Development and Expansion of E-sports

E-sports as a company and a brand itself has become a global phenomenon over the past few decades. Since beginning with a Spacewar competition at Stamford University in 1972, Esports as a competitive body has grown and grown. In 2018, $156.8 million in prize money awarded at 3534 tournaments according to esportsearnings.com. The estimated revenue Esports is projected towards could hit $1.5 billion by 2020 with no signs of slowing down (Bountie Gaming, 2018). Esports has given many people without the physical capabilities to compete in professional sport a platform to use their brain power and coordination to compete against many others around the world. Competitive gaming has led to a rise in content creators and professional competitors over the past decade, with many people devoting their lives to gaming. People question whether e-sports should be qualified as a sport. McBride (1975) stated that “philosophers ought no waste their time attempting to define ‘sport’” (p.4). He could not have predicted the astronomical growth of the professional sport industry (Milano & Chelladurai, 2011). This popularity, in competitive gaming especially has a direct correlation to the spectatorship of gaming as well as defined by Hamari and Sjöblom (2017). Websites like Youtube and Twitch allow fans of games such as Fortnite and League of Legends to spectator others playing these games, either out of enjoyment or to compare strategy and to improve themselves. Children have become more interested in video games compared to real life sport, with Fifa as the prime example. Instead of racing out of school and kick a football around, kids would prefer to get home and play a virtual game of football with their favourite players. Whether these trends are impacting society in a positive way is an interesting subject and one which will be discussed constantly as Esports becomes bigger and bigger.

Finances


Audiences

Broadcasting channels such as Youtube and twitch streaming have become the main drivers for the increasing media growth of eSports (Hamari, 2017). A big shift can be seen with the broadcasting of the Overwatch World Cup qualifiers held in Sydney. It is believed to be the first eSports matches to be broadcast on Australian free to air television, which shows its popularity. Mainstream society has accepted eSports as part of the popular culture around the world. According to Hamilton, Kerne and Robbins (2012), “The Global StarCraft League (GSL) finals at Blizzcon 2011…engaged 25,000 co-located and 3000,000 online viewers.” Snider (2016) claimed that in 2013, League of Legends had 32 million players each month, which one of the most popular eSports games. In 2014, Winfield estimated that 
70 million people watch eSports online and the 2013 League of Legends championship achieved an online viewership of 8.5 million, which is 1.3 million more than the viewers of the FA Cup Final in the same year (Plunkett, 2015). ESports communities are growing and the eSports leagues are vital to this growth. Different leagues for different games are emerging, such as ESL Gaming, Major League Gaming and the World Cyber Games, with various World Cups in League of Legends and Overwatch created with this trend. ESports has become a significant model in business and societal terms, Hamari and Sjoblom (2017) believe that eSports has become one of the most rapidly growing forms of new media driven by the growing provenance of online games and broadcasting technologies”.

Impact

The popularity of eSports has not only brought a new platform for audiences, but it has also led to a new form of education. Ohio State University recently announced an e-sports programme for the upcoming term which includes modules about coaching eSports teams, marketing video games and managing the business side of gaming (Segarra, 2019). With gaming companies investing billions into their video games and fans splurging on game-related merchandise, careers in and around eSports have become increasing popular and what many people aspire too.


Seriousness

As discussed by Crum (1991) in his book, he explored how the evolution of e-sports and the how it was going to effect the policy making process of Dutch sport organizations. He used Wittgenstein’s (1922) definition of sport, stating that sport should be defined through its usage. Sport therefore has the capability to allow new entities to join and have the status of sport. Activities such as e-sports and poker may not be considered to be sport as of yet because of the low intensity when it is undertaken. Hamilton et al. defined eSports to be “the high-level play and spectating of digital games”. 

Conclusion
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