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[bookmark: _Toc101749107]2.1.Introduction 
The main focus of this chapter is to analyse and evaluate the previously done literature available surrounding the main aims and objectives of this dissertation which is  “To research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 Pandemic have on esports as a whole with a focus on football as the primary “traditional“ sport.  

This chapter will look at the rise of esports as to where they are today as well as what goes into people’s mind when deciding on what sport to invest their time into looking into audience participation and the human relation theory. This chapter’s research will be conducted using a wide variety of up-to-date sources such as academic journals, web articles, official reported statistics as well as anything else that is found to be relevant to the topic at hand to help achieve and gain a more understand of the research already conducted surrounding the aims laid out in the previous chapter.

The literature review has been carried out using google scholar and the University of Wales Trinity Saint David’s library database with the intent on using the information found to assist the research found as a result of the primary research and will help identify the gaps that are present within the surrounding topics this will be concluded upon in Chapter 4. The main parameters that were used to find relevant literature on google scholar and using the UWTSD database was “esports”,  “gambling within esports/sports,” “football” and “COVID 19 Pandemic effects on sports” intending on finding the most accurate literature toward my topic and the parallels between both.  

This dissertation is intended to bridge the gap between “traditional sports” and esports as it shows no signs of stopping and could one day grow to be on the same level. This will also help researchers to understand what goes through someone’s mind when pursuing a career in esports over “traditional sports”. 


[bookmark: _Toc101749108]2.1.2 Conceptual Framework
Regarding the aims and research question that is being tackled back in chapter 1 this section of chapter 2 is going to focus on what framework will be used when analysing the current situation esports is in the main theories that are going to be focused upon are Stuart Hall’s “Audience response theory” and Elton Mayo’s “Human Relation Theory” as it has been shown they are the most beneficial when analysis the audience’s impact on decision making also how the structures is formed as well as understand why people play the same game over and over for many years straight.

The audience response model suggests that an active audience engages, observes, and reacts to various types of media in various ways, as well as being capable of challenging the ideas expressed, as opposed to a passive observer, who is more willing to accept messages without questioning them, and thus is more likely to be directly affected by the messages. This concept may be traced all the way back to Stuart Hall's studies in the 1980s and 1990s, when he claimed that the media had the ability to affect people directly. He further argued that the audience might change the message to fit their existing social situation (Hall, S, 2001).

The human relation theory suggested that productivity and efficiency and motivation can be strengthened by strong social relationships in the workplace and recognition of the individual as a unique person, according to the human relation theory, which was initially advocated by Elton Mayo in the twentieth century. It claims that better working environment results in higher output with some aspects of the theory being traced back to as far as the 1920’s. This dissertation decided to focus on this theory because certain esports require immense teamwork and coordination and having bonds with the teammates has been proven to produce better results even under pressure. This theory also states that effective management is essential to producing better results (Mayo, E. 2003).


[bookmark: _Toc101749109]2.1.3 Surrounding Literature 
Electronic sports or esports has been defined as  “an area of sport or activities in which people train their mental or physical abilities in the use of information and communication technologies” (Wagner, M. 2007). Whilst a universal definition of esport has not been determined as the industry progressed and got bigger and bigger the bigger picture was seen and there was no doubt a connection between esports and traditional sports such as competitive leagues, live broadcasts and a global following (Funk, D. C., Pizzo, A. D., Baker, B. J., 2018) also it should be noted that esports can take place induvial or as part of a team with as many as 6 players involved including on the casual level at local tournaments.

The main viewers of esports have been found to be active gamers seeking to improve their gameplay skills and performance by watching others play and learning from their favourite players (Jang, W., Byon, K. K, 2020). With the ever-increasing popularity of streaming games to people using sites such as Twitch and YouTube enabling viewers to watch their favourite players outside of large-scale double elimination tournaments where its 2 loses and you’re out this allows them to interact with their fans whilst also showing them their gameplay explain the mechanics behind the situations they are in which is something sports players cannot do live only watching replays and analysing them. 

