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Abstract 
The e-sports industry has become one of the rapidly expanding business sectors in the world with India increasingly becoming the major emerging market in this sector. This research uses a qualitative approach to assess the e-sports industry in India considering its growth, contribution to the economy, contribution to job creation, socio-cultural aspects and structural problems in the sector. In this context, the study uses a secondary qualitative approach that involves a comprehensive examination of the available scholarly work, industry reports, and policy documents on understanding the critical influencers within the Indian e-sports landscape. The research seeks to address four main goal areas: Technological advancements and digital infrastructure is fuelling industry growth; Revenue streams and activities provide an economic benefit; diverse professional roles create employment opportunities; Mobile gaming adoption, internet penetration, sponsorship and the representation of the sector by the Government will foster the popularity of the mobile gaming sector. The analysis discovers that the proliferation of smartphones, streaming platforms and 5G connectivity has been a major contributor to the tremendous rise of e-sports in India, while various sponsorships, advertising platforms, foreign direct investments and taxation have been a big help in the economic development in the country. The research also reveals that sport industry includes a wide array of jobs, including professional gamers, content creators, event organisers and game developers. However, the regulatory uncertainty, urban-rural digital divide, gender parity, psychological barriers, poor infrastructure are yet issues which remain to throttle the sector to sustain its growth. These findings resonate with the concept of Human Capital Theory which emphasizes the ongoing process of skill enhancement in the context of Surber money economic productivity in the industry. The study also recommends the creation of inclusive regulatory approaches, investments and digital infrastructure which could help transformative e-sports sector as an economic growth engine, create jobs and provide a growth culture for the nation. Through this study some of the missing gaps in the already available literature are filled in and an in-depth and contextually rich study of the e-sports market within India's context.
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[bookmark: _Toc231338194]Chapter 1: Introduction
1.1 Introduction  
[bookmark: _heading=h.93ddd0roubh4]The purpose of the chapter is to investigate e-sports popularity in India by studying the impact of economic development in the Indian digital gaming sector. This chapter includes the background of the research, which explains the research context and offers data that emphasises how gamers become empowered to engage with the competition, along with government initiatives. The aim, objectives and research questions have been demonstrated to investigate e-sports popularity in India. The research rationale tries to outline the risks and issues related to India. The significance of the research emphasised how managing the environment aids growth in e-sports. At the end of the dissertation, the structure has been drawn to give a visual understanding of the entire research. 
[bookmark: _Toc231338195]1.2 Background of the research  
Digital transformation in India has accelerated during the last ten years through two main factors, which include affordable smartphone devices, improved internet access and inexpensive data services. The e-sports industry has developed into a fast-growing sector of the online gaming market because of this transformation. This is confirmed through the Imarcgroup (2026) report, which emphasised that almost USD 239.1 million (2025) growth, within the Indian e-sports market, which is expected to reach almost USD 1.09 billion (2034) at a CAGR (compound annual growth rate) of 18.38%. The data highlight that the country experiences this trend because more people tend to watch, and companies start to make money from competitive gaming matches.
[image: ]
[bookmark: _Toc230123369]Figure 1.1: Growth of the Esports Market in India
(Source: Vyshnavi, 2021).
India ranks 16th, as per Forbes, which generates almost revenue of $1.17 billion, which reflects the huge potential in the Indian Esports market (Vyshnavi, 2021). The Indian e-sports expansion has aligned with Call of Duty Mobile, Free Fire, and PUBG Mobile, like the proliferation of online multiplayer games, which have caught the attention of millions within India (Vyshnavi, 2021). Therefore, these games accessibility mixes with the streaming platforms growth, such as Twitch and YouTube, which empower gamers to engage with the competition and think about their career as influencers, streamers and content creators in this field (Chhangani and Shrivastava, 2024). This illustrates that this change redesigns the old points of view of gaming and offers the youth a viable professional road.   
Moreover, during the time of Covid-19, the online entertainment demands rose gradually in India, as the restrictions and lockdowns hindered the performance of physical activities. The growth of online gamers' participation has risen, and reports confirm this, as this report emphasised that in India, e-sports player numbers rose almost 150,000 and reached 600,000 from 2021 to 2022 (Economictimes, 2023). As the number of e-sports players is expected to reach in 2027 approx. 1.5 million, it illustrates the professionalization of the industry and the expanding talent pool. 
The government initiatives also started to understand the power of e-sports, which is a larger part of the digital economy. This has been supported by the data of Stoll (2025), which emphasised that e-sports has officially emerged as a multi-sports event part and in Asian games (international competitions) (2022), it participated. Therefore, proposed regulations and policy initiatives, like the Online Gaming Bill, are targeted to regulate and highlight the industry, ensuring structured growth and encouraging investments (Saini, 2025).
The need for skill development programs, infrastructure support, and regulatory frameworks has received increasing recognition in the sector, which remains under development. The present research investigates the development of e-sports in India to study its impact on job creation and economic growth. Gaining these dynamics is significant for finding out the future opportunities, formulating strategies and addressing challenges that can harness the complete power of this Indian e-sports industry. 
[bookmark: _Toc231338196]1.3 Aim and Objectives
Aim
The aim of this research is to investigate e-sports popularity in India by studying the impact of economic development such as the growth of the industry, its revenue generation in the Indian digital gaming sector.
Objectives
· To investigate the e-sports industry growth in India such as increasing number of gamers, sports tournaments and rising viewership.
· To assess the e-sports, generate economic value for India through their revenue streams and investment activities across the market.
· To examine mobile gaming adoption, internet penetration, sponsorships, government recognition of e-sports as a multi-sport discipline function which drive popularity in India.
[bookmark: _Toc231338197]1.4 Research Question
· How has the e-sports industry risen in India?
· How does the e-sports industry generate economic value and employment for India within various positions?
· Which mobile gaming drives popularity in India as a multi-sport discipline function in India?
[bookmark: _Toc231338198]1.5 Rationale 
The growth of Indian Esports has sometimes emerged as a transformative force for employment and economic growth, and this research critically analyses the rise of Esports in India and its contribution to employment opportunities and economic growth in this emerging industry. Rajesh (2025) stated that e-sports generates employment, mainly in the broadcasting, game development and event management fields, but the sustainability and quality of this job are uncertain. As this study concentrates on the short-term employment benefit emerging through the gaming industry and large-scale tournaments. But the lack of sufficient exploration has arisen in the areas where these opportunities transform within sustainable, stable careers or not. For instance, while the gamers who are professionals have earned substantial incomes, the longevity of their career is limited, and most gamers face an insatiable financial condition, even though they reach the peak of their gaming career. As a result, this creates a gap in gaining knowledge about the depth of e-sports' offering long-term employment in India. 
The enhanced popularity in this sector, mainly in the underdeveloped and rural areas, has not had access to the required infrastructure to engage in and take advantage of this industry (Bihari and Pattanaik, 2023). In contrast, though this research has examined the urban areas' rapid growth, little attention has been given in which way reduce existing regional disparities. Therefore, existing research has not sufficiently examined how the viewers and player’s socio-economic backgrounds, together with their ability to access necessary technology for industry participation.
This research targets to examine the contrasting points of view on their sustainable implication in India and the Esports growth. Though the Esports industry provides an opportunity, its ability to offer economic expansion and job creation has not been understood without addressing challenges like proper regulation, accessibility to resources, and skill development has addressed. Therefore, the rationale tries to outline the risks and issues related to India’s continuously expanding e-sports sector, outlining a balanced approach to gaining knowledge about their promise to remove the hurdles. 
[bookmark: _Toc231338199]1.6 Significance of the research  
The Indian development of e-sports offers researchers an opportunity to study its impact on job creation and economic development. This study conducts value assessment for multiple important reasons. Primarily, e-sports are known for their increasing investment, infrastructure, and audiences (Murathan and Atay, 2025). Gaining knowledge about how it helps to raise the Indian economy offers an essential perspective on its potential and an important player. Through evaluating the global investment and revenue generation and market size in Esports in India, it will determine the Indian Esports' potential to develop into a significant economic power. 
From an employment point of view, this study has outlined the different job opportunities and provided guidance for those who have interests in technology, marketing, event management, management, content creation, and gaming. Through examining the quality and sustainability of this job, this research has offered workforce development strategies and assisted in tailoring training programs for educational institutions to fulfil the requirements of this industry. Thirdly, this research has analysed the Esports social implications, concentrating on the regional disparities like issues in digital access (Singh et al. 2022). The Esports continuous growth in the urban areas helps to gain knowledge about the industry and therefore, has bridged the gap among the rural and urban regions, which is significant for developing inclusive growth. This research has addressed the issues in Esports, such as addiction and its negative impacts on the individuals in youth behaviour, demonstrating a basis for necessary policy-making. 
At the end, this study has given an understanding of the regulatory models development for India's Esports, which has an under-regulated industry. Through finding out the significant sections where accurate regulations are required, like event management, fair play standards, and players' contracts, this research has directed the policy makers in managing the environment that aids growth and safeguards the stakeholders. 
[bookmark: _Toc231338200]1.7 Dissertation structure  
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[bookmark: _Toc230123370]Figure 1.2: Dissertation Structure
(Source: Self developed)
[bookmark: _Toc231338201]1.8 Summary
It is concluded that the Indian e-sports industry has generated job opportunities. The majority of job creation occurs in professional gaming, event management and content creation, which continues to provide employment. On the other hand, in this field, specialised skill requirements become oversaturated, which makes it difficult for a few people to gain advantages while most individuals fail to achieve stable employment. 


