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ABSTRACT 

Along with the more and more popularization and commercialization of online e-games, it is of great 

significance to analyze the current situation and future potential development of e-sport, since 

through e-sports games nowadays, players can break through the boundaries of the digital virtual 

scene and enjoy the privileges of competitive sports and the immersive experience of e-sports in the 

real scene. Meanwhile, it is looking for a commercial outlet within the pan-entertainment wave. This 

research focuses on identifying the real influential factors through the statistics and information 

management domain that have a significant impact on the users’ willingness to e-sport, further 

determining the potential consumption intention while also positively contributing to the e-sports 

market.  

255 samples are collected from a designed questionnaire, followed by the statistical data mining 

methods to determine the real influential factors. Afterward, this study applies the ANOVA & linear 

regression model to identify the quantitative relationship between different variables. The third step 

is to conduct the PLS to subdivide the more significant variables from real influential factors that are 

identified and explained.  

The findings of this work indicate that in the future, E-sports will undoubtedly benefit from 

diversified game genres, viewership, enjoyment of gaming motivation and promotion of regional 

policies. With today's fast-paced world, it will become an effective method of unwinding and 

reducing stress from work life. 
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1. INTRODUCTION 

As the traditional sporting landscape evolves to include e-sports nowadays (Summerley, 2020), many 

of the industrial and cultural phenomena related to e-sports attract a large number of participants 

and viewers (Yang, 2018), especially among adolescents and emerging adults (Bányai, Griffiths, Király, 

& Demetrovics, 2018). As noted by Lokhman, Karashchu and Kornilova (2018) given the active 

increase of the e-sports market with growth rates of more than 30% per year. The OCA (Olympic 

Council of Asia) said it wanted to reflect "the rapid development and popularity of this new form of 

sports participation". (BBC News 2017) As per Hamari and Sjöblom (2017), e-sport (electronic sports, 

or eSports) is a term for competitive video gaming. Various teams or leagues compete in famous 

video games such as League of Legends, Fortnite, Madden NFL,  Call of Duty, Counter-Strike, and 

Overwatch. Millions of fans across the globe watch and follow these players live, online, or on 

television. Streaming systems such as bilibili,  Douyu, Twitch, and others enable fans to watch their 

favorite players compete in real-time (Willingham, CNN 2018). 

On the other hand, with the rapid development of the internet and related technology, e-sports have 

gradually become so popular with an unstoppable trend that draws the attention of the whole world 

and transforms from a vibrant niche to a central form of entertainment (Reyes, 2021). Especially 

since the breakout of covid-19, under the influence of the epidemic virus, people stay behind closed 

doors, which tremendously boosts the prevalence of online e-games. Under this circumstance, e-

sport has acquired a boom in development and popularization. The compound annual growth rate of 

total e-sport viewership is expected to be 9% from 2019 to 2023, up from 454 million in 2019 to 646 

million in 2023 (Reyes, 2021), providing fertile soil for the e-sport business to grow and develop. 

Additionally, using the resources from SuperData, I made below Figure 1.1 to show the global 

revenue of e-sports from 2019 to 2024e. It is clear that except for the recession because of the covid-

19, the e-sport has grown very fast. And the expected revenue will be 1618 million dollars in 2024. 

 

 

Figure 1.1 - Global revenue of e-sport ($ million) 
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It has sparked a lot of controversy on whether e-sport can be regarded as a sport. Some scholars 

insist that physicality is the most indispensable characteristic of sport (Coakley, 2008; Eitzen & Sage, 

2008; Witkowski, 2012), indicating that sport is measured via physical power or fitness (Witkowski, 

2012) instead of the athletes just sitting on the chairs during the e-sport. However, there are many 

kinds of online games that have been introduced to the scope of e-sport, such as first-person 

shooting games (e.g. CrossFire, Counter-Strike, Player Unknown’s BattleGrounds), “MOBA 

(Multiplayer Online Battle Arena)” (e.g. League of Legends, Dota 2, Monday Night Combat, etc.), 

strategy games (e.g. StarCraft, Warcraft), sports games (e.g. FIFA series, NBA online), cards games 

(e.g. HearthStone), etc. And most of them require the players to conduct the hand-eye-brain 

coordination and react in half a second, implying that physical endowment is required for the e-sport 

players. There is some research showing that higher-level physical fitness contributes to improved 

cognitive functions (Haapala, 2013; Luque-Casado, Zabala, Morales, Mateo-March & Sanabria 2013), 

which are crucial for e-sport players to get better results. 

What’s more, e-sport has many characteristics in accordance with traditional sports such as 

incredibly ornamental appreciation, competence, and appealing tournaments, etc. Simultaneously, 

the advantages of e-sport are distinguished. Unlike physical sports, where players are observed and 

recorded by the live audience or the broadcast, e-sport competitions are conducted on computer 

game software which is itself the subject of various intellectual property rights (Dan, 2013). For 

example, the appreciation of e-sport can be achieved on tiny screens, and that saves a lot of field of 

competing. Beyond that, thanks to the online conduction and broadcast, the e-sport can shield 

interference such as the weather, the audience, the covid-19, among others, which have a 

considerable impact on traditional physical sports. Additionally, less physical confrontation leads to 

less probability of injury against players. Last but not least, the scale of e-sport audience has gained a 

rather big growth rate these years, indicating a prosperous market and promising future. As a result, 

it is of great significance to develop and promote e-sport around the world. 

From the perspectives that we mentioned e-sports has become a hot spot for traditional sports, to 

the scale of development on the growth rate (Reyes, 2021), overcoming environmental factors, the 

competitiveness and ornamental. It is not surprising, then, that the ever-increasing popularity of e-

sports has rendered the topic area increasingly relevant for academic study (Tang, 2018), but there 

exists a vast literature only devoted to understanding its business model, development trend, and 

Institutionalization of traditional sports and e-Sports (Summerley, 2020).  

The purpose of the present study points to three aspects in e-sports: First, and more obviously, 

people's willingness to participate in e-sports. Several of the most prominent e-sports tournaments 
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including the League of Legends World Championship and the Dota 2 World Championship (Raraport, 

2017), feature just one MOBA (multiplayer online battle arena) game for the entire event. Given that 

I conduct my research to further inquiry into the game genre (type), affects future expectations of 

people to step in the era of e-sports. Streaming a match has a positive effect on players’ 

engagement, which leads to playing longer matches (Matsui, Sapienza & Ferrara, 2020). It is 

reasonable to consider whether this positive impact will radiate to player engagement in e-sports. 

One of the properties defines e-sports as human-vs-human competition instead of primarily playing 

against artificial intelligence (Tyack, Wyeth, & Johnson, 2016).  In order to have fun in the game, e-

ports gamers usually assemble or join a premade team, with the addition of friend(s) (Véron, Marin, 

& Monnet, 2014). Specifically, players' initial gaming intention has a positive correlation with players' 

participation in the field of e-sports. Second, similar to how traditional sports were commercialized, 

the popularity of current e-sports has elevated the industry to an unneglectable market segment 

(Tang, 2018), once people have the willingness to get into the e-sports market, and combined with 

the past game consumption experience, whether they will spend money on e-sports field in the 

future, we need to explore this potential and keep consumption developing. Third, the general 

environmental factors a sports facility frequently interacts with include economic, political, and social 

factors (Jenny et al., 2018). In many countries, local governments have introduced support policies 

that promote the esports industry transitioning from online to offline (Yang, Wang & Samantha, 

2020), despite the support of policies and capital markets, it is still needed to consider whether it can 

stimulate people's willingness to participate.  

This thesis uses statistical methods to explore the demographics of each group of data that will be 

calculated to evaluate the quantitative relationship of the data collected from the online-

questionnaire (qualtrics). Beyond that, the ANOVA, regression and principal-components analysis will 

be used to identify the real influential factors (Baecke et al, 1982) that have a significant impact on 

people's intention to participate in e-sports, even consumption.  

The findings of this thesis indicate that in the future, E-sports will undoubtedly benefit from 

diversified game genres, viewership, enjoyment of gaming motivation and promotion of regional 

policies. With today's fast-paced world, it will become an effective method of unwinding and 

reducing stress from work life. Different games and display form of streaming platforms, in 

particular, will be played and observed by the public, providing direction for the network anchor's 

development, producing potential value for e-sports economy expansion, and eventually establishing 

a whole e-sports industrial chain. 
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The findings of the research contribute to one of the extant e-sports economy literature (Cai, 2018), 

by reading the concept of the emerging e-sports economy, the e-sports industry chain, the e-sports 

business model, the development strategy of mobile e-sports, streaming media, etc., 

comprehensively analyze the e-sports economy, in order to get a preliminary insight into an 

explosion of people's willingness to participate and consume in e-sports field. These findings are the 

foundation of the future development of the esports industry, which indicates that e-sports as an 

emerging industry driven by the current wave of pan-entertainment, even if many aspects have 

difficulties, but how to stimulate people's motivation to get involved in this field is extremely 

important.  

In the following part, I briefly review the relevant literature on e-sports regarding the development 

value chain, specific game genres, motivates to play e-games, streaming platforms,  and introduce 

the government policies and capital layouts. Then I present the model development process, my 

study methodology, and analyze the results in relation to the questionnaire collected data, and 

finally discuss research findings. 
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2. LITERATURE REVIEW 

The 21st century witnesses the prosperity of the gaming industry, and with the successful holding of 

the first League of Legends competition in 2021, many people know the word of e-sports for the first 

time. However, e-sport has a long history and its origin can be dated back to the year 1971. 

There is a tight and long-lasting connection between information technology and the gaming industry 

(Freeman & Wohn, 2017). In 1971, the University of Stanford invited the students to compete in the 

games. This pioneer gaming event triggered the use of data mining in the field of e-sport as the 

participated students started to analyze the game data to estimate their win rates. The first sign of 

the official e-sport event was held in 1980, with more than 10 thousand players competing for the 

prize of this tournament. This competition attracted massive audiences and TV broadcasting 

provided a way for them to enjoy this gaming event. Nowadays, there are a variety of games with 

different game types and modes that are selected for the competition event for e-sport. 

 

2.1 The development of e-sport’s value chain  

The prosperity of e-sport also contributes to the growth of many businesses (Block et al., 2018). 

Those businesses include streaming platforms, e-sport hosting platforms, gaming clubs, betting 

companies, and game developing firms.  

According to Kim (2011), streaming media has become an essential part of the e-sport industry, and 

this business is believed to develop at a rapid pace as a result of the growth of the e-sport industry. 

