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Abstract
The aim of this dissertation is to investigate young people's views on e-sports and their attitudes towards the sustainable development of e-sports. A literature review was conducted to establish a broad understanding on development of e-sports. Previous studies have shown that e-sports has been developed by leaps and bounds, and it has attracted tremendous people’s attention. Although there is a big gap between e-sports and traditional sports, with the rapid development of e-sports and an increasing number of capitals entering, e-sports are developing towards the institutionalization of traditional sports. There is very little research on the sustainable development of e-sports. The findings and themes that emerged in the literature review were used as the basis for the survey questions. An online questionnaire was created online and there were 187 participants. Through analysis of Chi-Square test, Independent T test and analysis of variance, it was found that people generally believe that e-sports is a sport, and its future development trend is good. However, for the long-term sustainable development of e-sports, it is not necessary to follow the institutionalization of traditional sports. The playability of games, capital investment and social recognition will play a more important role in the sustainable development of e-sports. Due to Covid-19 restrictions, the sample of the study is not qualitative and therefore has certain limitations. It is hoped that this research and future research will help people have a deeper understanding of the development of e-sports.
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1. Chapter One: Introduction
[bookmark: _Toc71147266]1.1 Introduction
The aim of this chapter is to provide an introduction including background and rationale. It will also offer the aim and objectives, research structure and conclusion of this chapter.

[bookmark: _Hlk71151814]The purpose of this dissertation is to research young people’s views on the current situation of electronic sports (e-sports) and the sustainable development of e-sports in the future. This dissertation will evaluate the current impact of e-sports in China by investigating the views of young people aged 18 to 30 on e-sports and its sustainable development. In this dissertation, the participation of different groups in e-sports activities will be used as an assessment to explore the potential of e-sports in China. Meanwhile, this dissertation will also assess the possibility of sustainable development of e-sports.
[bookmark: _Toc71147267]1.2 Background and Rationale
E-sports is a game event in which the competitive level of electronic games has risen to a certain level (James. 2020). E-sports is a game where players use electronic devices to compete at a competitive level to reflect the combination of human intelligence and physical strength (Marko and Dino, 2019).

As an emerging sports event in China, e-sports has a broad market. But for many people who don't understand e-sports, they think that engaging in e-sports is not a proper business and a spiritual opium (British Esports Association, 2020), and their recognition of the value of the industry is not high, causing the sustainable development of the e-sports industry to face many bottlenecks (Zhi and Erquan, 2019). The rapid development of e-sports and the scale of the industry formed by e-sports is getting larger and larger. Ahmet and Engin (2020) found the E-sports brings a lot of economic achievements. Capital investment take a great importance in e-sports (Niedbala, 2020). But academic research on e-sports is scarce. Most studies are still researching whether e-sports should be considered a sport. Matheus (2020) mentioned that e-sports is a field of sports activities in which people develop and train the physical and mental skills of using information and communication technologies. It also mentioned the mental and physical health of e-sports (Matheus, 2020). Since the sports industry itself is considering e-sports as a sport, scholars should regard e-sports as a manifestation of sports and study its negative and positive effects on the industry (Heere, 2018).

E-sports is the embodiment of sports. Physicalizing can be achieved by adding sports components to existing activities to make them more attractive to the audience (Heere, 2018). Therefore, e-sports as a new sport, its impact on young people and its audience is significant. Through the research on the current situation of China's domestic e-sports market, it will find the impact to the people who participate the e-sports and assess the market share of e-sports in China. It will summarize the deficiencies in the development of e-sports industry, and infer the breakthroughs in the development of e-sports in the future, which will help the government, enterprises and society to have a more comprehensive and objective understanding of e-sports and promote Chinese e-sports Industrial science, sustainable development. However, there is little research on e-sports and its sustainable development. Therefore, this dissertation will start with research on young people's attitudes towards the development of e-sports and the future sustainable development, and explore the significance of its development and the reasons that affect sustainable development.
[bookmark: _Toc71147268]1.3 Aims and Objectives
The aim of this dissertation is to investigate young people's views on e-sports and its sustainable development. There are four objectives:

1. To Critically analyse the existing academic literature on e-sports and sustainable development.
2. To select an appropriate research method to investigate young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
3. To analyse the results obtained from primary research and to explore young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
4. To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.
[bookmark: _Toc71147269]1.4 Research Structure
In order to successfully achieve these objectives, this dissertation will be divided into five chapters.

Chapter one has introduced the background of the research, provided the reasons for conducting the research and the aims and objectives of the research.

Chapter two is a literature review. It will analyse the previous literature on e-sports and sustainable development. Chapter two will examine the gap with the research topic through the analysis of the previous literature, so as to discuss in more detail when conducting primary research.

Chapter three is research method and methodology. This chapter will identify the most appropriate method and methodology for primary research related to the gaps confirmed in the literature review in chapter two.

Chapter four is the data analysis. It will analyse the data collected from the research methods in Chapter three. This chapter will use several analytical methods to conduct an in-depth analysis of the primary research data to verify the differences with the previous literature. Then it will have a discussion with the analysis.

Chapter five is the conclusions and recommendations. The last chapter will review the aims and objectives of this dissertation. This chapter includes main finds of the research, implications, recommendations and limitations. There will also be considerations for the further research.
[bookmark: _Toc71147270]1.5 Conclusion
Chapter one has introduced the background of this research. It has identified the aims and objectives, and outlined the significance of the study. The next chapter will conduct a literature review, to discuss the issues found in chapter one in more details.
[bookmark: _Toc71147271]2. Chapter Two: Literature Review
[bookmark: _Toc71147272]2.1 Introduction
In this chapter, it will review previous academic literature on the current status of e-sports and sustainability, with a particular focus on the development of e-sports. This chapter will achieve the first objective of this dissertation:

[bookmark: _Hlk63602201]         “To Critically analyse the existing academic literature on 
E-sports and sustainable development.”

To meet the objective, this chapter will cover a variety of academic materials such as relevant books, academic journals, newspaper articles, websites papers and primary research in the related agencies. In this chapter, the literature review is provided by the University of Wales Trinity Saint David’s (UWTSD) online library.
[bookmark: _Toc71147273]2.2 The Development of E-sports
The topic of whether e-sports is a sport has always been controversial in society (Seo and Jung, 2016). E-sports has gradually penetrated into the field of sports, and people have questioned the definition of sports. Suits (1988, p.61) has defined sports as “a simple sports game that has been institutionalized in certain way”. Guttmann (1994) thinks that only an organization or institution that manages regularly held games and constantly improves and adjusts the rules can be called modern sports. The institutionalization of e-sports is significant in sports, and the institutionalization is also one of the important reasons why e-sports is similar to traditional sports (Abanazir, 2018). Summerley (2019) believed that the development of e-sports and traditional sports have similar moral philosophy, institutionalized rules, and community characteristics. Although the rules of e-sports are converging to traditional sports and it is gradually developing towards the traditional sports model (Taylor, 2012). However, the International Olympic Committee believes that e-sports are not mature enough and there are still many problems in e-sports (Segarra,2019).

[bookmark: _Hlk63287921]Since the 21st century, with the rapid rise of the topic of e-sports and there are a large number of capitals pouring into this industry, scholars have had a deeper discussion on e-sports (Witkowski, 2012). Summerley (2019) thinks e-sports games are the games under the competition rules, which are consistent with traditional sports concepts. Heere (2018) thinks that e-sports are a manifestation of sports. Regardless of whether e-sports are a sport, it should be managed within the scope of sports. Since the sports industry itself is considering e-sports as a sport, few scholars have studies on it (Hamari and Sjöblom, 2017; Seo and Jung, 2016). Scholars should regard e-sports as a manifestation of sports and study its negative and positive effects on various aspects.

By emphasizing the importance of e-sports, Ahmet and Engin (2020) found the e-sports brings a lot of economic achievements. They consolidate the economic achievements and development shown in recent years. E-sports has gained momentum worldwide and has been widely used as a sports branch (Boluk and LeMieux, 2017). E-sports has developed into a huge economy, and many companies and companies, especially technology companies, are participating in this industry through sponsorship activities (Jin, 2010). The broadcasting of e-sports and online content broadcasting are increasing rapidly. With the rapid development of the world's digital infrastructure, the competition between e-sports producers and participants has become increasingly fierce (Ahmet and Engin,2020). Video games based on e-sports competitions are becoming a developing industry and are an increasingly frequent subject in various international studies (Anita, et al., 2017). Although the glamorous appearance of e-sports has attracted a lot of media attention and investment by investors, the market clearly reflects the rapid entry and exit of capital, and few people have survived in this industry for a long time (Amadeus, 2020).

