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Abstract
Esports is often a topic which doesn’t receive much praise apart from the people who are interested in the topic it is pushed under the rug by people who don’t see the point in playing video games and therefore don’t see how professional esports athletes are similar to regular athletes, yet they will go home and watch 11 men kick a ball about for 90 minutes each week. Prior research showed that esports has been on the rise since the 90’s with funded tournament from this mid 2000’s and with it growing each year and showing no signs of stopping. The study aimed to examine and analyse the general publics view on what they believe esports needs to accomplish to be recognised and perceived on the same level as “traditional” sports. This study also investigated whether or not lack of representation in sports and sports was a barrier to people wanting to have a career in the area. The study also looked at the effects gambling has on esports and sports as well as briefly looked at the effect the covid 19 pandemic had on esports and sports. The literature review revealed that the main viewers of esports were found to have been found active gamers seeking to improve their skills by watching and learning from their favourite players. The rise of the streaming platform Twitch enabled viewers to watch their favourite players outside major tournaments this allows them to interact with their fans and show them their gameplay as well as explain the mechanics behind the situations they are in. It was also revealed that the French government officially recognises esports as a national sport and expressed heavy interest in potentially adding esports to the 2024 Olympics games which are due to be held in France. A questionnaire was posted online and gathered 25 participants of which 15 were Male and 10 were Female. Results were analysed using google sheets due to the fact that you can export results from google forms into sheets. The main limitations of this topic were regarding the number of participants that completed the questionnaire as only 25% of the intended amount was met. The researcher decided that this was going to be more than likely due to  this topic being aimed at the younger generation the older generation is most likely going to not complete the survey if they scrolled past unless the topic piques their interest. Recommendations suggest that the main reason as to why esports aren’t viewed the same is that there needs to be more awareness of what esports as well as that they need to be as entertaining and skilled as “traditional” sports. 40% of women who responded believed that lack of representation is a major barrier to those wishing to pursue a career in the sector, and that 40% of women who feel a lack of representation is a barrier said they have been harassed online because of their gender. Therefore esports needs to focus on becoming a more welcoming community and push out any of the toxic environments which women are turned off by in order to attract more people . 
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[bookmark: _Toc103297655]Chapter 1 – Introduction
[bookmark: _Toc103297656]1.1 Introduction
This chapter aims to provide a background and rationale for the research that is going to take place. It will explain the aim and objectives of this research, along with its description and structure as well as anything necessary. 

This dissertation aims to examine and provide an answer as “What people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 Pandemic have on esports as a whole”.  The shortened term ‘esports’ (Electronic Sports) will be used quite heavily throughout the study as a shortened term and what the topic is most well-known as to everybody within the sector. 

[bookmark: _Toc103297657]1.2 Background
Since the very first event dating back to the 1970’s and developer funded tournaments being introduced from 2010 onwards. Esports has grown increasingly each year. Back in 2017 “ESL” (Electronic Sports League) welcome 173,000 people in person attended the event and the surround festivals over 2 weekends and over 46 million unique online users to watch people complete at the Spodek arena in Katowice, Poland which was a 30% increase on the previous year (ESL, 2017). 

Similarly on the sporting side Footballs most recent large scale sporting event was the euro 2020 final between England and Italy in which around 62,000 fans travelled to watch the clash between the 2 teams and around 31 million viewers watching either on their T.V or online. (UEFA, 2021). 

With audience members and online viewers being in the millions and showing no signs of stopping. This bring about the question that is going to be researched for this research project which is “What do Esports need to accomplish to be recognized as being on the same level as sports when compared to traditional sports as viewed by society”.  

[bookmark: _Toc103297658]1.3 Aim And Objectives
[bookmark: _Toc103297659]1.3.1 Primary Research Aim
To research what people think esports needs to accomplish to become recognised and accepted compared to “traditional sports” also looking at what effects gambling and the COVID-19 pandemic have on esports as a whole with a focus on football as the traditional sport. 

[bookmark: _Toc103297660]1.3.2 Objectives
Objective 1
Critically Analyze to what extent gender and age have on whether people are going to consider watching esports over regular sports due to possible lack of representation in their chosen sport/ esport in a heavily male dominated environment. 

Objective 2
Analyze the effect gambling has on esports and the presence in sports in general with a focus on the presence it plays in both esports and sports with a focus on football as the main sport.

Objective 3
Analyze the effect the COVID-19 Pandemic had on esports and the issues that arose from the online era as well as the effect no fans in stadiums had on sports.  

[bookmark: _Toc103297661]1.4 Research Structure
This study will consist of five chapters in order for the dissertation to achieve all of its previously mentioned objectives. The first chapter is an introduction, the second is a literature review, the third is methodologies and methodology, the fourth is responsible for data collection, and the fifth is conclusion and recommendations.

Chapter one will have provided the aims and background of this research as well as identifying the primary aim of this research as well as what the objectives are going to be and also outlines why the research is taking place. 

Chapter two will be an in-depth literature review to pre-establish any prior information of the topic as well as highlighting in depth the reasoning behind the aims this chapter will also provide the gap in the research that the researcher is intending to fill. 

Chapter three will complete the research of the study aspect by identifying a suitable research method in the form of a questionnaire as well as justifying every aspect of the research should anyone need to question any of it as well as providing a research onion analysis which shows where the research fits in study wise. 

Chapter 4 will analyse the primary data that was collected in chapter 3 and discuss anything that was found as a result of the research section. The data will be analysed using google sheets which provides a spreadsheet for all answers to be and also for it to be easy to organise. 

Chapter 5 will be the conclusion section and will close off any research as well as discussing the main finding, recommendations as to what should be done next as well as any limitations of the research and there will also a further research section which will briefly cover what should happen next.

[bookmark: _Toc103297662]1.5 Conclusion
Chapter one provided the aim and background of this research as well as identifying the primary aim of this research as well as what the objectives are going to be and also outlines why the research is taking place. The following chapter will be an in-depth literature review of the topic as well as highlighting in depth the reasoning behind the aims. 


[bookmark: _Toc103297663]Chapter 2 – Literature Review
[bookmark: _Toc103297664]2.1.Introduction 
The main focus of this chapter is to analyse and evaluate the previously done literature available surrounding the main aims and objectives of this dissertation which is  “To research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 Pandemic have on esports as a whole”.

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

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

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


[bookmark: _Toc103297665]2.2 Conceptual Framework
Regarding the aims and research question that is being tackled back in chapter 1 this section of chapter 2 is going to focus on what framework will be used when analysing the current situation esports is in the main theories that are going to be focused upon are Stuart Hall’s “Audience response theory” (Hall, 2001) and Elton Mayo’s “Human Relation Theory” (Mayo, 2003) as it has been shown they are the most beneficial when analysis the audience’s impact on decision making also how the structures is formed as well as understand why people play the same game over and over for many years straight.

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

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


[bookmark: _Toc103297666]2.3 Surrounding Literature 
Electronic sports, often known as esports, are described as "a type of sport or activity in which people exercise their mental or physical talents via the use of information and communication technology" (Wagner, 2007). While no definition of esports has been established, as the industry grew larger and drew more attention, the bigger picture became clear, and there was no doubt a link between esports and traditional sports such as competitive leagues, live broadcasts, and a global following (Funk et al, 2018). It should also be noted that esports can take place independently or as part of a team with as many as 6 players involved, including on a casual level at local tournaments. 

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

Similar to how Sky Sports has the rights to every formula 1 race from 2019-2024 (Sky Sports ,2016). Esports has a comparable distribution as traditional sports. It was also disclosed that in 2020, YouTube purchased the rights to act as the broadcaster for all Activision Blizzard esports events in a three-year exclusive deal worth $160 million, which includes the Overwatch, Hearthstone and Call Of Duty pro scenes replacing the previous broadcaster of twitch  (Stern, 2020). This is just 3 competitions that takes places every year where teams compete against each other further pushing the idea that  there are parallels between esports and traditional sports (Wolf, 2018). The French government has also formally recognised esports as a national sport and has voiced strong interest in potentially include esports in the 2024 Olympics, which will be held in France (BBC News ,2018). 