The fascinating e-sport events make streaming more appealing for the audiences to watch. As the 

viewing rate of the streaming increases, the e-sport events will create value for the streaming 

businesses by running targeted advertisements for those viewers during the half-time of the 

competition (Kim, 2011). The e-sport also creates values for the e-sport hosting platforms through 

the supply of advertisement revenue. Based on the findings of Araujo, Rios and Parra (2019), the 

commercial value of e-sport tournaments is becoming prominent as the viewing rates of such events 

are enhanced. As a result of an increase in the audiences and the digital nature of e-sport, the 

availability of behavioral telemetry from the e-sport events triggers the trend of monetizing the 

game competitions and tournaments. It is suggested by Kim (2011) that most e-sport games are fast-

paced, this makes this game has a shorter duration of play, which provides more time for the e-sport 

hosting platforms to display the advertisements of their sponsors during the broadcasting of the 

tournaments. 
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The development of e-sport leads to the birth of game clubs, a form of organization that is 

committed to bringing professional game players together (Zandaki, 2021), and the primary income 

source of those players is the prize money. There are coaches in the game clubs who administrate 

the training of the players. The team coaches normally take lots of time observing and reviewing the 

actions of the players in the gameplay and figuring out the optimum strategies for the gamers to 

adopt in the specific scenarios to win the competition. For each player, the coaches will develop 

personalized gaming strategies to boost the strengths and hide the weaknesses of the player so that 

the players have more chances of winning. It is demonstrated by Meng and Qing (2013) that the 

team coaches are also responsible for taking care of the players’ lives. The coaches will observe the 

daily behaviors of the players and collect information that allows them to evaluate the effectiveness 

of coaching practice and assess the physical and mental wellness of the players. 

The betting company is also one of the businesses that obtain benefits from the growth of e-sport 

(Hodge et al., 2017). The results of e-sport tournaments are not only meaningful for the professional 

players but also can generate value for the betting businesses. It is indicated by Marchenko and 

Suschevskiy (2018) that the predictions of winning teams in e-sport championship events offer ample 

business opportunities for the betting companies. The betting companies will use information 

technologies to extract useful information from a reasonable volume of data, and the processed data 

will be displayed to the odd makers who favor betting e-sport events. The betting companies will 

earn commissions by offering such services.  

The game-developing firms receive great benefits from the growth of the e-sport (Kasurinen, 

Strandén, & Smolander, 2013). Due to the popularity of e-sport, the game developers obtain more 

funds to enhance the game design, improve the game balance and establish interesting game 

mechanisms with the purpose of creating more good games. It is indicated by Hamari and 

Lehdonvirta (2010) that the heat of e-sport allows the game developing companies to pay more 

attention to the game contents, which leads to an increase in customer renewal. Regarding the 

trends of game development, Cai, Wohn and Freeman (2019) propose that the game developing 

firms are becoming more interested in creating games that are suited for the e-sport events in this 

data-driven era as the application of information analyzing techniques enable the game developers 

to capture the most profitable game genres. Under the influence of both the application of data 

analyzing techniques and the popularity of e-sport, games of certain types and categories are 

experiencing excessive growth in recent years.  
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2.2 Game Genres are favoured by the viewers and players 

The game genre is “a recurring type or category of text […] defined by structural, thematic and /or 

functional criteria”. (Casvean, 2018, pp. 57) E-sport games, like conventional sports, include a variety 

of genres, such as MOBA (multiple online battle arena), FPS (first shooter), real-time strategy, 

fighting,  as well as sport video games. In eSports, the most popular video games are StarCraft 2, 

Counter-Strike: LoL, Defense of the Ancients (DOTA)2, and Global Offensive (Moth, 2014). 

Interestingly, the audiences and players of nowadays e-sport are attracted by specific types of games 

(Kokkinakis et al. 2020).  From the year 2005 to 2015, the majority of studies on online-gaming 

addiction concentrated on MMORPGs (massively multiplayer online role-playing games) like World of 

Warcraft (Beard and Wickham, 2016, Hussain et al., 2012, Ng & Wiemer-Hastings, 2005, Young, 

2009). However, fans interest in online video games has largely shifted from MMORPGs to a new 

game type. According to the data collected by the e-sport clubs and streaming platforms. This game 

type which is known as MOBA possesses specific features that can attract viewers to watch the 

game. MOBA, the abbreviation of the multiplayer online battle arena, has become a trendy game 

genre for the e-sport category because of increased emphasis on participants’ skill and competence 

(Hamari and Sjöblom, 2017, Jenny et al., 2017, Seo and Jung, 2016). As suggested by Hindin et al. 

(2020), the MOBA originated from the game genre of real-time strategy, and its popularity rapidly 

increased with the release of the first MOBA game, Dota. This game genre played a prominent role in 

the e-sport business in the first decade of the 2000s, and it was eventually turned into a cultural 

phenomenon in the world with a huge global fanbase. 

It is considered that the interesting gameplay mechanisms and high exposure rate of those games at 

e-sport events will attract the viewers to enjoy watching the gameplay of MOBA games. This idea has 

support from Wang (2016), who conducted a series of research to find that games which have 

various gameplay techniques will be fascinating for audiences to watch.  

Besides that, MOBA games have other features which make them stand out among the games of 

other types and obtain the attention of the viewers. It is indicated by Chen et al. (2018) that the 

MOBA games have the elements of both competition and cooperation, and it also contains many 

fixed and variable factors in the gameplay. Because of the design of MOBA, winning the game 

sometimes become an issue of great complexity. It is also demonstrated by Nuyens et al. (2016), as a 

result of the variables in the gameplays, the game will be more exciting for the audiences to watch 

and more newcomers will be attracted by the gameplay of MOBA games. Both the gaming 

mechanisms and the elements of MOBA games are regarded as inseparable parts which contribute 

to the high standing of MOBA games in the eyes of audiences.  Game Genres are a major defining 
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factor in the creation of rich markets (Cook, 2005). However, As players gain more experience with 

the specific game type, they go through a predictable sequence of engagement, pleasure and 

burnout (Cook, 2007). Furthermore, research has shown a preference for particular game genres 

based on personality and gender. Therefore, it may be inferred that being male and younger 

correlates with a predilection for specific game genres, which are inherently more time-consuming 

and demanding, which could account for the increased gaming time. (Rehbein, Staudt, Hanslmaier, & 

Kliem, 2016).  Peever, N., Johnson, D. & Gardner, J. (2012) said that there are different personality 

types and each is more likely to like a certain type of genre. According to Rehbein, F., Staudt, A., 

Hanslmaier, M. & Kliem, S. (2016) The male preference for particular game genres entirely accounts 

for men's increased gaming time, also, Kilary and colleagues (2015)  investigated  the gender and 

game category differences (i.e., FPS vs. MMORPGs game players) and observed that the link between 

gaming disorder and escapism was considerably stronger in female gamers than in male gamers. 

 

2.3 Gaming motivations mediated between players and e-sports 

Some studies investigate the motives and behavioral factors that explain why players engage in e-

sports. As indicated by Trotter et al. (2020), a high e-sports participation rate is attributed to the 

changes in adolescents’ preferences regarding the forms of entertainment. With the development of 

technologies, computer games become popular among groups of young people, and nowadays 

adolescents can relax and entertain themselves at home by spending time playing computer games. 

The appearance of e-sports intensifies this situation, and it allows the youth to enjoy the pleasure of 

competing with real people or friends with winning without doing outdoor physical activities. Even 

though this leads to the health problems such as obesity, e-sports games, and e-sports streaming 

remain to be the mainstream means of entertainment for adolescents (Hallmann and Giel, 2018). 

Besides that, the players’ high engagement in the e-sports results from multiple options that this 

gaming activity has provided to the players (Mao, 2021). Before the birth of e-sports, the traditional 

online games are considered to be “endless”, which means that the players feel that they have no 

rest break during the gameplay. Whereas the e-sports offer the breakpoints to the players, and the 

gamers can choose whether they wish to leave, continue or pause once a round of the game has 

finished (Kou and Gui, 2020). Also as noted by Taylor (2012) e-gaming, which usually begins as a 

simple hobby for most players, they are more willing to play games with family members and friends 

since the interactive feedback mechanism of games increases intimacy in real life as well. According 

to Véron, Marin, and Monnet (2014), the e-sport is about the+ competition between human-
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composed team players instead of the duel between the human and artificial intelligence opponents. 

The collective intelligence of e-sports game teams has been recognized as a predictor of their 

performance (Engel et al., 2017). Martonik (2015) found that e-sports could satisfy the need to 

belong by creating relationships through team membership. By virtue of mutual familiarity in games, 

having a friend(s) on the team can dramatically boost the chances of winning while greatly 

minimizing the risks of teaming up with strangers, who may provide terrible gaming experiences due 

to poor performance and/or toxic behaviors such as verbal abuse (Emmerich et al., 2020, Kwak et al., 

2015). Premade teams were strongly preferred by 82 percent of the League of Legends players polled 

(Mora-Cantallops & Sicilia, 2018), thus, (Freeman & Wohn, 2017) indicated that any discussion on the 

perspective of esports players should incorporate real in-person social outcomes and virtual 

environment experience. 

 

2.4 Streaming will attract viewers to involve into the e-sport market 

Due to the rise of the gaming industry, the e-sport broadcasting businesses have grown rapidly. The 

traditional gaming broadcasting channels such as television shows are replaced by new and 

developing platforms like online streaming media. The enormous popularity of e-sports can be seen 

from viewership statistics of gamer-oriented live-streaming platforms like Twitch 

(https://twitchtracker.com/games) (Mao, 2021), with the support of ESPN as well as some 

broadcasting firms, along with online streaming, e-sports audience is equivalent to that of numerous 

conventional sports (Grubb, 2015). Those virtual event platforms are considered to have beneficial 

impacts on the customer growth of the e-sport sector (Drachen et al. 2013). 

Based on the research conducted by Kim and Kim (2020) suggests that the e-sport streaming 

providers are becoming increasingly focusing on the production of data-driven content, which pays 

more attention to the audience engagement and the visual experiences of the viewers, also the 

modern streaming technologies make it easier for those platforms find the preferences of the 

mainstream viewers and create contents that match the interests of those audiences to enhance the 

viewing rate. Another research conducted by Gandolfi (2016) demonstrates that the streaming 

platforms help the viewers who also play the games to comprehend the intricacies of the players’ 

gameplays so that they perform properly the tactics and the strategies during their gameplays. The 

data-driven content, along with the comments regarding the gameplays of the professional players, 

attracts the viewers to engage more in the gaming activities. Literature written by Freeman and 

Wohn (2017) enhances this point by indicating that the streaming platforms can attract audiences to 

have a taste of the game and turn them into players. Based on their findings, the audiences of e-

https://twitchtracker.com/games


 

Page 10 of 72 

 

10
10 

sport are actively participating in the games themselves, which suggests that E-sports viewers are not 

only watching the gaming event for entertainment purposes but also learning the gaming strategy 

from the tournaments to improve their game skills. For the viewers who do not play the game, the 

streaming can speed up this transition of character and enables more people to get an interest in the 

games (Reitman et al., 2019). Thus, with the advent of the post-2010 live broadcast era, it has 

changed the way user's perspective on e-sports by enabling them to participate in the shaping of the 

media landscape in real-time with an entertaining attitude (Taylor 2018). 