In recent years, the development momentum of e-sports has exceeded people's imagination, and it has even officially become one of the majors of Chinese universities (Yu, 2020). As the post-90s and post-95s gradually entered the society, the sport of e-sports was also keenly captured by capital, and its value began to increase by several times (Fang, 2017). But almost no one of the first undergraduates majoring in e-sports is engaged in e-sports. They prefer to go to game companies or Internet companies, and e-sports is not a good job. (3DMGAME, 2021). This also fully shows that e-sports is not an industry with a good development trend, but it looks perfect under the propaganda of the media and capital.
[bookmark: _Toc71147274]2.3 Models of E-sports
[bookmark: _Toc71147275]2.3.1 E-sports Games Analysis Model
[bookmark: _Hlk63258652]Zhou (2018) believes that to conduct data analysis of e-sports games, mastering the model is the key. The AARRR (AARRR) model focuses on the user's life cycle and chooses return on investment as the goal. AARRR model means “Acquisition, Activation, Retention, Revenue and Referral” (Schaefer, 2019). The AARRR model is also known as the pirate model due to its predatory growth method, and was proposed by Dave McClure in 2007 (MBAlib, 2020). The core of the AARRR model is to help you better understand the principles of customer acquisition and customer maintenance by corresponding to the customer life cycle (Zhihu, 2020). The AARRR model focuses on solving three problems: “To complete user acquisition”, “To convert into game users” and “To use data to measure the quantity”. However, in order to truly retain users, product experience, content, and gameplay are fundamental, and data is needed to measure quality (Zhou, 2018). From the perspective of the conversion relationship of the AARRR model, solving these three questions is to answer "where do users come from", "do they like the game", "how many users stay", "how many users pay for it", and "do they have higher communication value" and other issues (Zhou, 2018).

[bookmark: _Toc71150062][bookmark: _Toc71150241]Figure 2.1 AARRR Model (Schaefer, 2019)
These questions are the questions that must be answered for an excellent e-sports game product to succeed. If there are fewer users of e-sports games, their revenue will decrease. A popular e-sports game will become more popular over time. Meanwhile, an e-sports game with few players is difficult to develop (Li, 2019). This is the reason that a good e-sports game needs a large number of users to stay popular to extend the game life cycle (Sohu, 2020).
[bookmark: _Toc71147276]2.3.2 Five Forces Model of E-sports
With the increasing influence of economic globalization, the Internet has been used in all walks of life. The “Internet plus” is also derived from it (Huang, Song and Hu, 2018). Internet plus refers to a new industrial format that integrates the Internet and traditional business industries (Hristov, 2017). E-sports can be seen as a form of Internet plus. But emerging industries will always face a series of challenges (Cunningham, Craig and Lv, 2019). Michael Porter (1980) proposed that there are five basic forces in industry competition: “Threat of new entrants, Rivalry among existing competitors, Threat of substitutes, Bargaining power of buyers and Bargaining power of Suppliers”. Five forces analysis proved to be an effective tool for industrial environment analysis, but the industrial environment of E-sports is more complicated (Zhu, 2015). 
[image: ]
[bookmark: _Toc71150063][bookmark: _Toc71150242]Figure 2.2 Porter’s Five Forces (porter, 1980)
Michael Porter’s Five Forces Model focuses on competition and threats, and does not consider the cooperation and development opportunities between enterprises. (Zhu, 2015). Former Intel President Andrew S. Grove (1997), based on Porter’s five forces analysis framework, re-discussed and defined the six influences of industrial competition that is the power of co-operators (MBAlib, 2020). The power of co-operating companies can complement each other to pursue common interests with the power of other companies (Grove, 1997). In the e-sports industry environment, the co-operators are mainly major live broadcast platforms and sponsors. Through the resources of e-sports competitions and players' popularity to seek common benefits (Jin, 2020; Qian, Wang and Zhang, 2020).
 
Although these models solve many difficulties of e-sports, there may be tension between e-sports and economic capital (sponsor). For the reason that the institutionalization of traditional sports comes from the transformation of society and economic capital (Bourdieu, 1986). And e-sports needs more support from the society to be like traditional sports (Qi, 2006).
[bookmark: _Toc71147277]2.4 Sustainable Development of E-sports
[bookmark: _Toc71147278]2.4.1 Sustainable Development of Traditional Sports and E-sports
The World Commission on Environment and Development (the Brundtland Commission) in 1987 define sustainable development as “development that meets the needs of the present without compromising the ability of future generations to meet their own needs”. And it refers to the long- term maintenance of the system based on environmental, economic and social considerations. It concluded that safety, environment protection and reasonable, economically viable energy pathway will sustain human progress in the near future, and it is imperative (the Brundtland Commission). The sustainable development of sports is a new field of sports management research. (Lis, and Tomanek, 2020). Although sustainable development was first proposed in the 19th century (Caradonna, 2014). With the development of sports, the issues in the field of sports have gradually increased since 21st century, and the sustainable development of sports has attracted more attention from researchers in the sports field (ESCHER, 2020). There are few scholars have conducted research on the sustainable development of e-sports. Although a large number of people are optimistic about the prospects of e-sports.

An e-sports games cannot always be popular. It was not the only reason that this game was no longer popular to people, but there are many issues such as the insufficient game’s funds, too quickly the games updated, the gameplay is outdated and the lack of support from game developers (Wooyoung and Byon, 2019). Ownership is the biggest flaw of e-sports, and even the most popular chess and card games in traditional sports do not have the issues of ownership (Zhihu, 2019). However, the carrier of e-sports is games, and the essence of game products is commodities. Without a developer, and there is no operation, maintenance team, no server and account, it is difficult to host an e-sports competition (Arin, 2020). 

[bookmark: _Hlk63605350]Technically, the development of a sport should be led by the corresponding industry associations. After all, they have enough motivation in terms of hobbies and interests (He, 2015), but now the ownership of the game is the enterprise. Even if an industry association is established, it is restricted by game copyright companies. And the tournament allows the game enterprise to come forward, and the game companies belongs to the copyright owner, it is already destined to be difficult to imitate the traditional sports model (Candela and Jakee, 2018). However, the e-sports competition is hosted by game companies. Comparing with the traditional sports, the nature of the event has changed (Zhihu, 2019).
[bookmark: _Toc71147279]2.4.2 The challenge of E-sports sustainability
There must be numerous opportunities and challenges on the way to sustainable development of E-sports in the future. In the VUCA, the future development is volatile, uncertain, complex and ambiguous (Bennett and Lemoine, 2014). Therefore, more decisions need to be made to eliminate interference in the VUCA environment (Minciu, Berar and Dobrea, 2020). Since the birth of modern football and basketball, although there have been minor adjustments in the rules, the overall changes are very small, while the game is not (Zhihu, 2019). Although competitive games have a longer lifespan than other games, they are too short compared to traditional sports. They are also too short to be popularized in traditional sports, and they have been eliminated (Brock, 2017). When e-sports becomes a hot topic, plenty of people think it will be a large area. But e-sports is an entertainment industry with competitive elements, which is essentially the opposite of traditional sports (Zhihu, 2019). 

It is obviously that e-sports still stands in a stage of development, and it is unrealistic to be comparable to traditional sports at this stage. The development time of e-sports is far less than that of traditional sports, and it needs more time to wait for maturity, but the impact on people at this stage is significant (Egliston, 2018). However, it is undeniable that e-sports has a negative impact on young people, especially teenagers and children (Kwan, Wei and Julian, 2010). MILIĆ (2020) has a critical view of e-sports as a newly established profession, with a particular focus on the period of time of Covid-19. Electronic games entered into the minor's life activity, reducing physical activities to a certain extent (Szépné, Csernoch and Balatoni, 2019). E-sports is not only detrimental to the physical development of young people, but the virtual and competitive nature of e-sports also impacts minors who are in a sensitive period of value shaping (Lin, Wang and Qi, 2019). In the past two decades in China, video games are often associated with the term “psychotropic drugs” (Lou, 2018). Therefore, from the perspective of a large members of Chinese older generation, games have become an evil (Xue, 2016). And this is the main reason that contemporary Chinese society is biased towards e-sports.
[bookmark: _Toc71147280]2.5 Conclusion
This chapter achieved the first objective: 

“To Critically analyse the existing academic literature on 
E-sports and sustainable development.”

From the literature review of this chapter, it revealed that nowadays e-sports has been developed by leaps and bounds, and it has attracted tremendous people’s attention. Although there is a big gap between e-sports and traditional sports, with the rapid development of e-sports and an increasing number of capitals entering, e-sports are developing towards the institutionalization of traditional sports (Heere, 2018). Even though the development of e-sports is very fast and has achieved economic results, the competition in this industry is very encouraging, and only a few people can survive in it for a long time (Amadeus，2020). The shining light of e-sports obscures its dark side. It is obviously there is a lot of research on e-sports, but there is very little research on the sustainable development of it. In comparison, there are many researches on the sustainable development of traditional sports and have certain reference significance (ESCHER，2020). The system and management of the industry is one of the problems in the sustainable development of e-sports (Candela and Jakee, 2018). Meanwhile, in the previous research shows that the Chinese old generation are not optimistic about e-sports and the sustainable development of e-sports still needs to be recognized by the society (Xue, 2016). Therefore, this research aims to solve this issue, exploring young people's views on the contemporary e-sports and the sustainable development of e-sports.