[bookmark: _Toc231338202]Chapter 2:  Literature Review
[bookmark: _Toc231338203]2.1 Part 1: Review of Literature
Article 1:
According to Chen, (2021), the aim of the research highlights the future development of the e-sports industry, expanding growth trajectory through technology advancements and governance framework, where it faces major obstacles. A secondary qualitative method will be used in this research context about China and South Korea. This research shows industrial experiences and fast growth due to smartphone adoption and 5G technology that generates multiple revenue sources by using an inclusive model. The descriptive trends determine audience growth and market dominance, by evaluating SWOT and BCG frameworks. However, there is a lack of primary data and minimal use of theoretical foundation within this study, that resist the research depth.
Article 2:
Lai et al., (2024) stated that this study examines e-sports events of the Hangzhou Asian Games in 2022 that drives economic growth in the urban areas. A qualitative approach will be used in this study to analyze existing secondary data through the literature review. The theoretical framework of the research foundation relates to economic spillovers where e-sports activities create a substantial economic impact on infrastructure development, cultural branding, and business growth. This research is conducting descriptive data analysis to show industry bubbles and homogenization. The study highlights a lack of primary data and lack of the theoretical framework application in this research. 
Article 3:
As examined by Bali, (2023), the research examined the e-sports regulatory system in India, where women participate. A qualitative approach will be applied within this research, which highlights doctrinal pathways for players within the e-sports. However, this industry continues to face challenges due to harassment and stereotyping problems in a male-dominated environment. The data analysis reveals legal systems for women who face gender-based violence in their workplace environments with insufficient protection. 
Article 4:
According to Murathan and Atay (2025), the research examining ecosystem, worldwide expansion, revenue generation methods, and audience engagement of e-sports that helps to drive economic growth.  A qualitative analysis will be applied within the study to examine secondary industry reports about the financial outlook of e-Sports. The results demonstrate that e-sports has developed into a global industry that experiences fast growth due to rising investment, growing viewer numbers, including sponsorships and broadcasting rights. The data analysis shows that the audience size has reached more than 600 million people who primarily belong to younger demographics. However, this study fails to identify sustainable practices while examining regional disparities and social effects through this measurement.
Article 5:
As opined by Chhangani and Shrivastava, (2024), this study examines the improvement phenomenon of e-doping and its legal systems in the e-sports sector in India. A doctrinal approach will be applied as qualitative method in this study. The research also focuses on maintaining standards and governance systems, which is combined with regulatory theory in the competitive gaming industry. The report demonstrates that India needs to develop clearer definitions and better regulations, as e-doping exists as an undefined problem in the country. The qualitative analysis examines current legal cases that are associated with legal methods, which shows a major deficiency within the research.       
Article 6:
Cheng et al. (2023) present e-sports participation and lifestyle choices of Chinese players which affect their mental health in their research. The research will implement primary quantitative research to examine internet addiction theories and behavioral psychology. 1,441 students have participated through the cross-sectional survey. The results demonstrate that e-sports participation results have increased levels of physical activity and improved satisfaction through the application of t-tests ANOVA tests, correlation and regression analysis methods. The study identifies a gap due to the current gaming system fails and it conduct longitudinal studies using mixed-method approaches.
Article 7:
Ningning and Wenguang, (2023) presents e-sports gaming, which affects young people, while participating in traditional sports through this study. The quantitative method will be used in this study and collect informative data from 1608 Chinese youth through questionnaires to investigate exploratory factor analysis and structural equation. The research highlights that e-gaming leads to higher participation through virtual experience by using Social Cognitive Theory, Social Presence Theory, and Embodied Cognition. The study faces a key gap in the physical activity of e-sports that negatively affects gaming.
Article 8:
As opined by Vaneeta et al., (2025), this research highlights that Blitz E-sports can increase its operational efficiency through data analytics to achieve revenue growth by forecasting customer attrition. A data-driven qualitative approach will be used within the research to study customer behaviors, gaming patterns, and company activities by using machine learning models. The and predictive analytics helps to increase profitability, customized user experiences, and improved customer loyalty. The research faces limitations due to minimal operational processes and lower customer interaction while using advanced analytics.
Article 9:
According to Wibowo and Lililacs, (2022), this research examines gender equality in the e-sports sector by highlighting and evaluativing Instagram comments on Saloni Pawar’s achievements. A Systemic Functional Linguistics (SFL) and Halliday's transitivity theory have been applied to this study, which investigates meaningful responses. These results show that the comments express positive support, due to the transitivity process by using appraisal theory. The research faces limitations due to a restricted dataset and needs multiple cultures to understand people's gender.
Article 10: 
Formosa et al. (2022) have provided the conceptual understanding of e-sports utilising a systematic review and thematic data analysis approach. Variations in defining e-sports across scholarly studies have been addressed critically within this study. 461 peer-reviewed and full papers have been reviewed systematically within this study. Findings of the study revealed that the growth of e-sports has been seen in different areas like gaming tournaments, competitions, live streaming platforms and people’s interest is growing day-by-day. Despite synthesis, there is no clear definition for e-sports. The thematic coding technique has been applied for the synthesis of data for gaining deeper insights into context. The key research gap of this study is that it does not have any empirical validation. Moreover, it also does not provide any insights into the economic and employment impact of the rise of e-sports. As a result, there is a contextual gap within this study.               
Article 11:
Oye et al. (2025) study recognises e-sports as a competitive sport, and its global acceptance, institutional integration and regulatory structure have been examined here. In a qualitative research methodology, policy documents and industry reports have been used for gathering valuable information around e-sports. E-sports recognition, how influenced by organisational structure, has been examined through the application of institutional theory. Findings of the study reveal that with the advancement of digital technology, e-sports has become a dynamic socio-economic phenomenon rather than being only an entertainment. Recognition of e-sports is optimised with the inclusion in international sporting events. Interpretation of the study has been done using a thematic data analysis approach. Validity and reliability of the study decrease for not having valid empirical primary data. The geographical research gap has been highlighted as the study does not consider e-sports in developing countries like India.               
Article 12:
Ahmadi et al. (2025) have examined Players’ experiences, motivations, and challenges in relation to e-sports. The qualitative phenomenological research design method has been incorporated within the study, where interviews are conducted with professional gamers to gain a real-world and contextual understanding. Motivations for increasing engagement in e-sports include career aspiration and competition, according to the findings of the study. Moreover, it also reveals that lack of stability in career, psychological stress, and financial constraints often prevents to engage in e-sports. Manual coding of interview data for making thematic data analysis of the study. The key research gap of this study is that it uses a small sample size, and there is also no broader economic analysis. Thus, this study fails to provide generalizable and industry-level research findings.                
Article 13:
The study of Bihari and Pattanaik (2023) has provided a deeper synthesis of the barriers that brings with e-sports in India. Qualitative methodology where interview approach supported the study. Here data have been gathered from Indian professional gamers. From the findings it has been acknowledged that gamers are restricted from engaging in e-sports due to varied reasons. Among which psychological pressure restrictions from families, inadequate infrastructure, and the absence of sponsorship are key barriers. The qualitative coding technique has been utilised here for the interpretation of data. The use of a small sample and the lack of broader economic and employment opportunities in the study makes those research gap.          
Article 14:
Kang and Kim (2023) study which has provided key insights into marketing practices that have been adopted by businesses and organisations. Their primary purpose of engaging such activities is to increase participation of potential consumers in the sports industry and leisure. A qualitative secondary literature review method with the aim of border contextual synthesis. Potential engagement is enhanced when firms adopt digital advertisement, sponsorship and influencer marketing into their operation as of the findings. Data interpretation has been done through the thematic data analysis method. Contextual gap has been highlighted within this study, for not focusing on the Indian context or a lack of empirical validation.       
Article 15:
Study of Sampath (2023) focuses on the e-sports industry’s regulation and taxation approach. Methodological approach for this study includes a qualitative documented-based approach. Industry reports, policy documents and legal frameworks have been examined within this study. The e-sports industry’s growth is hindered by the lack of a structured regulatory framework and a clear taxation system within this sector. Descriptive content analysis has been done within this study. Lack of country-specific insight and the unavailability of empirical data have created gaps for this research.       
Article 16:
Banerjee, (2025) provides an explanation of the IPR laws around e-sports, making a critical discussion focusing on India and the USA. In this qualitative research method, data have been collected from peer-reviewed literature, policy reports and legal documents. A more structured and developed framework in relation to e-sports exists in the USA. While, there are no dedicated IPR laws for e-sports in India. Doctrinal, analytical and comparative legal analysis has been used for the assessment of the study, which reveals regulatory ambiguity for this sector. Lack of impact on the economy and employment from e-sports and lack of empirical validation are key research gaps for this study.           
Article 17:
Tuominen (2024) study reveals factors which poses significant influence on the strategic growth within e-sports segments. An exploratory research design has been incorporated within this study, as it can provider deeper contextual understanding. Interviews with industry experts has been done as it can provide adequate inforamtion into trends, benefits and challenges associated with the e-sports sector. Venture Growth Theory has been applied within this study, which provides insights into how the emerging industry develops. From the research findings, it has been acknowledged that the success factor for e-sports depends on revenue diversification and sponsorship. Thematic data analysis for the assessment of the study. Relevance for e-sports growth in India is limited due to not having a larger, diverse sample size, and the focus is on the Finland market.             
Article 18:
Study of Manwani et al. (2026), with a primary focus on how the e-sports industry has faced a remarkable growth journey in India. This study has adopted a mixed-method approach for gaining detailed insights into growth trends, opportunities and challenges associated with the e-sports sector. Technological advancement, competitive gaming popularity in India, especially among tech-savvy younger generations and widespread internet penetration have supported the growth of e-sports in India. Statistical data analysis method and thematic data analysis approach have been used while interpreting data. Lack of critical empirical evidence around India’s e-sports industry’s long-term sustainability and quality of employment has made it a research gap.       
Article 19:
Owen et al. (2025) have examined critically gender inequality gaps within the sports and e-sports sector. A qualitative secondary data methodological approach has been applied within this study for gaining in-depth insights into the context. Institutional and legal frameworks increase familiarity with the gap in gender disparity within e-sports sector. Legal, cultural, technological, and institutional barriers are seen within the e-sports sector. Limited access to opportunities in e-sports as it has been issues related to harassment and the underrepresentation of women.  Here there have been use of the thematic data analysis approach. Lack of contextual relevance to the Indian e-sports sector and empirical data makes it a research gap.    
Article 20:
Tang et al. (2024) study provides key insights into the motivation among e-sports fans for accessing live broadcasting. Self-Determination Theory has been applied within this study, which gives a comprehensive insight into intrinsic and extrinsic motivation to actively engage in the e-sports sector. This study has applied a quantitative methodological approach for gaining direct insights into context and making informed data-driven recommendations that strengthen research reliability and credibility. SPSS method and AMOS for the data analysis within this study. Findings reveal that in enhancing engagement level in e-sports, intrinsic motivation is high in comparison to extrinsic motivation. The survey is among Chinese participants, which decreases relevance to the Indian context.      
[bookmark: _Toc231338204]2.2 Part 2: Theoretical Underpinning
Human Capital Theory
Human capital theory is a popular economic theory which explains that when people place greater focus on education and training programs, it becomes effective in gaining a higher productivity level and strengthens the potential of earning. For achieving higher economic growth within the e-sports sector there is a requirement for investing time in achieving higher competence in technical gaming, including improved communication, teamwork and strategic thinking. Bihari and Pattanaik (2024), stated that there is a requirement of continuous practice and discipline for professional gamers with the aim of improving in performance level and maintaining competitiveness. While Navarro-Lucena et al., (2024), cited that branding and audience engagement skills must be built by streamers for enhancing active engagement and retention of audiences. Moreover, the effective design and run games, there is a need to advance in coding knowledge and technical expertise by game developers. Within the Indian market, e-sports is generating job opportunities and support in overall economic development.
[bookmark: _Toc231338205]2.3 Part 3: Conceptual Framework 
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[bookmark: _Toc230123371]Figure 2.1: Conceptual Framework
(Source: Author)
According to this framework, five independent variables can be said to have contributed greatly to the growth of e-sports in India. First, the adoption of smartphones helps make mobile gaming more affordable. Second, the availability of the internet facilitates the involvement of multiple gamers in games and the ability to watch game streams and compete in tournaments. Third, the amount of money invested by sponsors acts as financing that makes the e-sports culture professional and visible. Fourth, the acknowledgment by the government of the legitimacy of the sport enhances its development. Finally, the involvement of young people makes the demand higher. This combination of these issues results in the development of the e-sports industry as the intervening variable, and industry development may be gauged by an increase in the number of players, competitions, fans, organizations, and digital platforms.