 

2.5 The government policies and capital layouts regarding e-sport        

It is believed by Feng (2003) that e-sport receives the favor of the capital. The literature shows that 

there are three major reasons which make e-sport attractive for the capital. The top reason is an 

enhancement of the investment return. The e-sport events are found to have great marketing 

potential due to the exponential growth of the audiences. Because of the increasing popularity of e-

sport, the economic returns obtained from investing in e-sport activities are expected to be high. The 

second reason is the stock price. Nowadays, the capital markets consider the prospects of the 

companies are linked to their connection to the young core customers. The investment in e-sport can 

be regarded as the company’s move to enter the youth market, which will boost the confidence of 

the capital market concerning the future development of the company. As a result of this, the market 

prices of the companies will increase and the companies are more likely to obtain financing. The third 

reason is that e-sport has more social recognition, which indicates that the business environment of 

the e-sport sector is becoming better. Even though e-sport is still regarded as toxic things by a certain 

group of people, the public opinions are more friendly towards the growth of e-sport with the 

passage of time.  

Besides the positive attitude of capital towards e-sport, there are policies announced by the 

government facilities that support the development of e-sport (Yang, Wang, & Samantha, 2020). As 

suggested in the literature, It is critical to recognize the country and game that may be regarded as 

the primary influencers in introducing esports to the globe (Young, John & Chokecha,2020).After the 

international financial crisis of 1998, S. Korea established itself as a powerful country of sports, 

tourism, and culture, unintentionally promoting esports industrialization with the World 

Championship "WCG'' in 2000, commonly known as the eSports Olympics (Yang 2018). CMEG (China 

Mobile eSports Games) was the 1st official mobile esports competition in China, and it is conducted 

every year. The USA  also created the CPL  (Cyber Athlete Professional League) in 1997, which is now 

the world's largest esports league. The ESWC  (Electronic Sport World Cup), a yearly cultural event 



 

Page 11 of 72 

 

11
11 

with a history of more than 40 years, was founded in France (Yang 2018). Obviously, the government 

plays an important role and supports non-financial assistance (Vukelic & Jorgensen, 2018), organizing 

e-sports events and forming governing bodies to support and help tournament organizations and 

players by informing them about the laws and guidelines set by the government (Thiborg, 2009). 
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3. PROPOSED RESEARCH MODEL /  WORK HYPOTHESIS 

According to Michaut (2004), a new industry is vital for sustainability development, while 

participation is defined as the personal ability to exercise options that influence the sequence and 

substance of an industry  (Goodwin & Radford, 1993), It can aid enhance perceived industry quality 

because consumers are actively implicated from the start  (Bitner, Faranda, Hubbert &Zeithaml, 

1997; Dabholkar, 1990; Kelley et al.,1990; Zeithaml & Bitner,2000), It may also be employed as a 

factor to categorize clients, allowing the industry to better adopt differentiation initiatives in the 

future (Song & Adams, 1993). According to the findings of subjective well-being studies, congruence 

between one's identity and the specific behavior in which one is involved might boost happiness 

(Diener & al., 1999; Moskowitz and Cote, 1995). Once increasing customer's enjoyment to 

participating because of the interaction (Bateson, 1985), and can enable them to receive various 

benefits such as entertainment, relaxation, and satisfaction as an exchange for their participation 

(Bitner et al, 1997; Zeithaml & Bitner, 2000), potential consumption behaviors may occur with life 

satisfaction (Grzeskowiak et al,. 2015). Simultaneously, Maddux (2020) stated that your well-being 

will be more greatly enhanced by spending money on small pleasures distributed over time than a 

single big splurge. Therefore, as shown in below figure 3.1, the research framework is formulated 

based on the past review of the literature. Based on the insights, this study leads us to the below 3 

research questions regarding people's willingness to participate in e-sports subjective (Personal 

Preference of E-Game Genre & Motives to Play E-Game) and objective (Streaming platform & 

Government Policy-driven) factors, even potential consumption with the development of e-sports. 

Figure 3.1 - research conceptual framework 

 

 



 

Page 13 of 72 

 

13
13 

RQ1: The effect on willingness to participate in e-sports such as the game genres that player 

prefers and the motivation of playing games from subjective aspect 

It is believed that the features of specific game genres are able to capture the interests of audiences 

and change their attitudes towards e-sport. Currently, The six categories of e-sports include action, 

FPS, puzzle, trading card, sports/racing/MOBA, and battle royale (Ohno, 2021), even though It has 

been reported that there were no significant differences among game genres in terms of aggression 

(Cho et al. 2017), such as the kill/death ration in FPS games or gold per minute and kill/ death ratio in 

MOBA games (Parshakov et al., 2018). But the different forms of entertainment a player’s preference 

for specific game genres or activities they undertake provide different stimuli and satisfy their 

different needs (Zalewski, 2021). Some of the researchers have stated that some games are more 

addictive than others due to certain characteristics (Wan and Chiou, 2007; King and Delfabbro, 2009; 

King et al.,2011). It may be feasible to identify players who favor specific game styles/genres by 

identifying differences in game preferences (Hilgard et al., 2013). For instance, MOBA is a game 

genre that combines the strengths of real-time strategy and role-playing action games. The games of 

this game genre are simple to learn but hard to master, which offers lots of amusement for both 

users and audiences who watch e-sport competitions (Mao, 2021). Accordingly, there are differences 

among individuals who prefer different game genres with regard to the willingness to participate in 

e-sports: 

H1: People who prefer different game genres will have significantly different willingness to 

participate in e-sports 

Motivation can refer to motives that underlie certain behaviors and encompass beliefs, perceptions, 

values, interests, and actions, and vary among individuals and across subjects (Lai, 2011; Vukelic & 

Jorgensen, 2018), people's motivations for playing games are highly associated with their real lives. 

Particularly, interpersonal communication is a vital part of life, while the majority of e-sports 

MMORPG (massively multiplayer online role-playing games) are team-oriented games (Castillo, 2019; 

Yee, 2006). They not only need to communicate with AI machines but also need people to 

communicate and cooperate to get the chance to win. At this stage, the social entertainment 

motivation of enjoying playing games which includes an interest in socializing, establishing 

relationships, and engaging in team play with others, are significantly influence the feelings and well-

being of players (Snodgrass et al., 2012) Accordingly, it is hypothesized that: 

H2: the effect of gaming motives will positively influence the willingness to participate in e-sports  

 

http://doi.org/10.3389/fpsyg.2013.00608
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RQ2: The effect on willingness to participate in e-sports such as promotion of regional 

policies and the drainage of streaming media from objective aspect 

Participating in e-sports entails more than just playing computer games competitively. Some 

customers love watching others play, as indicated in the e-sport yearbook of Christophers and Scholz 

(2011).  Watching e-sports builds knowledge of competitive gameplay as a sport (Su and Shih, 2011; 

Taylor, 2012). Even spectators can get involved in the competitive eSports culture at some 

tournaments, even though not everyone can play (Christophers and Scholz, 2011; Taylor, 2012). 

Especially in this context, the streaming platforms adopted in identifying the Internet use of 

individuals (Huang, 2008; Ko, Cho & Roberts, 2005; Roy, 2009; Huang & Zhou, 2018), which focus on 

making content regarding e-sport not only increase their viewing rates but also help the e-sport 

sector to extend the customer group, which is considered to have an influence on the development 

of e-sport. Accordingly, it is hypothesized that: 

H3: the drainage of streaming will exert positive influences on the willingness of audiences to 

participate in e-sports 

The holding of regional e-sports events always relies on the support of the government. Aryanto and 

Fransiska (2012) discovered a correlation between government assistance and motivation. 

Governments allocate funds for sports development and organize the necessary infrastructure and 

contests in order to attract capital investment (Parshakov & Zavertiaeva, 2018). With the growth of 

e-sport, the country's government facilities have begun to be aware of the influences of this 

emerging business and promote related policies to motivate online gaming community to participate 

in e-sports (Ching et al., 2019). Accordingly, this research expects that regional policies can motivate 

an individual willingness to participate in e-sports and the hypothesis is proposed as below: 

H4: Attention to e-sports by regional policies will positively influence individual willingness to 

participate in e-sports  

 

RQ3: Explore consumption intention in the future of e-sports between whether personal 

favorite game genres are included in the e-sport list as well as past game experiences of 

spending money 

The consumption of games is likely to drive the growth of e-sport. Many academics are motivated to 

learn more about how people consume sports ( from die-hard to fair-weather fans), including their 

motives, limitations, and methods of negotiation, among other topics (Byon et al., 2020). Specific to 
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e-sports consumers, they have sought to identify factors and moderators of e-sports consumption 

(Pizzo et al., 2018; Jang and Byon, 2020b, in press). Jang and Byon (2020b) identified the esports 

game genre as moderators for segmentation for potential gameplay consumption. In terms of 

motivation to participate in e-sports events, Pizzo et al. (2018) compared sport-simulation esports 

games and real-time strategy esports game segments. While this research helps identify moderators, 

additional exploration is required to fully combine consumers' past experiences with e-sports in a 

manner. According to the Theory of Planned Behavior, customers' prior impressions may impact their 

perceptions which lead to those impressions (Blut and Wang,2019;Heiny et al., 2019). Past consumer 

experiences are thought to have a substantial influence on customers' present and future purchasing 

habits (Fishbein & Ajzen, 2011). In all, previously conducted research establishes e-sports game genre 

and past consumers' experience as a potentially viable scope for e-sports consumption, the rationale 

behind the future e-sports potential consumption is that the purchase activities of users allow the 

companies of the e-sport value chain to have more available funds to hold high-quality game events 

and invest in the e-sport sector. Accordingly, it is hypothesized that: 

H5: Favorite game genres listed on the e-sport or past game consumption experience will positively 

influence consumption intention in e-sport 
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4. RESEARCH METHODOLOGY 

In this chapter, research methods for data collection and sampling were explored, and research 

design was utilized to decide whether the research is quantitative or qualitative, further to specify 

whether it is exploratory, descriptive or causal research. In addition, primary data (first-hand data) 

was collected from our target random respondents (social media, official university resources, online 

gaming community) through the online questionnaire platform. Next, the construct measurement 

was established, and analyzed the e-sport related data in this research. 

4.1 Research Design 

As noted previously, e-sports literature is still scarce and dispersed, with the majority of studies 

focusing on qualitative research on visible phenomena in competitions or psychological research on 

athletes. (e.g. Carter and Gibbs, 2013; Cheung and Huang, 2011; Hutchins, 2008; Seo and Jung, 2014; 

Seo, 2016; Taylor, 2012a, ,b; Wagner, 2006; Witkowski, 2009, 2012). Rarely is quantitative research 

conducted on the reasons why individuals watch e-sports or the willingness that players will attend 

e-sports events. Given that quantitative research generates quantifiable data that may be analyzed 

to confirm and forecast relationships (Garbarino & Holland, 2009), this study investigated the 

relationship between several variables to validate a phenomenon-related hypothesis (subjective & 

objective factors that motivate the participation in e-sports and potential consumption intention). 

