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[bookmark: _Toc57672225]Introduction
A worldwide movement is becoming eSports. As Internet-based gaming has improved, the prevalence of video games and the ability to play online and in-person gaming has risen. There are eSports competitions around the world, but particularly in the United States, Europe and Asia 
(Jenny et al., 2018). Hundreds of millions of people worldwide are paying attention to e-sports today, according to research by Newzoo, ESports revenue will hit $906 million globally in 2018, 1.6 billion people will have some eSports knowledge—more that's than one-fifth of the world's population. The figure is projected to top $1 billion by 2019(Willingham, 2018).
This paper thus aims at evaluating the effect on trade and society of e-sports as a new industry, analyzing industry threats and predicting changes in the potential growth of society. This paper will discuss from the following aspects:The definition of e-sports and the key reasons why e-sports are common worldwide is discussed in the first part of this article. The second section focuses on the effect on society of e-sport growth as well as on commercial value. The third part deals mainly with e-sports industries' advantages and disadvantages. The fourth section of this paper discusses the future e-sport industry structural planning. Finally, this paper will make suggestions on the problems in the industry.

[bookmark: _Toc57672226]Background and Rationale
At the beginning of the new century, computer sports have become a kind of global cultural phenomena that has grown exponentially. It draws numbers of competitors and fans, this form of culture is increasingly prevalent across the globe and carries incredibly pervasive and profound influences(Yang, 2018). The word "electronic sports" or "eSports" dates back to the late nineties. A 1999 press release on the founding of the Online Gamers Association (OGA) is one of the first authoritative outlets using the word "eSports"(Gestalt, 1999). UK professional machine games association did not make UKPCGC as a professional sports event which approved by the official in the UK, but it still promoted the discussion of E-sports events(Knox, 1999).
Competitive games in the USA and Europe typically have a tradition associated with the release of networked first-person games, especially the "Doom" game released in 1993 and the subsequent release of "Quake"(Kushner, 2004). Teams of online players began to compete in online tournaments at that period. By 1997, by imitating the business philosophy of the American professional sports league, several professional and semi professional game leagues had been created(T. Welch, 2002).
The Eastern culture of eSports originated in Korea. Wagner (2006) stated in the article that in the mid-1990's, Korean politicians deregulated advanced telecommunications applications, causing rapid growth in Korean broadband infrastructure. In comparison, The vast Internet networks of Korea favored the creation of TV stations that could concentrate on the broadcasting of video games. This encourages individual players to gain a status of worship comparable to that of professional athletes playing in major sports leagues. However as opposed to the United States and Europe, the Koreans preferred MMORPG, such as "Lineage" published in 1998(Wagner, 2006).
At the sixth Summit meeting in October 2017, The IOC declared that eSports should be regarded as a form of operation in the area of sporting. Esports show strong growth, particularly in youth populations across the various countries, and can provide a platform for participation in the Olympic movement. It can thus be seen that eSports have gained national and international recognition and attention. People gradually gained scientific recognition of eSports(Yang, 2018). From an industry point of view, the first round of the industrial eSports circle that started in 1998 is now in the second round of the industrial waves (Yang, 2018). In 2018 the earnings of the top five main game titles amounted to over $78 million in a recent industry with an estimated revenue of $100 billion(SANDERS, 2019). E-sports as a new sport has a very large audience, and the age distribution is concentrated in 16-32 years old, has very good market prospects.

[bookmark: _Toc57672227]Literature review
The growth of sports is due to the appeal of customer experience, the success of video games, the social consciousness of video gamers and technology improvements. (Borowy, 2013). The identification of these factors helped to explore motivations for consumption of sports, to understand the networks and organisations, and to design effective marketing technologies(Hamari and Sjöblom, 2017, Lee and Schoenstedt, 2011)
Esports have developed into a complex consumer, actor, organizational and other stakeholder ecosystem, where players and consumers are the most common business scientists subjects of study(Reitman et al., 2020).Seo and Jung (2016) conceptualize sport consumption as a "assembly of consumer practice in which consumers update the eSports phenomenon and sustain it through their involvement in interconnected eSports nexus" (p. 637).