Gambling is prevalent almost everywhere we go from the national lottery which is held every week in which around 70% of the UK's over 18s take part in which is close to 45 million people to being able to bet on nearing every sporting event (The National Lottery, 2022) and video games are no different just because they named differently they purpose is the same. Loot boxes are video game consumables that can be purchased with real money and offer players with a randomly selected reward of unknown value. Players have no means of knowing exactly what they'll get in exchange for their money when they pay it. 

Loot boxes were identified in 58.0% of the top Google Play games, 59.0% of the top iPhone games, and 36.0% of the top Steam titles, according to an examination of the top 100 games from both the Google Play and Apple App stores, as well as the top 50 most-played games on Steam. 93.1% of Android games with loot boxes and 94.9 percent of iPhone games with loot boxes were rated acceptable for children aged 12 and higher. Only 38.8 percent of desktop games containing loot boxes were made available to children, indicating that age ratings were slightly more conservative in evaluating whether loot boxes are available in games that children are permitted to play if they are launched on PC (Zendle et al, 2020).

Just like when esports moved to online as result of the Covid-19 Pandemic, Sports also had to stop for a while whilst people worked out a solution to bring them back to T.V. One example being a lot of sports leagues including rugby and footballs were paused and a lot of the athletes ceased heavy training whilst a solution was found (The Guardian, 2020). These events were later held in sports bubbles where players had to have negative covid test on the day of the match these took place without a live audience. 

Given the sport industry's significant position in society and its symbolic importance in relation to health, hope, and joy, the suspension of sporting events and limits on physical activity and live spectators has sparked heated debate. Simply said, people's participation in sports may have a significant impact on their well-being, which is especially vital amid a global crisis that much of the globe hasn't seen in a long time.  It should also be mentioned that by 2020, 50 Overwatch League players had dropped out, citing the league's stress and mental health difficulties (Castello, 2020).




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

Of the original 100 players that were selected for the Overwatch Leagues first season none of them were female. Many event analysts observed the absence of Kim "Geguri" Se-Yeon, a female teenager from South Korea who was recognised for being one of the most talented players on the Overwatch  Zarya (Carpenter, 2018). During the press day of the event multiple teams had acknowledged that they had considered signing her but decided against it due to it potentially being viewed as a publicity stunt and the nature of it would shadow her career and potentially attract unwanted negative attention (Grayson, 2018). She did eventually get signed by the Shanghai Dragons a well-known Chinese team during the mid-season transfer window and the Overwatch League commissioner Nate Nanzer stated that she has inspired "millions of females" all around the world, and Nate was named one of Forbes' 40 under 40 in 2018 as a result of the Overwatch League's popularity. (Forbes, 2018).  

[bookmark: _Toc103297667]2.4 Conclusion 
According to the study conducted as part of the literature review, the primary viewers of esports were found to be active gamers looking to better their gameplay abilities and performance by watching others play and learning from their favourite players (Jang et al, 2020). With the ever-increasing popularity of streaming games to people using sites such as Twitch and YouTube which enable viewers to watch their favourite players outside major tournaments this allows them to interact with their fans whilst also showing them their gameplay explain the mechanics behind the situations they are in which is something they have that sports player cannot do live as they can only watch replays and analysing them esports players can do it live. The literature review also indicated that the French government officially recognises esports as a national sport and has expressed strong interest in potentially including esports in the 2024 Olympics, which will be held in France. (BBC News , 2018).  

The prior research done on the topic also revealed that gambling is prevalent almost everywhere we go, and video games are no different just because they are named differently their purpose is still the same which is to take your money. Loot boxes are video game consumables that can be purchased, and people have no means of knowing  whether they are going to get  a common item or a legendary item in exchange for their money when they pay it also that children are allowed to play these games with loot boxes inside them although only 38% of games aim towards kids have them. 

The dissertation aims to provide more light into what goes into people’s mind when choosing traditional sports over regular sports when the number for esports are rising and showing no signs of stopping.

The following chapter will identify the suitable research methodologies and methodology to solve the concerns indicated by this chapter's literature evaluation. 


[bookmark: _Toc103297668]Chapter 3 - Methodology 
This study is based upon the experience of the public and what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looks at what effects gambling and the COVID-19 pandemic have on esports as a whole as well as the effect on traditional sports. Primary information will be collected via online questionnaires which will be sent out and responded to by people around the world as the chosen topic at hand isn’t based in a singular area but worldwide. The rest of the information will be collected from online sources such as databases and news articles as collecting information solely based in Swansea wouldn’t provide a large enough audience to reliably draw any conclusions and make repeating it for different people rather difficult.

[bookmark: _Toc103297669]3.1.Selection Of Research Methods 
When deciding on what method was best suited to conduct the study, various methods were considered with comparisons based on these positives and negatives and eventually decided on questionnaires as the main form of primary research due to the nature of the study and it is worldwide not based in a singular city questionnaire allowed the study to be conducted worldwide enabling participants from around the world with little to no issues other than language barriers (Johnson et al, 2000). Most information gathered can be split into 2 diverse types: “Quantitative” and “Qualitative”. Quantitative data is non-numerical information such as interviews, diaries, replies to open-ended questions, sound files, and pictures are just some examples of qualitative data (Taylor et al, 2005). The act of acquiring, analysing, and comprehending non-numerical data, such as speech, is known as qualitative research. Qualitative research may be used to discover how a person perceives and understands their social surroundings (Gelo et al, 2008). 

[bookmark: _Toc103297670]3.2 Research Onion
The research onion framework (see appendix section 7. 3 for image) was created by Saunders (Saunders et al, 2007). Which outlines the several components of the research that is taking place that must be considered and addressed to arrive at a decent research methodology.


[bookmark: _Toc103297671]3.2.1 Research Philosophy
As described by Geoff Walsham in 1995 (Walsham,  1995).  	The effect of social and cultural factors on an individual is referred to as interpretivism. This viewpoint focuses on people's thoughts and ideas in the context of their social and economic circumstances. To get a thorough knowledge of the participants and their behaviours, beliefs, and intentions, the interpretative research theory encourages the researcher to take a more active role in the inquiry.. This study falls under Interpretivism since it is based on gathering people’s answers from a questionnaire and using them to draw a conclusion based on what is found.
 
[bookmark: _Toc103297672]3.2.2 Research Approaches 
This study will be using an inductive approach as according to David Thomas (Thomas, 2006). When there is really little knowledge about a topic, an inductive research strategy is applied, which means that any information acquired can be translated into ideas based on what has been discovered as a result of the study. Another reason inductive will be used is that since Esports are still a new topic there are only limited amounts of information out there and a lot of that information is related to the video games themselves rather than the tournaments they are a part of. The public's responses will be analysed, and a result will be decided based on the findings. Furthermore, because the theories will be founded on the findings, there will be no hypothesis during the first phases, as any deductions will have to wait until the end of the study owing to the nature of the research.

[bookmark: _Toc103297673]3.2.3 Research Strategies
There are a lot of different methods and techniques that can be used when gathering data and all of them have their advantages and disadvantages such as interviews allow you to build up a rapport with your participants and allows more clarity on certain answers they give ensuring you receive the correct answers for what you asked them. Questionnaires on the other hand allow you to reach a wider audience enabling a lot more participants in your study but you can’t discuss any issues that arise within questions due to participants realistically being from anywhere (Granello et al, 2004). 

When conducing this study surveys and questionnaire were decided on as the best option of data collection as esports is a very worldwide based topic and having participants from round the world would make the research more dependable and valid instead of just a single area in one country. The survey was built using Google Forms and distributed across social media platforms such as WhatsApp, Facebook, Discord, and Reddit. The questionnaires remained confidential and anonymous which enabled participants to not feel restricted by any of the answers that they provided and also allowed anyone with access to an electronic device the ability to participate in the study making the results more consistent and iron out any inconsistencies (De Leeuw, 2005). 

