2. Chapter Two: Literature Review
2.1 Introduction
In this chapter, it will review previous academic literature on the current status of E-sports and sustainability, with a particular focus on the development of E-sports. And in this chapter, it will complete the first objective of this dissertation:

[bookmark: _Hlk63602201]         “To Critically analyze the existing academic literature on 
E-sports and sustainable development.”

To meet the objectives, this chapter will cover a variety of academic materials such as relevant books, academic journals, newspaper articles, websites papers and primary research in the related agencies. The literature review in this chapter is provided by Baidu Scholar and the University of Wales Trinity Saint David’s (UWTSD) online library.
2.2 The Development of E-sports
For a long time, the topic of whether E-sports is a sport has been controversial in the society (Seo and Jung, 2016). The attitude of society towards E-sports has always been two extreme views: "E-sports is playing games" and "E-sports is sports" (Marko and Dino, 2019). Those who approve of E-sports believe that E-sports is a rapidly developing industry and many E-sports athletes engage in the same strategy and skill exercises as traditional athletes. On the contrary, those who holds another view believe that E-sports does not have enough physical requirements. Therefore, in their views that E-Sports cannot be named a sport for the reason that it does not improve physical fitness, strengthen physical fitness and improve athletic ability (Anon, 2020).

As E-sports has gradually penetrated into the field of sports, people have questioned the definition of sports. Suits (1988, p.61) has defined sports as “a simple sports game that has been institutionalized in certain way”. Guttmann (1994) thinks that only an organization or institution that manages regularly held games and constantly improves and adjusts the rules can be called modern sports. The institutionalization of E-sports is significant in sports, and the institutionalization is also one of the important reasons why E-sports is similar to traditional sports (Abanazir, 2018). Summerley (2019) believed that the development of E-sports and traditional sports have similar moral philosophy, institutionalized rules, and community characteristics. Although the rules of E-sports are converging to traditional sports and E-sports is gradually developing towards the traditional sports model (Taylor, 2012). However, the International Olympic Committee believes that E-sports is not mature enough and there are still many problems in E-sports (Segarra,2019).

[bookmark: _Hlk63287921]Since the 21st century, with the rapid rise of the topic of E-sports and there are a large number of capitals pouring into this industry, scholars have had a deeper discussion on E-sports (Witkowski, 2012). Summerley (2019) defines sports as an "institutionalized game" of "traditional sports" and "E-sports". It adopts the method of comparative analysis to study the historical documents and cultural output of these two types of sports and their early institutionalization. Given the interest in electronic games, increase participation and the number of visitors, it is worth considering the major similarities and differences between the various agencies (Summerley, 2019). Heere (2018) thinks that E-sports is a manifestation of sports. Regardless of whether the E-sports sports eligibility, it should be reviewed in sports management. Since the sports industry itself is considering e-sports as a sport, few scholars consider E-sports as a sport to study its impact (Hamari and Sjöblom, 2017; Seo and Jung, 2016). Scholars should regard E-sports as a manifestation of sports and study its negative and positive effects on the industry.

By emphasizing the importance of e-sports, Ahmet and Engin (2020) found the E-sports brings a lot of economic achievements. They consolidate the economic achievements and development shown in recent years. E-sports has gained momentum worldwide and has been widely used as a sports branch (Boluk and LeMieux, 2017). E-sports has developed into a huge economy, and many companies and companies, especially technology companies, are participating in this industry through sponsorship activities (Jin, 2010). The broadcasting of E-sports and online content broadcasting are increasing rapidly. With the rapid development of the world's digital infrastructure, the competition between E-sports producers and participants has become increasingly fierce (Ahmet and Engin,2020). Video games based on E-sports competitions are becoming a developing industry and are an increasingly frequent subject in various international studies (Anita, et al., 2017). Although the glamorous appearance of E-sports has attracted a lot of media attention and investment by investors, the market clearly reflects the rapid entry and exit of capital, and few people have survived in this industry for a long time (Amadeus, 2020).