The next chapter will identify the most appropriate method and methodology for primary research related to the gaps confirmed in the literature review.


[bookmark: _Toc71147281]3. Chapter Three: Research Method and Methodology
[bookmark: _Toc71147282]3.1 Introduction
The previous chapter achieved the first objectives of this research, providing an understanding of the development of e-sports and the difficulties of e-sports sustainable development. The research on e-sports in the previous chapter found that the current development of e-sports and the future sustainable development have potential drawbacks. In order to further understand these important issues, this chapter aims to achieve the second objective of this dissertation:

[bookmark: _Hlk65967284]“To select an appropriate research method to investigate young people’s cognition of e-sports and their attitudes towards the future development of e-sports.”

In order to achieve this objective, this chapter will use Saunders et al. (2016) Research Onion as an analysis model. 
[bookmark: _Toc71147283]3.2 Research Onion
Coils and Hussey (2014, p2) in their research defined research as “a systematic, methodical process of investigation and research to allow people to increase their knowledge. Saunders et al. (2009) used the Research Onion as a survey and data analysis model for data collection and research.

Research Onion can be adapted to many types of research methods (Aleksandras, 2018). Each layer of the "onion" is related to each stage of the research process. Through the "research onion" level to gradually advance, so as to achieve a complete and effective research strategy. The research onion of Saunders et al. (2016) will guide the research methods of this chapter, so that people can understand the research methods and research value.
[image: ]
[bookmark: _Toc71150243]Figure 3.1 The Research Onion (Saunders et al., 2016)

Figure 3.1 highlights the choice of this research.
[bookmark: _Toc71147284]3.2.1 Philosophy
[bookmark: _Hlk66023458]The philosophical view of philosophical theory includes ontology and epistemology, which are respectively interpreted as exploring the nature of the world and belief in knowledge (Scotland, 2012). Researching philosophy is an important hypothesis for cognition of the real world. (Collis and Hussey, 2014). However, there is no better case for a viewpoint in philosophy, positivism or interpretivism, only a theory that is more suitable for the problem being studied (Johnson and Clark, 2010). The philosophy chosen for this research is positivism. Therefore, this research will focus more on the ontological exploration of the nature of subjects to use questionnaires to solve problems.
[bookmark: _Toc71147285]3.2.2 Approach
[bookmark: _Hlk65939873]In the Research Onion, research approaches are divided into inductive and deductive (Saunders et al., 2016). Compared with the deductive approach, the risk and difficulty of the inductive approach is relatively small, and the inductive approach can have adequate time to analyse the data (Theophilus, 2018). Since e-sports is a relatively new field of research subject, there are few existing related research literatures, and data analysis and the implicit conclusions of the data are very important to the research results. Therefore, it is appropriate to choose the inductive approach.
[bookmark: _Toc71147286]3.2.3 Strategy
Saunders et al. (2016) defined research strategy as specific approaches adopted to implement the research plan. This research uses the opinions of survey respondents to understand people’s perception of e-sports and its future development trends. The information and data obtained through the survey are of great help to the research (Johnson and Clark, 2010). Obtaining respondents’ attitudes and opinions through a large number of questionnaire surveys will result in a more comprehensive quantitative analysis (Saunders et al., 2009). Compared with the qualitative methods, A large number of samples and a research method that passes hypothesis verification will make the research results more accurate (Saunders et al., 2016).

The questionnaire survey will be conducted on the questionnaire online site “wjx.cn” (WJX, 2021). Through this website, the questionnaire will be generated as a link, which can be distributed to various social media platforms. 
[bookmark: _Toc71147287]3.2.4 Choice
Meno method can be a quantitative or qualitative (Saunders et al., 2016). This research uses a quantitative approach. Due to the uncertainty and inconvenience of qualitative methods, quantitative methods are the best choice at the moment. While quantitative methods only through survey has some limitations, but by a large number of real and effective statistics make this research more accurate and reliable.
[bookmark: _Toc71147288]3.2.5 Time Horizon
Time horizon relates to whether a research is a limited time or an adequate period of time, and it refers to cross-sectional or longitudinal (Saunders et al., 2009). Most research projects carried out in academic courses are bound to be limited by time (Saunders et al., 2016). Therefore, due to time constraints, this research has to adopt cross-sectional.
[bookmark: _Toc71147289]3.2.6 Techniques for Data Collection, Processes and Analysis
3.2.6.1 Data Collection
This research uses online questionnaires to collect primary data which can reducing the cost of time (Saunders et al., 2009). The design of the questionnaire needs to take into account the respondents' thoughts, acceptance and preferences. If the questionnaire is not well designed, it will cause the questionnaire to fail (Hague, 1993). However, the questionnaire of this research is aimed at specific people and group, which can make the data more accurate and informative.
3.2.6.2 Questionnaire Design, Combined with Literature Review
Questionnaire is a tool used to collect a set of information in social research (Saunders et al., 2009). Questionnaires are one of the most common survey methods in quantitative research. In order to collect information about people's attitudes, opinions, or beliefs about a particular question (Petra, 2010), research uses questions to collect interviewers' answers and make statistics.


	Questions
	Related to Chapter 2: Literature Review

	Q1.-Q.6. Demographic questions

	Questions 1-6 are demographic questions to provide background information for analysis.

	Q7. Do you think e-sports is a sport?

Yes

No

	Previous research (Seo and Jung, 2016; Marko and Dino, 2019; Anon, 2020; Suits, 1998; Guttmann, 1994; Abanazir, 2018; Summerley, 2019; Taylor, 2012; Segarra,2019)

	Q8. Do you think the development of e-sports is important?

Very important
Important
Neutral
Unimportant
Very Unimportant

	Previous research (Witkowski, 2012; Ahmet and Engin, 2020; Boluk and LeMieux, 2017; Jin, 2010; Anita, et al., 2017)

	Q9. Do you think e-sports should be institutionalized like traditional sports?

Agree

Disagree
	Previous research (Summerley, 2019; Heere, 2018; Hamari and Sjöblom, 2017; Seo and Jung, 2016) 

	Q10. The following are the reasons for the gap between e-sports and traditional sports. Please rate according to your real ideas (1 means strongly agree, 5 means strongly disagree)

E-sports is not recognized like traditional sports as a sport.


E-sports is a commercial activity, not the same as sports.



The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.

Society has prejudices against e-sports
	Previous research has negative views on e-sports.




Previous research (Anon, 2020; Segarra，2019)

Previous research (Jin, 2010; Ahmet and Engin, 2020; Amadeus, 2020; Fang,2017)

Previous research (Li, 2019; Sohu,2020; Wooyoung and Byon, 2019) 


Previous research (Anon, 2020; Kwan, Wei and Julian, 2010; MILIĆ, 2020; Szépné, Csernoch and Balatoni, 2019; Lin, Wang and Qi, 2019; Lou, 2018; Xue, 2016) 

	Q11. Do you think e-sports can be used as a major in the university?

Yes

No
	Previous research (Yu, 2020; 3DGAME, 2021) 

	Q12. The following are the conditions for e-sports games to survive in the current environment. Please rate them according to your real ideas (1 means strongly agree, 5 means strongly disagree)

The playability of the game itself.

Capital investment.




Institutionalization of e-sports







Society needs recognition of e-sports
	



Previous research (Zhou，2018; Li，2019; Sohu, 2020)

Previous research (Jin, 2010; Ahmet and Engin, 2020; Amadeus, 2020; Fang, 2017) 

Previous research (Guttman, 1994; Abanazir，2018; Summerley, 2019; Candela and Jakee，2018; Zhihu, 2019) 



Previous research (Zhihu，2019; Lin, Wang and Qi, 2019; Lou, 2018; Xue, 2016) 

	Q13. Which one do you think is more popular with young people?

E-sports

Traditional sports
	Question 13 is a subjective question to better understanding of young people's preferences and the situation of e-sports.

	Q14. Which one do you think has more potential for development?

E- sports

Traditional sports
	Previous research (ESCHER，2020; Guttman，1994; Wallechinsky，2004; Wooyoung and Byon, 2019; Arin，2020; Brock，2017) 

	Q15. Which option you spend more time every year?

E-sports games (Competitive games)

Games expect e-sports games

Traditional sports 

Exercise (Very light physical exercise)
	Question 15 is to investigate young people’s situation for the following question.