[bookmark: _Toc103297674]3.2.4 Choice
The primary strategy for this study will be a single-method questionnaire and survey-based investigation. (Bell et al, 2018) Says in their first-time guide for researchers that you should use a variety of different collection method if possible to obtain the best results as the country is still coming out of the COVID-19 pandemic and a lot of people are still wary off the virus the researcher decided that it would be best to conduct online questionnaire where there wasn’t any contact between people that could put anyone at risk. Due to the previous statement about the restrictions of the research the researcher decided on only using qualitive based data as the questionnaire that was sent out and the type of topic that was being researched lead to a lot of open-ended questions and people giving them opinions on topics and then making conclusions based upon the information given (Punch, 2013). By only using qualitive data although the research is restricting themselves by only using one type of data this allows the data to be analysed in more depth resulting in more consistent conclusion, more reliable data and more precisely related to the topic. Since there is only one data set there was limitations as you can’t verify the results being given against the participants. Another issue was that qualitive research requires a lot of thought into each question as a lot of it is based upon opinion and judgement numbers and results this also makes them quite hard to replicate (Silverman, 2015). 


[bookmark: _Toc103297675]3.2.5 Time Horizon 
As the period for this study is around 6 months the researcher best decided that the most useful time horizon would be cross section where a certain section in time gets analysed. According to (Munn et al, 1990) Questionnaires are best used when doing research over a brief period of time which means as the study is taking place over 6 months cross sectional would be the correct time horizon.  

[bookmark: _Toc103297676]3.2.6. Data Collection Methods
[bookmark: _Toc103297677]3.2.6.1 Data Collection
This study will be primary research based which means collecting data based on a pre-set question which was decided prior to the study. The primary research in this study will be obtained via questionnaire and will be distributed to the general public. According to Ghauri, the downsides of questionnaires include their time commitment and lack of access to the essential resources. This study has direct public access and adequate time to conduct a cross-sectional study (Ghauri et al, 2020). 

[bookmark: _Toc103297678]3.2.6.2 Questionnaire Design + Why Each Question Was Chosen 
A lot of consideration is needed when designing a questionairre such as how many of each type of questions are needed and what types of questions they are going to be. E.g., Closed, Open, Rating. This questionairre used closed questions with a few opened ended questions intended of giving recipients a chance to comment using their own opinion (Siniscalco et al, 2005). The researcher chose to use question types because they give the best responses to the questions asked and allow the researcher to analyse the data. The researcher kept the closed questions to only “Yes” or “No” options as having the 3rd option of maybe would make the research not analysable due to it becoming a median. 

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


Questionnaire 
Introduction
This was presented to the participants to inform them of the why the study is taking place and what the objective of the study is and also explains why the email is needed (See appendix 7.1 for full questionnaire). 

Question 1
This question notifies the participant that all data obtained from this questionnaire is private and anonymous, and they agree to the data being used as part of the researcher's dissertation study.

Question 2
This question is used to determine the age range of all participants and also helps with analysing the data as previously stated the main age range of Esports watchers is between the ages of 18-25. The other age brackets were determined on where the people would most likely be at in life with the middle bracket being the largest due to it being the most prominent bracket for people with families.  

Question 3
This question is used to determine the gender of the participants and helps with the analysis sections as previously stated Esports is a heavily male dominated environment and knowing the gender of the participants allows the researcher to see what each genders answer were in relation to the topic.

Question 4
This question is used to determine whether or not each participant has ever watched any Esports as since the primary aim is to do with gaging what people think Esports needs to do to become more like traditional sports having one of the 1st questions be about esports helps the researcher establish who actually has prior knowledge of Esports. 



Question 5
This question is used to determine whether or not each participant has ever watched any traditional sports as since the primary aim is to do with understanding what goes through people’s minds when they decide whether or not to watch sports. This helps the researcher establish who actually has prior knowledge of traditional sports. 

Question 6
This question is used to determine how much traditional sports each participant watches and helps the researcher understand how heavy of a fan is the participant.

Question 7
Similar to the previous question this is used to determine how much Esports each participant watches and helps the researcher understand how heavy of a fan is the participant.

Question 8
This question is used to determine how if the participant has gambled if at all as the 2nd aim of the research project is determining how big of a presence and effect gambling has on Esports and traditional sports. 

Question 9 
This question is used to determine why each participant gambles if at all and as previously found out 75% of the UK’s over 18’s gamble this question helps the researcher gain and understanding of the different reason behind why people gamble.

Question 10
This question helps the researcher with the 2nd aim of the study relating to gambling and helps the researcher understand different people’s perspectives on whether or not they think the gambling presence has an effect on the viewer.  



Question 11
This question assists the researcher with the second goal of the study, which is to learn how frequently various people gamble and is valuable during the analysis part when contrasted to whether or not they believe gambling has an influence on the viewer.

Question 12
This question assists the researcher with the third goal of the study, which is to comprehend different people's viewpoints on whether or not having no supporters in stadiums and events affected the outcome of the match.

Question 13
This question is used to determine whether or not anyone has been harassed online as a result of their Gender, Race or Sexuality. This question is used to answer the 2nd half of the 1st  research aim which is to determine whether a lack of representation in their chosen sport/ esport in a heavily male dominated environment affects their decision to pursue a career in the Sport/ Esport.

Question 14
This question is used to determine what the participants reasons are for not choosing to watch sports if they have chosen not to. This question is used to answer the main research aim which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”. 

Question 15
Similar to the previous question this question is used to determine what the participants reasons are for not choosing to watch Esports if they have chosen not to. Just like the last question this question is used to answer the main research aim which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”. 

Question 16
This question is used to determine whether or not lack of representation in Sports/ Esports discourages people from pursuing a career in the sport. This question is used to answer the 2nd half of the 1st  research aim which is to determine whether a lack of representation in their chosen sport/ esport in a heavily male dominated environment affects their decision to pursue a career in the Sport/ Esport. 


Question 17 
The last question is an open-ended question giving the participant the chance to voice their own opinion as to what they believe Esports needs to accomplish to be viewed on the same level as traditional sports. This answers the main research aims of the study which is to research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports”.

[bookmark: _Toc103297679]3.2.6.3 Pilot Study
The pilot study was a preliminary test of the questionnaire designed to influence the real questionnaire by highlighting any issues and changing the wording of any questions that the testers found to be hard to understand (In, 2017). The pilot study also shows the researcher the feasibility and the rough amount of time it would take someone to complete the questionnaire. The pilot research was carried out with the help of five interested volunteers, and a few small adjustments were made to the fluidity of the question as well as some of the replies. 

[bookmark: _Toc103297680]3.2.6.4 Analysis
The data will be analysed in section 4 using the “Human Relation theory” as well as the “audience response theory” to identify findings and complete the research aims as well as the study.

[bookmark: _Toc103297681]3.3 Sample
To have the entire world answer the questionnaire would be completely unreasonable and also very unrealistic. As a result, a smaller sample would be employed to represent the entire population, increasing the study's reliability and validity. This study's target demographic will be the general public, with a little emphasis on gamers due to the prior knowledge of the topic. In order for the research to be considered valid and credible, a sample population of 100 participants was necessary. (Wright , 2005) Says that the number of participants all determines on how much of a margin of error you are willing to have and for a city of 500 if you allow a 10% margin of error you realistically only need 80 people. 

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

[bookmark: _Toc103297682]3.4 Reliability and Validity 
Reliability is when the data that is collected is accurate. Reliability and validity are essential in research as without these the data is useless s the same person could’ve answered the questionairre 100 times but just clicked different answers therefore forging the results (Reliability & Validity, 2018). 

To make the questionnaire reliable and valid the questionnaire required the entering of the participants email to ensure that only 1 person was entering the questionnaire from one device. 

[bookmark: _Toc103297683]3.5 Limitations
The limitations of the questionnaire were the inability to control who answered the questionnaire therefore potentially leading to one sided answer if a lot of older people answered leading to an imbalance of gender and age. Another limitation of the research was the inability to determine whether the answers given by the participants are truthful especially in some of the deeper question such as the ones about gambling habits (Ochieng, P.A., 2009).

[bookmark: _Toc103297684]3.6 Ethical Considerations 
Ethical considerations refer to the moral aspect of the research meaning is your research conducted with moral aspects taking into consideration. Sales says the importance of ethics in research with human participants is to acknowledge social responsibility and also only ask the necessary questions to obtain the information for you research aims (Sales et al, 2000).