Therefore, . 

In addition, descriptive research was also introduced for summarizing the distribution of participants 

and discovering the relationship with each variable to obtain insights (Polit & Hungler, 2004). But the 

main purpose of this study is conducting the causal research to discover the effect relationship 

between the independent variables (E-Game Genres, Streaming Platforms, Motives to Play E-Games, 

E-sport Game Genres List, and Past Game Consumption Experience) and the dependent variable 

(Willingness Participation in E-sports and E-sports Consumption Intention). 

 

4.2 Data 

The primary data for this study is the first-hand information collected directly for the first time (Hox 

& Boeije, 2005), they were gathered via an online surveying platform, Qualtrics, 

(https://novaims.eu.qualtrics.com/jfe/form/SV_2hkBcDc7FyMKis6) administered among people who 

are interested in playing or watching e-games. Before posting the survey, the questionnaires were 

piloted (n=10) to my classmates and friends as a trial run to get input on whether doing the survey 

https://novaims.eu.qualtrics.com/jfe/form/SV_2hkBcDc7FyMKis6
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posed any issues (Zikmund et al., 2010). The major problem found in the pilot is that some questions 

were measured for variables which should be set as a mandatory answer to avoid data missing. 

Following the pilot, the questionnaires were distributed using a link to a variety of internet channels, 

which target global respondents with different groups to participate in this study as a random 

sampling method without any additional requirements or limits. According to our estimates, 

respondents used the following sources to access the survey: 55%-60% “Wechat Group”, 15%-20% 

“NOVA IMS Program Outlook” (mgi@novaims.unl.pt), 15%-20% “WhatsApp” student group, 10%-

15% “Facebook”, and 5%-10% other channels such as friends, classmates, colleagues, etc. The poll 

was accessible online from April 1, 2022 until  the 23rd of May 2022.  the total of approximately (400 

RMB or EUR 50) bonus had been divided equally between each valid response as a participatory 

incentive. Finally, 255 usable samples were received.  The respondents' demographics will be 

described in the chapter data analysis. 

4.3 Construct Measurement 

The questionnaire had main 6 sections: demographics, e-sport current circumstance, gaming 

experience, streaming platform experience, consumption experience, and e-sport future intention. 

Participants indicated their sex, age, employment status, education level, and residence for 

demographic information. The degree related to how much you know about e-sports (i.e., none at 

all, a little, a moderate amount, a lot, or a great deal), the frequency of gameplay (e.g., computer or 

mobile games), the frequency of watching streaming platforms (e.g., eSports events, live games, 

videos, etc), preference of game genres, and the total consumption amount related to e-games a 

year were measured for a brief awareness of current e-sports circumstance. 

Table 4.1 The Origin of Construct (e-sport current circumstance) in the Research 

No Question  Sources 

1 How much do you know about e-sports? Adapted (A market survey report on the 

public's attitude towards the 

development of e-sports industry, 

2021) 

2 How long do you play games every day? Adapted (Questionnaire on the impact of 

online games (Honor of Kings, PUBG, 

etc.) on college students, 2021) 

 

3 How long do you spend time watching 

eSports game events every week (include 

but not limited to eSports events, live 

Self-developed (Hamari & Sjoblom, 2017) 

http://doi.org/10.1108/IntR-04-2016-0085
mailto:mgi@novaims.unl.pt
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games, videos, etc.)? 

4 Please indicate your preference of the game 

types (compuer or mobile games)? 

Adapted (A survey on the current circumstance 

of e-sports development, 2018) 

12 How much do you spend for around total 

amount related to games a year? 

Adapted (Questionnaire on the impact of 

online games (Honor of Kings, PUBG, 

etc.) on college students, 2021) 

Source: WJX.CN  

 

After the demographics and general e-sport current circumstance questions,  a scale of 

measurement is introduced as a tool or instrument which used to measure the variable by 

categorizing and quantifying the variables (Sekaran & Bougie, 2010). 8 focal constructs were 

conducted the nominal scale represents the most basic level of measurement to identify an object 

that has been assigned a value, and the interval scale by using a five-point Likert scale (Strongly 

disagree (1) - Strongly agree (5)) (Boone & Boone, 2012), which can determine how strong the 

agreement of respondents toward the statement. The variables measured were as follows: 

Dependent variables. The first dependent variable is Willingness Participation in E-sports, measured 

by asking participants “Will you be interested in a professional player, a worker, or a fan with 

development of eSports?”. And the second dependent variable is Consumption Intention, measured 

by asking participants “How much do you agree that you will be a consumer with the development of 

eSports in the future?”. 

Independent variables include E-game Genres and Streaming Platforms. Motives to Play E-Games, 

measured by asking participants “Please indicate your level of agreement with the following factors 

that influence your game preference”. Motives of Watching E-games on StreamingPlatform, 

measured by asking participants “Please indicate your level of agreement with the following reasons 

on your preference of watching the eSports game or anchor via the streaming platform”. The 

attention of e-sports by regional policies, is measured by the item “Would you like more eSports 

events or campaigns to be organized in your current region?”. Further, this study also investigates 

the factors that influence consumption intention, including the Favorite game genres listed on the e-

sport events and E-games Consumption Experience. 

 

 

Table 4.2 The origin of construct (dependent & independent) variables in the research 
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Construct Code Indicator  Sources 

Independent Variables:    

• E-game Genres Q4  

Q5 

The enjoyment of e-sports 

commonly organized around 

specific game or game genres 

(Hamari & 

Sjoblom, 

2017) 

• Motives to play E-games Q6 The original intention of 

individuals to play E-games 

(Mao, 2021; 

Hilgard et al., 

2013) 

• Streaming Platforms Q8 

Q10 

The degree to which watching e-

sport enables drainage from the 

streaming platform and provides a 

willingness to participate in e-

sport. 

(Hamari & 

Sjoblom, 

2017) 

• The attention of e-sports  

by regional policies  

(government support) 

Q14 The attention of the government 

agencies are assisting the growth 

of e-sports. 

(Chen et al., 

2017) 

• Favorite game genres listed  

on the e-sport events 

Q7 The attention to e-sports which 

depends on individual favorite 

game genres 

(Mao, 2021; 

Hilgard et al., 

2013) 

• E-games Consumption  

Experience 

 

Q11 The consumer behavior related to 

the past video games experience 

(Jang, 2021) 

Dependent Variables:    

• Willingness Participation  

in E-sports 

Q15 The desire to challenge and 

compete with others, have 

interest in analyzing the 

underlying rules within the e-sport 

system or realize the enjoyment 

related to interacting and 

socializing 

(Sun, 2017) 

• E-sports Consumption  

Intention 

Q13 The degree to which enabling a 

consumption intention from game 

genres listed on e-sport events or 

past E-game consumption 

experience 

(Jang & 

Byon, 2020b) 
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5. DATA ANALYSIS 

5.1 Data Analysis Methodologies 

First of all, this study employs frequency analysis to analyze the demographic characteristics of 255 

participants, as well as the current circumstance on e-games. In addition, this study examines 

whether there are differences among the specific game genres and streaming platforms with regard 

to Willingness Participation in E-sports by using ANOVA method. Last but not least, this study 

investigates the effects of Motives to Play E-Games, Motives of Watching E-games on 

StreamingPlatform, and Attention of e-sports by regional policies on Willingness Participation in E-

sports, moreover, whether the Favorite game type listed on the eSport events and Consumption 

experience exerts impacts on Consumption Intention. Thus, statistical analysis was conducted using 

the program SPSS 25 software to identify the linear quantitative relationship between different 

variables determined that are not correlated by default. Simultaneously, partial least squares 

regression (PLS) will be also applied to identify the real influential factors (Baecke et al, 1982) that 

have a significant impact. 

 

5.2 Descriptive Analysis 

Descriptive analysis is used to investigate participants‟ demographic profile, gaming behavior, 

watching experience, and consumption experience. The detail of the results was discussed at the 

following parts: 

5.2.1) Demographic profile 

In this section, the general profile of the respondents such as gender, age group, education level, and 

employment status was discussed. 

Table 5.1 and Figure 5.1 report the results manifest that males account for 127 (49.80%), and 

females account for 111 (43.53%). 
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Table 5.1. Gender 

Demographic Characteristic  Frequency Percent (%) 

Gender 

Male 
 

127 49.804 

Female  111 43.529 

Prefer not to say  17 6.667 

 

 

Figure 5.1. Gender 

 

Table 5.2 and Figure 5.2 show the age group of participants. The majority of the participants with a 

total number of 168 (65.88%) were between 18 to 35 years old, followed by a total of 49 (19.22%) 

between 36 to 45 years old. 22 (8.63%) participants were under 18 years old and 16 (6.28%) 

participants were 46 years old or above.  

Table 5.2. Age Group 

Demographic Characteristic  Frequency Percent (%) 

Age Group 

Under 18 years old 
 

22 8.627 

18 – 25 years old  84 32.941 

26 – 35 years old  84 32.941 

36 – 45 years old  49 19.216 

46 years old or above  16 6.275 
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Figure 5.2. Age Group 

 

Table 5.3 and Figure 5.3 show the employment status of participants. The majority of the participants 

with a total number of 84 (32.94%) who are currently employed, followed by a total of 83 (32.55%) 

participants are students. A total of 51 (20.00%) participants are self-employed. 33 (12.94&) 

participants are not currently employed, and 4 (1.57%) participants because of other reasons. 

Table 5.3. Employment Status 

Demographic Characteristic  Frequency Percent (%) 

Employment Status  

Student 
 

83 32.549 

Employed  84 32.941 

Self-employed  51 20.000 

Not currently employed  33 12.941 

Other  4 1.569 
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Figure 5.3. Employment Status 

 

Table 5.4 and Figure 5.4 show the education level of participants. The top three groups of 

participants who have a Master's or equivalent were responsible for 105 (41.18%), followed by 

Undergraduates or equivalent 89 (34.902%). A total of 33 (12.94%) were from High school and 28 

(10.98%) were Ph.D. or above. 

Table 5.4. Education Level 

Demographic Characteristic  Frequency Percent (%) 

Education Level 

High shcool 
 

33 12.941 

Undergraduates or equivalent  89 34.902 

Master or equivalent  105 41.176 

PhD or above  28 10.980 
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Figure 5.4. Education Level 

 

5.2.2) E-sport current circumstance of participants 

In this section, there are 255 participants served as the target research respondents.  

Table 5.5 and Figure 5.5  demonstrates how much current participants know about the e-sports field. 

The results mainly fest that 81 (31.77%) participants have a moderate amount of knowledge on e-

sports. Besides, a total of 70 (27.45%) participants just have a little understanding on e-sports. 59 

(23.14%)  participants know about e-sports a lot, and 21 (8.24%) participants have a great deal of 

knowledge on e-sports. However, there is still a total of 24 (9.41%) who never know about e-sports. 

Table 5.5 How much do you know about eSports? 