	Q16. What do you think of the current development trend of e-sports?

Pretty good
Good
Average
Bad
Terrible
	Question 16 is to investigate current situation of e-sports in young people’s views.

Previous research (Seo and Jung, 2016; Witkowski, 2012; Ahmet and Engin, 2020; Boluk and LeMieux, 2017) 

	Q17. Do you think e-sports can be sustainable in the future?

Yes 

No
	Previous research (Seo and Jung, 2016; Witkowski, 2012; Ahmet and Engin, 2020; Boluk and LeMieux, 2017)

Previous research (Anon, 2020; Kwan, Wei and Julian, 2010; MILIĆ, 2020; Szépné, Csernoch and Balatoni, 2019; Lin, Wang and Qi, 2019; Lou, 2018; Xue, 2016) 

	Q18. The following are the challenges that the sustainable development of e-sports will encounter in the future, please rate according to your real ideas (1 means strongly agree, 5 means strongly disagree)

The playability of the game itself.

Capital investment.

Institutionalization of e-sports

Society needs recognition of e-sports
	Question 18 is consistent with the literature in Question 12

	Q19. Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?

Yes

No
	Previous research (Guttman, 1994; Abanazir，2018; Summerley, 2019; Candela and Jakee，2018; Zhihu, 2019) 



3.2.6.3 Pilot Study
Pilot study is a trial to conduct preliminary research to prove the feasibility of the research (Davies and Hughes, 2014). The test results also prove that the pilot study can provide help for the subsequent adjustment of the questionnaire to increase the feasibility and effectiveness (Saunders et al., 2016). In order to make the questions in the questionnaire more accurate and feasible, the researcher made several adjustments to the questions.
3.2.6.4 Analysis
Statistical Package for the Social Sciences (SPSS) will be used as a tool to analyse the data of questionnaire. Likert scale is a common scoring summation scale (Newby, 2014). The research data will be analysed by WJX (WJX, 2021) platform to create a SPSS analysis and matrix scale question will be analysed.
[bookmark: _Toc71147290]3.3 Sample
It is impractical to survey all the population, and it is necessary to collect small and scattered samples (Saunders et al., 2009). Collis and Hussey (2014) suggest that Inaccurate or similar samples will bias the research results. Therefore, this research will collect samples from the target population in a targeted manner and adopt a decentralized collection method. Research will distribute at least 200 questionnaires on the Internet, which will be distributed to specific groups: Young people between 18 and 30 years old and have a certain understanding of e-sports.
[bookmark: _Toc71147291]3.4 Reliability and Validity
Reliability refers to the consistency of the results of repeated tests on the same subject using the same method. Validity refers to obtaining accurate results within expectations (Litwin, 1995). The purpose of the research is to be accurate and reliable (Saunders et al., 2009). Questionnaire will be distributed to specific target groups and distributed by way of dispersion. Although this may make the time to collect samples longer, it is beneficial to the accuracy and validity of the research results.
[bookmark: _Toc71147292]3.5 Limitations
The findings of this study must take into account some limitations (Kalof, 2008; Saunders et al., 2009). Most of the participants invited to fill out the questionnaire are over 18 and under 30. Although they already account for the majority of e-sports players, due to time and other limitations, the entire age cannot be covered in this research.

Another limitation is that due to Covid-19, all the questionnaires are conducted online.
[bookmark: _Toc71147293]3.6 Ethical Considerations
This research was conducted in accordance with UWTSD's ethical standards. For the research conducted in this paper, ethical integrity and transparency are essential (Saunders et al., 2009). The privacy of all participants in filling out the questionnaire will be protected. In addition, all questionnaires are conducted on a fair and voluntary basis. However, in order to conduct an in-depth investigation to further understand the current situation of e-sports, the questionnaire may need to involve the participants’ private information, but this information will be reasonably retained and will not be leaked to other places.
[bookmark: _Toc71147294]3.7 Conclusion
This chapter achieved the second objective:

“To select an appropriate research method to investigate young people’s cognition of e-sports and their attitudes towards the future development of e-sports.”

This chapter identified the research methods appropriate for this research. It was confirmed that using a questionnaire of quantitative method is essential and providing a targeted and accurate questionnaire is very helpful for this research. The next chapter will discuss the data analysis.


[bookmark: _Toc71147295]4. Chapter Four: Data analysis
[bookmark: _Toc71147296]4.1 Introduction
The previous chapter confirmed the methods and methodology of this research. This chapter will achieve the third objective of this dissertation:

[bookmark: _Hlk70693661]“To analyse the results obtained from primary research and to explore young people’s cognition of e-sports and their attitudes towards the future development of e-sports.”

This chapter will introduce and analyse the data collected in the questionnaire survey. The study finally collected questionnaires from 215 respondents, which surveyed young people's views on e-sports, especially their attitudes towards the future development of e-sports.
[bookmark: _Toc71147297]4.2 Data Analysis
Data analysis is a process in which researchers use appropriate statistical analysis methods to summarize (Collis and Hussey, 2014). In this case, the visualization results can be used to maximize the development of data functions. The data was analysed by using WJX (wjx.cn) online SPSS and the IBM SPSS statistics 26.0 software. Data analysis provides descriptive analysis and Chi-Square test of association. Secondly, the data analysis use T-test (Independent sample T test) to study the relationship between categorical variables and continuous variables (Prabhaker, et al., 2019). Finally, the analysis use ANOVA multi-factor analysis of variance to analyse the ratio of between-group variance and within-group variance (Rouder, et al., 2016).
[bookmark: _Toc71147298]4.3 Methods
Since the research is to explore the views of young people over 18 and under 30 on e-sports, it has screened and excluded respondents who do not meet the age requirements. The 215 interviewees who were able to perform data analysis were able to meet the data analysis requirements of the research.
[bookmark: _Toc71147299]4.4 Demographics and Descriptive Statistics
The study recruited 191 respondents through online platforms (e.g., social media and emails). All interviewees were 18 years of age or older and volunteered to participate.

There are the basic information (Question 2-5) and more questions results figures in the appendix 6.

From the data in the appendix 6, it can be seen that more than 60% of the age samples choose "18-22 years old ". The proportion of "male" selected in the sample was 52.56%. There are also 47.44% of the samples for women. More than 80% of the highest academic qualifications choose "undergraduate (including undergraduate)". From the work type, there are relatively many "students" in the sample, the proportion is 67.91%.
[bookmark: _Toc71147300]4.5 Chi-Square Analysis
[bookmark: _Toc71147301]4.5.1 Chi-Square Analysis for Gender Associations
[bookmark: _Hlk70556106]The analysis performed nine Chi-Square analyses to check whether the results showed a statistical association between male and female responses. Due to the limitations of Chi-Square analysis, this operation is only done for questions involving nominal data (questions that are not answered using the Likert scale). Therefore, a Chi-Square analysis was performed on questions 6, 7, 9, 11, 13, 14, 15, 17, 19. For ease, the list of questions in the Appendix 3.

Figure 4.1, 4.2 and 4.3 shows significant associations between male and female answers to question 6,11 and 15. 
Table 4.1 shows the non-significant associations between gender and responses to question 7, 9, 13, 14, 17 and 19 (See Appendix 3 for figures).
[image: ]
[bookmark: _Toc71150064][bookmark: _Toc71150244][bookmark: _Hlk70553742]Figure 4.1 Showing a significant association between gender and response to, “How long have you playing E-sports games (any platform)?” (p=.000), in question 6.

[image: ]
[bookmark: _Toc71150065][bookmark: _Toc71150245]Figure 4.2 Showing a significant association between gender and response to, “Do you think e-sports can be used as a major in the university?” (p=.026), in question 11.

[image: ]
[bookmark: _Toc71150066][bookmark: _Toc71150246]Figure 4.3 Showing a significant association between gender and response to, “Which option you spend more time every year?” (p=.000), in question 15.


[bookmark: _Toc71151505]Table 1 Showing non-significant associations between gender and questions 9,13,14,17 and 19.
	[bookmark: _Hlk70556801]Question Number
	Question	
	Significance (p-value)

	7
	Do you think e-sports is a sport?
	.051

	9
	Do you think e-sports should be institutionalized like traditional sports?
	.461

	13
	Which one do you think is more popular with young people?
	.238

	14
	Which one do you think has more potential for development?
	.553

	17
	Do you think e-sports can be sustainable in the future?
	.629

	19
	Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?
	.125



[bookmark: _Toc71147302]4.5.2 Chi-Square Analysis for Age Associations
[bookmark: _Hlk70556305]The analysis performed nine Chi-Square analyses to check whether the results showed a statistical association between responses of age 18-22, 23-26 and 27-30. Due to the limitations of Chi-Square analysis, this operation is only done for questions involving nominal data (questions that are not answered using the Likert scale). Therefore, a Chi-Square analysis was performed on questions 6, 7, 9, 11, 13, 14, 15, 17, 19. For ease, the list of questions in the Appendix 3.