The industry has experienced growth, which has produced two major outcomes. The first outcome shows that economic advantages emerge through the industry's earnings, its investments, business expansions, and tax revenue. The second outcome lies in providing several job positions, including those for gamers, streamers, game developers, analysts, marketers, and event organizers. Thus, modeling helps in establishing how technological availability, market circumstances, and social engagement can turn e-sports into a real source of economic value for India.
[bookmark: _Toc231338206]2.4 Part 4: Research Gap 
Existing literature has provided key insights into e-sports' contribution to the growth of the economy and employment, especially in developed regions like China and South Korea. However, there is a limited focus on developing regions like the Indian market. Indian societal and overall economic development focus is limited (Sampath, 2023). E-sports popularity and evaluation have been explored critically. Though its overall impact on the economy has not been described in a detailed way. There is a research gap in understanding the detailed economic contribution of e-sports in India. Acknowledging these gaps, this study focuses on flows of investment and revenue generation levels with the polarity of e-sports within the Indian market. Besides economic opportunity, how it influences the generation of employment opportunities has been explored here (Sanjaya et al., 2023). Secondly, there is limited focus on employment generation and job sustainability in the Indian e-sports industry. The focus of this study on gamers, developers, event managers for the deeper assessment of their roles in Indian e-sports industry including career growth, income stability and long-term sustainability.  Thirdly the disparities between rural and urban regions in the growth of e-sports have been underexplored in current studies. 
However, this study fills the gap by making a thorough comparison between the infrastructure of rural and urban regions, internet services, and cultural and societal aspects of the e-sports integration level. Moreover, government policies play a role in enhancing the adoption level and popularity of e-sports. However, government policies and regulatory frameworks influence in the e-sports industry of India remain unexplored. Focusing on all these aspects in the e-sports sector of India, this research aims to address these gaps and focus on giving a broader picture of the overall positive and negative impact of the rise of this industry.   
[bookmark: _Toc231338207]Chapter 3: Methodology
[bookmark: _Toc231338208]3.1 Introduction 
This chapter provides a systematic overview of the techniques which have been incorporated within this research for gaining deeper insights into the importance of e-sports in India for supporting economic growth and achieving significant employment opportunities. Research philosophy, approach, design, data collection method and approaches have been presented in a structured way for gaining valuable data that support informed decision-making and reliable conclusions of the study. Systematic framework uses and effective following of ethical principles have strengthened consistency and transparency of overall research. Aligning with the research objectives, a data collection and analysis approach has been adopted, which provides comprehensive information related to the e-sports industry’s evolution and its associated benefits and challenges.    
[bookmark: _Toc231338209]3.2 Research philosophy
E-sports' influence on the growth of the Indian economy and employment opportunities, understanding purpose has been fulfilled with the inclusion of interpretivism philosophy. The subjective nature of interpretivism philosophy is effective for gaining practical insights into the perceptions experience of humans regarding e-sports. Deeper observation into people’s views and experiences is effective in understanding current trends in society. As per the view of these philosophical concepts, trends in society cannot be measured through the inclusion of objective research methods. In the Indian economy and employment, complex issues like e-sports influence can be well understood with the application of the subjective method (Verma et al., 2024). Changing attitudes of consumers' behaviour, societal, cultural influence, and technological advancements' impact on the growth of e-sports within the Indian market have been explored with the use of an interpretivist philosophical approach. 
In this context, numerical measurement is not only sufficient, as streaming culture, gamer motivation and selecting gaming as a career vary highly, where proper insights can only be gained from people’s feelings and experiences. E-sports is viewed as a form of entertainment, an economic opportunity and a profession for people that poses direct influence on its substantial growth within the market of India. On the other hand, the rigid and structured approach of positivist philosophy fails in covering deeper insights into the context, which may not be appropriate while evaluating complex concepts like e-sports (Dehalwar and Sharma, 2023). Human experiences and behaviour are ignored under this method, which may not capture the real-world insights which can decrease overall reliability and credibility of the study.                         
[bookmark: _Toc231338210]3.3 Research approach 
Observation of specific data for making valid and generalisable conclusions is effective with the inclusion of the inductive approach within this study, which supports the concept of the interpretivism philosophical approach. Data patterns are recognised gradually after thorough observation of data under this approach strengthen the reliability of the overall study (Islam et al., 2022). Within the Indian market, there is a continuous evolution of e-sports, where the inductive approach is effective in gaining detailed knowledge of how this industry provides opportunities for employment generation and economic development. Pre-existing theories are not tested within the application of this approach; instead, there is a focus on the exploration of the emerging trends and patterns. Within the Indian market, e-sports trends are evolving in a continuous manner, which is effectively captured through an inductive approach, including influence on economic growth and employment opportunities. 
This research approach supports the collection of rich qualitative data from multiple reliable academic sources, including peer-reviewed articles and journals, which provides a better understanding of the context and supports the formation of a robust conclusion. An inductive approach is flexible in nature, that help in the adaptation of methods for collecting valuable data while being well aware of the real-world context (Dubey and Kothari, 2022). On the contrary, the limited flexibility of the deductive approach restricts in gaining new information regarding emerging industries like e-sports. In addition, oversimplification of the complex issues makes the findings unrealistic, that decreases overall credibility of the research.                 
[bookmark: _Toc231338211]3.4 Research design 
Qualitative research design has been incorporated within this study with the aim of gaining deeper knowledge related to the emerging e-sports trends within the Indian market, and how it creates opportunities for employment and overall economic growth. A systematic research design is beneficial in research in addressing overall research objectives and properly answering research questions (Beraha, 2025). Complex societal trends e-sports' impact on behavioural aspects of consumers, society and economic affect exploration can be explored in a detailed manner with the utilisation of a qualitative research design approach instead of a numerical approach. India’s digital culture, technological advancement and perception towards career opportunities are highly effective for ensuring the rapid growth of e-sports. Organising data in a meaningful way and key to understanding patterns and correlations of data is effective for delving deeper insights into the context and proposing meaningful conclusion which support further study. 
This research design approach clearly presents the reason behind the rapid growth of e-sports within the multicultural business environment of India. Aligning with the qualitative research design approach, there has been the use of an explanatory research strategy, which explains the cause and the effective relationship of the concepts. Rather than describing the concepts, it comprehensively describes the evaluation of e-sports and its impact on the economy and career opportunities (Hammersley, 2024). The e-sports industry development within the Indian market is supported due to advancements in technologies and affordable smartphones with internet services. Prize gaining, sponsorship achieving and career development opportunities also play a notable role in the rise of this industry. Overall, the research is based on secondary data sources, which effectively explain the complex concept of e-sports in achieving substantial growth in the economy with job opportunities.                        
[bookmark: _Toc231338212]3.5 Data collection method 
With the aim of gaining rich and contextual insights into the evolution of e-sports in the Indian market and direct influence on economic and employment growth, a secondary qualitative approach has been employed here. Multiple sources of literature, industry reports, government publications and authentic data sources have been used for gathering valuable qualitative data. Reputable platforms like Google Scholar have been used for searching quality data that support evidence-based conclusions (Gillespie et al., 2024). For strengthening the accuracy in the data collection associating Indian e-sports context, there has been the use of Boolean operators like AND, OR and NOT. E-sports and employment in India, such kinds of statements, when put on the Google Scholar platform, have enabled in findings context-based articles and journals, sorting out other irrelevant papers. On the other hand, with the aim of gaining a broader picture of the context, the Boolean operator has been used with the inclusion of terms like online gaming or economic growth, e-sports or job creation. Irrelevant resulted also been removed with the utilisation of the NOT operator.   
At the time of the collection of data, the inclusion and exclusion criteria have been followed properly here. Specific focus on such criteria becomes effective in strengthening the overall reliability of findings and the relevance of the overall research. E-sports is an evolving trend where, for using up-to-date information, there is only the use of peer-reviewed articles, journals and other authentic sources which have been published in the last five years only. A better understanding of the concepts has been gained by focusing on factors like e-sports, online gaming, economic benefits and employment opportunities. Transparency and consistency of findings are ensured with the use of English articles (Harcourt et al., 2022). Within the Indian market, the growth of the e-sports industry is continuously evolving, where old studies which published before 2021 may not properly reflect the current trends, properly that can decrease the effectiveness in outcomes. Due to such reasons, outdated articles have been excluded while conducting this research. Unnecessary repetition of information has been avoided by not including duplicated studies. Overall, this systemic and robust approach, following essential inclusion and exclusion criteria, has made the findings more reliable and valid, which can be used in future research processes.                    
[bookmark: _Toc231338213]3.6 Data analysis
Data analysis is one of the most significant parts within the research process as it helps in the extraction of meaningful information from raw data following well-defined steps, which support in making evidence-based conclusion which strengthen the overall research’s reliability. Systematic interpretation of data is effective for meeting overall research objectives. Here, the collected qualitative data have been interpreted with the utilisation of the thematic data analysis approach. Step-by-step understanding of the utilisation of this data analysis approach is effective in becoming well aware of the factors that help in the rapid evolution of e-sports within the Indian markets (Islam et al., 2022). Besides that, it also helps in finding associated benefits and challenges in relation to the context. Using Braun and Clarke’s Thematic Analysis approach, there has been a first focus on becoming familiar with the e-sports industry. For better handling of the vast amount of data has been broken into smaller segments. 
Manageable data simplifies the complexity, which becomes effective in strengthening overall research efficiency and saving time for better interpretation of the context. Similar kinds of data codes are joined together to form sub-themes and lastly into main themes for further analysis of the context and better research outcomes. Focus on the factors like e-sports on economic development, e-sports in the creation of job opportunities and associated challenges of e-sports provides a comprehensive picture of the context, which has both academic and practical implications (Verma et al., 2024). Numerical measurement is not effective for grasping the context and supporting better and more systematic analysis that strengthens research reliability. Overall, the application of this data analysis approach has played a significant role in deriving meaningful insights into the context, meeting the objectives and forming the foundation of future research.                 
[bookmark: _Toc231338214]3.7 Ethical consideration 
Academic integrity, transparency and consistency in research can be ensured by following essential ethical principles that are required while conducting research. Ethical considerations within this research have strengthened overall integrity. E-sports growth in India and its influence on the economic growth and employment opportunities have been studied with the interpretation of qualitative data. This research avoids collecting data by incorporating quantitative methods like a survey, which minimises the risk of harm to participants or taking informed consent from them. The author's name and the years of publication of research papers and journals have been clearly highlighted in writing while gathering information. Proper acknowledgement minimises the risk of plagiarism or the risk of potential legal action. 
Transparency and credibility are ensured by using sources which are reliable and available publicly. GDPR Act 2018 principles have been followed properly here to avoid the risk of mishandling of data and to maintain proper privacy in the overall research process. Third-party use of data has been avoided with the encryption of data. It is also ensured that the data collection is only for the use of academics. For avoiding the use of information for commercial purposes, data will be destroyed after two years of the research. Overall, such principles have strengthened the overall trustworthiness and credibility of the research.                 
[bookmark: _Toc231338215]3.8 Summary 
Systemic use of the methodological approaches utilised within this study has provide a broader and comprehensive insights into the evolution of e-sports within the Indian market and its impact on the growth of the economy and job creation. Complex insights of the context and data patterns have been well understood with the utilisation of interpretivism philosophy and an inductive approach. Qualitative research design has guided the meaningful extraction of the concept and the meeting of the overall research objectives. With the aim of gaining rich and contextual assessment of the context, there has been the use of multiple peer-reviewed articles, journals and other reliable resources which have been published in recent years. As the e-sports industry is continuously evolving, old articles have been removed to maintain accuracy in findings, including up-to-date information. Patterns in data and correlation have been understood well with the effective utilisation of the thematic data analysis approach. Meaningful insights into data support evidence-based conclusions that form the foundation of further research on these complex concepts. Reliability and credibility are strengthened with the proper following of varied ethical principles, such as the GDPR Act 2018, and acknowledgement of other researchers’ studies. Overall, academic integrity strengthens relevancy in research findings and helps in meeting research objectives. 


