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Introduction
With the promotion and extensive use of home Internet and intelligent devices, a digital society or network society has formed. In recent years, Esports industry has developed into an industry with huge profits(Carnoy and Castells, 2001)。Digital social environment has a great impact on many economic fields, Esports is one of them. Esports industry benefits from the popularity of network environment, which promotes its further development(Rosell Llorens, 2017). In 2017, the Esports economy produced approximately $465 million, according to Newzoo consultants（Newzoo, 16 February 2015）. Because of its economic significance, Esport is currently becoming globally famous. Seo and Jung (2016), Taylor (2012) argued that there should not be a direct difference between work and play, particularly in Esports, and modern players are aware of such a 'meshy' existence of sports. This curious intersection of work and play in sports is one of the key reasons why it is actually one of the most common hobbies in western culture, as it can satisfy both the human needs of having fun and being productive(Lui, 2020). While eSports has a heavy emphasis on industry, research is currently very limited on the business side of eSports. The social phenomenon and how eSports connect people are the subject of most of the literature(Taylor, 2012). Academic studies into the present situation of Esports will be used to identify promotion and investment plans for brands. The complementarity between Esports and conventional sports should affect the manner in which the real stakeholders of sport identify potential strategies to promote the development of both industries(García and Murillo, 2020).

Main finding
Esports and Traditional sports
eSports, competitive video games tournaments, are gradually being recognised as a sport by mass media(Funk et al., 2018). However, many people also view eSport as a form of sport as subversive(Jonasson and Thiborg, 2010). Understanding why eSport works in the same manner as conventional sport is crucial to designing effective marketing plans for the eSport industry and can guide academic study. If eSports and conventional sports are equally watched in line with the same fan motivations, current theoretical and realistic approaches to consumer sport are likely to be relevant to eSport(Lee and Schoenstedt, 2011, Weiss, 2011). About the definition of e-sports, Hamari and Sjöblom (2017)deﬁned eSports as “a form of sports where the primary aspects of the sport are facilitated by electronic systems; the input of players and teams as well as the output of the eSports system are mediated by human-computer interfaces” (p. 211). Also the deﬁnition of the OCA (2017b) explained that Esports is a relatively new form of sports, showing competitive in different types of video games. In 2006, Wagner (2006)developed a deﬁnition for eSports as “An area of sport activities in which people develop and train mental or physical abilities in the use of information and communication technologies”
In order to decide whether eSports can be considered sport, it is first important to describe sport. The next discussion will be based on sports sociology(Guttmann, 2000) and sports philosophy(Suits, 2007) to distinguish E-sports.

Play
Guttmann (2000)asserted that when people are willing to play video games for fun, it has the same characteristics as play with self-willing as internal motivation, so it can be regarded as a kind of sport. Sociological accounts Place play, games and competition on a scale, where the playful independence of youth eventually becomes restrained, organized and codified as games and, when completely institutionalized, becomes sport(Hemphill, 2005).
Organizied
Suits (2007) asserts that sports are all goal-directed activities adhering to rules. Guttmann (1978) states sports are organized and are governed by rules. E-sports generally has detailed rules and regulations, and players also need to comply with these structural guidelines, so e-sports can be defined as sports.

Competition
All sports shall include rivalry. Sports must involve rivalry culminating in winners and losers. (Guttmann, 1978). E-sports involves computer games that inevitably lead to winners or losers. The most significant thing about rivalry is the idea of an adversary. The presence of a competitor implies that the outcome of rivalry exists only through drawing, losing or winning. (Drewe, 2003). There is no doubt that E-sports involves competition. Through the definition of competition, we can conclude that E-sports is a sport.
In addition to the definition, it can also find that there are some similarities between E-sports and traditional sports. For example, The traditional sports mode continues with the continuous growth of the E-sports ecosystem and professional infrastructure, including tournament, league, fan association, player contract signing and other components(Taylor, 2012). Moreover, Jonasson and Thiborg (2010) pointed out that Esports, like modern sports, are commercialized and bureaucratized. Esports share many similar features with modern sports, with the exception of being considered less physically taxing, such as the notion of fair play, the bureaucratized enforcement of laws and the specialization of the practice.
However, there is also a theory that E-sports does not belong to sports. In April 2017, Thomas Bach, President of the International Olympic Committee, commented that the IOC is not sure if eSports is actually a sport because it lacks elements of physical exercise (Eberhardt, 2017).  Referring to the sports deﬁnitions of the Council of Europe (2001) as well as of Rodgers (1977), it Esports should not be a competition, since no real athletic exercise is included. And from the fundamental meaning of E-sports, the popular relation between the words video games and eSports tends to associate eSports with gaming, a word that can be seen to be lower than sport(Hemphill, 2005).
This paper holds that Esports is a kind of sports, and the research on the development of E-sports can obtain experience through the business development mode of traditional sports.