This research questionairre was conducted in line with the ethical standards of The University Of Wales Trinity Saint David with prior approval from the research supervisor along with an ethics form completed prior to the start of the research study. Ethical considerations were met through the participants being anonymous, the research only being used for what was stated on the questionairre and the security of the data that was sent. The surveys were completely optional, which means that no one was compelled to fill them out, and all participants were over the age of 18. To prevent abuse, the data was captured and saved on the researcher's password-protected device. Prior to the questionnaire, the ethics form was completed, and the researcher and supervisor perceived no possible harm to anybody who might participate (Gregory, 2003)

[bookmark: _Toc103297685]3.7 Conclusion
This section successfully completes the research aspect of the main study which was “To research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 pandemic have on esports as a whole as well as the effect on traditional sports”. This chapter successfully completed the research aspect by identifying a suitable research method in the form of a questionnaire as well as justifying every aspect of the research should anyone need to question any of it. 

The following chapter will analyse and discuss the data collected in this chapter and discuss anything that was found as a result of research section.

[bookmark: _Toc103297686]Chapter 4 – Data Analysis 
[bookmark: _Toc103297687]4.1 Introduction
The main purpose of this chapter is to analyse and present the questionnaire data. The poll, which included 25 participants, investigated what people consider while deciding whether to watch esports or traditional sports. 

[bookmark: _Toc103297688]4.2 Data Analysis
Data analysis entails analysing, classifying, changing, and gathering together all of the data gathered throughout the research stage in order to make appropriate findings and view helpful information (Brandt et al, 1998). Data analysis is critical for organisations because it allows them to make more informed decisions, cut expenses by recognising trends and patterns, and better target their intended audience The data will be compiled using various charts, mostly bar charts and pie charts, as well as open-ended responses that will be categorised based about what each respondent has expressed (Kosslyn, 1989). The primary analysis method will be to use Google Sheets to sort data by individual replies as well as grouped responses based on answers to specific questions and also it will be used due to the fact that you can export all responses from google forms into Google Sheets and the data will be ready for analysis without anything needing to be done. 

[bookmark: _Toc103297689]4.3 Methods 
The participants who replied to the questionnaires were split into groups depending on their sex and age (Anscombe, 1973). There were no respondents who answered "nonbinary" or "others," this means that all of the data obtained could be evaluated on the basis of gender. All people who participated had to be 18 years old or older to partake and also due to the fact that one of the questions was regarding gambling which cannot be done unless you 18+ in the UK, age groups were ascertained based on data found during the literature review which stated, "The main viewers of esports have been found to be active gamers seeking to improve their gameplay skills and performance by watching others play and learning from their favourite players (Jang et al, 2020)”.


[bookmark: _Toc103297690]4.4 Demographics And Descriptive Statistics
This study recruited 25 participants through an online questionnaire posted on WhatsApp, Facebook, and Discord, a social media platform used by gamers, which assisted in bringing individuals who also had an interest in the subject as well as people who had prior knowledge about the subject, while Facebook and WhatsApp had been used to gain a large sample size for contrast (Gondran et al, 1984).

Of the total 25 respondents, 60% of the participants were male and 40% were female. In terms of age bracket 68% of the participants were between the ages of 18-25, 24% was between the ages of 51-64 and the remaining 10% was 1 participant who was between 26-35 and 1 participant who was between 36-50 . It should also be noted that 60% of the participants had heard of  Esports beforehand and 40% had not whilst 88% of the participants had previously watched sports and only 12% had not.


[bookmark: _Toc103297691]4.5 Questionnaire Results
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[bookmark: _Toc103297692]4.6 Discussion
The research sought to evaluate the general public's perceptions of what esports must do in order to be recognised and acknowledged in comparison to "conventional sports," as well as the impact of gambling and the COVID-19 Pandemic on esports/ sports as a whole.
Among the 16 inquiries that did not contain one requesting participants for permission to use their data for this dissertation. There was a huge range of responses when it came to Males vs Females, most notably during the "Do you watch esports?" question, where 9/10 of the women that responded did not watch esports or had heard of esports before. It was projected that this would happen because it was discovered during the literature analysis that just 5% of women competed at the highest level of video games, allowing the researcher to predict that male participants would have heard about esports whilst most women would not have (Gantz et al,  1991). 

By combining the responses to questions 2 and 4, it is possible to derive that 0% of those over the age of 25 have previously watched esports. One participant commented, "Esports has to become more mainstream, and being on Twitch has a major impact on this”. Twitch is a free livestreaming platform that broadcasts 95% of all esports and is major component of gamers wanted to watch people play their favourite game (Granic et al, 2014). This is likely one of the main reasons why they are perceived differently than conventional sports, as many elderly people aren't as internet knowledgeable as younger generations, and hence 90% of their entertainment comes from television.

It was discovered using open-ended question 17, which questioned individuals, "What do you believe Esports has to do to be considered on the same level as traditional sports?" that the main reasons given by people over the age of 25 who had never watched or heard of esports before, and the most common reasons for them not being viewed the same way, were "More awareness of what sports are to the general public," "More competitors with a global presence," "They need to be as entertaining and skilled as traditional sports," and "Nothing, it's more of a generational issue." Apart from being a "generational issue," (Chen et al, 2011).  The overwhelming opinion was that esports require more advertising to prove that they are equally as skilled as normal sports and, hopefully, attract more attention (Wagner, 2006). 
Following the receipt of participant responses to question 16, it was discovered that 40% of the women who responded believed that lack of representation in esports/sports is a major barrier to those wishing to pursue a career in the sector, while 40% of the overall participants believe that lack of representation is a barrier. It should also be mentioned that 40% of women who feel a lack of representation is a barrier said they have been harassed online because of their gender during question 13. As a consequence, it can be determined that one of the primary reasons why women choose not to pursue jobs is because they view the environment to be toxic or have previously had a poor experience, and because it's a predominantly male dominated field, they are turned off by this and decided against pursuing careers (McLean et al, 2019).  

After looking at the answers provided to question 8 within regards to “Do you gamble” and question 11 which is about “How often you gamble” It can be said that the largest selected answer within regards to each question was 64% of the total participants answered that they had gambled before and around 47% of participants stated that they gamble less than 12 time per year and 13% of the participants said they gambled casually which is around 1-2 times per month (Hing et al, 2013). It should also be noted that 60.9% of people said they gambled due to entertainment. This is not surprising because it can be justified by the previous research during the literature review that stated 70% of the over 18’s in the United Kingdom gambled in national lottery which takes place once per week (Miers, 1996).  

"Do you think the existence of gambling in Sports/Esports has an influence on its viewers?" posed Question 10. This allowed the researcher to collect information for the second aim and given the prevalence of gambling in both sports and esports, it was critical that this be included in the questionnaire. The most common response was yes, with 73.9% of participants believing that gambling has an influence on viewers and only 26.1% believing that it does not (Lamont et al, 2016). This shows that over 2/3rds of the total participants believe that gambling has an effect on the viewer and since it plays such as integral part in esports and sports and is actively shown before matches and via adverts this could lead to addiction and potentially lead to financial problems further down the line and with the literature review finding out that when regarding youngsters aged 12 and up, 93.1 % of Android games had loot boxes and 94.9 % of iPhone games had loot boxes and these games were rated appropriate for children meaning this could become a huge issue in the future if kids developed gambling addictions as a young age due to low regulations surround the topic. 
The third and final goal concerned the covid nineteen epidemic and whether no fans in football stadiums influenced match outcomes. Question 13 was about this issue and asked, "Do you believe no fans in stadiums and at events effected the result?" 73.1% of individuals said they thought the lack of spectators in the stadiums influenced the outcome of the game in certain manner, while just 26.9% said they did not think it did.

During the pandemic, esports events went online and had zero premier tournaments from September 8th, 2019, to October 26th, 2021, and all big events moved online, and they played on the nearest servers to their headquarters, which caused latency issues and time zone difficulties. The sporting events were halted and later held in sports bubbles where players had to have negative covid tests the day of the match (Horky, 2021). These took place without a live crowd and some people made the argument that some teams were abusing the covid test guideline and sending fraudulent tests when certain members of the squad were unable to play in order to postpone the match to a future date. According to the literature review part, many individuals thought that having supporters in the stadiums created a better environment and gave players a boost of morale, especially during away games.