In recent years, the development momentum of E-sports has exceeded people's imagination, and it has even officially become one of the majors of Chinese universities (Yu, 2020). As the post-90s and post-95s gradually entered the society, the sport of E-sports was also keenly captured by capital, and its value began to increase by several times (Fang, 2017). But almost no one of the first undergraduates majoring in E-sports is engaged in E-sports. They prefer to go to game companies or Internet companies, and E-sports is not a good job. (3DMGAME, 2021). This also fully shows that E-sports is not an industry with a good development trend, but it looks perfect under the propaganda of the media and capital.
2.3 Models of E-sports
2.3.1 E-sports Games Analysis Model
[bookmark: _Hlk63258652]Zhou (2018) believes that to conduct data analysis of E-sports games, mastering the model is the key. The AARRR (AARRR) model focuses on the user's life cycle and chooses return on investment as the goal. AARRR model means “Acquisition”, “Activation”, “Retention”, “Revenue” and “Referral”. The AARRR model is also known as the pirate model due to its predatory growth method, and was proposed by Dave McClure in 2007 (MBAlib, 2020). The core of the AARRR model is to help you better understand the principles of customer acquisition and customer maintenance by corresponding to the customer life cycle (Zhihu, 2020). The AARRR model focuses on solving three problems: “To complete user acquisition”, “To convert into game users” and “To use data to measure the quantity”. However, in order to truly retain users, product experience, content, and gameplay are fundamental, and data is needed to measure quality (Zhou, 2018). From the perspective of the conversion relationship of the AARRR model, solving these three questions is to answer "where do users come from", "do they like the game", "how many users stay", "how many users pay for it", and "do they have higher communication value" and other issues (Zhou, 2018).

Figure 1 AARRR Model
These questions are the questions that must be answered for an excellent E-sports game product to succeed. If there are fewer users of E-sports games, their revenue will decrease. A popular E-sports game will become more popular over time. Meanwhile, an E-sports game with few players is difficult to develop (Li, 2019). This is the reason that a good E-sports game needs a large number of users to stay popular to extend the game life cycle (Sohu, 2020).
2.3.2 Five Forces Model of E-sports
With the increasing influence of economic globalization, the Internet has been used in all walks of life. The “Internet plus” is also derived from it (Huang, Song and Hu, 2018). Internet plus refers to a new industrial format that integrates the Internet and traditional business industries (Hristov, 2017). E-sports can be seen as a form of Internet plus. But emerging industries will always face a series of challenges (Cunningham, Craig and Lv, 2019). Michael Porter (1980) proposed that there are five basic forces in industry competition: “Threat of new entrants”, “Rivalry among existing competitors”, “Threat of substitutes”, “Bargaining power of buyers” and “Bargaining power of Suppliers”. Five forces analysis proved to be an effective tool for industrial environment analysis, but the industrial environment of E-sports is more complicated (Zhu, 2015). 

Figure 2 Porter's Five Forces
However, Michael Porter’s Five Forces model overemphasizes competition and threats, but fails to consider the cooperation between enterprises and the development opportunities they may face (Zhu, 2015). Former Intel President Andrew S. Grove (1997), based on Porter’s five forces analysis framework, re-discussed and defined the six influences of industrial competition that is the power of co-operators (MBAlib, 2020). The power of co-operating companies can complement each other to pursue common interests with the power of other companies (Grove, 1997). In the e-sports industry environment, the co-operators are mainly major live broadcast platforms and sponsors. Through the resources of e-sports competitions and players' popularity to seek common benefits (Jin, 2020; Qian, Wang and Zhang, 2020).
 
Although these models solve many difficulties of e-sports, there may be tension between e-sports and economic capital (sponsor). For the reason that the institutionalization of traditional sports comes from the transformation of society and economic capital (Bourdieu, 1986). And E-sports needs more support from the society to be like traditional sports (Qi, 2006).
2.4 Sustainable Development of E-sports
2.4.1 Sustainable Development of Traditional Sports and E-sports
The World Commission on Environment and Development (the Brundtland Commission) in 1987 define sustainable development as “development that meets the needs of the present without compromising the ability of future generations to meet their own needs”. And it refers to the long- term maintenance of the system based on environmental, economic and social considerations. It concluded that safety, environment protection and reasonable, economically viable energy pathway will sustain human progress in the near future, and it is imperative (the Brundtland Commission). The sustainable development of sports is a new field of sports management research. (Lis, and Tomanek, 2020). Although sustainable development was first proposed in the 19th century (Caradonna, 2014). With the development of sports, the issues in the field of sports have gradually increased since 21st century, and the sustainable development of sports has attracted more attention from researchers in the sports field (ESCHER, 2020). There are few scholars have conducted research on the sustainable development of E-sports. Although a large number of people are optimistic about the prospects of E-sports.

It cannot guarantee that a sport can always be popular even it is traditional sports (Guttman, 1994). The International Olympic Committee will also determine whether to include a sport in the Olympic Games based on whether it is popular and it has ornamental value (Wallechinsky, 2004). Golf was once set as an Olympic sport in 1900, but it did not appear on the Olympic stage between 1924 and 2012. For the reason that the small number of participants and insufficient popularity (Sohu, 2019). According to the "Olympic Charter" revised in December 1999: Only sports that are widely developed among men from at least 75 countries or regions and 4 continents and women from at least 40 countries and regions and 3 continents can be included in the Summer Olympics Games events (Chen and Huang, 2000).