[bookmark: _Toc231338216]Chapter 4: Findings and analysis 
[bookmark: _Toc231338217]4.1 Introduction 
This chapter provides main findings of the study aligning research objectives for gaining deeper insights into the growth of e-sports within India and its major contribution to employment opportunities and growth in the overall economy. Key focus on social, economic and employment-related implications enables understanding the influence of e-sports on digital culture. E-sports evolution, its associated benefits and challenges are well explored here. Empirical findings of the study help in meeting the overall research objectives and ensure a structured understanding of the influence of e-sports on economic advancement and the workforce opportunities
[bookmark: _Toc231338218]4.2 Thematic coding
	Key words
	Main themes
	Sub themes

	Mobile gaming, tech-savvy younger generation, streaming platforms , e-sports
	Technological advancement, mobile gaming, streaming platforms, digital infrastructure and involvement of the tech-savvy younger generation and the supported the rapid growth of e-sports in India 
	· Indian e-sports growth is supported through digital infrastructure and technological advancement
· Mobile gaming, streaming platforms, digital infrastructure and involvement of the tech-savvy younger generation role in growth is significant 

	Digital advertising, taxation, job opportunities, and content creation 
	Digital advertising, content creation, sponsorship, taxation and diverse job opportunities from e-sports contribute significant economic growth and employment opportunities within India. 
	· The e-sports industry in India supports economic growth and ensures employment opportunities
· Digital advertising, content creation, sponsorship, taxation and diverse job opportunities are the benefits of e-sports 

	Socio-cultural factors, institutional factors, and the COVID-19 pandemic 
	The growing popularity of e-sports is supported by socio-cultural and institutional factors, as well as further growth acceleration through the COVID-19 pandemic.    
	· Socio-cultural and institutional factors strengthen the popularity of e-sports
· COVID-19 further accelerated the growth of e-sports 

	Gender inequality, psychological barriers, limited infrastructure, cybersecurity threats, limited career stability and poor regulations  
	Limited infrastructure, psychological barriers, gender inequality, lack of stable career opportunities, cybersecurity threats, and poor regulations are key challenges associated with e-sports within the context of India.  
	· In Indian e-sports growth there remain multiple key challenges
· Limited infrastructure, psychological barriers, gender inequality, lack of stable career opportunities, cybersecurity threats, and poor regulations are challenges associated with e-sports in the Indian context