 Frequency Percent 

Not at all 24 9.412 

A little 70 27.451 

A moderate amount 81 31.765 

A lot 59 23.137 

A great deal 21 8.235 

Total 255 100.000 
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Figure 5.5 How much do you know about eSports? 

 

Table 5.6 and Figure 5.6 show the time duration of participants playing computer or mobile game(s) 

a week. According to the results, a majority of participants with a total number of 86 (33.73%) played 

computer or mobile game(s) between 3 to 5 hours each week. Furthermore, a total of 48 (18.82%) 

participants played games between 6 to 7 hours each week. 47 (18.43%) participants played games 

between 1 to 2 hours each week and 43 (16.86%) participants played games for less than 1 hour each 

week. However, a total of 31 (12.16%) participants played computer or mobile game(s) for more than 

7 hours a week. 

Table 5.6 Duration of Playing Computer or Mobile Game(s) a Week 

 Frequency Percent 

Less than 1 hour 43 16.863 

1-2 hours 47 18.431 

3-5 hours 86 33.725 

6-7 hours 48 18.824 

More than 7 hours 31 12.157 

Total 255 100.000 
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 Figure 5.6 Duration of Playing Computer or Mobile Game(s) a Week 

 

Table 5.7 and Figure 5.7 indicate the participants spent time watching e-sports events every week. 

According to the results, a majority of participants with a total number of 74 (29.02%) watched 

related e-sports events for less than 1 hour every week. Furthermore, a total of 71 (27.84%) 

participants watched e-sports events between 3 to 5 hours each week. 63 (24,71%) participants 

watched e-sports events between 1 to 2 hours every week, 26 (10.20%) participants watched e-

sports events between 6-7 hours every week, and a total of 21 (8.24%) participants watched e-sports 

events for more than 7 hours a week. 

Table 5.7 Duration of Watching E-sports Events a Week 

 Frequency Percent 

Less than 1 hour 74 29.020 

1-2 hours 63 24.706 

3-5 hours 71 27.843 

6-7 hours 26 10.196 

More than 7 hours 21 8.235 

Total 255 100.000 
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Figure 5.7 Duration of Playing Computer or Mobile Game(s) a Week 

 

Table 5.8 and Figure 5.8 display the game genres that the respondents usually prefer. A five-point 

Likert scale anchored with (5) like a great deal and (1) Dislike a great deal was implemented. The top 

three of game types that got high preference scores by respondents were MOBA (3.54), FPS&TPS 

(3.47), and RPG(3.45). The lowest preference score of game type is SLG (2.96). 

Table 5.8 Preferences on Game Genres 

E-game types Mean Std. Dev. 

MOBA (League of Legends, DOTA, Honor of Kings, Heroes of the Storm, etc.) 3.54 1.697 

FPS&TPS (CS, CF, Overwatch, PUBG, etc.) 3.47 1.917 

RPG (GTA, Watch Dog, Diablo, etc.) 3.45 1.945 

RTS (Warcraft, StarCraft, Age of Empires, Red Alert, etc.) 3.25 1.948 

SPG (FIFA, PES, NBA, WWE, etc.) 3.25 1.852 

SLG (Clash of clans, Rise of Kingdoms, Romance of the Three Kingdoms, etc.) 2.96 1.953 

TCG (Hearthstone, Harry Potter: Magic Awakened, etc.) 3.37 2.065 
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Figure 5.8 Preferences on Game Genres 

 

Table 5.9 and Figure 5.9 show the total amount related to e-sports consumption a year for 

participants, which include but are not limited to e-game consumption, Internet cafes, e-sports 

tickets, e-sports peripheral products, extra payment for anchors on live streaming, etc. According to 

the results, a majority of participants with a total number of 54 (21.18%) spent money on e-sports 

between 50 to 100$ a year. A total of 51 (20%) participants spent money on e-sports between 101 to 

200$ a year, 51 (20%) participants spent money on e-sports between 201 to 500$ a year, 44 (17.26%) 

participants spent money on e-sports between 501 to 1000$, and 30 (11.78%) participants spent 

money on e-sports for more than 1000$. However, there are only 25 (9.80%) participants spent 

money on e-sports for less than 50$. 

Table 5.9 Total Amount related to E-sports Consumption a Year 

 Frequency Percent 

Under 50 $ 25 9.804 

50-100 $ 54 21.176 

101-200 $ 51 20.000 

201-500 $ 51 20.000 
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501-1000 $ 44 17.255 

Above 1000 $ 30 11.765 

 

 

Figure 5.9 Total Amount related to E-sports Consumption a Year 

 

 

5.3 ANOVA Analysis 

In this section, using ANOVA analysis to examine whether there are differences among game genres 

and streaming platforms regarding Willingness Participation in E-sports. 

Table 5.11 reveals that there are differences among game genres regarding Willingness Participation 

in E-sports (F = 3.599, p < 0.05). As shown in Table 5.10, participants who like 2K NBA the most have 

the highest willingness in participating in E-sports (mean = 3.78, S.D. = 0.833). Followed by Honor of 

Kings (mean = 3.71, S.D. = 1.016), League of Legends (mean = 3.06, S.D. = 1.533), and Hearthstone 

(mean = 3.00, S.D. = 1.732). 

 

 

 



 

Page 30 of 72 

 

30
30 

Table 5.10 Willingness Participation in E-sports by specific game(s) 

E-games Mean Std. Dev. 

League of Legends ( PC & Mobile ) 3.06 1.533 

DOTA 2.91 1.065 

Honor of Kings 3.71 1.016 

PUBG 2.79 1.273 

Counter-Strike 2.30 1.059 

Warcraft (include RPG mode) 2.76 1.012 

FIFA or PES 2.33 1.414 

2K NBA 3.78 0.833 

Hearthstone 3.00 1.732 

Others 2.19 1.377 

 

Table 5.11 Willingness Participation in E-sports by specific game(s) ANOVA results 

 Sum of Squares df Mean Square F Sig. 

Between Groups 53.502 9 5.945 3.599 0.000 

Within Groups 403.021 244 1.652     

Total 456.524 253       

 

Table 5.13 reveals that there are differences among streaming platforms regarding Willingness 

Participation in E-sports (F = 3.836, p < 0.05). Table 5.12 manifests that participants who watch E-

games via E-sports Offcial Web have the highest willingness in participating in E-sports (mean = 4.00, 

S.D. = 0.000). Followed by Douyu (mean = 3.74, S.D. = 1.050), HUYA (mean = 3.27, S.D. = 1.009), and 

Facebook live (mean = 3.25, S.D. = 0.957). 
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Table 5.12 Willingness Participation in E-sports by streaming platform(s) 

Streaming platforms Mean Std. Deviation 

YouTube 2.83 1.515 

Twitch 2.67 1.155 

Douyu 3.74 1.050 

HUYA 3.27 1.009 

Bilibili 2.17 0.983 

TikTok 2.68 0.945 

Facebook live 3.25 0.957 

Some E-sports Official Web 4.00 0.000 

Others 2.33 0.577 

 

Table 5.13 Willingness Participation in E-sports by streaming platform(s) ANOVA results 

 Sum of Squares df Mean Square F Sig. 

Between Groups 50.821 8 6.353 3.836 0.000 

Within Groups 405.703 245 1.656     

Total 456.524 253       

 

 

5.4 Liner Regression analysis 

Tables 5.14 to 5.17 report the single-liner relationship that influences participants’ willingness in 

participating E-sports by using regression analysis.  

Table 5.14 reports the regression analysis about the effect of Motives to Play E-games on Willingness 

Participation in E-sports. The results manifest that participants' motives for playing E-games have a 

positive and statistically significant impact on their willingness in participating E-sports. The 

coefficient is 0.762, p < 0.01. Thus, it can be concluded that the player's gaming motives positively 

influence the willingness of players to participate in the e-sport. 
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Table 5.14 The effect of Motives to Play E-games on Willingness Participation in E-sports 

 
Unstandardized 

Coefficients 
Standardized 
Coefficients 

t Sig. 

 B Std. Error Beta   

(Constant) 0.408 0.262  1.560 0.120 

Motives to Play E-Games 0.762 0.073 0.550 10.455 0.000 

F 109.311     

Sig. 0.000     

 

Table 5.15 reports the effect of Motives of Watching E-games on StreamingPlatform on Willingness 

Participation in E-sports. The results reveal that players’ motives for watching E-games on streaming 

platforms have a statistically significant impact on their willingness in participating in E-sports. The 

coefficient is 0.846, p < 0.01, indicating that players’ motives of watching E-games via streaming 

platform positively influences their willingness in participating E-sports. 

Table 5.15 The effect of Motives of Watching StreamingPlatform on Willingness Participation in E-sports 

 
Unstandardized 

Coefficients 
Standardized 
Coefficients 

t Sig. 

 B Std. Error Beta   

(Constant) 0.370 0.237   1.561 0.120 

Motives of Watching E-games 
on StreamingPlatform 

0.846 0.072 0.596 11.778 0.000 

F 138.712     

Sig. 0.000     

 

Table 5.16 presents the effect of Attention of E-sports by Regional Policies on players’ Willingness in 

Participating E-sports. The coefficient is 0.749, p < 0.01, indicating that the attention of e-sports by 

regional policies positively and statistically influences their willingness in participating e-sports. 
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Table 5.16 The effect of Attention of E-sports by regional policies on Willingness Participation in E-sports 

 
Unstandardized 

Coefficients 
Standardized 
Coefficients 

t Sig. 

 B Std. Error Beta   

(Constant) 0.514 0.193   2.669 0.008 

Attention of e-sports by regional policies 0.749 0.054 0.659 13.911 0.000 

F 193.519     

Sig. 0.000     

 

Table 5.17 examines the factors that influence participants’ consumption intention. Specifically, when 

the favorite games are listed on the E-sports event, consumption intention is higher by 0.457, p < 

0.05 compared to when the favorite games are not listed on the E-sports. Further, E-games 

Consumption Experience also exerts a significant impact on consumption intention. Precisely, 

participants who have past consumption experience have higher consumption intention by 0.565, p < 

0.01 than those who have no past consumption experience. Thus, it can be concluded that favorite 

games listed on E-sports events and past consumption experiences have impacts on consumption 

intention. 

Table 5.17 Consumption Intention in E-sport 

 
Unstandardized 

Coefficients 
Standardized 
Coefficients 

t Sig. 

 B Std. Error Beta   

(Constant) 1.316 0.332   3.966 0.000 

Favorite game type listed on the E-sport  

events 
0.457 0.217 0.154 2.107 0.036 

E-games Consumption Experience 0.565 0.204 0.203 2.766 0.006 

F 14.209     

Sig. 0.000     
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5.5 Partial Least Squares (PLS)  

The PLS is used to leverage principal component analysis to combine the relationship between 

multiple constructs or latent variables that were hypothesized in the study model (Work, Science, & 

Chima, 2014), when the research objective is to better understand increasing complexity by 

exploring theoretical extensions of established theories (Hair et al, 2019). The below two PLS 

regressions respectively illustrate the three and two independent variables connected to a 

dependant variable. 