An E-sports games cannot always be popular either. It was not the only reason that this game was no longer popular to people, and there are many issues such as the insufficient game’s funds, too quickly the games updated, the gameplay is outdated and the lack of support from game developers (Wooyoung and Byon, 2019). Ownership is the biggest flaw of E-sports, and even the most popular chess and card games in traditional sports do not have the issues of ownership (Zhihu, 2019). However, the carrier of E-sports is games, and the essence of game products is commodities. Without a developer, and there is no operation, maintenance team, no server and account, it is difficult to host an E-sports competition (Arin, 2020). 

[bookmark: _Hlk63605350]Technically, the development of a sport should be led by the corresponding industry associations. After all, they have enough motivation in terms of hobbies and interests (He, 2015), but now the ownership of the game is the enterprise. Even if an industry association is established, it is restricted by game copyright companies. And the tournament allows the game enterprise to come forward, and the game companies belongs to the copyright owner, it is already destined to be difficult to imitate the traditional sports model (Candela and Jakee, 2018). However, the E-sports competition is hosted by game companies. Comparing with the traditional sports, the nature of the event has changed (Zhihu, 2019).
2.4.2 The challenge of E-sports sustainability
There must be numerous opportunities and challenges on the way to sustainable development of E-sports in the future. In the VUCA, the future development is volatile, uncertain, complex and ambiguous (Bennett and Lemoine, 2014). Therefore, more decisions need to be made to eliminate interference in the VUCA environment (Minciu, Berar and Dobrea, 2020). Since the birth of modern football and basketball, although there have been minor adjustments in the rules, the overall changes are very small, while the game is not (Zhihu, 2019). Although competitive games have a longer lifespan than other games, they are too short compared to traditional sports. They are also too short to be popularized in traditional sports, and they have been eliminated (Brock, 2017). When E-sports becomes a hot topic, plenty of people think it will be a large area. But E-sports is an entertainment industry with competitive elements, which is essentially the opposite of traditional sports (Zhihu, 2019). 

It is obviously that E-sports is still in a stage of development, and it is unrealistic to be comparable to traditional sports at this stage. The development time of E-sports is far less than that of traditional sports, and it needs more time to wait for maturity, but the impact on people at this stage is significant (Egliston, 2018). However, it is undeniable that e-sports has a negative impact on young people, especially teenagers and children (Kwan, Wei and Julian, 2010). MILIĆ (2020) has a critical view of E-sports as a newly established profession, with a particular focus on the period of time of Covid-19. Electronic games entered into the minor's life activity, reducing physical activities to a certain extent (Szépné, Csernoch and Balatoni, 2019). E-sports is not only detrimental to the physical development of young people, but the virtual and competitive nature of E-sports also impacts minors who are in a sensitive period of value shaping (Lin, Wang and Qi, 2019). In the past two decades in China, video games are often associated with the term “psychotropic drugs” (Lou, 2018). Therefore, from the perspective of a large members of Chinese older generation, games have become an evil (Xue, 2016). And this is the main reason that contemporary Chinese society is biased towards E-sports.
2.5 Conclusion
This chapter achieved the first objective: 

“To Critically analyze the existing academic literature on 
E-sports and sustainable development.”

From the literature review of this chapter, it reveled that nowadays E-sports has been developed by leaps and bounds, and it has attracted tremendous people’s attention. Although there is a big gap between E-sports and traditional sports, with the rapid development of E-sports and a increasing number of capital entering, E-sports is developing towards the institutionalization of traditional sports (Heere, 2018). Even though the development of E-sports is very fast and has achieved economic results, the competition in this industry is very encouraging, and only a few people can survive in it for a long time (Amadeus，2020). The shining light of E-sports obscures its dark side. It is obviously there is a lot of research on E-sports, but there is very little research on the sustainable development of it. In comparison, there are many researches on the sustainable development of traditional sports and have certain reference significance (ESCHER，2020). The system and management of the industry is one of the problems in the sustainable development of E-sports (Candela and Jakee, 2018). Meanwhile, in the previous research shows that the Chinese old generation are not optimistic about E-sports and the sustainable development of E-sports still needs to be recognized by the society (Xue, 2016). Therefore, this research aims to solve this issue, exploring young people's views on the contemporary E-sports and the sustainable development of E-sports.

The next chapter will determine appropriate research methods and methodology to solve the problems highlighted in this chapter.
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