Table 4.1: Thematic coding 
(Source:Author) 
[bookmark: _Toc231338219]4.3 Thematic data analysis
Theme 4.3.1: Technological advancement, mobile gaming, streaming platforms, digital infrastructure, and involvement of the tech-savvy younger generation supported the rapid growth of e-sports in India 
Electronic sports, which is commonly known as e-sports, where in structured video game environment individual or teams compete with each other. Murathan and Atay, (2025), opined that e-sports are based on skill-based games, which are played on online platforms. Cai et al., (2022), cited that in gaming, there is no formal competition, those are played mainly for the purpose of entertainment and relaxation. In the contrasting view, Ranking, organised competition and engagement of professional teams are seen in e-sports (Formosa et al., 2022). As gaming is informal, it has limited economic value, while e-sports is formal, that generating job opportunities and revenue to support notable economic growth.  
During 1970s, operation of e-sport has started its operation and has ensured its quick expansion when it gains the support of better internet service and easy accessibility of online games at the time period of 1990s and 2000s (Lu, 2022). Kang, (2025), opined that competitive gaming communities in regions like North America and South Korea with the development of games like StarCraft and Counter-Strike. Early professional league formation has made e-sports organised and more popular. It is not just a hobby at present time instead it has become a structured profession. Intense competition in international tournaments, contract signing and team formation have made e-sports an organised and professional global industry as well. Mancini et al. (2023), worldwide recognition of e-sports continuously increasing as there is major leagues and global tournaments like the League of Legends World Championship and the Fortnite World Cup. 
Esports has seen significant growth in modern times as there have been increasing popularity of streaming platforms. Saastamoinen and Röynä, (2024), cited in competitive gaming, the engagement level of audiences has enhanced rapidly. This is especially due to the real-time broadcasting of matches on platforms like Twitch and YouTube Gaming. Players become content creators and influencers with the rise of digital fan bases. Overall, this has enhanced industry reach and has helped in the generation of potential revenue. ŞAHİN et al., (2022) argued that, as e-sports is online-based, it is a kind of entertainment. E-sports is generally consumed as leisure, as there is a lack of presence of physical athletic activity (Oye et al., 2025). Thus, e-sports falls within the broader digital industry sector. 
[image: ]
[bookmark: _Toc230123372]Figure 4.1: Esports Concept
(Source: Viewsonic, 2021)   
Technological advancements, mobile-first gaming and easy digital access have strengthened the growth of the e-sports industry within the Indian market. Mahajan et al., (2023), opined that India is a market which is known globally as the fastest-growing gaming market.  Tech-savvy younger consumers and there is also availability of high-speed internet, and easy access to smartphones are key significant reasons for such poularity. While, Sindakis, S. and Showkat, (2024), argued that the growth of e-sports is concentrated only in urban regions. Limited availability of high-speed internet and costly smartphones limit the growth of e-sports in rural regions. Lacking of similar kinds of gaming opportunities limits the growth in the less developed region of India. E-sports market expansion is driven by the forces of the market, like the rise of streaming platforms such as YouTube, and the growing demand of consumers for mobile gaming (Kollmannsberger, 2024). 
In 2023, data present that approximately 9.5 billion gaming apps were downloaded in India. There is also seen 568 million gamers within the Indian market which markets it one of the biggest emerging gaming market in global base (Economictimes, 2024). Despite the growth in the gaming industry, the economic division is persistent within India. For gaining a seamless gaming experience, there is a requirement for high-end devices, which are not affordable for lower-income individuals. 
Despite the growing number of gamers within the Indian market, it lacks in the number of e-sports in comparison to global leaders like South Korea and China in terms of infrastructure and tournaments (Zhou, 2024). Cultural and societal adaptation, especially in rural or smaller towns, is required for enhancing the wider adoption level of e-sports in the Indian market (Bihari and Pattanaik, 2023). E-sports' rapid growth within the Indian market is also supported by sports like Free Fire and PUBG. As millions of players are attracted towards these games, it has enhanced the rapid expansion of the industry. 
Summary of findings 
Rapid growth of e-sports in India is seen due to YouTube engagement, popularity of streaming platforms and mobile gaming. Despite such growth challenges remains which includes limited wider expansion and urban-rural gaps.  
Theme 4.3.2 : Digital advertising, content creation, sponsorship, taxation and diverse job opportunities from e-sports contribute significant economic growth and employment opportunities within India. 
E-sports rising in the Indian market has become significant in advancing career growth opportunities and overall economic growth. Within the e-sports industry of India there is beneficial impact of the sponsors in revenue generation. Kollmannsberger, (2024), cited that substantial investment when are made in events of sponsorship, teams and tournaments from sectors like technology, consumer goods, and gaming companies due to the rising growth of e-sports. In Indian e-sports tournaments, there is substantial investment from brands like Coca-Cola (Kim, 2026). Investment from brands not only becomes beneficial for gaining financial support but also maintain stronger visibility in the market. Overall, this result is in the overall economic growth within the sponsorship and marketing sector, including robust ecosystem building for esports within the Indian market. Another factor that supports the overall economic growth of Indian e-sports is the advertising revenue. Competitive gaming content is posted on sponsorship platforms like YouTube and Facebook Gaming that are effective in engaging the active engagement potential level of consumers globally.
Sağlam and Karanfiloğlu, (2022), stated that revenue generation for both the platforms and content creators can be gained when advertisers target the e-sports community. Tech-savvy younger generations and potentially engaged consumers support the overall economic growth. While the revenue source is also supported by the growing media rights sales. In major tournaments like the Free Fire India Championship and the PUBG Mobile India Series, for gaining broadcasting rights, several digital streaming platforms and national broadcasters started bidding. Overall, broadcasting, live streaming and licensing are significant for generating higher revenue levels (Ahmed, 2023). In digital streaming, a consistent level of revenue generation can be ensured with the growing number of ticket sales. 
Sampath, (2023), cited that both direct and indirect taxes are generated from the e-sports industry, which helps in enhancing the overall national tax revenue of India. Growing the number of ticket sales of tournaments and other programs, advertising and sponsorship become effective in the generation of a higher amount of Goods and Services Tax (GST), which supports overall economic growth. While Dašić, (2025), cited that both domestic and international sources play a notable role in enhancing the investment level in the e-sports industry. In gaming start-ups of India, there has been an increasing interest level of venture capital firms. As online gaming platform game developers and e-sports firms get a continuous level of funding, it becomes effective in scaling up operations and achieving notable growth in business. With the growing popularity of e-sports, there is also an increased level of Foreign Direct Investment (FDI) within this sector from global gaming companies.
Zhou, (2024), stated that Riot Games and Tencent such kinds of international gaming firms has made substantial investment in the sector of e-sports within the market of India. The growing level of investment creates job opportunities for Indian people and also supports overall economic development. (Chandola et al., 2024). Tourism revenue boosted with the organisation of major e-sports events in major cities like Delhi and Bangalore. However, the lower spending power of Indian consumers remains a critical challenge. For the overall development, there is a requirement for consistent support from the government and the private sector.   
According to Freeman et al., (2022), professional players make up the best example of direct employment as their visible work shows skilled gamers in tournaments that helps to earn their income with motivations from sponsorship contracts. However, according to Atabey and Karakuş, (2025), the advantages that highly paid professional workers with few other opportunities can create market efficiencies as well as offer incentives to top performers that help to achieve the goals. 
[image: the united states academic esports league's careers in esports opportunities]
[bookmark: _Toc230123373]Figure 4.2: Academic Esports as a Gateway to Gaming Career Opportunities
(Source: US Academic Esports, 2024)
Moreover, Morris et al., (2025) stated that the growing popularity of competitive events has brought event production roles to the forefront, where organizers, referees, and managers by attracting young professional that support broadcasters, cameramen, and editors. On the other hand, the digital content creation stands as the leading employment sector that relies on the field of esports, where gamers have to create income for themselves (Benn, 2025).  The current industry is producing content via live video streaming, video channels on sites such as YouTube and social media sites such as Instagram 
Summary of findings 
Sponsorships, advertising, taxation such activities in e-sports helps in generating significant economic growth. Strong digital platforms and FDI creates significant growth opportunities in the Indian market. 
Theme 4.3.3 :  Growing popularity of e-sports supported by socio-cultural and institutional factors, as well as further growth acceleration through the COVID-19 pandemic.   
The e-sports industry has experienced substantial growth during the past ten years because multiple factors have increased the number of people in India who participate in online sports. The main reason is that affordable smartphones function as the main driving force for e-sports in India, which experiences rapid growth. The smartphone market expansion has made it possible and become one of the largest worldwide markets for millions of Indians to join mobile gaming events. India has developed into a competitive gaming nation where its citizens can easily access e-sports to invest in costly gaming hardware through low-cost smartphones. This change has created great benefits to BGMI, Free Fire and Call of Duty mobile games.
As per Onyema et al., (2024), smartphones have provided a way for individuals to access significant quantities of information, increasing both the accessibility of the internet and enhancing their online reputation because they are less expensive. A faster broadband can be enhanced 4G coverage creates a way for individuals with faster mobile data by using their smartphones to play games or stream video without interruption. Also, internet connectivity enables users to play games and watch tournaments to learn gaming strategies, and watch current live streams, which increases the e-sport community (Bian and Yang, 2025). The demographics of India highlight that the nation contains millions of young people who have to possess comfort, along with interactive entertainment. 
The platforms that combine streaming with social networking features have drawn more users to their services. Mahajan et al., (2024) stated that streaming platforms such as YouTube and Instagram have to permit gamers to raise fan communities by creating content and making money due to viewers. There have been some factors that have made the game grow in popularity for strategic content development and entertaining pieces that are presented by influencers and streamers. Tichý, (2024) highlights that the professional standard of Indian e-sports tournaments has improved brand sponsorships, partnerships, and advertising revenue through prize money. In addition, the corporate support to achieve better quality standards by expanding their marketing capabilities and increasing their total public visibility. The industry will attract brands to reach younger customers due to their marketing efforts, which helps to enable tournaments (Kang and Kim, 2023)
As per Oye et al., (2025), the government has formal acknowledgment and implemented various policies to legalize sports as a form of competition. For example, the Asian Games recognized e-sports as a separate form of competitive gaming, which established an official distinction in 2022 (Olympics, 2023). The existing regulations about online gaming stay uncertain because specific games might be mistaken for gambling activities.
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[bookmark: _Toc230123374]Figure 4.3: Impact of COVID-19 on Gaming Industry
(Source: Author)
The COVID-19 outbreak worked as another driving force, which increased the game's popularity. 
Summary of findings 
Within the Indian market improved internet access, affordable smartphones and streaming platforms are key reasons for the growth of e-sports. While overall industry expansion accelerated after the outbreak of the COVID-19 pandemic. 
Theme 4.3.4 : Limited infrastructure, psychological barriers, gender inequality, lack of stable career opportunities, cybersecurity threats, and poor regulations are key challenges associated with e-sports within the context of India.
E-sports growth within the Indian sector is not only beneficial but also presents significant challenges which need to be considered effectively. Owen et al., (2025) cited that the lack of a well-defined regulatory framework remains a critical challenge for the e-sports sector. Uncertainties related to the tournament organisation, taxation, rules of playing and investment requirements remain unclear due to a lack of regulatory clarity. Unequal access to reliable internet service remains a critical challenge for the growth of the e-sports sector. A high and reliable network is mainly received by people who belong to the urban region. While poor internet service in rural region prevent the equitable access of competitive gaming. Moreover, professional career development is restricted due to the lack of availability of robust e-sports infrastructure, such as e-sports academics, training centres, and arenas for gaming. Users also face difficulties in engaging in e-sports due to greater device costs (Ahmadi et al., 2025). Participation level is limited in competitive gaming as there is a requirement for advanced smartphones, gaming PC. Besides cost, cybersecurity challenges remain a key concern for people, which limits their participation level. In order to enhance the active engagement of people in Indian e-sports, there is a requirement for ensuring the affordability level of devices, internet services and strong cybersecurity measures. 
Cheng et al., (2023) proposed that in the e-sports industry, psychological and societal barriers become a significant challenge. Consistent engagement in gaming causes a negative impact on the education, health and overall societal life of youth. While, growing performance expectations and intense competition remain a critical challenge for the e-sports professional players. Cultural barriers, safety problems and inequality in gender remain a critical challenge for enhancing the participation level within this sector (Nelson et al., 2025). For achieving sustainability and long-term growth within the e-sports sector, there is a requirement for a robust regulatory framework, inclusive policies, robust infrastructure and equitable access to the internet, essential infrastructure and easy accessibility of advanced devices for running competitive gaming.  
Summary of findings 
Poor infrastructure, risk of cyber threats, gender inequality, and psychological pressure are key challenges associated regarding e-sports in India. For achieving inclusive and sustainable growth in this sector strategic approaches adoption requires to effectively navigate these challenges.  
[bookmark: _Toc231338220]4.4 Conclusion 
In conclusion, the industry rises to two dependent effects where the first effect is highlight economic growth through revenue generation, investment attraction, growth of digital enterprises, and tax revenues. The other effect is the provision of employment opportunities for different types of jobs, including players, streamers, developers, analysts, marketers, and event organizers.
E-sports has developed from a leisure activity into a global industry, which has become increasingly significant in India. Moreover, e-sports plays an important role in economic development in terms of revenue generation, investments, and digital markets. The growth of India has been driven by investments in sponsorships and enhanced public awareness due to mobile phone usage, inexpensive Internet connections, youth participation, and streaming services. 