Similar to how Sky Sports has the rights to every formula 1 race from 2019-2024 (Sky Sports ,2016). Esports has a similar distribution right as Twitch paid $90 million to purchase the rights to the overwatch league which is just one competition that takes places every year where teams compete against each other further pushing the idea that  there are parallels between esports and traditional sports (Wolf, J. ,2018). The French government also officially recognises esports as a national sport and expressed heavy interest in potentially adding esports to the 2024 Olympics games which are due to be held in France. (BBC News ,2018). 
Gambling is prevalent almost everywhere we go from the national lottery which is held every week in which around 70% of the UK's over 18s take part in which is close to 45 million people to being able to bet on nearing every sporting event (The National Lottery, 2022) and video games are no different just because they named differently they purpose is the same. Loot boxes are video game consumables that can be purchased with real money and offer players with a randomly selected reward of unknown value. Players have no means of knowing exactly what they'll get in exchange for their money when they pay it. 
According to a review of the top 100 games from both the Google Play store And apple App stores, as well as the top 50 most-played games on Steam, loot boxes were discovered in 58.0 percent of the top Google Play games, 59.0 percent of the top iPhone games, and 36.0 % of the top Steam titles. For youngsters aged 12 and up, 93.1 % of Android games with loot boxes and 94.9 % of iPhone games with loot boxes were rated appropriate. Only 38.8 percent of desktop games with treasure boxes were made available to children, demonstrating that age ratings were slightly more cautious in determining whether loot boxes are available in games that children are allowed to play. (Zendle, D. et al, 2020). 

Just like when esports moved to online as result of the Covid-19 Pandemic, Sports also had to stop for a while whilst people worked out a solution to bring them back to T.V. One example being a lot of sports leagues including rugby and footballs were paused and a lot of the athletes ceased heavy training whilst a solution was found (The Guardian, 2020). These events were later held in sports bubbles where players had to have negative covid test on the day of the match these took place without a live audience (Wetsman, N, 2020). Given the sport industry's significant position in society and its symbolic importance in relation to health, hope, and joy, the suspension of sporting events and limits on physical activity and live spectators has sparked heated debate. Simply said, people's participation in sports may have a significant impact on their well-being, which is especially vital amid a global crisis that much of the globe hasn't seen in a long time (Su, Y. et al, 2022). 

When it comes to the gender of a person, In terms of women's roles in esports, research has indicated that they are with in minority, accounting for only 5% of all competitors at the top level (Hilbert, 2019) Moreover, studies have claimed that the fabrication of masculinity in esports, which is acquired from video games, does have real and significant bad repercussions for equality when it comes to women in high tiers of video games (Xue et al., 2019), putting them in a vulnerable situation in which they frequently face general and sexual discrimination from other players (Ruvalcaba et al., 2018). Despite this, women's participation in esports has surged in recent years. (Cullen, 2018). All of these unfavourable attitudes against women make them feel dissatisfied, as they perceive the esports sector to be run by and heavily for males (Rogstad, 2021). As a result, it becomes reasonable to draw a differentiation between men and women while investigating brand-related factors in order to see if gender inequalities exist in esports. 


[bookmark: _Toc101749110]Chapter 3 - Methodology 
This study is based upon the experience of the public and what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looks at what effects gambling and the COVID-19 pandemic have on esports as a whole with a focus on football as the traditional sport. Primary information will be collected via online questionnaires which will be sent out and responded to by people around the world as the chosen topic at hand isn’t based in a singular area but worldwide. The rest of the information will be collected from online sources such as databases and news articles as collecting information solely based in Swansea wouldn’t provide a large enough audience to reliably draw any conclusions and make repeating it for different people rather difficult.

[bookmark: _Toc101749111]3.1.Selection Of Research Methods 
When deciding on what method was best suited to conduct the study, various methods were considered with comparisons based on these positives and negatives and eventually decided on questionnaires as the main form of primary research due to the nature of the study and it is worldwide not based in a singular city questionnaire allowed the study to be conducted worldwide enabling participants from around the world with little to no issues other than language barriers (Johnson, B. and Christensen, L., 2000). Most information gathered can be split into 2 diverse types: “Quantitative” and “Qualitative”. Quantitative data is non-numerical information such as interviews, diaries, replies to open-ended questions, sound files, and pictures are just some examples of qualitative data (Taylor, G.R. ed., 2005). Qualitative data on the other hand is the process of gathering, analysing, and understanding non-numerical data, such as speech, which is known as qualitative research. Qualitative research may be used to learn how a person personally experiences and interprets their social environment (Gelo, O., Braakmann, D. and Benetka, G., 2008). 

