5. Chapter Five: Conclusion and Recommendation 
5.1 Introduction
The previous chapter analyzed the data of this research, which is the achievement of objective three. This chapter will achieve the final objective of this dissertation:

[bookmark: _Hlk70897340][bookmark: _Hlk70856038]“To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.”

Not only this chapter will provide recommendations and implications but also state the limitations of the research, possibility of further research and self-reflection.
5.2 The Achievements of Objectives
1. To Critically analyze the existing academic literature on e-sports and sustainable development.
This objective is accomplished by investigating and analyzing previous research in chapter two.
2. To select an appropriate research method to investigate young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
This objective is accomplished by using the Research Onion (Saunders et al., 2007). The philosophy chosen for this research is positivism, and it use a quantitative research method and making a questionnaire to investigate young people’s views on e-sports.
3. To analyse the results obtained from primary research and to explore young people’s cognition of e-sports and their attitudes towards the future development of e-sports.
This objective is accomplished by using SPSS software and WJX online SPSS (wjx.cn). Descriptive statistics were provided using frequency analysis results. Further analyses were conducted by Chi-Square, Independent T test and ANOVA.
4. To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.
This objective is accomplish based on the data analysis and previous research. It also provides some target recommendations for the sustainable development of e-sports in the future.
5.3 Main Findings
This research aimed to investigate young people’s views on e-sports and its sustainable development. Main findings included development potential of e-sports is greater than that of traditional sports. The study found that people generally believe that e-sports is a sport, and its future development trend is good. However, for the long-term sustainable development of e-sports, it is not necessary to follow the institutionalization of traditional sports. The playability of games, capital investment and social recognition will play a more important role in the sustainable development of e-sports.

In addition, the study found that males have a deeper understanding and love of e-sports than females. People between the ages of 23 and 26 are more optimistic about the sustainable development of e-sports. The main forces of e-sports are undergraduate and the people who have a bachelor degree.
5.4 Implications
The implication of this research is to explore the possibility of the sustainable development of e-sports in a further step. Previous study (Heere, 2018) believes that e-sports is a manifestation of sports, so e-sports needs to match the traditional sports system. Since then, Summerley (2019) believes that the institutionalization of e-sports is significant for the long-term development of e-sport. Through this research, it has found that sustainable development of e-sports is more important to the playability of the game, capital investment and social recognition. Therefore, the sustainable development of e-sports needs to consider the characteristics of e-sports itself, rather than excessive pursuit of the impact of institutionalization on e-sports.
5.5 Recommendations
According to present study, specific recommendations can be made:

E-sports needs to consider its own development in the current environment. It takes time for e-sports to develop in a sustainable future. After all, the institutionalization of traditional sports has gradually taken shape after a long period of development. The recommendations for e-sports are to make the e-sports game playable, ensuring the popularity of the game and the participation of players. Secondly, expanding the scale of capital to make it bigger and stronger. Finally, it is necessary to further improve the social recognition of e-sports. Only in this way can e-sports achieve sustainable development and prepare for the possible institutionalization in the future.
5.6 Limitations
Covid-19 is a major limitation of this article. When the original plan was to conduct this study, it was planned to use both qualitative and quantitative methods to collect data. However, due to the inconvenience caused by covid-19 (Hur and Chang, 2020), the interview approach was abandoned. Secondly, due to the limitation of time and word count, this study uses questionnaires to collect data. The last limitation is language limitations, English and Chinese questionnaires were initially designed, but in the end, Chinese questionnaires were used for distribution.
5.7 Further Research
For future research, using both qualitative and quantitative analysis methods will be more conducive to research. Qualitative analysis will provide a detailed and rich understanding of e-sports sustainable development. It will provide more factors that have an impact on the sustainable development of e-sports. Another is the definition of the term "young". The range of 18-30 years old may be smaller, and 16-35 years old may be more appropriate for further research.
5.8 Self-Reflection
[bookmark: _Hlk70897317]The purpose of this research is to investigate young people's views on e-sports and its sustainable development. It is the research driven by researchers' passion for e-sports and desire for understanding its sustainable development. The interest in this topic comes from the several modules that researcher have learned in the BA business management course. The completion of the dissertation has made a deeper understanding of the subject of e-sports to researcher. It also made researcher mastered the skills of using SPSS software. More importantly, in this special period of covid-19, researcher can overcome difficulties to complete independent research.
5.9 Conclusion
This chapter achieved the final objective:

“To understand practical implications of this research and provide some recommendations for the sustainable development of e-sports in the future.”

Final summary of the dissertation:

This research aims to investigate young people's views on e-sports and its sustainable development. Research has proved the popularity and future development trend of e-sports in the current environment. At the same time, the study also found that the institutionalized model of traditional sports is not the main difficulty for the future development of e-sports. The playability of games, capital investment and social recognition will play a more important role in the sustainable development of e-sports. Recommendations for e-sports is that it needs to develop itself first, and only in this way can e-sports achieve sustainable development and prepare for the possible institutionalization in the future.
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