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[bookmark: _Toc58205086]Title
Research Report on e-sports industry of China
[bookmark: _Toc58204981][bookmark: _Toc58205087]1.0: Research Questions
· What is the status quo of e-sports industry in China?
· What is the market segment of the e-sports industry in China?
· What is the development trend of the e-sports industry globally and where does China stand?
· What can be recommended for e-sports industry to grow in China?
[bookmark: _Toc58204982][bookmark: _Toc58205088]2.0: Introduction 
The term E-sports came from Electronics sports where sports are organized in an electronic form different from physical sports. The origin of this concept expanded the scope and changed the definition of competitive sports from physical to virtual world. In E-sports there is a use of high-end technology and the whole game is played virtually. In other words, there’s an intellectual confrontation between the people. The e-sports are the organized competition where multi-players contend in teams for a prize. The E-sports wasn’t famous in the ’90s but when it became famous, the whole industry ventured and valued at over $1 billion (Holden, Kaburakis and Rodenberg, 2017). 
[bookmark: _Toc58204983][bookmark: _Toc58205089]3.0: Research Objective
· To critically understand status quo of e-sports industry in China.
· To comprehend the market segment of the e-sports industry in China.
· To discuss and understand the development trend of the e-sports industry at a global level and analyze the position of China.
· To provide recommendations for growth possibility of e-sports industry in China. 
[bookmark: _Toc58204984][bookmark: _Toc58205090]4.0: Literature Review
The revenue of the global E-sports industry has increased year by year from 3 key areas which include advertising, sponsorship and the media broadcasting rights. The E-sports industry revenue was 906 million US Dollars which eventually grew to 1.1 billion. By 2022 it is predicted that the revenue can spike to 1.8 billion (Jurre Pannekeet, 2019). Although e-sports has a huge market in Asia especially in China and South Korea whereas it is less popular in Japan. China and South Korea even have professional player License since 2000 (Zhu, 2020). Though Japan has a huge market of Video games E-sports is not established because of the Anti-gambling policies of the country.
E-sports was registered as the 2018 Asian games as official medal event but eventually was questioned by International Olympic Committee (IOC). They stated that the game physicality and is discrimination towards other athletes (Chung et al., 2019). A report by NewZoo stated that the total e-sports enthusiasts will grow up to 495 million by the year 2020. The 495 million includes occasional and professional viewers. The occasional viewers are around 223 million whereas the remaining 272 million viewers are the professional (Newzoo, 2020). Demographically, the audience includes the age group from 18-34 years which contains 65% of the population. Surprisingly, 46% of e-sports fans are females (Osborn, 2018). Another research by Zhu (2020) stated that e-sports fans are working-class people. Out of which only 43% of people have an income more than $75k per year while 31% of the users have an income of $90k or more. 
In September 2016, the ministry of Education decided to include e-sports sports and management as a major in 2016 under National Catalogue of Higher Vocational Education. This was carried out in the major universities and colleges. The main motive to do this was to include or add the professional touch to the game. To accelerate the process, the government decided to institutionalize the process to cultivate professional talent (Abanazir, 2018). Since then many institutions has added the same in the majors and have shown support for professional talent as well. There is no specific report which states that E-sports as an actual sport because of two reasons. First being, E-sports don’t require or have any specific criteria for fitness as traditional sports does. Secondly, E-sports is not watched over by any regulatory body like physical sports (Chikish, Carreras and Gracia, 2002). 
[bookmark: _Toc58204985][bookmark: _Toc58205091]5.0: Research Method
This section explains the research philosophy, research approach, research strategy along with rationale for choosing them. It also specifies the data collection methods and predicted limitations of the research. 
[bookmark: _Toc58204986][bookmark: _Toc58205092]Research Philosophy
Research philosophy helps in dealing with progress and nature of knowledge. There are basically two theories namely epistemology and ontology. Epistemology refers to “study of knowledge” where researched and collected data is interpreted. Whereas, ontology refers to “study of being” where analysis is done on the basis of data that already exists (Wagenknecht, 2016).
There are mainly a few research philosophies namely positivism, interpretvism, pragmatism and realism. But to adopt or reject a philosophy is based on research. These research philosophies remain hidden but play an important role behind setting the ideology of the study. A simple reason for using interpretvism philosophy is that a human being studies anything with their personal experience, biasedness etc. which tend to vary from person to person (Kelemen and Rumens, 2008).  