Human relation theory proposed that good friendships in the workplace might boost productivity, efficiency, and motivation. This idea was first supported by Elton Mayo in the twentieth century. It asserts that improved working conditions lead to increased productivity, with certain components of the theory dating back to the 1920s. This is significant since esports and sports need a great deal of collaboration and coordination and establishing relationships with teammates has been shown to provide superior performance even when under pressure or facing a loss. This theory also claims that competent management is necessary for creating better outcomes, and similarly in esports, when coaches are not behind the team, the results have proved to create lower results, as well as during sports when teams do not have managers to advise them (Mayo, 2003). This is essential in making esports more well known as having teams perform at their best 100% of the time is essential within getting new viewers to come back to watch the next match if they enjoyed a particular team (Scholz et al, 2019).

According to the audience reaction model, viewers interact, perceive, and respond to diverse forms of media in diverse ways, and what happens as a consequence varies from viewer to viewer. This idea may be traced back to Stuart Hall's research in the late 1980s and early 1990s, when he argued that the media had the potential to directly affect individuals. He went on to say that the audience may modify the message to match their current social circumstances (Hall, 2001). This is appropriate to both esports and sporting events because once people have found a favourite player or squad of players, they will want to consume everything related to that player, whether that is livestreams to see them in action in esports or post-match media appearances in sports. Being able to view players outside of major tournaments and games is critical in closing the gap between esports and "traditional" sports and making them more accessible to every generation. 

[bookmark: _Toc103297693]4.7 Conclusion
To conclude this section, this chapter successfully analysed the data that was found during the questionnaire which explored the general public’s views on what they believe esports needs to accomplish to become recognised and accepted compared to more “traditional sports”. 

The last chapter will include suggestions based on the findings of the study, as well as the implications and limits of the research. It will also highlight the possibility for future research. 

[bookmark: _Toc103297694]Chapter 5 – Conclusion And Recommendations 
[bookmark: _Toc103297695]5.1 Introduction
The main goal of this chapter is to wrap up all that has been done while also returning to the research aims and objectives and ensuring that they are complete. This chapter will also make recommendations for bridging the gap between sports and esports, as well as address the constraints that happened before concluding with a self-reflection and subsequent study paragraph.

[bookmark: _Toc103297696]5.2 Recommendations 
The main consensus was that esports needs more awareness of what esports is to the general public as well as that they need to be as entertaining and skilled as “traditional” sports and not just target the demographic that games are played by, but rather a wider scale to attract more attention and show esports on a worldwide basis. 40% of the women who responded believed that lack of representation in esports/sports is a major barrier to those wishing to pursue a career in the sector, and that 40% of women who feel a lack of representation is a barrier said they have been harassed online because of their gender during. Therefore esports needs to focus on becoming a more welcoming community and push out any of the toxic environments which women are turned off by. 

[bookmark: _Toc103297697]5.3 Limitations  
The main limitations of this topic were regarding the number of participants that completed the questionnaire as only 25% of the intended amount was met. The researcher decided that this was going to be more than likely as with online surveys the amount of people who answer them was going to be a non-controllable variable meaning you can’t control how many are going to submit answers and especially with this topic being aimed at the younger generation the older generation is most likely going to not complete the survey if they scrolled past unless the topic piques their interest. 


[bookmark: _Toc103297698]5.4 Further Research 
It would be beneficial in the future to incorporate mixed methodologies techniques and qualitative data in the form of interviews for future study. This would be advantageous since it would give a more in-depth look into the sector and would be highly valuable because you could interview professional esports players, coaches from teams, and others in the business to find out their thoughts on the subject.

Further research could also incorporate a large-scale population for the survey to provide a narrower margin as well as receive responses from different age groups intending on closing the gap in the research and learning what each age group believes is the most important thing when it comes to bringing esports on the same level as “traditional” sports. 

Further research would also benefit from exploring in depth the effect gambling has on different age groups as well as the presence it has in the world not just related to esports and sports. The research could also look at the presence it plays in video games and the effects this can have on people from young ages when they have access to large sums of money and aren’t supervised. 

[bookmark: _Toc103297699]5.5 The Achievement Of Objectives 
Objective 1 was to “Critically Analyze to what extent gender and age have on whether people are going to consider watching esports over regular sports due to possible lack of representation in their chosen sport/ esport in a heavily male dominated environment”.  This objective was completed by conducting previous research into the topic and looking at how females are represented in gaming as well as if there are any potential barriers that are already found to be in place. This objective was also completed by sending out a questionnaire to receive the general public’s response on the topic and then analyses the response using “active audience” and the “human relation” theories. 

Objective two was to “Analyze the effect gambling has on esports and the presence in sports in general with a focus on the presence it plays in both esports and sports with a focus on football as the main sport.” This was completed by researching the presence gambling had in sports and esports as well as asking the public there gambling habits in response to the research done in the literature review. 

Objective three was to “Analyze the effect the COVID-19 Pandemic had on esports and the issues that arose from the online era as well as the effect no fans in stadiums had on sports”.  This objective was completed by researching the effect the covid nineteen pandemic had on football stadiums and esports as well as by receiving answers during the questionnaire relating to whether fans not being in the stadium affected the result.

[bookmark: _Toc103297700]5.6 Self Reflection 
To begin reflecting on this study, the researcher would want to remember how much he liked investigating the topic of esports and having the opportunity to conduct research on a topic that was interesting while yet bringing it back to business.

The researcher would also like to state that he enjoyed conducting the questionnaire and learning in depth about each generation’s views on esports especially the viewpoints from people who had no idea of esports beforehand, these responses were extremely interesting for the researcher to analyse as it provided a brief look into older people minds and their opinions on a brand-new topic which wasn’t around during the younger years which has gained a large fanbase extremely quickly. The researcher also feels that this study wouldn’t have been nearly as long or the information being as relevant as it could be if the researcher didn’t have an interest in the topic. 

[bookmark: _Toc103297701]5.7 Conclusion
Chapter five concluded on everything that was researched as part of this dissertation as well as looking back at the aims and objectives and reflecting on whether they had been completed successfully or if there was a reason behind why they had not.  
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APPLICATION FOR ETHICAL APPROVAL

In order for research to result in benefit and minimise risk of harm, it must be conducted ethically. A researcher may not be covered by the University’s insurance if ethical approval has not been obtained prior to commencement.

The University follows the OECD Frascati manual definition of research activity: “creative work undertaken on a systematic basis in order to increase the stock of knowledge, including knowledge of man, culture and society, and the use of this stock of knowledge to devise new applications”. As such this covers activities undertaken by members of staff, postgraduate research students, and both taught postgraduate and undergraduate students working on dissertations/projects.

The individual undertaking the research activity is known as the “principal researcher”.

Ethical approval is not required for routine audits, performance reviews, quality assurance studies, testing within normal educational requirements, and literary or artistic criticism.

Please read the notes for guidance before completing ALL sections of the form.

This form must be completed and approved prior to undertaking any research activity. Please see Checklist for details of process for different categories of application.  

SECTION A: About You (Principal Researcher)
	1
	Full Name:
	Benjamin Lewis Gabriel

	2
	Tick all boxes that apply:
	Member of staff:
	☐
	Honorary research fellow:
	☐

	
	Undergraduate Student
	☒	Taught Postgraduate Student
	☐	Postgraduate Research Student
	☐


	3
	Institute/Academic Discipline/Centre:
	Business school (IMH)


	4
	Campus:
	Swansea 


	5
	E-mail address:
	1901710@student.uwtsd.ac.uk

	6
	Contact Telephone Number:
	
07375 561181

	
	For students:

	7
	Student Number:
	1901710

	8
	Programme of Study:
	BA Business Management 

	9
	Director of Studies/Supervisor:
	Gareth Hughes  






SECTION B: Approval for Research Activity
	1
	Has the research activity received approval in principle?
(please check the Guidance Notes as to the appropriate approval process for different levels of research by different categories of individual)
	YES
	☐	NO
	☒
	
	
	Date

	2
	If Yes, please indicate source of approval (and date where known): Approval in principle must be obtained from the relevant source prior to seeking ethical approval
	Research Degrees Committee
	☐	

	
	
	Institute Research Committee
	☐	

	
	
	Other (write in)

	☐	



SECTION C:  Internal and External Ethical Guidance Materials
	
	Please list the core ethical guidance documents that have been referred to during the completion of this form (including any discipline-specific codes of research ethics, location-specific codes of research ethics, and also any specific ethical guidance relating to the proposed methodology).  Please tick to confirm that your research proposal adheres to these codes and guidelines. You may add rows to this table if needed.