 

5.5.1) Willingness Participation in E-sports PLS Analysis 

According to the results show in Table 5.18, the percentages of explained variance of independent 

variables are 0.814, 0.119, and 0.067, respectively, and the cumulative percentages of explained 

variances are 0.814, 0.933, and 1.000, respectively. Accordingly, the determination coefficients of 

dependent variables are 0.451, 0.029, and 0.003, respectively, while the cumulative determination 

coefficients R2 are 0.451, 0.479, and 0.482, respectively. More specifically, 45.1%, 47.9%, and 48.2% 

of the variation factors of dependent variables can be explained in accumulation.  

With the constant of -0.019, the coefficients of the independent variables Motives to Play, Motives of 

Watching E-games on StreamingPlatform, and Attention of E-sports by Regional Policies are -0.059, 

0.448, and 0.548, respectively, for the model. 

 

 

Table 5.18 PLS Output (1) 

Proportion of Variance Explained 

Latent Factors Statistics 

  X Variance 
Cumulative X 

Variance 
Y 

Variance 

Cumulative 
Y Variance 
(R-square) 

Adjusted 
R-square 

1 0.814 0.814 0.451 0.451 0.449 

2 0.119 0.933 0.029 0.479 0.475 

3 0.067 1.000 0.003 0.482 0.476 
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Parameters 

Independent Variables Dependent Variables 

  Willingness Participation in E-sports 

(Constant) -0.019 

Motives to Play  -0.059 

Motives of Watching E-games on StreamingPlatform 0.448 

Attention of E-sports by Regional Policies 0.548 

 

Table 5.19 shows load coefficients of the variable Motives to Play are 0.912, 0.925, and 0.926 for 

principal components 1, 2, and 3, respectively. Load coefficients of the variable Motives of Watching 

E-games on StreamingPlatform are 0.988, 0.959, and 0.962 for principal components 1, 2, and 3, 

respectively. Load coefficients of the variable Attention of E-sports by Regional Policies are 1.092, 

1.108, and 1.105 for principal components 1, 2, and 3, respectively. The corresponding component 

score coefficient matrix and rotation matrix are shown above. 

Table 5.19 PLS Output (2) 

Variable Importance in the Projection 

Variables Latent Factors 

  1 2 3 

Motives to Play 0.912 0.925 0.926 

Motives of Watching E-games on StreamingPlatform 0.988 0.959 0.962 

Attention of E-sports by Regional Policies 1.092 1.108 1.105 

Cumulative Variable Importance 

    
Weights 

Variables Latent Factors 

  1 2 3 

Motives to Play 0.526 -0.640 -0.663 

Motives of Watching E-games on StreamingPlatform 0.570 -0.096 0.783 

Attention of E-sports by Regional Policies 0.631 0.768 -0.117 

Willingness Participation in E-sports 0.431 0.292 0.125 
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Loadings 

Variables Latent Factors 

  1 2 3 

Motives to Play 0.591 -0.561 -0.499 

Motives of Watching E-games on StreamingPlatform 0.584 -0.357 0.808 

Attention of E-sports by Regional Policies 0.564 0.790 -0.314 

Willingness Participation in E-sports 1.000 1.000 1.000 

 

5.5.2) E-sports Consumption Intention PLS Analysis 

According to the results show in Table 5.20, the percentages of explained variance of independent 

variables are 0.790 and 0.210, with the cumulative percentage of explained variance as 0.790 and 

1.000, respectively. Accordingly, their determination coefficients are 0.101 and 0, respectively. As the 

cumulative R2 is 0.101, 10% of the variation factors of the dependent variable can be explained in 

accumulation.  

With a constant of 1.316, the coefficients of the independent variables Favorite game genres listed 

on the e-sport events and E-games Consumption Experience are 0.457 and 0.565, respectively, for the 

model. 

Table 5.20 PLS Output (3) 

Proportion of Variance Explained 

Latent Factors Statistics 

  X Variance 
Cumulative X 

Variance 
Y 

Variance 

Cumulative 
Y Variance 
(R-square) 

Adjusted R-
square 

1 0.790 0.790 0.101 0.101 0.098 

2 0.210 1.000 0.000 0.101 0.094 

Parameters 

Independent Variables Dependent Variables 

  E-sports Consumption Intention 

(Constant) 1.316 

Favorite game genres listed on the e-sport events 0.457 
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E-games Consumption Experience 0.565 

 

Table 5.21 shows load coefficients of the variable Favorite game genres listed on the e-sport events 

are 0.963 and 0.964 for principal components 1 and 2, respectively. Load coefficients of the variable 

E-games Consumption Experience are 1.035 and 1.035 for principal components 1 and 2, respectively.  

Table 5.21 PLS Output (4) 

Variable Importance in the Projection 

Variables Latent Factors 

  1 2 

Favorite game genres listed on the e-sport events 0.963 0.964 

E-games Consumption Experience 1.035 1.035 

Cumulative Variable Importance 

   
Weights 

Variables Latent Factors 

  1 2 

Favorite game genres listed on the e-sport events 0.681 -0.714 

E-games Consumption Experience 0.732 0.701 

E-sports Consumption Intention 0.253 0.025 

   
Loadings 

Variables Latent Factors 

  1 2 

Favorite game genres listed on the e-sport events 0.701 -0.732 

E-games Consumption Experience 0.714 0.681 

E-sports Consumption Intention 1.000 1.000 
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6. DISCUSSION AND CONCLUSION  

The major findings and a final summary of statistical analysis for this study were provided in this 

chapter. This chapter 6 started with a discussion of the findings which used to validate the 

hypotheses and objectives. Then, this chapter also discussed the overall conclusion. 

6.1 Discussion of Descriptive Analysis 

The findings from the descriptive aspect highlight that e-game playing has taken to gain the level of 

popularity that it has reached today (Young, John & Chokechai, 2020), The results from my research 

indicated it is popular among adolescents and young adults (below 35 years old). Even though the 

male-specific preference many years ago fully accounts for the higher gaming time of the men group 

(Rehbein et al, 2016), the proportion of males (50%) and females (44%) groups has also gradually 

tended to be evenly distributed in nowadays gaming behavior. Beyond that, social influence 

significantly affects college students' views toward and behavior in relation to participation in 

eSports (Yang, Chiu, & Chen, 2011). As a result, we anticipate that more students will play video 

games than those who were initially hired. The findings, however, indicate that there is little 

difference in the number of students and workers. E-games, with the advancement of modern 

society, may give individuals living difficult lifestyles a respite, whether they are employees at a work 

for a number of weeks to get a wage or students who must study for a number of years to acquire a 

college degree (Barlett & Rodeheffer, 2009; Arriaga, Esteves, Carneiro, & Monteiro, 2006). 

The majority of the research respondents have heard or had some knowledge about e-sports, and 

only 10% of respondents never got in touch with e-sports. In addition, more than 60% of respondents 

spend on computer or mobile games a week for above 3 hours. Most of participants spend at least 

one-hour watching e-sports game events through streaming platforms every week. Obviously, 

computer games have become a crucial part of modern consumer culture, clearly benefiting both 

gamers and non-gamers equally by advancing culture and society (e.g. Fromme, 2003; Williamson 

and Facer, 2004). However, there are still distinctions in the types and genres of games that various 

demographic groups like (Mäyrä et al., 2016), according to the results, "MOBA" games are the most 

favored by respondents, followed by FPS and RPG games. On the whole, with the rise of e-sports, 

entertainment and lifestyle congruity consistently increasing the experience of consumption in e-

game field, the majority of the respondents spent a total amount for more than 50 dollars related to 

e-games a year, in particular. some of them about thirty percent even spent more than 500 dollars a 

year, the future of this market is still promising. 
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6.2 Discussion of Major Findings 

6.2.1)  The effect on willingness to participate in e-sports such as the game genres that player 

prefers and the motivation of playing games from subjective aspect (RQ1) 

In the first research question, statistical analysis results demonstrated that H1 (People who prefer 

different game genres will have significantly different willingness to participate in e-sports) is valid (F 

= 3.599 ,p < 0.001). The result is consistent with some researchers (Wan and Chiou, 2007; King and 

Delfabbro, 2009; King et al., 2011), specific game genres are more attractive in line with the e-sports 

model than others. Numerous well-known e-sports games use a variety of in-game incentives to 

increase dramatic and strategic tension among players (Cheung and Huang, 2011). For instance, "2K 

NBA"  which is derived from real sports, "Honor of Kings", "League of Legends " and "Counter-Strike" 

are similar to basketball sports with a 5 vs 5 competitive mode and league format, it would seem that 

group dynamics game genre plays an important role in performance of the team for e-sports in the 

same way it does for conventional sports (Engel et al., 2017). In addition, fan bases are crucial 

because they help e-sports players in particular game genres make money and "achieve a cult-like 

reputation akin to that of professional sportsmen playing in major athletic leagues (Wagner, 2007: 

184).  

For e-game players, the initial gaming motivation is extremely helpful in that it could not only be an 

e-sport player, but also offer them emotional and social support in the face of great pressure or 

failure. Based on the statistical analysis result, H2 demonstrates a statistically significant positive link 

between the reasons for playing video games and the likelihood of participating in e-sports (t=10.455, 

p < 0.001), according to respondents, engaging in difficult and competitive games is more than 

merely enjoyable for gamers; however, it is an activity that has been compared to participating in 

sport, where understanding is implied (Wagner, 2007). People's motivations for playing games are 

highly associated with their real lives, this is because working, family, and social influence play an 

essential role which affects their perception toward e-sports and influence them to participate in e-

sports, this result is also supported by Freeman & Wohn (2017), the effects of playing e-sports 

extend beyond the participants' online behaviour. It has been discovered to spill over into actual life 

(thesportjournal.org). As a result, your initial reason to play a game is probably a sensation of 

immersion and a variety of pictures. But with time, you begin to revel in the game's win and the 

accompanying pleasures, discovering that many of your friends also like playing it. Then you begin to 

watch e-sports matches and live streams and go to pertinent offline events with your friends. You 

can also have a constant fantasy of being a brilliant e-sports athlete who lights up the court. These 

https://www.researchgate.net/publication/265216615_Beyond_solitary_play_in_computer_games_The_social_practices_of_eSports
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examples all show that while individual game players may have different joy or wonderful 

experiences, they are significantly more likely to have identical  desires in the future. 