Figure 4.4 shows significant associations between age 18-22, 23-26 and 27-30 answers to question 6. 
[bookmark: _Hlk70557503]Table 4.2 shows the non-significant associations between gender and responses to question 7, 9, 11, 13, 14, 15, 17and 19 (See Appendix 3 for figures).
[image: ]
[bookmark: _Toc71150067][bookmark: _Toc71150247]Figure 4.4 Showing a significant association between age and response to, “How long have you playing E-sports games (any platform)?” (p=.005), in question 6.


[bookmark: _Toc71151506]Table 2 Showing non-significant associations between age and questions 7, 9, 11, 13, 14, 15, 17 and 19.
	[bookmark: _Hlk70611487]Question Number
	Question	
	Significance (p-value)

	7
	Do you think e-sports is a sport?
	.121

	9
	Do you think e-sports should be institutionalized like traditional sports?
	.346

	11
	Do you think e-sports can be used as a major in the university?
	.096

	13
	Which one do you think is more popular with young people?
	.634

	14
	Which one do you think has more potential for development?
	.099

	15
	Which option you spend more time every year?
	.297

	17
	Do you think e-sports can be sustainable in the future?
	.787

	19
	Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?
	.324



[bookmark: _Toc71147303]4. 6 Independent T Test
This analysis performed twelve T test analyses to check whether the results showed a significant difference between males and females. Due to the limitations of T test analysis, this is completed by the questions which had Likert scale responses. Therefore, a T test analysis was performed on question 10, 12 and 18.

[bookmark: _Hlk70611366]Figure 4.5 shows a significant difference between males and females to the question section, “The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.”
Table 4.3 shows a non-significant difference between males and females to the remaining questions (See Appendix 4).

[image: ]
[bookmark: _Toc71150068][bookmark: _Toc71150248]Figure 4.5 showing a significant difference between males and females and response to, “The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.” (p=.007), in question 10.


[bookmark: _Toc71151507]Table 3 showing a non-significant difference between males and females and response to the remaining questions.
	Question Number
	Question section	
	Significance (p-value)

	10
	The playability of the game itself
	.281

	10
	Capital investment
	.764

	10
	Institutionalization of e-sports
	.300

	10
	Society needs recognition of e-sports
	.318

	12
	E-sports is not recognized like traditional sports as a sport.
	.916

	12
	E-sports is a commercial activity, not the same as sports.
	.399

	12
	Society has prejudices against e-sports
	.118

	18
	The playability of the game itself
	.275

	18
	Capital investment
	.524

	18
	Institutionalization of e-sports
	.292

	18
	Society needs recognition of e-sports
	.525


[bookmark: _Toc71147304]4.7 ANOVA analysis
[bookmark: _Hlk71156638]This analysis uses the ANOVA (Analysis of Variance) to investigate the difference of age on the view of e-sports, the analysis shows (See in the Appendix 5):

The age showed a significant level of 0.01(F=8.897, pF=0.000) for the duration of playing e-sports games, and the specific contrast difference showed that the group average score with obvious difference was "23-26 years old >18-22 years old ,27-30 years old >18-22 years old ".

The results of the difference of the views of the highest education on e-sports showed the highest education level is 0.05(F=3.110, pF=0.027).
The highest education is a commercial activity for e-sports, which shows a significant 0.05 level (F=2.817, pF=0.040), and the specific contrast difference shows that the group average score with obvious difference is " Junior college (including college enrollment) > Undergraduate (including undergraduate students) > Postgraduate or above ". 

The highest education showed a significant 0.05 level (F=3.166, pF=0.025) for social prejudice against e-sports, and the specific contrast difference showed that the group average score with obvious difference was " Undergraduate (including undergraduate students) > Postgraduate or above> Junior college (including college enrollment)".

The result of the difference of work type's views on e-sports showed the work type shows 0.01 level significance for playing e-sports games (F=.4.004, pF=.0. The comparative results of group average scores with significant differences are "students > institutions/staff/government staff; freelancers > students of professional and technical personnel (teachers, doctors, engineers, writers, etc.); general or corporate staff > students; self-employed > students; freelancers and students ".
[bookmark: _Toc71147305]4.8 Discussion
This research aimed to investigate young people’s views on e-sports and its sustainable development. According to the previous research (e.g., ESCHER，2020; Guttman，1994; Wallechinsky，2004; Wooyoung and Byon, 2019; Arin，2020; Brock，2017; Seo and Jung, 2016; Witkowski, 2012; Ahmet and Engin, 2020; Boluk and LeMieux, 2017), this research found the development potential of e-sports is greater than that of traditional sports.

The unique aspect of this study is that it investigates the influence of young people's age, gender and education level on the perception of e-sports. In the research of analysis figures, there are some significant associations between males and females to the specific questions and it shows that males have a strong understanding and extend of love on e-sports than females. With association of age, age between 23 and 26 years old have a better understanding of e-sports and they are more optimistic about the sustainable development of e-sports. For the highest education level in the participants, it shows that undergraduate and the people who have a bachelor degree are the main force of e-sports.

In the analysis of the questionnaire questions, question 7 and question 16 show that respondents generally believe that e-sports is a sport and its future development trend is good. This confirms the previous research (Marko and Dino, 2019; Witkowski, 2012; Ahmet and Engin, 2020; Boluk and LeMieux, 2017; Jin, 2010; Anita, et al., 2017) that the status quo of e-sports in recent years is in a stage of rapid development. It also has a great change from the perception of e-sports among the Chinese public in the early days (Lin, Wang and Qi, 2019; Lou, 2018; Xue, 2016).

[bookmark: _Hlk70723493]In accordance with previous research, this research is more concern with the degree of similarity and relevance between e-sports and traditional sports. Although the previous research is optimistic about the future development trend of e-sports, there are some scholars and institutions believe that the future development of e-sports needs to learn from the institutionalization of traditional sports in order to develop further (Guttman, 1994; Abanazir，2018; Summerley, 2019; Candela and Jakee，2018; Zhihu, 2019). The fact is that there are still gaps between e-sports and traditional sports. Through the analysis of question 12 and 18 of this research, it can be seen that participants generally agree that gaps between e-sports and traditional sports. But through the views of participants, nearly all the participants are optimistic about the sustainable development of e-sports and e-sports are more popular with young people’s group.

[bookmark: _Hlk70723976]In accordance with previous research, this research found that the institutionalization of e-sports is not a significant factor affect the sustainable development comparing to the playability of the game itself, capital investment and society needs recognition of e-sports. There are small group of participants thought institutionalization of e-sports will not help it stand the same position with traditional sports.
[bookmark: _Toc71147306]4.9 Conclusion
This chapter achieved the third objective:

“To analyse the results obtained from primary research and to explore young people’s cognition of e-sports and their attitudes towards the future development of e-sports.”

In conclusion, this research is basically consistent with the previous research. They all show that the development of e-sports in the current environment is becoming increasingly important, and both show the feasibility of the sustainable development of e-sports in the future. To further support the previous literature, this research found the development potential of e-sports is greater than that of traditional sports, but the institutionalization of e-sports is not the key factor affect the sustainable development of e-sports. The playability of the game itself (Zhou，2018; Li，2019; Sohu, 2020), capital investment (Ahmet and Engin, 2020; Amadeus, 2020; Fang, 2017) and society needs recognition of e-sports (Lin, Wang and Qi, 2019; Lou, 2018) have a deep influence for the sustainable development of e-sports.

This chapter has successfully analysed data and explored young people’s cognition of e-sports and their attitudes towards the future development of e-sports. The last chapter will achieve the final objective of the dissertation, which are understanding the implications and limitations, making the recommendations and considering for the further research.


[bookmark: _Toc71147307]5. Chapter Five: Conclusions and Recommendations 
[bookmark: _Toc71147308]5.1 Introduction
The previous chapter analysed the data of this research, which is the achievement of objective three. This chapter will achieve the final objective of this dissertation:

[bookmark: _Hlk70897340][bookmark: _Hlk70856038]“To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.”