[bookmark: _heading=h.axcod4ac303n][bookmark: _Toc231338221]Chapter 5: Discussion
[bookmark: _heading=h.osbmbsvg2m4d][bookmark: _Toc231338222]5.1 Introduction
The discussion chapter critically interprets and synthesises the findings that have been obtained from the thematic analysis keeping in mind the literature reported in this study. The e-sports industry in India is a dynamic and growing domain that continues to gain traction and significant commercial interest, driven by technological innovation, institutional validation, and commercial investments. The chapter attempts to capture the industry's influence on the economic development, employment generation and socio-cultural development of India by blending the thematic findings with scholarly views, while also recognizing that there are prevailing structural issues that impede the sector's impact on these areas in an inclusive and sustainable manner throughout the country.
[bookmark: _heading=h.pi72ewff85pb][bookmark: _Toc231338223]5.2 Discussion on the literature review and findings 
[bookmark: _heading=h.kn809g34ashg]The analysis of e-sports in the Indian context highlights the ever-changing and multi-faceted nature of the e-sports sector influenced by technological advancements, economic prospects, socio-cultural shifts, and prevailing structural issues. The narration of the literature review and findings have been correlated and presented below to highlight an integrated idea of the journey of e-sports in India.
As technology advances, mobile gaming rises and digital infrastructure grows, India’s e-sports industry is booming. Literature research reveals that Murathan and Atay (2025) define e-Sports as a game with skill-based competitive over an online platform, which has a competitive game and economic value, and is a different concept to informal games played without a structured competition format. Formosa et al. (2022) games with ranking and formal competition and professional team participation have the features of what is known as e-Sports. In view of the international nature of the tournaments, the signing of contracts and the creation of teams, as identified in the literature, validated by the results obtained, it is worth debating the extent of the shift from the non-professional origins of e-sports to its current status as an organised and professional sport. This trend is supported by the findings of the study that the increasing adoption of smartphones and 5G technology may be a factor for the sustained increase of the industry. This is affirmed by the work of Chen (2021), who observed that the affordability of smartphones and 5G technologies may be fueling the growth of India’s e-sports industry as millions of people can engage in mobile gaming without the need for expensive hardware. Moreover, the literature has pointed out that recent research directions from Sindakis and Showkat (2024) imply that the growth of e-sports is still predominant in urban areas with a lack of access to high-speed Internet and high costs of devices in rural areas. The results further reinforce this worry, as even though India is rapidly gaining traction as a country of gamers, the lack of quality internet connection in many areas of the country continues to be a major challenge for enjoying competitive gaming. It is Graham’s argument that urban users have better connectivity while users in the countryside are not part of the competitive experience. The findings are consistent with the above, which demonstrate the importance of cultural and societal adaptation in rural and smaller towns for the increased adoption of e-sports, which Bihari and Pattanaik (2023) have identified as one of the barriers to growing the industry further. The results also show that the engagement on YouTube and the popularity of the streaming platforms are important factors for e-sports expansion in India. The study conducted by Kollmannsberger (2024) confirms that the streaming platforms like YouTube are key drivers of the e-sports growth and development.
The literature and the findings in tandem point towards a strong argument of the role of e-sports in the overall economic growth of India. As per literature review, there is significant expenditure made by the technology giant, consumer goods and gaming firms in India in e-sports events, teams and tournaments. The findings corroborate this content, as they show brands are pumping a significant amount of investment into Indian e-sports tournaments and not only that but these investments help build the market's visibility and create a healthy e-sports ecosystem. The literature results complement, confirm and extend the findings of Sağlam and Karanfiloğlu (2022) who state that advertisers are willing to invest in advertising for the e-sports community creating many economies for players, content creators and platforms.
Sampath (2023) also presents literature on the taxation which is another economic aspect of e-sports, where both direct and indirect taxes earned form the e-sports industry are part and parcel of the national income. This study further validates the fact that the emergence of increased ticket sales, advertising and sponsorship activities creates a significant amount of goods and services tax (GST) in India directly contributing to overall economic growth. Moreover, the literature indicates that Dašić (2025) states that venture capital companies are becoming more interested in investing in Indian gaming start-ups, as well as foreign direct investment is a base for expansion and growth. This corresponds with the results of the research since the global gaming companies such as Riot Games and Tencent have significantly invested in the Indian e-sports market, supporting the creation of new jobs and economic development, as stated by Zhou (2024).
Literature and findings jointly have exhibited that e-sports affords varied and joined job opportunities in employment. Based in the literature, direct employment is the most visible in the form of professional players, who have tournaments rather than employment agreements or salary packages to receive monetary benefits from. The results support this as well, and it demonstrates that India's e-sports industry is rapidly evolving and the expert professional player is now a new and emerging category of employment. As competitive events have become more popular, the jobs of event organizers, event referees, broadcasters and event editors have come to prominence, and this is seen in the findings that shed light on a new dimension of employment in the industry as Morris et al. (2025) further developed. The findings of this research support the Human Capital Theory presented by Bihari and Pattanaik (2024) which stresses the need for live streamers and gamers to continuously enhance their technical skills, communication skills and strategic thinking to remain competitive and economically productive. Benn (2025) observed that digital content creation has become a major employment sector.
The literature review and the findings indicate the socio-cultural and institutional nature of e-sports in India, which means the e-sports sector, is gaining legitimacy and mainstream acceptance. The formal recognition of E-sports by inclusion in the Asian Games in 2022 has legitimized the sector significantly and has boosted institutional support inspired by Oye et al. (2025). The results of research support this as the victory has now been acknowledged by the government and the implementation of policies has started to formalize e-sports as a sport and a competitive game in India. Kang and Kim (2023) find that digital advertising; sponsorships and influencer marketing strategies have increased consumer engagement, and may expand the cultural scope of e-sports. The findings are consistent with the logic in the literature that brand sponsorships, partnerships, and advertising revenues enhanced the professionalism of e-sports tournaments and their exposure to audiences.
The literature and the results of this study have pointed out that COVID-19 is an important socio-cultural factor that has accelerated the development and growth of e-sports. The increase in the internet access during the pandemic has led to an increase in the usage of mobile games and online streaming and these effects seem to have included a boom in the popularity of e-sports in India especially when people were confined to their homes and could not move much (Onyema et al., 2024). Mahajan et al. (2024) also point out that streaming services have empowered players to build fan bases and monetize their content, a conclusion supported by the findings that influencers and streamers have changed the e-sports scene by creating strategic content that has increased audiences and improved the cultural footprint of the industry in India. The literature also supports the findings of Chhangani and Shrivastava (2024) that the issue of e doping in India has not yet been clearly defined and needs proper governance systems as it still exists in the competitive gaming environment in India. Similarly, Banerjee (2025) highlights in the literature that India unlike the United States does not have a specific IP rights law for e-sports resulting in regulatory uncertainties which is also reflected in the results that finds that there are still legal and governance grey areas that are preventing the growth of industry sustainably.
Psychological/societal barriers are also seen as significant barriers both in the literature and in the findings. Chronic problems with professional gamers are the effects of regular gaming on the education, health and social life of youth and psychological stress, financial security and the lack of employment security as told by Cheng et al. (2023). Ahmadi et al. (2025). The results are consistent with this as it shows that high competition and performance expectation are the key challenges faced by e-sports professionals in India. The importance of gender equality is also a regular issue across both dimensions. Bali (2023) points out that women in India’s e-sports can be the victims of harassment and stereotyping in a male dominated space where there is inadequate protection for women, and the literature obtained supports this in identifying barriers of cultural safety issues and gender inequality as points in reducing opportunities for inclusive participation. Moreover, Owen et al. (2025) point to legal, cultural, and institutional obstacles that hinder women from having opportunities, whereas Wibowo and Lililacs (2022) have a more optimistic outlook by stating that the public’s responses to women’s accomplishments as e-sports celebrities had shown an increase in the positive communities, thus indicating a gradual culture change but still far from complete.
[bookmark: _Toc231338224]5.3 Discussion on the sufficing of literature research through the findings and research objectives
[bookmark: _heading=h.o4zszvcf1d9s]The current literature on e-sports offers a wealth of knowledge on the socio-cultural aspects, technological and economic underpinnings to the industry; mainly developed in the like of China, South Korea, and Finland. Some important researches, however, have surfaced in the existing literature and in the thematic analysis inducted by this research; which at best of its efforts have attempted to bridge them, by relating its four major research tasks.
The initial research is the lack of study pertaining to the detail economic contribution of e-sports in the Indian market. Sampath (2023) states that the penetration of e-sports in Indian society and economics is under-researched and even though the popularity of e-sports has been assessed, its detailed account of its economic impact in India is underdeveloped. The first and second research goals which were to, "Know the growth of e-sports in India and the number of gamers, the increase in the number of players, the increase in the number of tournament" and "Know how e-sports is generating economic value in terms of revenue and investment in the Indian e-sports market" are directly associated with this study.
The thematic analysis results for Theme 1 and Theme 2 have, as a whole, taken up this issue. Theme 1 has set that in India technological improvement, mobile gaming, streaming platforms, and the young and tech-savvy generation have been contributing to the quick development of e-sports. Considering the content material of Chen (2021), Murathan and Atay (2025), Kollmannsberger (2024), and Formosa et al. (2022) confirmed the results that India is one of the fastest growing gaming markets in the world and tournament activity is also rising. The viewership of gaming content has been confirmed through the platform of YouTube and Twitch stated by Saastamoinen and Röynä (2024). The literature section also reviews the study in the literature where Manwani et al. (2026) discusses the incredible journey of Indian e-sports industry and Oye et al. (2025) discusses e-sports as a changing socio-economic landscape in terms of advancement of digital technology. Combined, these findings adequately satisfies the first research data by delivering a comprehensive analysis of the growth journeys of e-sports in India from these dimensions of gamers, tournament and views.
The second theme of the thematic analysis also added to the economic contribution gap, looking about the role of digital advertising, content creation, sponsorship, taxation, and various forms of revenue generation, these also resulted in a significant contribution towards economic growth in India. Consistent with Kollmannsberger (2024), Sağlam and Karanfiloğlu (2022), Sampath (2023), Ahmed (2023), and Dašić (2025), the findings indicated that the potential economic value of e-sports is huge due to sponsorship investments, foreign direct investment from companies abroad like Riot Games or Tencent as stated by Zhou (2024), advertising income and tax contributions, such as Goods and Services Tax. The literature review also supported this by looking at the work of Lai et al., (2024) and their research into e-sports events and the economic spillover on infrastructure and business growth, and Murathan and Atay (2025) who stated that the main economic drivers are the increase in investments and the number of viewers. Thematic findings directly respond to the identified research by Sanjaya et al., (2023) that there is a need for more investment to support and generate revenue in the Indian e-sport market.
A second research is the lack of consensus on employment generation and job sustainability in the Indian e-sports industry, such as analyzing gamers, developers, event managers, and content creators' career prospects and income sustainability and their potential long-term viability. This is in line with the third research goal aimed at understanding the employment opportunities in the e-sports industry; both as a professional player, game developer, and analyst and in creating content.
From an employment-oriented standpoint, Theme 2 used a broad trawl of literature which was inclusive, relying on Frewen et al., (2022), who assert that professional players are the most visible segment of employment. Morris et al., (2025), who note job roles such as e-sports organisers, referees, broadcasters and e-sports editors; and Benn (2025) a ground-breaking study which identifies digital content creation as a primary sector of employment in the practice of e-sports. The results validated that e-sports industry was creating a varied employment opportunity in these categories in India with an increase in the investment of the Indian companies in the industry and the expansion of the e-sports platform. Literature like Human Capital Theory cited by Bihari and Pattanaik (2024) further supported this, pointing out the need for continuous time investment for the development of proper technical skills, communication and strategic thinking to keep professional gamers competitive and financially productive. Navarro-Lucena et al. (2024) also attributed similar importance to branding and audience engagement skills for streamers, and coding knowledge and technical expertise for game developers, the latter being a key for maintaining the employment ecosystem. Literature engaging with Ahmadi et al. (2025), Bihari, and Pattanaik (2024) also filled this and their identification of psychological stress, lack of financial stability and lack of job security as the chief constraints for achieving sustainability of jobs in Indian e-sports.
Third, there is little exploration of the difference between the development of e-sports in rural areas and e-sports in the urban context, and there has been no research on the impact of Government policies and Regulatory Framework on Indian e-sports industry. This study corresponds to the fourth objective of the study to investigate how electronic sport being recognized as an all sport activity and sponsors, internet penetration and mobile games adoption will be helpful in driving popularity for e-sports in India.These two themes – Theme 3 and 4 – were used to explore this study most directly. Oye et al. (2025) and Onyema et al. The findings of Theme 3, which stated that socio-cultural and institutional factors and Covid-19 pandemic affected the growth of e-sports in India, were further elaborated by (2024), highlighting the formalization of e-sports through its inclusion in Asian Games 2022 and the use of affordable smartphones and improved internet connectivity allowed more people to participate in e-sports respectively. The findings supported the idea that government recognition and policy implementation have started to formalize the world of gaming in India whereas Kang and Kim (2023) and Mahajan et al. (2024) confirmed the influence of sponsorships, influencer marketing and streaming platforms has deepened the cultural influence and popularity of the sector. The direct question of the Indian market is that there is no such discussion on how e-sports interested government recognition and sponsorship in the market.
Theme 4 focused on bridging the gap between the rural and the urban by reviewing the infrastructural, psychological and regulatory challenges Indian Esport is facing. The findings corroborated those of Owen et al. (2025), Chhangani and Shrivastava (2024), Banerjee (2025), Sindakis and Showkat (2024), and Bihari and Pattanaik (2023), that despite having internet connectivity, high speed internet and better access to advanced gaming devices, urban areas as compared to rural areas remain vastly outpaced when it comes to the competitive gaming opportunity. This was supplemented by literature review done using Bali (2023) which emphasizes on the issues related to women in the Indian e-sports ecosystem and Sampath (203) with its challenges of a lack of regulation to e-sports as the root cause to inequitable industry expansion. Though diverse, all these results collectively address the missing element around rural-urban divides and gaps in regulatory provisions: a comprehensive sense of how infrastructure, access to the Internet, and levels of cultural integration vary between regions of India.
To conclude, the thematic analysis results and literature search have been mapped against each other for all four-research questions and created a comprehensive overview on the existing research. The gap in the areas of economic contribution and employment generation are adequately addressed under Theme 1 and Theme 2, respectively, and the more under-researched aspects of rural-urban disparities, government policy impact and regulatory issues are covered by Theme 3 and Theme 4, respectively. The inclusion of the works of Manwani et al. (2026), Oye et al. (2025), Sampath (2023), Banerjee (2025) and Bihari and Pattanaik (2023) with the thematic findings collectively, makes this study broader, more contextually relevant and empirically grounded to present a picture of both positive and negative impacts of the rise of e-sports as a transformative industry in India. 
[bookmark: _Toc231338225]5.4 Summary
The discussion has concluded by highlighting that India's e-sports journey is at a pivotal moment brimming with opportunity and challenge. It has been found that thematic findings also corroborate with existing literature, showing technological development, corporate investment and institutional recognition have led to unprecedented growth in the sector, however there remain a number of limitations that are critical to sustainable, inclusive development such as regulatory uncertainty and ambiguity, gender disparities, urban-rural disconnects and psychological pressures. Targeted policy intervention, robust infrastructure investment and inclusive governance frameworks continue to be important solutions to overcome these challenges. The focus finally bolsters the view that e-sports has transformative potential as a contributor to the Indian development landscape in the spheres of economic growth and employment generation as well as cultural engagement.
[bookmark: _heading=h.n5l116qiqxb9]