	1
	UWTSD Research Ethics & Integrity Code of Practice
	☒
	2
	UWTSD Research Data Management Policy
	☒

	3
	[List any other relevant documents here]
	☐



SECTION D: External Collaborative Research Activity
If there are external collaborators then you should gain consent from the contact persons to share their personal data with the university. If there are no external collaborators then leave this section blank and continue to section E.
	1
	Institution
	


	2
	Contact person name
	


	3
	Contact person e-mail address

	

	4
	Is your research externally funded?
	YES
	☐
	NO
	☐

	5
	Are you in receipt of a KESS scholarship?
	YES
	☐
	NO
	☐

	6
	Are you specifically employed to undertake this research in either a paid or voluntary capacity?
	Voluntary
	YES
	☐
	NO
	☐

	7
	
	Employed
	YES
	☐
	NO
	☐

	8
	Is the research being undertaken within an existing UWTSD Atheroma Professional Learning Partnership (APLP)?
	If YES then the permission question below does not need to be answered.
	YES
	☐
	NO
	☐

	9
	Has permission to undertake the research has been provided by the partner organisation?
	(If YES attach copy)
If NO the application cannot continue
	YES
	☐
	NO
	☐





Where research activity is carried out in collaboration with an external organisation
	10
	Does this organisation have its own ethics approval system?
	YES
	☐
	NO
	☐

	
	
If Yes, please attach a copy of any final approval (or interim approval) from the organisation (this may be a copy of an email if appropriate).




SECTION E: Details of Research Activity
	1
	Indicative title:
	Esports: A Breath Of Fresh Air In The 21st Century Or Doomed To Be Overshadowed By “Traditional Sports”? 

	2
	Proposed start date:
	1st December 2021
	Proposed end date:
	13th May 2022

	
	Introduction to the Research (maximum 300 words per section)
Ensure that you write for a Non-Specialist Audience when outlining your response to the points below:
· Purpose of Research Activity
· Proposed Research Question
· Aims of Research Activity
· Objectives of Research Activity
Demonstrate, briefly, how Existing Research has informed the proposed activity and explain
· What the research activity will add to the body of knowledge 
· How it addresses an area of importance. 

	3
	Purpose of Research Activity

With audience members being in the millions and showing no signs of stopping. This the question that I am going to be researching for this research project is “What do Esports need to accomplish to be recognized as being on the same level as sports when compared to traditional sports as viewed by society”. 


	4
	Research Question

What do Esports need to accomplish to be recognized as being on the same level as sports. 



	5
	Aims of Research Activity

To research what people think esports needs to accomplish to become recognised and accepted compared to more “traditional sports” also looking at what effects gambling and the COVID-19 pandemic have on esports as a whole with a focus on football as the traditional sport.


	6
	Objectives of Research Activity

Critically Analyze to what extent gender and age have on whether people are going to consider watching esports over regular sports due to possible lack of representation in their chosen sport/ esport in a heavily male dominated environment. 

Analyze the effect gambling has on esports and the presence in sports in general with a focus on the presence it plays in both esports and sports with a focus on football as the main sport.

Analyze the effect the COVID-19 Pandemic had on esports and the issues that arose from the online era as well as the effect no fans in football stadiums have on football as a sport. 

	
	Proposed methods (maximum 600 words)
Provide a brief summary of all the methods that may be used in the research activity, making it clear what specific techniques may be used. If methods other than those listed in this section are deemed appropriate later, additional ethical approval for those methods will be needed. You do not need to justify the methods here but should instead describe how you intend to collect the data necessary for you to complete your project.

	7
	
My approach to this project will be an approach consisting of primary research and secondary research. These will be a mix of qualitative and quantitative data to ensure maximum amount of information as well as collecting the best information available and secondary research from journals, books, articles, interviews, questionnaires to get the best amount of information from the public and receiving the most no bias answers possible to ensure nothing is tipping the project in favour of one side


	

	Location of research activity
Identify all locations where research activity will take place.

	8
	
Swansea, Wales

	
	Research activity outside of the UK
If research activity will take place overseas, you are responsible for ensuring that local ethical considerations are complied with and that the relevant permissions are sought. Specify any local guidelines (e.g. from local professional associations/learned societies/universities) that exist and whether these involve any ethical stipulations beyond those usual in the UK (provide details of any licenses or permissions required). Also specify whether there are any specific ethical issues raised by the local context in which the research activity is taking place, for example, particular cultural and/or legal sensitivities or vulnerabilities of participants. If you live in the country where you will do the research then please state this.

	9
	

Worldwide



	10
	Use of documentation not in the public domain: Are any documents NOT publicly available? 

	NO
	☒

	
	
	YES
	☐

	11
	If Yes, please provide details here of how you will gain access to specific documentation that is not in the public domain and that this is in accordance with the current data protection law of the country in question and that of England and Wales.

Everything should be available in the public domain.





	
	Does your research relate to one or more of the seven aims of the Well-being of Future Generations (Wales) Act 2015?
	
YES
	
NO

	12
	A prosperous Wales
	☐
	☒

	13
	A resilient Wales
	☐
	☒

	14
	A healthier Wales
	☐
	☒

	15
	A more equal Wales
	☐
	☒

	16
	A Wales of cohesive communities
	☐
	☒

	17
	A Wales of vibrant culture and thriving Welsh language
	☐
	☐

	18
	A globally responsible Wales
	☒
	☐

	19
	If YES to any of the above, please give details:

	
	
With audience members being in the millions and showing no signs of stopping. This bring about the question that I am going to be research for this research project which is “What do Esports need to accomplish to be recognized as being on the same level as traditional sports as viewed by society. 





SECTION F: Scope of Research Activity
	
	Will the research activity include?
	YES
	NO

	1
	Use of a questionnaire or similar research instrument?
	☒
	☐

	2
	Use of interviews?
	☒
	☐

	3
	Use of focus groups?
	☐
	☒

	4
	Use of participant diaries? 
	☒
	☐

	5
	Use of video or audio recording?
	☒
	☐

	6
	Use of computer-generated log files?
	☐
	☒

	7
	Participant observation with their knowledge?
	☒
	☐

	8
	Participant observation without their knowledge?
	☐
	☒

	9
	Access to personal or confidential information without the participants’ specific consent?
	☐
	☒

	10
	Administration of any questions, test stimuli, presentation that may be experienced as physically, mentally or emotionally harmful / offensive?
	☐
	☒

	11
	Performance of any acts which may cause embarrassment or affect self-esteem?
	☐
	☒

	12
	Investigation of participants involved in illegal activities?
	☐
	☒

	13
	Use of procedures that involve deception?
	☐
	☒

	14
	Administration of any substance, agent or placebo?
	☐
	☒

	15
	Working with live vertebrate animals?
	☐
	☒

	16
	Procedures that may have a negative impact on the environment?
	☐
	☒

	17
	Other primary data collection methods. Please indicate the type of data collection method(s) below.
	☐
	☐

	
	Details of any other primary data collection method:



	
	


If NO to every question, then the research activity is (ethically) low risk and may be exempt from some of the following sections (please refer to Guidance Notes).

If YES to any question, then no research activity should be undertaken until full ethical approval has been obtained. 

SECTION G: Intended Participants
If there are no participants then do not complete this section, but go directly to section H.

	
	Who are the intended participants?
	
YES
	
NO

	1
	Students or staff at the University?
	☒
	☐

	2
	Adults (over the age of 18 and competent to give consent)?
	☒
	☐

	3
	Vulnerable adults?
	☐
	☒

	4
	Children and Young People under the age of 18? (Consent from Parent, Carer or Guardian will be required)
	☐
	☒

	5
	Prisoners?
	☐
	☒

	6
	Young offenders?
	☐
	☒

	7
	Those who could be considered to have a particularly dependent relationship with the investigator or a gatekeeper?
	☐
	☒

	8
	People engaged in illegal activities?
	☐
	☒

	9
	Others. Please indicate the participants below, and specifically any group who may be unable to give consent.

	☐
	☒

	
	Details of any other participant groups:


	
	



	
	Participant numbers and source
Provide an estimate of the expected number of participants. How will you identify participants and how will they be recruited? 