Not only this chapter will provide recommendations and implications but also state the limitations of the research, possibility of further research and self-reflection.
[bookmark: _Toc71147309]5.2 The Achievements of Objectives
1. To Critically analyse the existing academic literature on e-sports and sustainable development.
This objective is accomplished by investigating and analysing previous research in chapter two.
2. To select an appropriate research method to investigate young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
This objective is accomplished by using the Research Onion (Saunders et al., 2007). The philosophy chosen for this research is positivism, and it use a quantitative research method and making a questionnaire to investigate young people’s views on e-sports.
3. To analyse the results obtained from primary research and to explore young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
This objective is accomplished by using SPSS software and WJX online SPSS (wjx.cn). Descriptive statistics were provided using frequency analysis results. Further analyses were conducted by Chi-Square, Independent T test and ANOVA.
4. To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.
This objective is accomplish based on the data analysis and previous research. It also provides some target recommendations for the sustainable development of e-sports in the future.
[bookmark: _Toc71147310]5.3 Main Findings
This research aimed to investigate young people’s views on e-sports and its sustainable development. Main findings included development potential of e-sports is greater than that of traditional sports. The study found that people generally believe that e-sports is a sport, and its future development trend is good. However, for the long-term sustainable development of e-sports, it is not necessary to follow the institutionalization of traditional sports. The playability of games, capital investment and social recognition will play a more important role in the sustainable development of e-sports.

In addition, the study found that males have a deeper understanding and love of e-sports than females. People between the ages of 23 and 26 are more optimistic about the sustainable development of e-sports. The main forces of e-sports are undergraduate and the people who have a bachelor degree.
[bookmark: _Toc71147311]5.4 Implications
The implication of this research is to explore the possibility of the sustainable development of e-sports in a further step. Previous study (Heere, 2018) believes that e-sports is a manifestation of sports, so e-sports needs to match the traditional sports system. Since then, Summerley (2019) believes that the institutionalization of e-sports is significant for the long-term development of e-sport. Through this research, it has found that sustainable development of e-sports is more important to the playability of the game, capital investment and social recognition. Therefore, the sustainable development of e-sports needs to consider the characteristics of e-sports itself, rather than excessive pursuit of the impact of institutionalization on e-sports.
[bookmark: _Toc71147312]5.5 Recommendations
According to present study, specific recommendations can be made:

E-sports needs to consider its own development in the current environment. It takes time for e-sports to develop in a sustainable future. After all, the institutionalization of traditional sports has gradually taken shape after a long period of development. The recommendations for e-sports are to make the e-sports game playable, ensuring the popularity of the game and the participation of players. Secondly, expanding the scale of capital to make it bigger and stronger. Finally, it is necessary to further improve the social recognition of e-sports. Only in this way can e-sports achieve sustainable development and prepare for the possible institutionalization in the future.
[bookmark: _Toc71147313]5.6 Limitations
Covid-19 is a major limitation of this dissertation. When the original plan was to conduct this study, it was planned to use both qualitative and quantitative methods to collect data. However, due to the inconvenience caused by covid-19 (Hur and Chang, 2020), the interview approach was abandoned. Secondly, due to the limitation of time and word count, this study uses questionnaires to collect data.
[bookmark: _Toc71147314]5.7 Further Research
For future research, using both qualitative and quantitative analysis methods will be more conducive to research. Qualitative analysis will provide a detailed and rich understanding of e-sports sustainable development. It will provide more factors that have an impact on the sustainable development of e-sports. Another is the definition of the term "young". The range of 18-30 years old may be smaller, and 16-35 years old may be more appropriate for further research.
[bookmark: _Toc71147315]5.8 Self-Reflection
[bookmark: _Hlk70897317]The purpose of this research is to investigate young people's views on e-sports and its sustainable development. It is the research driven by researchers' passion for e-sports and desire for understanding its sustainable development. The interest in this topic comes from the several modules that researcher have learned in the BA business management course. The completion of the dissertation has made a deeper understanding of the subject of e-sports to researcher. It also made researcher mastered the skills of using SPSS software. More importantly, in this special period of covid-19, researcher can overcome difficulties to complete independent research.
[bookmark: _Toc71147316]5.9 Conclusion
This chapter achieved the final objective:

“To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.”

Final summary of the dissertation:

This research aims to investigate young people's views on e-sports and its sustainable development. Research has proved the popularity and future development trend of e-sports in the current environment. At the same time, the study also found that the institutionalized model of traditional sports is not the main difficulty for the future development of e-sports. The playability of games, capital investment and social recognition will play a more important role in the sustainable development of e-sports. Recommendations for e-sports is that it needs to develop itself first, and only in this way can e-sports achieve sustainable development and prepare for the possible institutionalization in the future.
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[bookmark: _Toc71147326]7.5.1 ANOVA Analysis on Age
	ANOVA results

	Questions
	Age (average ± standard deviation)
	F 
	p 

	
	18-22 years (n =132)
	23-26 years (n =64)
	27-30 years (n =19)
	
	

	How long have you playing E-sports games (any platform)?
	2.87±1.33
	3.48±1.40
	4.05±1.39
	8.897
	0.000**

	Do you think e-sports is a sport?
	1.15±0.36
	1.09±0.29
	1.00±0.00
	2.122
	0.122

	Do you think the development of e-sports is important?
	2.17±0.80
	2.03±0.64
	1.95±0.62
	1.321
	0.269

	Do you think e-sports should be institutionalized like traditional sports?
	1.23±0.43
	1.27±0.45
	1.11±0.32
	1.056
	0.350

	E-sports is not recognized like traditional sports as a sport.
	2.77±1.05
	2.69±0.96
	3.00±1.15
	0.668
	0.514

	E-sports is a commercial activity, not the same as sports.
	2.82±0.94
	2.78±1.00
	2.68±0.89
	0.174
	0.840

	The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.
	2.64±1.00
	2.72±1.05
	2.63±1.21
	0.124
	0.883

	Society has prejudices against e-sports
	2.11±0.96
	2.19±1.04
	1.79±0.71
	1.249
	0.289

	Do you think e-sports can be used as a major in the university?
	1.25±0.43
	1.17±0.38
	1.05±0.23
	2.359
	0.097

	The playability of the game itself
	1.98±0.85
	1.95±0.65
	2.00±1.00
	0.042
	0.959

	Capital investment
	2.15±0.86
	2.14±0.75
	2.16±0.83
	0.005
	0.995

	Institutionalization of e-sports
	2.29±0.82
	2.27±0.84
	2.26±1.33
	0.017
	0.983

	Society needs recognition of e-sports
	2.08±1.00
	1.97±0.71
	1.84±0.76
	0.719
	0.489

	Which one do you think is more popular with young people?
	1.05±0.21
	1.05±0.21
	1.00±0.00
	0.452
	0.637

	Which one do you think has more potential for development?
	1.17±0.37
	1.11±0.31
	1.32±0.48
	2.327
	0.100

	Which option you spend more time every year?
	2.01±1.21
	1.70±1.08
	1.89±1.10
	1.471
	0.232

	What do you think of the current development trend of e-sports?
	2.20±0.70
	2.14±0.71
	1.79±0.54
	2.874
	0.059

	Do you think e-sports can be sustainable in the future?
	1.05±0.22
	1.03±0.18
	1.05±0.23
	0.237
	0.790

	The playability of the game itself
	1.93±0.87
	1.98±0.77
	1.79±0.79
	0.405
	0.668

	Capital investment
	2.17±0.82
	2.19±0.81
	1.95±0.91
	0.679
	0.508

	Institutionalization of e-sports
	2.16±0.83
	2.14±0.83
	1.79±1.13
	1.560
	0.212

	Society needs recognition of e-sports
	1.94±0.78
	2.02±0.77
	1.63±0.90
	1.755
	0.175

	Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?
	1.31±0.46
	1.22±0.42
	1.21±0.42
	1.123
	0.327

	p <0.05** p <0.01


[bookmark: _Toc71147327][bookmark: _Hlk70631064]7.5.2 ANOVA Analysis on Highest Education
	ANOVA results

	Questions
	Highest education (average ± standard deviation)
	F 
	p 

	
	High School or Specialized Secondary Schools (n =1)
	Junior college (including college enrollment) (n =17)
	Undergraduate (including undergraduate students) (n =177)
	Postgraduate or above (n =20)
	
	

	How long have you playing E-sports games (any platform)?
	±null 5.00
	3.41±1.33
	3.04±1.38
	3.90±1.52
	3.110
	0.027*

	Do you think e-sports is a sport?
	1.00±null
	1.12±0.33
	1.13±0.34
	1.05±0.22
	0.402
	0.752

	Do you think the development of e-sports is important?
	±null 2.00
	2.06±0.75
	2.13±0.76
	2.00±0.56
	0.222
	0.881

	Do you think e-sports should be institutionalized like traditional sports?
	1.00±null
	1.24±0.44
	1.25±0.43
	1.10±0.31
	0.837
	0.475

	E-sports is not recognized like traditional sports as a sport.
	±null 5.00
	2.59±0.94
	2.75±1.04
	2.90±1.02
	1.868
	0.136

	E-sports is a commercial activity, not the same as sports.
	±null 5.00
	2.88±0.86
	2.81±0.96
	2.45±0.83
	2.817
	0.040*