[bookmark: _Toc231338226]Chapter 6: Conclusion and recommendations
[bookmark: _Toc231338227]6.1 Conclusion
The revenue structure, social-cultural aspects of gaming and its future dynamics for the Indian e-sports industry have been extensively analysed. It has been revealed through the research that E-Sports has not only turned into a formal and regulated industry but also has an economic value as well in India. Indian e-sports industry is a new industry that has gained widespread popularity among the masses, millennials and technology enthusiasts, as well as investors and audience due to technological advancements, the widespread adoption of smartphones, and the accessibility of the Internet and the rise of streaming companies. Emerging as one of the most potential e-sports marketplaces in the world, the rising arrival of to a younger, tech-savvy population has even further arranged the industry's surge.
The study has also demonstrated, however, that despite this development, there still exist some areas needing special attention such as infrastructural gaps, regulatory uncertainty, gender inequalities, psychological barriers, as well as a marked digital divide between the urban and the rural. Further obstacles to sustainable development of the industry are the absence of a comprehensive regulatory framework, lack of a dedicated law on IPR and unclear governance levels with respect to e doping. Nevertheless, with international recognition and growing corporate investment in the industry, along with the government's call to action and many other signals, the e-sports in India has a bright future ahead of it in the end as the sector is formalized. In summary, the research finds that, despite the dearth of official data on the Indian e-sports industry, it has the potential to be a transformative sector if supported institutionally, through inclusive policies and strategic investments, to drive Pakistan’s economic growth, employment and cultural progress.
[bookmark: _Toc231338228]6.2 Linking with the objectives
The first objective had a primary aim of studying the impact of technological development and digital infrastructure on the rise of e-sports in India. This objective has been realized through the findings and discussion, which revealed that the proliferation of smartphones, the 5G technology, and streaming platforms such as YouTube have been central to the proliferation of e-sports in India. The objective investigated several relevant literature that gave significant theoretical and empirical foundations to grasp the effects technology had on the growth of the industry and the urban-rural divide in accessing it.
The second objective aimed to explore the impact of the Indian e-sports industry in terms of economic contributions and employment. The study successfully proved e-sports can bring meaningful impacts in the economy of a country with the revenue of sponsorships, advertisements, tax necessary for gaming sessions and foreign direct investment as well as other benefits and provides a range of job opportunities from professional players to content creation and event management.
The third objective was to gain the insights about the socio-cultural and institutional factors that are influencing the growth of e-sports in India and the pandemic COVID-19. All demonstrated how institutional acceptance, culture of influencers and digital interactions during the pandemic have contributed to the mainstreaming of e-sports in India.
The fourth objective was to form a list of the major problems related to e-sports development in India. Through findings that align with banned literature the study comprehensively highlighted several regulatory gaps, gender inequality, psychological barriers, and infrastructural deficiencies as the most pressing concerns that require immediate attention and taking action.
[bookmark: _Toc231338229]6.3 Recommendations
The study's findings and conclusions provide various recommendations for the policymakers, industry stakeholders, and educational institutions that could bolster the e-sports ecosystem in India.
There is a need for imbuing a comprehensive and specific Sports Regulatory Framework for E-sport for players which includes the definition of Tournament Organisation, Taxation Structures, Player Contracts and Guidelines for Investments. Indeed, one of the big challenges to sustainable industry growth is regulatory uncertainty as pointed out by Owen et al. (2025) and Banerjee (2025) and the provision of stable conditions by clear legislation would foster long-term industry growth.
Second, it is necessary to invest in digital infrastructure selectively in rural and semi-rural areas. Urbana-rural divide as cited by Sindakis and Showkat (2024), Bihari, and Pattanaik (2023) plays a big role in limiting the equitable participation. Connecting underserved regions through cooperation between government and private sector would go a long way to ensuring a more inclusive and broad e-sports market that is accessible to all regions and where devices for play are cheaper.
Third, educational institutions and e-sports organizations need to collaborate on forming professional training academies, coaching programs and career pathways for those looking to pursue a career as an e-sports athlete. The e-sports workforce will reap many benefits in terms of productivity and sustainability through skills development for India (Bihari and Pattanaik, 2024) as per the Human Capital Theory.
Fourthly, there is a need to push for gender equality policies and improve gender inclusion and safety in e-sport contexts. Bali (2023) and Owen et al. point out the lack of gender inclusivity in the law, stereotyping and harassment. (2025) and specific anti-harassment policies and legal reforms would assist women's participation.
Fifth, there needs to be a closer ties-in with the professional e-sports landscape so that much like playing ability, academic and mental health support systems will be in place. Providing players with professional counselling possibly stress management resources and welfare programmes would help mitigate some of the psychological issues identified by Cheng et al. 2023 and Ahmadi et al. 2025 to help create a healthier and more sustainable competitive environment.
[bookmark: _Toc231338230]6.4 Research limitations
The research is subject to some limitations that could potentially influence the findings of the study and its generalisability. Research has been used mainly in qualitative form and largely secondary in nature, meaning that there is a limitation in terms of primary evidence to substantiate the results. Lack of primary data collection, as mentioned in various of the reviewed studies reduces the extent to which the conclusions made can be contextualised. Further, geographical context of some of the studies considered in the markets of China, South Korea, and Finland etc. renders their very limited applicability in the Indian context. This is a chameleon sector as the world of e-sports moves so quickly, this could be the case, and the research will need to be kept up to date with the rapidly developing industry.
[bookmark: _Toc231338231]6.5 Future scope
The future implication should focus on primary empirical study which would require a survey and interviews with the key stakeholders of the Indian E-Sports market such as professional players, investors, analysts, industry stakeholders and policy makers to provide insightful and contextually relevant and generalizable information. The studies which would investigate the economic and employment longevity of the growth of e-sports in India in the long term would fill such sustainability gaps raised by Manwani et al. (2026). Furthermore, there is a need for further future research focusing on the gendered experiences of participation in e-sports, and also thinking about how inclusive policies can be put in practice in the sport, based on the work of Bali (2023) and Owen et al. (2025). Conducting comparative analyses of India and well-developed e-sports markets like South Korea or China could also shed more light on the structural and institutional adjustments that need to be made to boost India's global competitive edge in the e-sports sector, as mentioned by Zhou (2024).