[bookmark: _Toc101749112]3.2 Research Onion
The research onion framework (see below) was created by Saunders (Saunders, M., Lewis, P., & Thornhill, A, 2007). Which outlines the several components of the research that is taking place that must be considered and addressed to arrive at a decent research methodology (Melnikovas, A., 2018).
[image: Saunders research onions]

[bookmark: _Toc101749113]3.2.1 Research Philosophy
As described by Geoff Walsham in 1995 (Walsham, G., 1995). Interpretivism is the effect of social and cultural elements on an individual. This point of view focuses on people's thoughts and ideas in light of their social and economic context. The interpretive research theory requires the researcher to take a more active position in the investigation to get a comprehensive understanding of the participants and their behaviours, ideas, and intentions. This study falls under Interpretivism since it is based on gathering people’s answers from a questionnaire and using them to draw a conclusion based on what is found. 
[bookmark: _Toc101749114]3.2.2 Research Approaches 
This study will be using an inductive approach as according to David Thomas (Thomas, D.R., 2006). An inductive research approach is used when there is extraordinarily little information on a topic, therefore, meaning any information gathered can be transformed into theories based on what has been found as a result of the study. Another reason inductive will be used is that since Esports are still a new topic there are only limited amounts of information out there and a lot of that information is related to the video games themselves rather than the tournaments they are a part of. The answers given by the public will be analysed and a result will be determined based on the finding. Also as there is the theories will be based on the finding there will be no hypothesis during the initial stages as due to the nature of the research any deductions will need to wait until the end of the study.


[bookmark: _Toc101749115]3.2.3 Research Strategies
There are a lot of different methods and techniques that can be used when gathering data and all of them have their advantages and disadvantages such as interviews allow you to build up a rapport with your participants and allows more clarity on certain answers they give ensuring you receive the correct answers for what you asked them. Questionnaires on the other hand allow you to reach a wider audience enabling a lot more participants in your study but you can’t discuss any issues that arise within questions due to participants realistically being from anywhere (Granello, D.H. and Wheaton, J.E., 2004). 
When conducing this study surveys and questionnaire were decided on as the best option of data collection as esports is a very worldwide based topic and having participants from round the world would make the research more dependable and valid instead of just a single area in one country. The questionnaire was created via google forms and disturbed via social media platforms such as WhatsApp, Facebook, Discord and Reddit. The questionnaires remained confidential and anonymous which enabled participants to not feel restricted by any of the answers that they provided and also allowed anyone with access to an electronic device the ability to participate in the study making the results more consistent and iron out any inconsistencies (De Leeuw, D., 2005). 

[bookmark: _Toc101749116]3.2.4 Choice
The main approach to this study will be a mono method questionnaire and survey-based study. (Bell, J. and Waters, S., 2018) Says in their first-time guide for researchers that you should use a variety of different collection method if possible to obtain the best results as the country is still coming out of the COVID-19 pandemic and a lot of people are still wary off the virus the researcher decided that it would be best to conduct online questionnaire where there wasn’t any contact between people that could put anyone at risk. Due to the previous statement about the restrictions of the research the researcher decided on only using qualitive based data as the questionnaire that was sent out and the type of topic that was being researched lead to a lot of open-ended questions and people giving them opinions on topics and then making conclusions based upon the information given (Punch, K.F., 2013). By only using qualitive data although the research is restricting themselves by only using one type of data this allows the data to be analysed in more depth resulting in more consistent conclusion, more reliable data and more precisely related to the topic. Since there is only one data set there was limitations as you can’t verify the results being given against the participants. Another issue was that qualitive research requires a lot of thought into each question as a lot of it is based upon opinion and judgement numbers and results this also makes them quite hard to replicate (Silverman, D., 2015).