The expansion of E-sports
A digital and foreign community is reached through eSports. It becomes apparent that the product and the market are extremely interactive, being an industry focused on a digital product such as video games. In addition, eSports is extremely universal because of the rise of the internet, and people from different countries compete together. Therefore, the eSports industry is an extremely persuasive example, when it is born multinational and born digital, turning ana-log and local, just the opposite of any other industry that first is typically born local and analog. In general, businesses should learn from eSports and strive to integrate these experiences into their plans for digitization and internationalization(Scholz et al., 2019).
Juho Hamari and Sjöblom (2017) apply the MSSC for measuring eSports motivations. The results (Table I) indicated that escaping everyday life (H5, 0.131**), acquiring knowledge from eSports (H6, 0.165**), novelty (H9, 0.076*) and the enjoyment of aggression (H10, 0.117**) were positively and statistically significantly associated with the frequency of watching eSports.
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Hamari and Sjöblom (2017) surveyed 888 E-sport audiences and investigated the motives of E-sport customers to better understand how and why they used this form of media to fulfill their requirements based on the theory of uses and gratifications (Katz et al., 1973). From the viewpoint of sports consumption and motivation, the researchers approached eSport as a new sport. The findings show that Novelty had a moderate correlation with E-sport consumption, but the enjoyment of violence, escape, and information acquisition had a positive effect on the frequency of E-sport spectating.
In addition to the psychological factors of the audience, there are also some reasons from the business characteristics of E-sports itself.
In eSports, the player base and fan base are exceptionally young in contrast with most professional sports. Some figures suggest that the average eSports viewer is between the ages of 18 and 34(Bathurst, 2017). Any investment in eSports that turns into a spillover effect, slowing or reversing the going gray effect, will amortize the investment quickly. Therefore, the e-sports industry will attract investors to help the industry expand its business. At the same time, the e-sports industry is still in the development period, there is no fixed structure, the new enterprises in the industry will not be trapped in higher market barriers, which is conducive to the development of the industry(Scholz et al., 2019). In terms of game management, private game companies began to organize and manage game platforms. By creating official competitive platforms, standardizing ideal performance, and rewarding the best players, they promoted the transformation of electronic games into competitive games, making electronic games closely related to commerce, and attracting more users to join the industry (Jonasson and Thiborg, 2010).