[bookmark: _Toc57672228]Research method
The systematic way to collect data involving the implementation and follow-up of a series of measures to evaluate or find solutions to a problem is known as analysis. Research. Research is conducted to obtain knowledge and information on a particular area or problem. It allows us to explore the issues of science and to find possible and feasible solutions (Akiba and Alkins, 2010) For good research, the implementation of a solid research strategy is of the utmost importance. 'The Research Onion' is a commonly used approach to the composition of a research strategy.Developed by Saunders et al., in 2007.  
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Figure 1 research onion
This paper will also study according to the research onion model. Positivism is used in the aspect of philosophy to analysis and conclude the research. The research method chooses deductive research and inferes future development from the current state of e-sport development. The hybrid survey mode and archive research are the main means for strategic choice. The final time horizon will be analyzed in the way of longitudinal study.

[bookmark: _Toc57672229]Philosophies and paradigm
The positivist paradigm asserts that actual events can be empirically observed and objectively explained (Park et al., 2020). A posivist approach highlights experimentation, tracking, monitoring, evaluation, efficiency and validation of study processes. It means a quantitative method (Nel, 2016). This paper is based on paradigms of this sort, combined with the relevant sample data for analysis.

[bookmark: _Toc57672230]Research Approach
T. Welch (2002)refers in the induction and induction to two wide reasoning methods" (p.1). The deduction starts with the general and finishes with the particular, deduction starts at the basic level and stops at the particular. The deductive researcher works to incorporate or contradise the hypothesis, from theory to theories to data claim Creswell and Clark (2017). According to previous surveys and research, this paper will infer and deduce the impacts on society of e-sports.

[bookmark: _Toc57672231]Strategy 
Collection method
This paper examines the problem in a mixed way using the survey strategy and archival research. Survey mainly selects users to participate in an e-sport survey in order to obtain the corresponding user portrait information. Detailed information from users is helpful in the psychological research and motivation of eSport development so that the relevant reasons for the evolution of eSport are obtained and the quantitative analysis is completed. Archival research is intended for access to second-hand e-sports data via literature databases including Google Scholar, School Library, the EBSCO, etc., and for the purposes of obtaining a basic description of the e-sports industry and completing qualitative research on relevant information such as industry-scale and industry details from literary sources.

[bookmark: _Toc57672232]Sample
In science, data collection is important because the data is supposed to lead to a deeper interpretation of a theoretical context(Bernard, 2011). The sampling rules will be directly related to this survey. Saunders Thornhill et al. (2009) notes that an in-depth analysis must show a 'case study rich in details'.The questionnaire distribution channel is selected on the social network platform.

[bookmark: _Toc57672233]Limitations & Ethical Risks
RESNĠK (2008) stated in article that “There are several reasons why it is important to adhere to ethical norms in research. First, norms promote the aims of research, such as knowledge, truth, and avoidance of error”. The risk of moral hazard is very low in this study. The problems in this study do not cause disputes easily and do not lead to conflicts because of problems of population and gender. Only users consent to disclose the data is necessary prior to the survey (no detailed personal information will be disclosed), and only the privacy of the research object needs to be protected in the process of research.

[bookmark: _Toc57672234]Resource
As mentioned above, the primary data are mainly from the questionnaire survey. Second hand materials come from literature websites. (see above for details)

[bookmark: _Toc57672235]Timescle
A longitudinal study is a design of research with continuous measurements over short or long periods of time of the same variables.It is also an observation study tool, but can also be organized as random longitudinal trials(Shadish et al., 2002). This paper studies the development process of e-sports, so we need to review the development of E-sports from the past to the present. This is consistent with the definition of longitudinal study.
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Gant Chart
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