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1.0 Introduction

The proposal is to analyze the development of the e-sports industry in China. For the e-sports industry, the definition given by the Mob Research Institute (2019) is that: Electronic Sports is a sports event that reaches the “competitive” level in a video game competition. The e-sports movement uses electronic equipment as a sports instrument, and the intellectual confrontation between people is carried out. The rapid development of e-sports industry has created many economic benefits and provided many types of jobs for the society. E-sports industry has gradually formed an exclusive industrial chain and financing methods. Ganesh Rajagopalan (2015) points out that the industrial chain can help the industry to reduce costs and develop regional economy to form an innovative atmosphere.

In addition, there is a capital fault in an industry, often because the industrial chain is not perfect. Therefore, it is necessary to analyze and study the development model of e-sports industry in China to help the future operation and development of e-sports in China.

2.0 Background

E-sports has been developing in China for more than 20 years since the entry of two epoch-making game works, StarCraft and Counter-Strike into the Chinese market in 1998. The rapid development of Chinese Internet has brought an opportunity for the development of e-sports. With the rise of mobile Internet technology and the popularity of intelligent terminals, like web games, there is also the explosive growth of mobile games. More and more countries are gradually accepting and recognizing e-sports as a sport. In recently year, the development of e-sports industry in financial data reflects a more rapid growth momentum. Seth, et al. (2018) point out that e-sports competitions are held around the world, especially in the United States, Europe and Asia. While more and more e-sports venues are being built, many e-sports venues are mainly built for other professional sports or entertainment. These recreational facilities must attract popular economically beneficial activities to survive. E-sports events have great potential to fit this model.

Wang Guan, general manager of Alibaba subsidiary Ali Sports said: we find that the fastest growing and biggest demand is e-sports, and we are following this trend (Daily economic news, 2018). Cities across the country are seeking funding from the rapid growth of the market through video game theme parks and electronic stadiums. Some universities are even launching a degree in games (Fortune, 2017). It can be seen that it is particularly important to study the composition of new industries and the development of industrial chains.

3.0 Literature Review

Hongpeng Xu (2012a), who research the e-sports in China pointed that e-sports in China so far, can produce economic benefits from the professional e-sports club team. With the rapid development of sports, professional e-sports players appear in our vision, China's e-sports industry has entered a period of rapid development. Hongpeng Xu (2012b) also mentioned the emergence of professional e-sports clubs, making e-sports more orderly and professional in China.

China's e-sports industry, which has experienced specialization and order adjustment, also obtains benefits through live broadcast in the later development. Szablewicz (2016) research shows that live e-sports activities in China are designed to create a spectacle that shows carefully designed Chinese political, nationalist and capitalist consumer cultures. This is also the reason why e-sports live broadcast is highly concerned in China.

The report also suggests that government support is one of the reasons for the rapid development of e-sports in China. A number of scholars have published an analysis of the development of e-sports in China, but more can be done to strengthen these analyses and theories and spread them to a wider population.

4.0 Aims & Objectives

4.1 Aims

The purpose of this study is to explore the reasons for the development of Chinese e-sports industry and the formation of industrial chain. Through the analysis of China's e-sports industry chain at present, the disadvantages are found, and the corresponding rationalization suggestions are put forward.

4.2 Objectives

1) Explore the brief history of e-sports development in China and find the favorable factors to promote the development of e-sports in China.

2) To study the operation mode of e-sports industry chain in China, and to study the ways e-sports club obtains profit and financing.

3) This paper analyzes the disadvantages of e-sports operation mode in China at present, and puts forward some suggestions for sustainable development.

5.0 Research Design & Methodology

A study is to solve a problem by objectively and orderly using facts and data to provide evidence to solve the original inquiry of the researcher (Ariola, 2006). It shows that exploring the development of China's e-sports industry requires a lot of data support to analyze it.

“4P”strategies will be used to explore the e-sports industry in Chinese market, including Products, Prices, Place and Promotion (Kotler, 1967). It mainly involves the products and services provided by e-sports to the public and the corresponding pricing of the project. At the same time, game developers are not directly facing consumers, often need to establish contact through game authorization channels. Promotion is also a favorable marketing means for e-sports to open up the market in China.

sports developed in China, belonging to a new type of industry. Therefore, SWOT analysis is needed to analyze the internal advantages and disadvantages, external opportunities and threats of China's e-sports industry. By using this method, the situation of the research object can be studied comprehensively, systematically and accurately, and the corresponding development strategy and plan can be formulated according to the research results (Grant, 2020).

The key success factor analysis method is a master planning method based on the key factors to determine the information requirements of the system. In the current system, there are always multiple variables that affect the realization of the system objectives. Several of these factors are key and main (Grunert, 1992). Through the identification of key success factors, the key information set needed to achieve the goal is found, and the priority of system development is determined. So we need to analyze the success factors of e-sports in the development of Chinese market.

6.0 Strategies

The researchers will use interviews to collect the corresponding data. Interview method refers to a work analysis method in which staff analysts communicate face to face with employees to deepen their understanding of their work and return to work information (Sample Survey, 2020). This study will interview senior managers of China e-sports Club, active professionals and game agents in the e-sports industry to collect primary data and information.

The development of e-sports industry in China needs to be combined with interviews and surveys to carry out detailed case studies. Olsen (2004) propose that triangulation will be done through a variety of techniques to discover similarities and differences between studies for insightful analysis. Using triangulation, we can compare the development reports of e-sports industry in China in previous years and compare them with the information collected.

7.0 Conclusion

The researchers will analyze the success of the e-sports market in China. This paper analyzes the formation of e-sports market industry chain and the financing and profit mode of the industry. The main objective of this study is to achieve the goals and objectives set.
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Appendices

One of the planning techniques used in this study is the Gantt chart to complete all work by the deadline and to keep all work up to date. The gantt chart shown below is the time scale of the activity to be completed (see figure 1 below).
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(Figure 1)