[bookmark: _Toc101749117]3.2.5 Time Horizon 
As the period for this study is around 6 months the researcher best decided that the most useful time horizon would be cross section where a certain section in time gets analysed. According to (Munn, P. and Drever, E., 1990) Questionnaires are best used when doing research over a brief period of time which means as the study is taking place over 6 months cross sectional would be the correct time horizon.  

[bookmark: _Toc101749118]3.2.6. Data Collection Methods
[bookmark: _Toc101749119]3.2.6.1 Data Collection
This study will be primary research based which means collecting data based on a pre-set question which was decided prior to the study (Rowley, J., 2014). The primary research in this study will be obtained via questionnaire and will be distributed to the general public. (Ghauri, P., Grønhaug, K. and Strange, R., 2020) states that the disadvantages of questionnaires are the fact they are time consuming and having access to the necessary resources. This research has direct access to the general public and has enough time for a cross sectional-based study.

[bookmark: _Toc101749120]3.2.6.2 Questionnaire Design + Why Each Question Was Chosen 
A lot of consideration is needed when designing a questionairre such as how many of each type of questions are needed and what types of questions they are going to be. E.g., Closed, Open, Rating. This questionairre used closed questions with a few opened ended questions intended of giving recipients a chance to comment using their own opinion (Siniscalco, M.T. and Auriat, N., 2005). The researcher decided on using the question types as they provide the best answers in response to the question asked and allow the researcher to analyse the results. The researcher kept the closed questions to only “Yes” or “No” options as having the 3rd option of maybe would make the research not analysable due to it becoming a median (Krosnick, J.A., 2018). 

Also consideration was given to questions which may make the participants uncomfortable such which is why all the question were pretested with 5 participants varying in age and gender to ensure all question would be appropriate for anyone no matter the age  (Taherdoost, H., 2016). 


Questionnaire 
Introduction
[image: Graphical user interface, text, application, email
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This was presented to the participants to inform them of the why the study is taking place and what the objective of the study is and also explains why the email is needed.
Question 1
This question informs the participant that all data collected from this questionnaire is confidential and anonymous and also informs that they will be happy for the data collected to be used as part of the researcher’s dissertation project.
[image: Graphical user interface, text, application
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Question 2
This question is used to determine the age range of all participants and also helps with analysing the data as previously stated the main age range of Esports watchers is between the ages of 18-25. The other age brackets were determined on where the people would most likely be at in life with the middle bracket being the largest due to it being the most prominent bracket for people with families.  
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Question 3
This question is used to determine the gender of the participants and helps with the analysis sections as previously stated Esports is a heavily male dominated environment and knowing the gender of the participants allows the researcher to see what each genders answer were in relation to the topic.
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Question 4
This question is used to determine whether or not each participant has ever watched any Esports as since the primary aim is to do with gaging what people think Esports needs to do to become more like traditional sports having one of the 1st questions be about esports helps the researcher establish who actually has prior knowledge of Esports. [image: Graphical user interface, text, application
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Question 5
This question is used to determine whether or not each participant has ever watched any traditional sports as since the primary aim is to do with understanding what goes through people’s minds when they decide whether or not to watch sports. This helps the researcher establish who actually has prior knowledge of traditional sports. [image: Graphical user interface, text, application
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Question 6
This question is used to determine how much traditional sports each participant watches and helps the researcher understand how heavy of a fan is the participant.[image: Graphical user interface, text, application, email
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Question 7
Similar to the previous question this is used to determine how much Esports each participant watches and helps the researcher understand how heavy of a fan is the participant.[image: Graphical user interface, text, application, email
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Question 8
This question is used to determine how if the participant has gambled if at all as the 2nd aim of the research project is determining how big of a presence and effect gambling has on Esports and traditional sports. [image: A picture containing background pattern
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Question 9 
This question is used to determine why each participant gambles if at all and as previously found out 75% of the UK’s over 18’s gamble this question helps the researcher gain and understanding of the different reason behind why people gamble.[image: A picture containing graphical user interface
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Question 10
This question helps the researcher with the 2nd aim of the study relating to gambling and helps the researcher understand different people’s perspectives on whether or not they think the gambling presence has an effect on the viewer.  [image: Graphical user interface, text, application
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Question 11
This question helps the researcher with the 2nd aim of the study relating to gambling and helps the researcher understand how often different people gamble and is usefully during the analysis section when compared to whether or not they think gambling has an effect on the viewer. [image: Graphical user interface, application
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Question 12
This question helps the researcher with the 3rd aim of the study relating to the COVID-19 pandemic and helps the researcher understand different people’s perspectives on whether or not having no fans in stadiums and events effected the outcome of the match. [image: Graphical user interface, text, application
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Question 13
This question is used to determine whether or not anyone has been harassed online as a result of their Gender, Race or Sexuality. This question is used to answer the 2nd half of the 1st  research aim which is to determine whether a lack of representation in their chosen sport/ esport in a heavily male dominated environment affects their decision to pursue a career in the Sport/ Esport.
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Question 14
This question is used to determine what the participants reasons are for not choosing to watch sports if they have chosen not to. This question is used to answer the main research aim which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”. 
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Question 15
Similar to the previous question this question is used to determine what the participants reasons are for not choosing to watch Esports if they have chosen not to. Just like the last question this question is used to answer the main research aim which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”. 
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Question 16
This question is used to determine whether or not lack of representation in Sports/ Esports discourages people from pursuing a career in the sport. This question is used to answer the 2nd half of the 1st  research aim which is to determine whether a lack of representation in their chosen sport/ esport in a heavily male dominated environment affects their decision to pursue a career in the Sport/ Esport. 
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Question 17 
The last question is an open-ended question giving the participant the chance to voice their own opinion as to what they believe Esports needs to accomplish to be viewed on the same level as traditional sports. This answers the main research aims of the study which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”.
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[bookmark: _Toc101749121]3.2.6.3 Pilot Study
The pilot study was a preliminary test of the questionnaire designed to influence the real questionnaire by highlighting any issues and changing the wording of any questions that the testers found to be hard to understand (In, J., 2017). The pilot study also shows the researcher the feasibility and the rough amount of time it would take someone to complete the questionnaire. The pilot study was conducted by 5 willing participants and a number of minor changes were made to the fluidity of the question and also to some of the answers 