6.2.2)  The effect on willingness to participate in e-sports such as promotion of regional 

policies and the drainage of streaming media from objective aspect (RQ2) 

In the second research question, statistical analysis results demonstrated that H3 (t=11.778, p < 

0.001) supported, the drainage of streaming platforms will exert a significant influence on the 

willingness of audiences to participate in e-sports. This finding seems to be associated to previous 

qualitative literature observation where the importance of information asymmetry has been 

highlighted (Cheungand Huang, 2011), as we know many popular e-sports game (e.g. Leagues of 

Legends, DOTA2, Counter-Strik, etc.) employ an amount of dramatic or information asymmetry 

between players. In this regard, the practice is similar to watching conventional sports on TV. For 

example, when you go to a football match, you may understand that two teams involve professional 

athletes who compete against one another by employing their own talents and abilities, after that, 

you may have a potential motivation to learn the skills of some players on the field even become a 

professional player. Likewise, watching e-sports whether it is an official competition or an anchor on 

streaming platform provides a specific type of understanding since it shows a staged performance of 

heated rivalry that also includes competent gamers and (their narratives) (e.g. Christophers and 

Scholz, 2011; Taylor, 2012). Dramatic and informational asymmetries are used in game streaming to 

boost audience and event conversion rates (Karhulahti, 2016). Additionally, Figure 6.1 from Seo and 

Jung (2016) shows that in addition to competitive gameplay, e-sports also incorporate two more 

different practical activities: e-sports viewing and administration. As a result, streaming platforms 

serve as a positive mediator, and are dynamically connected with spectatorial followings, which add 

an element of staged performance in front of the screen, with the goal of institutionalizing the 

practice and realizing the shift from viewing to performing. 
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Figure 6.1 The assemblage of eSports practices. Source: Seo, Yuri & Jung, Sang-Uk. (2016) 

As previous literature proved that the government always plays an important role and supports non-

financial assistance (Vukelic & Jorgensen, 2018). Based on my analysis result, H4 shows that the 

correlation between attention to e-sports by regional policies and individual willingness to 

participate in e-sports was statistically significant (t=13.911, p<0.001). The result is the same as the 

past study of Aryanto and Fransiska (2012) which proved that a correlation between government 

support and motivation of e-sports. Obviously, we have seen the rise of fledgling governing 

organizations that start to institutionalize the practices of e-gaming in recent years as e-sports have 

grown in popularity (Thiborg, 2009). These organizations, that are made up of government agencies 

or other official parties engaged in e-sports, carry out a variety of governing duties, including 

improving and developing policies of practice, offering a coherent strategy for exports development, 

and giving e-sports a sense of cogent structure and organization (Seo, 2013). This implies that 

government distributes resources for e-sports development, organizes needed functions and events, 

determines industry standards even motivates lots of capital to participate in e-sports actively. For 

example, My hometown Yinchuan which is located in the northwest part of China, was the sponsor 

of the WCA E-sports event held by the local government from 2014 to 2016, it not only promoted the 

rapid development of the game industry but also became a large-scale comprehensive event 

covering both offline and online,  professional athletes and ordinary players, at the meantime, the 

capital of funds were introduced during this period is as high as 1 billion yuan. Thus, the development 

of e-sports events and people's active participation are inseparable from attention of government 

and promotion of regional policies. 

 



 

Page 42 of 72 

 

42
42 

6.2.3)  Explore consumption intention in the future of e-sports between whether personal 

favorite game genres are included in the e-sport list as well as past game experiences of 

spending money (RQ3) 

The "Theory of Planned Behavior" centered on behavioral control based on past experience and 

preference to anticipate a person's intention to engage in a behavior (Fishbein and Ajzen,2011). As a 

result, evidence of the significance of past experience and its influence on customers' behaviour is 

constantly present in a variety of scenarios.(Venkatesh et al.,2012;Blut and Wang,2019;Heiny et al., 

2019). However, In the third research question, the favorite game genres listed on the e-sport 

(t=2.107, p<0.05) or past game consumption experience (t=2.766, p<0.01) were small and statistically 

insignificant, although slightly positive. This result is different from the past study. Perhaps this small 

effect could be explained by game genre preferences and consumption experience in related fields as 

a form of potential factor. However, a certain e-sports consumption behavior needs to be 

comprehensively measured by player types and backgrounds (Bartle, 1996; Hamari and Tuunanen, 

2014), mentalities and orientations (Kallioet al., 2011), gratification and satisfaction as predictors of 

consumption activities (Chang et al., 2014; Hamari and Keronen, 2017; Grzeskowiak et al,. 2015). 

Therefore, within the present research framework, it is unable to indicate proof sufficiently those 

two factors have an impact on consumption intention for e-sports. 

 

6.3 Conclusion 

Overall, the research objectives were addressed, and the results indicate that E-sports will 

undoubtedly benefit from diversified game genres, viewership, enjoyment of gaming, and promotion 

of regional policies. Players' favorite game genres combined with their prior game consumption 

experiences might have the potential to be served as moderators in the e-sports market to produce 

value. Thus, e-sports has substantially reshaped the experiential and behavioral dimensions with its 

unconventional structural characteristics. In the future, It seems not only to be about playing video 

games but can also serve as a means for the development of entertainment industry chains around 

the world. 
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7. STUDY RELEVANCE AND IMPORTANCE  

With the highly developed network infrastructure around the world and the ascendence of the 5th 

generation mobile communication technology, e-sport has a bright prospect led by the improving 

technology that emerges in large numbers in the new data-driven era. Like traditional sports, with 

the more increasing commercialization for the e-sport, the more it would be turned into a business. 

And the real business or commercial activities consisted of ticket selling, marketing of broadcasting 

rights (Budzinski, 2011) are the main source of profits. Therefore, the business operation must 

surround the audience and to the most extent satisfy their appetite. As a result, every design of the 

e-sport operation system must focus on continuously increasing the appreciation of the games and 

the expansion of the audience base. In this way, the innovations listed above count because of the 

notable effect it has on the improvement of appreciation of games and the expansion of the 

audience base. 

What comes first is the advancement on broadcast experience originated from the advanced 

technology. The universal application of 5G will apparently promote the broadcast technology. One 

of the disruptive technology directions is that device-centric architectures will be built up in 5G era 

(Boccardi et al 2014), indicating that any device connected to the Internet may be an information 

node. It will considerably enhance the efficiency of information transformation and submission, 

leading to a better viewing experience. Another distinguished advantage is the enormous 

acceleration of Internet speed. One obstacle that causes the terrible experience of broadcast is the 

network delay. 5G will solve the problem. It has reached a consensus that 5G will largely accelerate 

the Internet speed, which means that the network delay will be reduced to a very low level. And the 

live broadcast of e-sport will provide nearly the same information as those on-site. Another aspect of 

5G advancement is that more information will be in transmission in a shorter time. That brings a 

good opportunity for “VR” and “AR” to prosper. The e-sport audience can wear “VR” and “AR” 

devices at home and acquire more detailed information and thrilling appreciation compared to the 

traditional transmission technology. 

It is even more important to promote the innovation on the e-sport industry chain, in order to keep 

the prosperity of e-sport. First of all, new forms of e-sport have emerged quickly these days. One of 

the most distinctive newborns is the mobile e-sport. The smartphones and advanced wireless 

networks have given birth to the mobile e-sport. Nowadays, people can be found playing mobile 

phone games everywhere, and it can never come into reality without the rapid development of the 

data-driven era. The most popular mobile phone game in China is the “Honor of Kings”, and it has 

been one of the most profitable games in the world. This game has extraordinary popularization 
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among China’s adolescence, which has been accumulated by the game’s tournament. According to 

figures issued by SuperData, the year 2020’s revenue of “Honor of Kings” is $2.45 billion dollars, 

ranking the first in the mobile games. All in all, it is a perfect example about how to achieve the 

dynamic linkage between the game in the hands of ordinary players and the game in the hands of 

professional players. The dynamic linkage will ultimately lead to the rapid development and 

promotion of e-sport and then profit.  

After that, the sustainable supply of fresh blood is crucial, too. The practitioners can build an 

advanced system of excavating and cultivating professional e-sport players. Talented e-sport players 

are the most attractive factor that draws the attention of e-sport audience and maintains the heat of 

the games. Big data means can be applied to select and bring up new e-sport players. For example, 

the computer program can be designed to do the statistical work of e-sport players’ games records, 

which can be included in the analysis model of e-sport players’ performance. This move can largely 

improve the efficiency of the excavation and cultivation of e-sport players. With a complete and 

developed e-sport industry chain, it is natural to do the professionalism, diversification and branding 

work surrounding the industry chain.  
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8. LIMITATIONS AND FUTURE RESEARCH 

8.1 Data Quality 

As is typical for research conducted via an online questionnaire, the data were self-reported and 

participants were in random selection. Utilizing self-reported data might have an impact on the 

analysis results since those that responded may be more willing to engage in service activities and be 

more actively involved with the service overall. Simultaneously, personal behavior is uncontrolled, 

some participants may not even play e-game and do not understand specific survey questions such 

as game genre. Thus, it is possible that the findings ignore the accuracy of the less involved and 

active individuals' viewpoint. Future research could resolve these concerns in  the future, it could 

combine polling data with information about actual usage and appropriate target group, to 

strengthen the topic's research more thoroughly. 

 

8.2 Research Design 

This present study employed one of the wide research directions for the exploration of potential 

consumer behaviors based on two activities (i.e., preferences of game genres listed on e-sports, past 

e-games consumption experience). However, it is possible that there is not something only in the 

nature of the personal psychological background may make it significantly, the results of a research 

conducted by Macey and collaborators (2020) revealed that in-game buys were also highly correlated 

with other consumptions like hardware, watching esports content, or gameplay. In addition, the 

measures and survey employed here may not fully reflect the range of motives that can be pertinent 

to the consumption intention for e-sports. The low impact size and the possibility that other variables 

may still be at play in explaining why consumers have a consumption intention as e-sports take off 

are two indications from our PLS findings. Hence, more research on the set of motivations could be 

done in the future. 

 

8.3 Research Scope and Direction 

In general, the work of this research is targeted at a broader concept from 5 aspects (game genres, 

gaming motivation, streaming platform, promotion of regional policies and consumption) to 

investigate personal willingness. Therefore, future research should focus on one aspect to get deep 

insights. For example, this study has proved e-sports' watching motivations and behaviors might 

https://people.uta.fi/~kljuham/2017-hamari_et_al-service_quality_expains_why_people_use_freemium_services_but_not_if_they_go_premium.pdf
https://archive.org/stream/springer_10.1007-978-3-319-09665-0/10.1007-978-3-319-09665-0_djvu.txt
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differ based on which platform they are viewed on. However, the difference is caused by which 

factors on each platform, such as YouTube offers eSports content in a pre-recorded format, Twitch 

provides live steaming.  Furthermore, when you go to watch offline events, both the viewer and the 

eSport players are physically present in the same space, the live context might also increase the 

general aesthetic experience (Seo, 2013).  
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APPENDIX 

E-Sports Questionnaire 
 

 

Start of Block: Declaration 

 

The purpose of this research project is about "The Current Circumstance and Development 

of E-sports". This is a research project being conducted by Jiawei at NOVA IMS. Your 

participation in this research study is voluntary. You may choose not to participate. If you 

decide to participate in this research survey, you may withdraw at any time.  