	10
	How many participants are expected?

	
I hope to achieve around 100 participants and am expecting a 60-40 ratio of Men to Women as Men are the primary watchers of sports and esports, but I do hope to receive answers off women as to ensure a non-biased survey has taken place.


	11
	Who will the participants be?

	Public
Students
Family


	12
	How will you identify the participants?
	
I will identify participants willing to take place by first asking around my family and any local friends who may wish to take part as well as online to achieve a wide as audience as possible.





	
	Information for participants:
	
YES
	NO
	
N/A

	13
	Will you describe the main research procedures to participants in advance, so that they are informed about what to expect?
	☒
	☐
	☐

	14
	Will you tell participants that their participation is voluntary?
	☒
	☐
	☐

	15
	Will you obtain written consent for participation?
	☐
	☒
	☐

	16
	Will you explain to participants that refusal to participate in the research will not affect their treatment or education (if relevant)?
	☒
	☐
	☐

	17
	If the research is observational, will you ask participants for their consent to being observed?
	☒
	☐
	☐

	18
	Will you tell participants that they may withdraw from the research at any time and for any reason?
	☒
	☐
	☐

	19
	With questionnaires, will you give participants the option of omitting questions they do not want to answer?
	☒
	☐
	☐

	20
	Will you tell participants that their data will be treated with full confidentiality and that, if published, it will not be identifiable as theirs?
	☒
	☐
	☐

	21
	Will you debrief participants at the end of their participation, in a way appropriate to the type of research undertaken?
	☒
	☐
	☐

	22
	If NO to any of above questions, please give an explanation 

	
	
No written consent will be need as the first question of the questionnaire can only be answered yes and required participants to state that they are ok with the data collected from this questionairre to be used as part of the researchers’ studies towards my BA dissertation. The data will remain confidential and anonymised.




	
	Information for participants:
	
YES
	NO
	
N/A

	24
	Will participants be paid?
	☐
	☒
	☐

	25
	Is specialist electrical or other equipment to be used with participants?
	☐
	☒
	☐

	26
	Are there any financial or other interests to the investigator or University arising from this study?
	☐
	☒
	☐

	27
	Will the research activity involve deliberately misleading participants in any way, or the partial or full concealment of the specific study aims?
	☐
	☒
	☐

	28
	If YES to any question, please provide full details 

	
	


(this box should expand as you type)







SECTION H: Anticipated Risks

	
	
Outline any anticipated risks that may adversely affect any of the participants, the researchers and/or the University, and the steps that will be taken to address them. 

If you have completed a full risk assessment (for example as required by a laboratory, or external research collaborator) you may append that to this form.  

	1
	Full risk assessment completed and appended? 
	Yes 
	☐

	
	
	No
	☒

	2
	Risks to participants
For example: sector-specific health & safety, emotional distress, financial disclosure, physical harm, transfer of personal data, sensitive organisational information

	
	Risk to participants:

No risks are present as survey and questionnaire are conducted online due to the ongoing COVID-19 pandemic ensuring no one is exposed to anything while this research is taking place.

	How you will mitigate the risk to participants:





	3
	If research activity may include sensitive, embarrassing or upsetting topics (e.g. sexual activity, drug use) or issues likely to disclose information requiring further action (e.g. criminal activity), give details of the procedures to deal with these issues, including any support/advice (e.g. helpline numbers) to be offered to participants. Note that where applicable, consent procedures should make it clear that if something potentially or actually illegal is discovered in the course of a project, it may need to be disclosed to the proper authorities

	
	Gambling Safety Website - https://www.begambleaware.org/ 
National Gambling Helpline Phone Number - 0808 8020 133


	4
	Risks to the investigator
For example: personal health & safety, physical harm, emotional distress, risk of accusation of harm/impropriety, conflict of interest

	
	Risk to the investigator:

None Present 


	How you will mitigate the risk to the investigator:

Survey is anonymously sent out via link which participants click. 




	5
	University/institutional risks
For example: adverse publicity, financial loss, data protection

	
	Risk to the University:

None Present


	How you will mitigate the risk to the University:

None Present


	6
	Environmental risks
For example: accidental spillage of pollutants, damage to local ecosystems

	
	Risk to the environment:

None Present
	How you will mitigate the risk to environment:

None Present




	
	Disclosure and Barring Service

	
	If the research activity involves children or vulnerable adults, a Disclosure and Barring Service (DBS) certificate must be obtained before any contact with such participants.
	YES

	NO

	N/A


	7
	Does your research require you to hold a current DBS Certificate?
	☐
	☒
	☐

	8
	If YES, please give the certificate number. If the certificate number is not available please write “Pending”; in this case any ethical approval will be subject to providing the appropriate certificate number.
	



SECTION I: Feedback, Consent and Confidentiality

	1
	Feedback
What de-briefing and feedback will be provided to participants, how will this be done and when? 

	
	
Debriefing and feedback will be available to anyone who wants it and will be able to be sent via email as soon as the university gives me confirmation that I am allowed to send it to them. I will ask a question at the beginning of the primary research method I am using whether or not they would like to receive an update once it has been completed. 


	2
	Informed consent
Describe the arrangements to inform potential participants, before providing consent, of what is involved in participating. Describe the arrangements for participants to provide full consent before data collection begins. If gaining consent in this way is inappropriate, explain how consent will be obtained and recorded in accordance with prevailing data protection legislation.

	
	
Consent will be obtained as the first question of any primary research I am conducting so I know that before any answers have been given I have their consent to the research.


	3
	Confidentiality / Anonymity
Set out how anonymity of participants and confidentiality will be ensured in any outputs. If anonymity is not being offered, explain why this is the case. 

	
	
Email will only be required in a separate question section regarding if they want to receive the results of the study and also to ensure only 1 person via each email is participating in the survey.





SECTION J: Data Protection and Storage

	
	Does the research activity involve personal data (as defined by the General Data Protection Regulation 2016 “GDPR” and the Data Protection Act 2018 “DPA”)?
	YES
	NO

	1
	“Personal data” means any information relating to an identified or identifiable natural person (‘data subject’). An identifiable natural person is one who can be identified, directly or indirectly, in particular by reference to an identifier such as a name, an identification number, location data, an online identifier or to one or more factors specific to the physical, physiological, genetic, mental, economic, cultural or social identity of that natural person. Any video or audio recordings of participants is considered to be personal data.
	☐
	☐

	
	If YES, provide a description of the data and explain why this data needs to be collected:

	2
	


(this box should expand as you type)

	
	Does it involve special category data (as defined by the GDPR)?
	YES
	NO

	3
	“Special category data” means sensitive personal data consisting of information as to the data subjects’ –
(a) racial or ethnic origin,
(b) political opinions,
(c ) religious beliefs or other beliefs of a similar nature,
(d) membership of a trade union (within the meaning of the Trade Union and Labour Relations (Consolidation) Act 1992),
(e) physical or mental health or condition,
(f) sexual life,
(g) genetics,
(h) biometric data (as used for ID purposes),
	☐
	☐

	
	If YES, provide a description of the special category data and explain why this data needs to be collected:

	4
	


(this box should expand as you type)



	
	
Will data from the research activity (collected data, drafts of the thesis, or materials for publication) be stored in any of the following ways?
	YES
	NO

	5
	Manual files (i.e. in paper form)?
	☐
	☒

	6
	University computers?
	☒
	☐

	7
	Private company computers?
	☐
	☒

	8
	Home or other personal computers?
	☒
	☐

	9
	Laptop computers/ CDs/ Portable disk-drives/ memory sticks?
	☐
	☒

	10
	“Cloud” storage or websites?
	☐
	☒

	11
	Other – specify:

	☐
	☒

	12
	For all stored data, explain the measures in place to ensure the security of the data collected, data confidentiality, including details of backup procedures, password protection, encryption, anonymisation and pseudonymisation:

	
	
First question in the questionnaire will be “Do you give permission for the data collected from this questionairre to be used as part of my studies towards my BA dissertation. The data will remain confidential and anonymised.”  Therefore removing any participants who do not wish for their data to be shared before the survey begins.