The influence of E-sports
One of the major shifts in culture in the last few years: the digital revolution or the digital era. These trends had a direct effect on the industry of video games, creating a modern video game space, increasing and drawing more fans. The influence of e-sports is so great that it will play an important role in the current transition journey into a modern digital world(Jonasson and Thiborg, 2010).
Positive：
Robert Morris University (RMU, 2014) in Pittsburgh became the first university in June 2014 to accept eSports as a varsity sport sponsored by the athletics department and offer "gaming" scholarships for these "eSports athletes" (50 percent tuition and 50 percent room and board). Over $500,000 in "athletic" scholarships were dedicated to its gamers(Wingfield, 2014). In December 2014, Kentucky's University of Pikeville (UPike, 2014) followed suit, becoming the second university to make eSports an official varsity sport. In comparison, 511 participating teams from the United States and Canada are listed by the college club-based intercollegiate gaming league, Collegiate Star League (CSL, 2015).
Granic et al. (2014), conclude that, in adolescents, “speciﬁc types of video games seem to enhance a suite of cognitive functions” (p. 70), including enhanced creativity, problem-solving skills, and/ or spatial skills, depending on the type of video game being played. Moreover, Toril et al. (2014) concluded that the overall meta-analysis specifically showed that cognition is enhanced by educating older adults with video games (p. 712) as video game training has been shown to enhance response time, concentration, memory, and global cognition.
An observational research to investigate what kinds of social support e-sports players can experience in the game is stated by Guo and Wohn(Freeman and Wohn, 2017). External help, by interviewing 26 eSports competitors and finding a first-person account of the event. While most participants are outsiders at the outset, by tangible and intangible means in the game, the e-sports atmosphere encourages constant support conduct. Typically, this sort of knowledge and instrumental assistance in the game contributes to emotional support and appreciation. Not only can these numerous ways of help roles occur in the game, but they also penetrate into people's engagement and relationships.
Professionalization：
Due to the rapid development of e-sports, many young people are attracted to join the road of professional E-sports every year. Lee and Schoenstedt(2011) polled more than 500 college students and athletes in sporting competitions and compared E-sport to conventional sports by using the analytical structure of uses and gratification theory to determine the motives and desires of the players (Katz et al. 1973). The result revealed that personal and social facets of playing video games affected the participation of individuals in E-sport. Com-petition, social pressure, and capacity building for real playing sport were the greater reasons for spending time on E-sport playing.

E-sports ethics
The advent of competitive video gaming has seen a spike in many of the issues associated with conventional sport, including: doping, match-fixing related to gambling and corruption related to non-gambling. Esports, like conventional sports, face risks linked to internal and external corruption(Holden et al., 2017).
On April 20, 2016, Bloomberg Businessweek published an article titled, “Virtual Weapons Are Turning Teen Gamers into Serious Gamblers.” In August 2015, a report issued by Eilers Research projected that E-sports wagering would reach $23.5 billion by the year 2020. Robins further noted that there is not one entity that has cornered the market across various E-sports titles, with the E-sports gambling market still developing.
Yu noted that the CS: GO Lounge website was the first to allow users to bet on a game played by professional players on the skins they got. By buying and selling skin, the virtual goods in the game can be converted into real available currency. Facilitating a secure means of extracting accessible currency for skins has led opportunists to build a number of additional gaming options for skin holders, including casino-style gambling filled with roulette, poker, dice rolling and coin tossing, where transactions have been facilitated almost entirely in CS:GO skins. The release of weapons skins in August 2013 was quickly followed by the emergence of a potentially illegal gambling industry, Brautigam noted(Holden et al., 2017). 
Three popular forms of esports gambling goods were listed by Grove and Krejcik (2015): sportsbook wagering, fantasy esports, and wagering using in-game pieces. More than 60 per cent of sportsbook wagering took place in the Asian markets in 2015. The daily fantasy sports market is overwhelmingly focused in North America, with an estimated 84% of sales coming from Canada and the United States in 2015. Wagering using in-game products as currency is the main segment of the sports wagering industry with an estimated $2.28 billion in 2015. 
Grove states that, like casino chips, skins can be thought of. When users deposit a skin, they earn site credits that allow them to compete in a range of gambling tournaments, including: sports betting, virtual coin flips, virtual dice rolls, roulette and other casino-style games. Usually, if the players win, they are compensated in skins for which they may either continue gambling, try to trade on a secondary marketplace, use the skins in game, sell for additional credits, or sell for cash via an unaffiliated foreign exchange-type platform of third parties.

Conclusion
The literature review revealed that, there is still a big dispute between E-sports and traditional sports, E-sports needs to be more clear in the organization and standard system, in order to belong to the traditional sports industry. Secondly, it discusses the main reasons for the success of E-sports in the world. It also lists some examples about the influence of E-sports in the development process, and finally describes the moral problems still existing in E-sports.
Through the analysis of the core issues of e-sports, this paper aims to get the characteristics of E-sports in the development. These characteristics can clearly reflect the current environment of e-sports, and can also get help through attributes in the later design and development planning.
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