 

 

 

The procedure involves filling an online survey that will take approximately 10-12 

minutes.Your responses will be confidential and we do not collect identifying information 

such as your name, email address, etc. 

 

 

 Clicking on the "Agree" button below indicates that:  

 • you have ready the above information 

 • you voluntarily agree to participate  

 

 

 If you do not wish to participate in the research study, please decline participation by clicking 

on the "Disagree" button. 

o Agree  (1)  

o Disagree  (2)  
 

End of Block: Declaration 
 

Start of Block: Personal Information 

 

QI What is your gender? 

o Male  (1)  

o Female  (2)  

o Prefer not to say  (3)  
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QII How old are you? 

o Under 18 years old  (1)  

o 18 - 25 years old  (2)  

o 26 - 35 years old  (3)  

o 35 - 46 years old  (4)  

o Above 46 years old  (5)  
 

 

 

QIII Which of the following best describes your current employment status? 

o Student  (1)  

o Employed  (2)  

o Self-employed  (3)  

o Not currently employed  (4)  

o Other  (5) ________________________________________________ 
 

 

 

QIV Which of the following best describes your education level? 

o High school or below  (1)  

o Undergraduates or equivalent  (2)  

o Master or equivalent  (3)  

o PhD or above  (4)  
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QV In which country do you currently reside? 

▼ Afghanistan (1) ... Zimbabwe (1357) 

 

End of Block: Personal Information 
 

Start of Block: Tips 

 

QVI E-sports (also known as egames, or electronic sports): The world of competitive, 

organized video gaming (League of Legends, Counter-Strike, DOTA2, Overwatch, and 

Madden NFL, etc.) 

 

 

Let's explore it... 

 

 

End of Block: Tips 
 

Start of Block: E-sports current situation 

 

Q1 How much do you know about eSports? 

o None at all  (1)  

o A little  (2)  

o A moderate amount  (3)  

o A lot  (4)  

o A great deal  (5)  
 

 

Page Break  
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Q2 How much time do you spend on computer or mobile games a week? 

o Less than 1 hour  (1)  

o 1-2 hours  (2)  

o 3-5 hours  (3)  

o 6-7 hours  (4)  

o More than 7 hours  (5)  
 

 

Page Break  
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Q3 How long do you spend time watching eSports game events every week (include but not 

limited to eSports events, live games, videos, etc.)? 

o Less than 1 hour  (1)  

o 1-2 hours  (2)  

o 3-5 hours  (3)  

o 6-7 hours  (4)  

o More than 7 hours  (5)  
 

End of Block: E-sports current situation 
 

Start of Block: Game Type Research 

 

Q4 Please select the following eSports game that you play by yourself or with your friends 

most often 

▢ League of Legends ( PC & Mobile )  (1)  

▢ DOTA  (2)  

▢ Honor of Kings  (3)  

▢ PUBG  (4)  

▢ Counter-Strike  (5)  

▢ Warcraft (include RPG mode)  (6)  

▢ FIFA or PES  (7)  

▢ 2K NBA  (8)  

▢ Hearthstone  (9)  

▢ Others (please specify)  (10) 
________________________________________________ 
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Q5 Please indicate your preference of the following game types (compuer or mobile games)? 

 
Dislike a 

great deal 
(6) 

Dislike 
somewhat (7) 

Neither like 
nor dislike 

(8) 

Like 
somewhat (9) 

Like a great 
deal (10) 

MOBA 
(League of 
Legends, 

DOTA, Honor 
of Kings, 

Heroes of the 
Storm, 

etc.):Right (1)  

o  o  o  o  o  

FPS&TPS 
(CS, CF, 

Overwatch, 
PUBG, 

etc.):Right (2)  

o  o  o  o  o  

RPG (GTA, 
Watch Dog, 

Diablo, 
etc.):Right (3)  

o  o  o  o  o  

RTS 
(Warcraft, 
StarCraft, 

Age of 
Empires, Red 

Alert, 
etc.):Right (4)  

o  o  o  o  o  

SPG (FIFA, 
PES, NBA, 

WWE, 
etc.):Right (5)  

o  o  o  o  o  

SLG (Clash 
of clans, Rise 
of Kingdoms, 
Romance of 
the Three 
Kingdoms, 

etc.):Right (6)  

o  o  o  o  o  

TCG 
(Hearthstone, 
Harry Potter: 

Magic 
Awakened, 

etc.) (7)  

o  o  o  o  o  
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Q6 Please indicate your level of agreement with the following factors that influence your 

game preference. 

 
Strongly 

disagree (1) 
Somewhat 

disagree (2) 

Neither 
agree nor 

disagree (3) 

Somewhat 
agree (4) 

Strongly 
agree (5) 

High image 
quality and a 
wide range of 

tasks bring 
me a sense of 

substitution 
(1)  

o  o  o  o  o  

Competitive, 
challenging, 

and extremely 
satisfying 

after victory 
(2)  

o  o  o  o  o  

I found that 
my friends are 

playing this 
type of game 
and hope to 
enjoy with 

them, which 
also 

promoting our 
collaboration 

(3)  

o  o  o  o  o  

With proper 
carriers, the 

game is easy 
to play and 
handle (4)  

o  o  o  o  o  

A familiar IP 
brings me lots 

of feelings 
from 

childhood to 
adulthood (5)  

o  o  o  o  o  

It's 
recommended 

by friends, 
which is worth 

to try. (6)  

o  o  o  o  o  
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Q7 Would you like to pay continuous attention, if your favorite game type is listed on the 

eSport events? 

o No  (1)  

o Yes  (2)  
 

End of Block: Game Type Research 
 

Start of Block: Streaming Research 

 

Q8 Please select the following streaming platforms that you often use 

▢ YouTube  (1)  

▢ Twitch  (2)  

▢ Douyu (斗鱼)  (3)  

▢ HUYA（虎牙）  (4)  

▢ Bilibili  (5)  

▢ TikTok  (6)  

▢ Facebook live  (7)  

▢ Some E-sports Offcial Web  (8)  

▢ Others (please specify)  (9) 
________________________________________________ 
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Q9 Please indicate your frequency on watching eSports game events or anchor of the 

following specific game types. 

 Never (1) 
Sometimes 

(2) 
About half 

the time (3) 
Most of the 

time (4) 
Always (5) 

MOBA 
(League of 
Legends, 

DOTA, Honor 
of Kings, 

Heroes of the 
Storm, etc.) 

(1)  

o  o  o  o  o  

FPS&TPS 
(CS, CF, 

Overwatch, 
PUBG, etc.) 

(2)  

o  o  o  o  o  

RPG (GTA, 
Watch Dog, 
Diablo, etc.) 

(3)  
o  o  o  o  o  

RTS 
(Warcraft, 
StarCraft, 

Age of 
Empires, Red 
Alert, etc.) (4)  

o  o  o  o  o  

SPG (FIFA, 
PES, NBA, 
WWE, etc.) 

(5)  
o  o  o  o  o  

SLG (Clash 
of clans, Rise 
of Kingdoms, 
Romance of 
the Three 
Kingdoms, 

etc.) (6)  

o  o  o  o  o  

TCG 
(Hearthstone, 
Harry Potter: 

Magic 
Awakened, 

etc.) (7)  

o  o  o  o  o  
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Q10 Please indicate your level of agreement with the following reasons on your preference of 

watching the eSports game or anchor via the streaming platform. 

 
Strongly 

disagree (1) 
Somewhat 

disagree (2) 

Neither 
agree nor 

disagree (3) 

Somewhat 
agree (4) 

Strongly 
agree (5) 

Your favorite 
E-sports 

events are on 
live streaming 
or recorded 

through 
specific 

streaming 
platforms (1)  

o  o  o  o  o  

Watch the live 
streaming 
game of 

anchors in 
order to 

improve your 
game skills 

(2)  

o  o  o  o  o  

Your favorite 
game players 
is doing live 

streaming (3)  
o  o  o  o  o  

It can provide 
entertainment, 
and make you 
feel relaxed 

(4)  

o  o  o  o  o  

I watch it after 
being 

recommended 
by your 

friends so as 
to have more 

common 
ground (5)  

o  o  o  o  o  

I watch it to 
kill the time 

(6)  o  o  o  o  o  
It is for work 

needs (7)  o  o  o  o  o  
 

 

End of Block: Streaming Research 
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Start of Block: Cost in Games 

 

Q11 Have you ever spent money on games or eSports? (Include but not limited to in-game 

consumption, Internet cafes, eSports tickets, eSports peripheral products, pay extra for 

anchors on live streaming, etc.) 

o No  (1)  

o Yes  (2)  
 

 

Page Break  
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Display This Question: 

If Have you ever spent money on games or eSports? (Include but not limited to in-game 
consumption, I... = Yes 

 

Q12 How much do you spend for around total amount related to games a year?  (Include but 

not limited to in-game consumption, Internet cafes, eSports tickets, eSports peripheral 

products, extra payment for anchors on live streaming, etc.) 

o Under 50 $  (1)  

o 50-100 $  (2)  

o 101-200$  (3)  

o 201-500$  (4)  

o 501-1000$  (5)  

o Above 1000$  (6)  
 

 

 

Q13 Will you spend on eSports in the future? 

o Extremely unlikely  (1)  

o Somewhat unlikely  (2)  

o Neither likely nor unlikely  (3)  

o Somewhat likely  (4)  

o Extremely likely  (5)  
 

End of Block: Cost in Games 
 

Start of Block: E-Sports Development 
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Q14 Would you like government to promote related e-sport policies or campaigns in your 

current region? 

o Dislike a great deal  (11)  

o Dislike somewhat  (12)  

o Neither like nor dislike  (13)  

o Like somewhat  (14)  

o Like a great deal  (15)  
 

 

 

Q15 Are you interested in becoming a professional player, a worker, or a fan with 

development of eSports? 

o Dislike a great deal  (16)  

o Dislike somewhat  (17)  

o Neither like nor dislike  (18)  

o Like somewhat  (19)  

o Like a great deal  (20)  
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Q16 Please indicate the level of your agreement on which of the following benefits that e-

sports can bring to your life. 

 
Strongly 

disagree (1) 
Somewhat 

disagree (2) 

Neither 
agree nor 

disagree (3) 

Somewhat 
agree (4) 

Strongly 
agree (5) 

Increase the 
awareness of 
reaction (1)  o  o  o  o  o  
Enhance 

team spirit 
(2)  o  o  o  o  o  

Enhance 
logic thinking 

(3)  o  o  o  o  o  
Vent 

emotions and 
release 

pressure (4)  
o  o  o  o  o  

Develop your 
potential 

game skill (5)  o  o  o  o  o  
Promote 

friendship 
and make 

new friends 
(6)  

o  o  o  o  o  

 

 

 

 

Q17 E-sports has been recognized as an official sport in a number of countries at the 

moment. What are your suggestions towards the future development of E-sports? 

________________________________________________________________ 
 

End of Block: E-Sports Development 
 


