHHBIX NPOGENos.

Kntouesble cnoea: KOMMLIOTEPHBI COPT, BUAEOMIPbI, AKKAYHTbI, OBBEKTHI UHTENNEKTYANbHbIX MPAB, MPABO MOJIb30BAHUS, OTYYXAEHWE
06bEKTOB MHTENNEKTYASbHBIX MPAB.
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Given the technology improvement, a gradual transition to the digitalization of society and the recognition of e-sports as a sport in the Russian
Federation faced some difficulties with sleam mechanisms of regulation of intellectual property rights in the field of computer sports. This article aims fo
identify problems related to infellectual property rights in computer sports. The authors analyze the legal nature of video games and accounts, pointing
out a number of legislative gaps in determining their legal nature and related rights. They offer implemented options for legislative filling of these gaps.
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