[bookmark: _Toc101749122]3.2.6.4 Analysis
The data will be analysed in section 4 using the “Human Relation theory” as well as the “audience response theory” to identify findings and complete the research aims as well as the study.

[bookmark: _Toc101749123]3.3 Sample
To have the entire world answer the questionnaire would be completely unreasonable and also very unrealistic. Therefore a smaller sample would be used to represent the larger population and also increase the reliability and validity of the study findings. The target population of this research is going to be the general public with a slight focus on gamers but also a large focus on the general publics. The sample population required was 100 participants in order for the research to be considered valid and reliable. (Wright, K.B., 2005) Says that the number of participants all determines on how much of a margin of error you are willing to have and for a city of 500 if you allow a 10% margin of error you realistically only need 80 people. 

The participants for this study were recruited via social media. This was due to a lack of budget and the ability for social media to send the questionnaire across the world and enable the researcher to have a large study.

[bookmark: _Toc101749124]3.4 Reliability and Validity 
Reliability is when the data that is collected is accurate. Reliability and validity are essential in research as without these the data is useless s the same person could’ve answered the questionairre 100 times but just clicked different answers therefore forging the results (Reliability & validity, 2018). 

To make the questionnaire reliable and valid the questionnaire required the entering of the participants email to ensure that only 1 person was entering the questionnaire from one device (Meyer, J.P., 2010). 

[bookmark: _Toc101749125]3.5 Limitations
The limitations of the questionnaire were the inability to control who answered the questionnaire therefore potentially leading to one sided answer if a lot of older people answered leading to an imbalance of gender and age. Another limitation of the research was the inability to determine whether the answers given by the participants are truthful especially in some of the deeper question such as the ones about gambling habits (Ochieng, P.A., 2009).

[bookmark: _Toc101749126]3.6 Ethical Considerations 
Ethical considerations refer to the moral aspect of the research meaning is your research conducted with moral aspects taking into consideration. (Sales, B.D. and Folkman, S.E., 2000) says the importance of ethics in research with human participants is to acknowledge social responsibility and also only ask the necessary questions to obtain the information for you research aims.