	The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.
	±null 3.00
	2.35±1.00
	2.71±1.01
	2.55±1.19
	0.734
	0.533

	Society has prejudices against e-sports
	±null 5.00
	2.06±0.90
	2.11±0.96
	2.00±0.92
	3.166
	0.025*

	Do you think e-sports can be used as a major in the university?
	1.00±null
	1.00±0.00
	1.24±0.43
	1.10±0.31
	2.514
	0.059

	The playability of the game itself
	1.00±null
	2.00±0.79
	1.96±0.80
	2.15±0.88
	0.825
	0.481

	Capital investment
	±null 2.00
	2.24±0.83
	2.12±0.82
	2.30±0.86
	0.347
	0.791

	Institutionalization of e-sports
	±null 3.00
	2.06±0.90
	2.29±0.86
	2.35±0.99
	0.634
	0.594

	Society needs recognition of e-sports
	±null 3.00
	2.18±0.81
	2.00±0.93
	2.05±0.76
	0.593
	0.620

	Which one do you think is more popular with young people?
	1.00±null
	1.00±0.00
	1.04±0.20
	1.10±0.31
	0.826
	0.481

	Which one do you think has more potential for development?
	1.00±null
	1.29±0.47
	1.16±0.37
	1.10±0.31
	0.979
	0.404

	Which option you spend more time every year?
	1.00±null
	1.94±1.14
	1.92±1.18
	1.85±1.14
	0.222
	0.881

	What do you think of the current development trend of e-sports?
	±null 2.00
	2.12±0.70
	2.19±0.70
	1.75±0.64
	2.470
	0.063

	Do you think e-sports can be sustainable in the future?
	1.00±null
	1.00±0.00
	1.06±0.23
	1.00±0.00
	0.744
	0.527

	The playability of the game itself
	1.00±null
	1.94±0.90
	1.93±0.80
	2.05±1.00
	0.555
	0.645

	Capital investment
	±null 3.00
	2.18±0.88
	2.15±0.81
	2.15±0.93
	0.348
	0.791

	Institutionalization of e-sports
	±null 3.00
	1.94±0.75
	2.14±0.84
	2.10±1.12
	0.611
	0.608

	Society needs recognition of e-sports
	±null 3.00
	2.00±0.71
	1.93±0.77
	1.90±1.02
	0.663
	0.576

	Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?
	1.00±null
	1.35±0.49
	1.28±0.45
	1.20±0.41
	0.483
	0.695

	p <0.05** p <0.01


[bookmark: _Toc71147328]7.5.3 ANOVA Analysis on types of work
For ease, the results use numbers to replace the type of work.
Institutions/staff/government workers = 1
Professional and technical personnel (teachers, doctors, engineering and technical personnel, writers and other professionals) freelancers = 2
Business person or business manager = 3
General staff or company employees = 4
Student = 5
Self-employed households = 6
Freelancer = 7
	ANOVA results

	
	Types of work (average ± standard deviation)
	F 
	p 

	
	1 (n =9)
	2 (n =18)
	3 (n =8)
	4 (n =16)
	5 (n =146)
	6 (n =5)
	7 (n =13)
	
	

	Q6
	3.89±1.54
	3.56±1.46
	3.63±0.74
	3.88±1.20
	2.86±1.36
	4.20±1.30
	3.92±1.38
	4.004
	0.001**

	Q7
	1.11±0.33
	1.11±0.32
	1.00±0.00
	1.13±0.34
	1.14±0.35
	1.00±0.00
	1.00±0.00
	0.712
	0.641

	Q8
	2.00±0.71
	2.22±0.55
	2.13±0.64
	1.94±0.44
	2.14±0.79
	2.40±0.55
	1.77±0.83
	0.882
	0.509

	Q9
	1.22±0.44
	1.33±0.49
	1.25±0.46
	1.06±0.25
	1.24±0.43
	1.40±0.55
	1.15±0.38
	0.811
	0.562

	Q10
Section 1
	3.22±1.09
	3.00±0.97
	2.88±1.36
	2.44±0.89
	2.73±1.03
	2.80±1.48
	2.85±0.99
	0.774
	0.591

	Q10
Section 2
	3.11±1.05
	2.44±0.86
	2.75±0.89
	2.75±0.86
	2.86±0.93
	3.00±1.22
	2.38±1.19
	1.133
	0.345

	Q10
Section 3
	3.11±1.36
	2.83±1.10
	2.25±1.04
	2.56±0.96
	2.68±1.00
	2.20±0.84
	2.54±1.20
	0.811
	0.563

	Q10
Section 4
	2.11±0.93
	2.17±1.20
	2.25±1.28
	2.00±0.82
	2.10±0.92
	2.40±1.52
	2.00±1.08
	0.172
	0.984

	Q11
	1.11±0.33
	1.22±0.43
	1.13±0.35
	1.06±0.25
	1.25±0.44
	1.00±0.00
	1.08±0.28
	1.233
	0.290

	Q12
Section 1
	2.22±0.97
	2.06±0.94
	2.13±1.13
	2.00±0.63
	1.97±0.79
	1.60±0.89
	1.85±0.69
	0.452
	0.843

	Q12
Section 2
	2.78±1.09
	2.39±0.92
	2.25±1.04
	2.00±0.63
	2.12±0.81
	1.80±0.45
	2.00±0.71
	1.516
	0.174

	Q12
Section 3
	2.33±1.12
	2.44±1.15
	2.63±1.51
	2.13±1.02
	2.28±0.78
	2.20±0.84
	2.00±0.71
	0.627
	0.709

	Q12
Section 4
	2.00±0.87
	2.28±1.02
	2.00±1.07
	1.81±0.54
	2.04±0.93
	2.20±0.84
	1.69±0.75
	0.711
	0.641

	Q13
	1.00±0.00
	1.06±0.24
	1.00±0.00
	1.06±0.25
	1.05±0.21
	1.00±0.00
	1.00±0.00
	0.312
	0.930

	Q14
	1.33±0.50
	1.17±0.38
	1.25±0.46
	1.13±0.34
	1.15±0.36
	1.40±0.55
	1.08±0.28
	0.904
	0.493

	Q15
	1.67±1.12
	1.72±1.02
	2.75±1.28
	1.38±0.62
	1.97±1.22
	1.80±1.10
	1.85±1.14
	1.479
	0.187

	Q16
	2.22±0.67
	2.22±0.55
	2.13±0.64
	1.94±0.57
	2.18±0.73
	1.80±0.45
	2.00±0.82
	0.635
	0.702

	Q17
	1.00±0.00
	1.00±0.00
	1.13±0.35
	1.00±0.00
	1.05±0.23
	1.00±0.00
	1.08±0.28
	0.649
	0.691

	Q18
Section 1
	2.22±0.97
	2.00±0.91
	1.88±1.36
	1.81±0.54
	1.96±0.82
	1.60±0.55
	1.69±0.75
	0.599
	0.731

	Q18
Section 2
	2.56±1.24
	2.28±0.83
	2.00±1.31
	1.88±0.62
	2.18±0.80
	2.20±0.45
	1.85±0.80
	1.108
	0.359

	Q18
Section 3
	2.00±1.12
	2.17±0.92
	2.13±1.36
	2.00±0.82
	2.18±0.81
	2.00±1.00
	1.69±0.85
	0.745
	0.614

	Q18
Section 4
	2.00±1.22
	2.06±0.80
	2.25±1.39
	1.94±0.77
	1.92±0.72
	2.00±1.00
	1.62±0.77
	0.652
	0.688

	Q19
	1.11±0.33
	1.33±0.49
	1.25±0.46
	1.25±0.45
	1.29±0.46
	1.20±0.45
	1.15±0.38
	0.487
	0.818

	p <0.05** p <0.01
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Basic information
	Sample Basic Information

	Name of question
	Options
	Frequency 
	Percentage (%)
	Cumulative percentage (%)

	Age
	18-22 years
	132
	61.40
	61.40

	
	23-26 years
	64
	29.77
	91.16

	
	27-30 years
	19
	8.84
	100.00

	Gender
	Male
	113
	52.56
	52.56

	
	Female
	102
	47.44
	100.00

	Highest level
	High school or Specialize Secondary school
	1
	0.47
	0.47

	
	Junior college (including junior college)
	17
	7.91
	8.37

	
	Undergraduate (including undergraduate)
	177
	82.33
	90.70

	
	Postgraduate or above
	20
	9.30
	100.00

	Type of work
	Institutions/staff/government workers
	9
	4.19
	4.19

	
	Professional technicians (teachers, doctors, engineers, writers, etc.) freelancers
	18
	8.37
	12.56

