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1. Introduction
The purpose of this dissertation is to research the current situation of electronic sports (e-sports) in China 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 research on young Chinese, including ordinary people and professional players, participating in e-sports. 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 evaluate the possibility of e-sports in China for sustainable development of the e-sports industry in China.
1.1 Industry Background
Electronic Sports (E-sports) is a sports event in which electronic game competitions reach the "competitive" level (Marko and Dino, 2019). E-sports is the use of electronic equipment as a sports equipment to carry out a combination of intelligence and physical strength between people. Through e-sports, you can exercise and improve the participants' thinking ability, reaction ability, limb coordination and willpower, cultivate team spirit, and professional e-sports also have higher requirements for physical strength. E-sports is also a profession, similar to non-electronic games such as chess
1.2 Rationale
[bookmark: _Hlk57562308]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, 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. But academic research on e-sports is scarce. Many are still studying whether e-sports should be considered a sport. The previous article 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.
1.3 Literature Review
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. E-sports has developed into a huge economy, and many companies and companies, especially technology companies, are participating in this industry through sponsorship activities. 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). Summerley (2019) defines sports as an "institutionalized game" of "traditional sports" and "e-sports". It adopts the method of comparative analysis to study the historical documents and cultural output of these two types of sports and their early institutionalization. Given the interest in electronic games, increase participation and the number of visitors, it is worth considering the major similarities and differences between the various agencies (Summerley, 2019). 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. 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. Data shows that the growth rate of the global e-sports market has reached a compound annual growth rate of 29% (Fang, 2017).
1.4 Aims and objectives
1.4.1 Aims 
The aim of the dissertation is to investigate the situation of e-sports in China and according to the development status of e-sports, explore its sustainable development.
1.4.2 Objectives
1. To Critically analyze the existing academic literature to understand how e-sports affects young people currently.
2. To investigate the extent of young people participating in e-sports by online questionnaires.
3. To synthesis of existing literature and basic research, making analysis on how the sustainable development of e-sports in the future and make recommendations.
2. Research Design
2.1 Research Method
Choosing the right research method is very important. It is important to look at the methods that may be applied to the investigation to determine the most suitable method for the research. There are two main types of research: primary research and secondary research. Primary research is to collect new data and information sources for this research and secondary research is analysis the data and information resources that has been collected. In this dissertation, Questionnaire survey will be used as a tool of primary research. Questionnaire survey refers to the method of collecting respondents to collect data by making detailed and detailed questionnaires (Xiao, 1995). Primary research will investigate the participation and feelings of young people in e-sports activities in the form of questionnaires, as well as interviews with professional e-sports players. Form a series of assessments of the current situation of e-sports through the understanding of ordinary people on e-sports and professional e-sports players’ views on e-sports.
2.2 Research Methodology
A widely used method that constitutes a research strategy is "research onions." It is developed by Saunders et al. in 2007. Establishing a successful research strategy is essential to successful research.
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[bookmark: _Hlk57585938]Figure 1 - The Research Onion (Source: Saunders et al., 2007)
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 picture above (Saunders et al., 2007) shows the process of studying onions, the red circle highlights the methods that will be used in this study. The research will take a cross-sectional approach, for the reason that it will be a collected at a single point in time. The researcher will use the quantitative questionnaire method to design questionnaires, issue questionnaires, collect questionnaires and organize questionnaire information. Then combine the questionnaire and interviews with professional e-sports players to summarize. When analyzing the results of questionnaires and interviews, the researcher will use induction to analyze the data and see the relationship between different variables and the research results. Michael Porter’s five forces (Porter, 2004) model provides an ideal mechanism and framework for studying the structure of e-sports
3. Data Analysis and collection
3.1 Sample
Investigators will distribute at least 200 questionnaires on the Internet, which will be distributed to specific groups: young people aged 18 to 30 and active and retired professional e-sports players. 
3.2 Collection and analysis
This research is mainly carried out on the Internet and distributed to participants’ devices through the questionnaire website. At the same time, these questionnaires were distributed through social media. Collect a lot of information about young people about e-sports through questionnaires, so as to have a deeper understanding of the current situation of the e-sports industry. Interviews will also be accessed via voice or social media chat. Through interviews, mainly to understand the current and retired professional e-sports players' views and future development of e-sports.
3.3 ethical considerations
Regarding questionnaires and interviews, all invitees who participated in filling out the questionnaire and being interviewed will protect their privacy. Moreover, all questionnaires and interviews are maintained on a fair and voluntary basis. However, in order to conduct in-depth investigations to further understand the current situation of e-sports, it may be necessary to ask about the interviewee's private information, but this information will be kept reasonably and will not be leaked to other places.
3.4 Limitation
Since most of the people invited to fill out the questionnaire are over 18 and under 30, this survey has limitations. However, these people can sufficiently represent the vast majority of young people and have little influence on the conduct of research.
4. Resources and Planning
4.1 Resources
The researcher will collect some of the secondary sources of information including articles, journal articles, and academic papers. The researcher will sort out the information that it is needed for research. And researcher will go to some information websites and paper websites to collect background information and industry information of research. The primary sources will be used by online sources such as online questionnaires and social media.
4.2 Timescale
The use of Gantt chart will plan tasks at a specific stage (Saunders et al., 2007) within a specific time.
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Figure 2 – The Gantt Chart 
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