	
	Data Protection

	
	Will the research activity involve any of the following activities?
	YES
	NO

	13
	Electronic transfer of data in any form?
	☒
	☐

	14
	Sharing of data with others at the University outside of the immediate research team?
	☒
	☐

	15
	Sharing of data with other organisations?
	☐
	☒

	16
	Export of data outside the UK or importing of data from outside the UK?
	☐
	☒

	17
	Use of personal addresses, postcodes, faxes, emails or telephone numbers?
	☐
	☒

	18
	Publication of data that might allow identification of individuals?
	☐
	☒

	19
	Use of data management system?
	☐
	☒

	20
	Data archiving?
	☐
	☒

	21
	If YES to any question, please provide full details, explaining how this will be conducted in accordance with the GDPR and Data Protection Act (2018) (and any international equivalents, where appropriate):

	
	
Stored on a password protected computer and only upload to Moodle upon completion. Research will only be shared with participants and they have to request it in the questionnaire. 


	22
	List all who will have access to the data generated by the research activity:

	
	
University Staff
Anyone who requested feedback upon completion will receive a copy.


	23
	List who will have control of, and act as custodian(s) for, data generated by the research activity:

	
	

University 


	24
	Give details of data storage arrangements, including security measures in place to protect the data, where data will be stored, how long for, and in what form. Will data be archived – if so how and if not why.  

	
	
Date will be stored on student’s computer hard drive with a password protected account required before login.


	25
	Please indicate if your data will be stored in the UWTSD Research Data Repository (see https://researchdata.uwtsd.ac.uk/ ).   If so please explain. (Most relevant to academic staff) 

	
	



	26
	Confirm that you have read the UWTSD guidance on data management (see https://www.uwtsd.ac.uk/library/research-data-management/)
	YES
	☒

	27
	Confirm that you are aware that you need to keep all data until after your research has completed or the end of your funding
	YES
	☒



SECTION K: Declaration
	
	The information which I have provided is correct and complete to the best of my knowledge. I have attempted to identify any risks and issues related to the research activity and acknowledge my obligations and the rights of the participants.

In submitting this application I hereby confirm that I undertake to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice which is published on the website: https://www.uwtsd.ac.uk/research/research-ethics/ 

	1
	Signature of applicant:
	[image: No description available.]
	Date: 30/11/21




For STUDENT Submissions:
	2
	Director of Studies/Supervisor:
	Gareth Hughes
	Date: 13/05/22

	3
	Signature:
	

	



For STAFF Submissions:
	4
	Academic Director/ Assistant Dean:
	
	Date:

	5
	Signature:
	

	



Checklist: Please complete the checklist below to ensure that you have completed the form according to the guidelines and attached any required documentation:
	☒
	I have read the guidance notes supplied before completing the form.

	☒
	I have completed ALL RELEVANT sections of the form in full.

	☐
	I confirm that the research activity has received approval in principle

	☐
	I have attached a copy of final/interim approval from external organisation (where appropriate)

	☐
	I have attached a full risk assessment (where appropriate)  ONLY TICK IF YOU HAVE ATTACHED A FULL RISK ASSESSMENT

	☒
	I understand that it is my responsibility to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice.

	☒
	I understand that before commencing data collection all documents aimed at respondents (including information sheets, consent forms, questionnaires, interview schedules etc.) must be confirmed by the DoS/Supervisor, module tutor or Academic Director.



	RESEARCH STUDENTS AND STAFF ONLY
All communications relating to this application during its processing must be in writing and emailed to pgresearch@uwtsd.ac.uk , with the title ‘Ethical Approval’ followed by your name.
You will be informed of the outcome of your claim by email; therefore it is important that you check your University and personal email accounts regularly.

	STUDENTS ON UNDERGRADUATE OR TAUGHT MASTERS PROGRAMMES should submit this form (and receive the outcome) via systems explained to you by the supervisor/module leader.
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Everything (Non Top 5 Leagues,
Rugby Premiership, Local Teams,
F1 Practise)

Maijor Events (Top 5 Leagues, F1

o
Main Race, Wimbledon)| 5(20%)

Premier Events (Six Nations,
Champions League Final, World
Cup, Olympics)

Don't watch sports

15

6 (64%)

20
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How much Esports do you consume? Tick all that apply.
25 responses

Everything (Open Qualifiers,

o
Challenger Leagues) 4 (16%)

Major Events (IEM, Blast, VCT)
Challengers )|

Premier Events (Worlds, VCT
Masters, TI, Majors)

Don't watch Esports 15 (60%)
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Have you ever gambled?
25 responses.

@ Yes
® No
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Why do you gamble?

23 responses

@ Addiction

@ Financial Problems
® Personal Stress
@ Adrenaline Rush
@ Entertainment

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

@ Yes
® No
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How often do you gamble?

23 responses

@ Rarely (Less than 12 times per year)
@ Casual (1-2 times per Month)

@ All the time (Every week)

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

® Yes
® No
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Have you ever been harassed online as result of your Gender/Race/Sexuality?
25 responses

® Yes
® No
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If you haven't watched Sports what reasons are there for not choosing to do so? Please put NIA i
you already watch Sports.

25 responses

N/A
N/a

NA

Haven't seen a sport that interests me enough to watch.
I'm doing uni work

Not interested in sports

Boring

idont find it interesting
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If you haven't watched Esports what reasons are there for not choosing to do so? Please put N/A if
you already watch Esports.

25 responses

N/A
Same as sports really.

Never been interested; had the opportunity
Not interested.

Never heard of it

No interest

Lack of interest

1 don't know what it is

no interest
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N/a

NA

i dont find it as interesting and would just prefer to play the game myself

Has never really been into watching people play esports
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Do you believe lack of representation in Sports/Esports discourages people from pursuing a career
in the sport?
25 responses

® Yes
® No
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What do you think Esports needs to accomplish to viewed on the same level as traditional sports?

25 responses

Don't know

Needs to become a lot more mainstream, while yes it is now mainstream to an extent. Not as much as
sports and only being on sites like twitch effect this. Also watching Esports isnt as interesting as watching
a youtuber or streamer where theres a more personal connection ill cheer on lachlan any day of the week
buti couldnt care less what like the X2 twins are up to

Wider reach
Big mainstream events with major & creative advertisments
Availlability to all audiences Worldwide

‘They need to be as entertaining and as skilled as traditional sports

‘There needs to be more quality events being hosted, and people will only watch events for the games they
play.
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What do you think Esports needs to accomplish to viewed on the same level as traditional sports?

25 responses

More media coverage.

Yes

Better publicity and consistency.

More competitors with global presence

I believe it is viewed on the same level as traditional sports, but It does not have the same level of public
awareness as traditional sports.

Need to gain more people’s interest
Advertise more
Watching games via a screen doesn't give the same adrenaline rush as watching live sports.

Nothing, its more of a generational issue
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Improved marketing of events, push the content onto mainstream TV etc

N/a

More media coverage perhaps

onTv

Wider audience

become more inclusive with female gamers

Have more advertisement

More awareness of what it is inthe general public

A bigger platform for more people to get into




image23.jpg
This form is designed to help answer my research project and help me understand what goes into peoples mind
when deciding whether to watch Esports over traditional sports. Email address collection is purely for validity
(no dupes) and for me to send your resuits if you would like.

Email ©

Valid email address

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

Yes
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What is your age range? *

1825
26:35
36-50
51-64

65+
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What do you identify as? *

Male
Female
Prefer not to say

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

Yes

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

Yes

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

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

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

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

Don't watch Esports
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Have you ever gambled? *

Yes

No
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Why do you gamble? *

Addiction
Financial Problems
Personal Stress
Adrenaline Rush
Entertainment

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

Yes

No
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How often do you gamble? *

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

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

Yes

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

Yes

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

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

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

Yes

No
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What do you think Esports needs to accomplish to viewed on the same level as traditional
sports?

Short-answer text
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