Similarly, the main aim of this research is to learn about how the e-sports industry has flourished while discovering about the current situation of the Industry. For this, using positivism philosophy would not have been the appropriate choice. For this research, ontology and Interpretvism is appropriate as the secondary data related to E-sports industry is gathered and interpreted as per one’s understanding and analytical skills.  
[bookmark: _Toc58204987][bookmark: _Toc58205093]Research Approach
The research approach is entailed to help smoothen the path of research method and tries to accumulate primary ideas of collecting data and interpreting it. There are three types of research approaches namely inductive, deductive and abductive (Saunders, Lewis and Thornhill, 2019). 
The major difference which has been found in Inductive and deductive approach is that Inductive builds a specific theory whereas deductive tests an existing theory. Abductive research approach is a combined approach where existing theories and specific theories are together addressed. Moreover, in Inductive research, top-down method is practised where the centralized observation to check the truth by working its way down using studies. On the other hand, deductive is the opposite where an answer is tested through observations (Scandura and Williams, 2000). This paper studies about China’s e-sports industry with specific research questions and the literature review to support the research. Thus, inductive research approach is the suitable option over deductive. 
[bookmark: _Toc58204988][bookmark: _Toc58205094]Research Method
The qualitative method of research study calls for the research question as human approach whereas the quantitative approach is more inclined towards numeric or fact-based (Maxwell, 2019). The qualitative method helps to understand human behaviour, experience, qualification and interactions by putting out non-numeric data. There are various reasons on which the decisions of choosing a qualitative research as, quantification related to status quo of e-sports industry, its market position, how they have been operating, the growth observed in the industry and possible development in near future for China is not possible. The secondary data collected for this purpose is qualitative in nature and hence, further analysis is done on the grounds of secondary qualitative research (Harwell, 2011). 
[bookmark: _Toc58204989][bookmark: _Toc58205095]Data Analysis Method
Owing to the secondary qualitative data analysis as mentioned above, Content Analysis is a widely used qualitative research strategy where the procedures are detailed and the content is properly analysed. It is one of the most flexible research strategies which help to build a perception and fulfil the proposed objectives (Hsieh and Shannon, 2005). It identifies the patterns from the data which is collected from the books, journals, newspapers etc. Similarly, here a clear research question helps to analyse the data collected to see if it makes any pattern (Potter and Levine‐Donnerstein, 1999). 
Here, the parameters like growth, market position, segmentation, status quo of the industry in China will be researched from reports of e-sports, government reports, weeklies and newspapers from China and so on. The collected data would be classified into three to four themes where all the aspects (positive, negative and neutral) are critically discussed in each theme and later, inter-theme comparison will also be carried out where all the parameters are interrelated and addressed together. This would help in presenting the collective data critically and gain answers to the cited research questions. 
To sum the research methodology chosen for this research is qualitative, where the Content Analysis research strategy is used. The research has an inductive approach and works on an interpretivist philosophy. Finally, the data collected is from the secondary sources or pre-existing data like newspaper articles, journals, books, website etc. 
[bookmark: _Toc58204990][bookmark: _Toc58205096]6.0: Research Rationale
E-sports hold a unique advantage in terms of communication and sociality. The whole electronic gaming industry wasn’t so flourished but over time it had matured and widely recognized between the people who belong from the specific mobile era. To gather knowledge about the industry and understand the trends in China will help in critically discussing China’s position in global market. Since there are limited comparative researches on China, the current study is being conducted.   


[bookmark: _Toc58204991][bookmark: _Toc58205097]7.0: Gantt Chart
	Criteria 
	Month 1
	Month 2
	Month 3
	Month 4
	Month 5

	Selection of research topic
	
	
	
	
	

	Defining objectives and questions along with building a background for the study
	
	
	
	
	

	Conducting research for literature review 
	
	
	
	
	

	Data collection and data analysis using newspaper articles, company reports, government reports and so on.
	
	
	
	
	

	Findings and discussion of the collected data using content analysis
	
	
	
	
	

	Writing a conclusion and proofreading the draft. 
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