	
	Business or business manager
	8
	3.72
	16.28

	
	General staff or company employees
	16
	7.44
	23.72

	
	Students
	146
	67.91
	91.63

	
	Self-employed households
	5
	2.33
	93.95

	
	Freelance
	13
	6.05
	100.00

	Total
	215
	100.0
	100.0



Statistics on e-sports
	Frequency analysis results

	Name of question
	Options
	Frequency 
	Percentage (%)
	Cumulative percentage (%)

	How long have you playing E-sports games (any platform)?
	Less than 1 year
	35
	16.28
	16.28

	
	1-2 years
	37
	17.21
	33.49

	
	3-4 years
	58
	26.98
	60.47

	
	5-6 years
	29
	13.49
	73.95

	
	7 years and above
	56
	26.05
	100.00

	Do you think e-sports is a sport?
	Yes
	189
	87.91
	87.91

	
	No
	26
	12.09
	100.00

	Do you think the development of e-sports is important?
	Very important
	37
	17.21
	17.21

	
	Important
	126
	58.60
	75.81

	
	Neutral
	45
	20.93
	96.74

	
	Unimportant
	5
	2.33
	99.07

	
	Very unimportant
	2
	0.93
	100.00

	Do you think e-sports should be institutionalized like traditional sports?
	Agree
	165
	76.74
	76.74

	
	Disagree
	50
	23.26
	100.00

	E-sports is not recognized like traditional sports as a sport.
	Strongly Agree
	19
	8.84
	8.84

	
	Agree
	80
	37.21
	46.05

	
	Neutral
	58
	26.98
	73.02

	
	Disagree
	49
	22.79
	95.81

	
	Strongly Disagree
	9
	4.19
	100.00

	E-sports is a commercial activity, not the same as sports.
	Strongly Agree
	13
	6.05
	6.05

	
	Agree
	79
	36.74
	42.79

	
	Neutral
	67
	31.16
	73.95

	
	Disagree
	51
	23.72
	97.67

	
	Strongly Disagree
	5
	2.33
	100.00

	The life cycle of e-sports is too short, and ordinary events cannot survive for a few years, while traditional sports usually do not happen.
	Strongly Agree
	27
	12.56
	12.56

	
	Agree
	75
	34.88
	47.44

	
	Neutral
	61
	28.37
	75.81

	
	Disagree
	47
	21.86
	97.67

	
	Strongly Disagree
	5
	2.33
	100.00

	Society has prejudices against e-sports
	Strongly Agree
	59
	27.44
	27.44

	
	Agree
	100
	46.51
	73.95

	
	Neutral
	35
	16.28
	90.23

	
	Disagree
	16
	7.44
	97.67

	
	Strongly Disagree
	5
	2.33
	100.00

	Total
	215
	100.0
	100.0



E-sports Living Conditions Statistics
	Frequency analysis results

	Name of question
	Options
	Frequency 
	Percentage (%)
	Cumulative percentage (%)

	Do you think e-sports can be used as a major in the university?
	Yes
	170
	79.07
	79.07

	
	No
	45
	20.93
	100.00

	The playability of the game itself
	Strongly Agree
	62
	28.84
	28.84

	
	Agree
	105
	48.84
	77.67

	
	Neutral
	40
	18.60
	96.28

	
	Disagree
	7
	3.26
	99.53

	
	Strongly Disagree
	1
	0.47
	100.00

	Capital investment
	Strongly Agree
	44
	20.47
	20.47

	
	Agree
	109
	50.70
	71.16

	
	Neutral
	49
	22.79
	93.95

	
	Disagree
	12
	5.58
	99.53

	
	Strongly Disagree
	1
	0.47
	100.00

	Institutionalization of e-sports
	Strongly Agree
	36
	16.74
	16.74

	
	Agree
	104
	48.37
	65.12

	
	Neutral
	57
	26.51
	91.63

	
	Disagree
	15
	6.98
	98.60

	
	Strongly Disagree
	3
	1.40
	100.00

	Society needs recognition of e-sports
	Strongly Agree
	64
	29.77
	29.77

	
	Agree
	99
	46.05
	75.81

	
	Neutral
	39
	18.14
	93.95

	
	Disagree
	9
	4.19
	98.14

	
	Strongly Disagree
	4
	1.86
	100.00

	Total
	215
	100.0
	100.0



Statistics on the development of e-sports
	Frequency analysis results

	Name of question
	Options
	Frequency 
	Percentage (%)
	Cumulative percentage (%)

	Which one do you think is more popular with young people?
	E-sports
	206
	95.81
	95.81

	
	Traditional sports
	9
	4.19
	100.00

	Which one do you think has more potential for development?
	E-sports
	180
	83.72
	83.72

	
	Traditional sports
	35
	16.28
	100.00

	Which option you spend more time every year?
	E-sports games (competitive games)
	118
	54.88
	54.88

	
	Games expect e-sports games
	38
	17.67
	72.56

	
	Traditional sports
	20
	9.30
	81.86

	
	Exercise (Very light physical exercise)
	39
	18.14
	100.00

	What do you think of the current development trend of e-sports?
	Pretty good
	31
	14.42
	14.42

	
	Good
	129
	60.00
	74.42

	
	Average
	49
	22.79
	97.21

	
	Bad
	5
	2.33
	99.53

	
	Terrible
	1
	0.47
	100.00

	Do you think e-sports can be sustainable in the future?
	Yes
	205
	95.35
	95.35

	
	No
	10
	4.65
	100.00

	Playability of the game itself
	Strongly Agree
	70
	32.56
	32.56

	
	Agree
	98
	45.58
	78.14

	
	Neutral
	40
	18.60
	96.74

	
	Disagree
	5
	2.33
	99.07

	
	Strongly Disagree
	2
	0.93
	100.00

	Investment in capital
	Strongly Agree
	43
	20.00
	20.00

	
	Agree
	109
	50.70
	70.70

	
	Neutral
	51
	23.72
	94.42

	
	Disagree
	10
	4.65
	99.07

	
	Strongly Disagree
	2
	0.93
	100.00

	Institutionalization of E-sports
	Strongly Agree
	51
	23.72
	23.72

	
	Agree
	102
	47.44
	71.16

	
	Neutral
	49
	22.79
	93.95

	
	Disagree
	11
	5.12
	99.07

	
	Strongly Disagree
	2
	0.93
	100.00

	Society needs recognition of e-sports
	Strongly Agree
	68
	31.63
	31.63

	
	Agree
	98
	45.58
	77.21

	
	Neutral
	45
	20.93
	98.14

	
	Disagree
	3
	1.40
	99.53

	
	Strongly Disagree
	1
	0.47
	100.00

	Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?
	Yes
	156
	72.56
	72.56

	
	No
	59
	27.44
	100.00

	Total
	215
	100.0
	100.0
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~sports 126(95.45) 61(95.31) 19(100.00) 206(95.81)
Q13. Which one do you think is more popular with young people?
Traditional sports 6(4.55) 3(4.69) 0(0.00) 9(4.19) 0913 0634
Eit 132 64 19 215

* p<0.05 ** p<0.01
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Q2. What s your age range?(%)

Z8 = it x P
18-22 23-26 27-30
- sports 110(83.33) 57(89.06) 13(68.42) 180(83.72)
Q14. Which one do you think has more potential for development?
Traditional sports 22(16.67) 7(1094) 6(31.58) 35(16.28) 4618 0,099
it 132 64 19 215

* p<0.05 ** p<0.01
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Q2. What s your age range?(%)
=3 =it x P
18-22 23-26 27-30
~sports games (Competitive games) 68(51.52) 40(62.50) 10(52.63) 118(54.88)
ames expect e-sports games 23(17.42) 12(18.75) 3(15.79) 38(17.67)
Q5. Which option you spend more time every year?
Traditional sports 13(9.85) 3(4.69) 4(21.05) 20(9.30) 7260 0297
xercise (Very light physical exercise) 28(21.21) 9(14.06) 2(1053) 39(18.14)
132 64 19 215
* p<0.05 ** p<0.01
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Q2. What i your age range?(%)

=ZE SR it X 14
18-22 23-26 27-30
Yes 125(94.70) 62(96.88) 18(94.74) 205(95.35)
Q17. Do you think e-sports can be sustainable in the future?
No 7(5.30) 23.13) 1(5.26) 10(4.65) 0479 0787
it 132 64 19 215

* p<0.05 ** p<0.01
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Q2. What i your age range?(%)
=8 =3 Bt x e p
18-22 23-26 27-30

Yes 91(68.94)  50(78.13) 15(78.95)  156(72.56)
No  41(31.06)  14(21.88) 4(21.05) 59(27.44) 2254 0324
it 132 64 19 215

Q19. Do you think the Institutionalization of e-sports will help it stand the same position with traditional sports?

* p<0.05 ** p<0.01
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Q3. What s your gender (P15 Fin®)
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