[bookmark: _Toc231338232]7. Reflection
To conclude this research on the e-sports industry in India, the structured and meaningful framework of Kolb's Experiential Learning Cycle is used to look back at the cycle of learning that we just followed. Concrete experience, reflective observation, abstract conceptualisation and active experimentation are the four interconnected phases along this cycle, showing a clear mapping onto different phases of this study.
[image: Four stages of the Kolb's Experiential Learning Cycle. | Download  Scientific Diagram]
[bookmark: _Toc230123375]Figure 7.1: Kolbs reflection cycle
(Source: Manwani et al. (2026)
Concrete Experience
This reflective self-learning started from the students lived experience in dealing with this research topic. When starting the research, I mostly knew the concept of e-sports only from a limited perspective and linked it mostly with gaming as a pastime; as something, that was not a formal economic and cultural phenomenon. I embarked on this study, having realized how complex and deep the Indian e-sports landscape is from an economic perspective, job opportunities, regulatory pitfalls, and socio-cultural value – I felt it was time to do this work. The extensive engagement with the academic literature from Murathan and Atay (2025), Manwani et al. (2026), and Bihari and Pattanaik (2023) were a learning experience for me that was rich and immersive, with a dramatic shift in my early assumptions about the industry. This synthesis of varied viewpoints in themes of technology, economics, culture and governance was intellectually challenging but highly rewarding, providing me with a concrete ground for learning; into which themes and concepts I was experiencing experientially.
Reflective Observation
This experience has given me the opportunity to understand the huge divide between perceptions and reality of e-sports concerning its economic and social impact, especially in the developing markets like India. I noticed that a lot of research was done on the context of developed markets like South Korea and China and hardly addressed India. This observation is a reminder of the significance and applicability of the present study. I also considered that the research methodology has some limitations, such as using secondary qualitative data, which limited the depth of empirical data collected from the primary source. As I thought about this reflection, I realised that it was very important to consider the choices of the research design and their impact on comprehensiveness and generalisability of the findings.
Abstract Conceptualisation
From this deliberation, I gained insight into theory and factors that might drive the e-sports industry's future in India. In the e-sports industry, as part of the Human Capital Theory, I conceptualized the relationship between skill development, productivity and long-term sustainability of a career. I also gained a deeper understanding of the interdependencies of technology, institution, economic and socio-cultural factors on influencing industry trajectories. This theoretical background was not only applicable to e-sports, but gave me much more conceptual resources to analyse new industries and their context within developing markets, especially as it relates to the regulating frameworks, digital infrastructures, and inclusive growth elements.
Active Experimentation
The last phase of Kolb's learning cycle is when learners transfer what they have learned to new situations. This research experience has helped me build my analytical, critical thinking and academic writing skills which I plan to use in my future endeavours as a professional and an academic. Let me tell you that I now understand the need to be sensitive to research gaps and to fill this gap with context and empiricism. Going forward, I aim to bring in other Primary Research tools like surveys and interviews with stakeholders from the industry for deeper and more context-driven information related to emerging industries like e-sports in the Indian market.
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What is esports?

Short for 'electronic sports',
esports refers to competitive
video game playing. They can be
organized competitions between
individual video game players or
teams of video gamers.





image5.png
CAREERS IN ESPORTS

ARTIFICIAL SOFTWARE
INTELLIGENCE & PRODUCT

- Gen-Al Programmer - Game Developer
- Data Scientist - Product Manager

HARDWARE CYBER
‘:'E &IT SECURITY

[ — + Network Engineer + Security Analyst
+ IT Technician + Penetration Tester

MEDIA ARTS MARKETING
& DESIGN &PR

- Shoutcaster - Brand Manager
- Graphic Designer - Marketing Director

OPERATIONS & - EVENT

MANAGEMENT PRODUCTION
- Data Analyst - Production Manager
- HR Director - A/V Technician

HEALTH BUSINESS
SCIENCES & FINANCE

- Physical Therapist - Growth Strategist
+ Exercise Physiologist - Treasurer

TURN YOUR GAMERS INTO MAKERS




image6.png
Concrete Experience

the learner actively

experiments with a concept

Active Experimentation
the learner applies the
model to a new experiment

Feeling

Buiyoyep

N/

Thinking
bstract Conceptualizatiol

the learner attempts to

generalize a model of what is
experienced

Reflective Observation

the learner consciously reflects
back on that experience





image1.png
Prifysgol Cymru
Y Drindod Dewi Sant

University of Wales
Trinity Saint David