This research questionairre was conducted in line with the ethical standards of The University Of Wales Trinity Saint David with prior approval from the research supervisor along with an ethics form completed prior to the start of the research study. Ethical considerations were met through the participants being anonymous, the research only being used for what was stated on the questionairre and the security of the data that was sent. The questionnaires were voluntary meaning no one was forced to complete it and all participants were over the age of 18. The data was collected and stored on the researcher’s password protected device to eliminated misuse. The ethics form was completed prior to the questionnaire and the researcher and supervisor saw no potential harm to anyone that was going to participate (Gregory, I., 2003)

[bookmark: _Toc101749127]3.7 Conclusion
This section successfully completes the research aspect of the main study which was “To research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 pandemic have on esports as a whole with a focus on football as the traditional sport”. This chapter successfully completed the research aspect by identifying a suitable research method in the form of a questionnaire as well as justifying every aspect of the research should anyone need to question any of it. The following chapter will analyse and discuss the data collected in this chapter.


[bookmark: _Toc101749128]Chapter 4 – Data Analysis 
[bookmark: _Toc101749129]Introduction 
Not completed yet 
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This form is designed to help answer my research project and help me understand what goes into peoples mind
when deciding whether to watch Esports over traditional sports. Email address collection is purely for validity
(no dupes) and for me to send your resuits if you would like.

Email ©

Valid email address

This form s collecting email addresses. Change settings
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Do you give permission for the the data collected from this questionairre to be used as part of *
my studies towards my BA dissertation. The data will remain confidential and anonymised.

Yes
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What is your age range? *

1825
26:35
36-50
51-64

65+
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What do you identify as? *

Male
Female
Prefer not to say

Other.
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Have you ever watched Esports? (CS:GO, League Of Legends, Dota, Valorant) *

Yes

No
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Have you ever watched traditional sports? (Football, Rugby, Tennis, Cricket) *

Yes

No
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How much sports do you consume? Tick all that apply. *

Everything (Non Top 5 Leagues, Rugby Premiership, Local Teams, F1 Practise)
Major Events (Top 5 Leagues, F1 Main Race, Wimbledon)
Premier Events (Six Nations, Champions League Final, World Cup, Olympics)

Don't watch sports
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How much Esports do you consume? Tick all that apply. *

Everything (Open Qualifiers, Challenger Leagues)
Major Events (IEM, Blast, VCT Challengers )
Premier Events (Worlds, VCT Masters, TI, Majors)

Don't watch Esports
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Have you ever gambled? *

Yes

No
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Why do you gamble? *

Addiction
Financial Problems
Personal Stress
Adrenaline Rush
Entertainment

Don't gamble
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Do you think the presence of gambling in Sports/ Esports has an effect on its viewers? *

Yes

No
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How often do you gamble? *

Rarely (Less than 12 times per year)
Casual (1-2 times per Month)
All the time (Every week)

Don't gamble
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Do you believe no fans in stadiums and at events impacted the result? *

Yes

No
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Have you ever been harassed online as result of your Gender/Race/Sexuality? *

Yes

No
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If you haven't watched Sports what reasons are there for not choosing to do so? Please put N/A *
if you already watch Sports.

Long-answer text
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If you haven't watched Esports what reasons are there for not choosing to do so? Please put
N/A if you already watch Esports.

Long-answer text
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Do you believe lack of representation in Sports/Esports discourages people from pursuing a
career in the sport?

Yes

No




image20.jpg
What do you think Esports needs to accomplish to viewed on the same level as traditional
sports?

Short-answer text




image1.jpeg
PRIFYSGOL CYMRU
Y Drindod Dewi Sant
UNIVERSITY OF WALES

Trinity Saint David

SWANSEA - ABERTAWE





image2.jpeg
-
L voetiviem SN Research
= —S=—————— philosophy
Loe P Dedtefives
Experiment.
Research
" Survey. % [ approaches
Cross. \
Sectiona \ \

Sampling
Secondary dat
Observation
Interviews
Questionnaires

Research
strategies
WESem)
unded | |

/ /
/ /

Ethregraphyy horizens
Action /
research y
Sductves P Data collection
methods





