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Abstract
COVID-19 brought the whole world to a halt suddenly and forced 
it to go on social distancing & lockdown. COVID-19 has impacted 
every industry worldwide differently and mostly negatively, so we 
wanted to look at its impact on the ‘esports industry,’ especially in 
the Indian context. To understand the impact, we did a detailed 
literature review of academic papers, articles, industry reports to 
determine the current trend and predict possibility in the future. 
Our findings indicate that although the industry is facing issues, 
COVID-19 actually might have helped the esports industry in the 
long term and expedite its progress among the young genera-
tion. Once everything was done, we analyzed the complete liter-
ature review, and based on that; we listed out our findings, and 
based on our findings, we did a final evaluation. We reviewed the 
existing work of academicians, business reports, industry reports, 
trends captured by news/media organizations, and the current 
state of video games to find the trends & reasons which could 
help us solve our question.
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1 Introduction
Esports or electronic sports are relatively new phe-

nomena, and very little research has been done on this 

field from an academic point of view. One of the pri-
mary reasons behind this is that academicians, espe-
cially from the west, look at FPS (First Person Shooter) 
games and end up discussing game ethics, observed 
by Joost Raessens & Goldstein. At the same time, FPS 
games are just part of a much bigger online game uni-
verse and thus fail to show the whole picture very mis-
erably. Esports in India is currently at a very primitive 
stage and need multi-fold developments for the future. 
The age of a gamer in India, on average, is under 24 
and thus, shows the vast potential of the Indian mar-
ket, which can even become the top market of esports 
and online gaming soon, states Shaun. Overall, under-
standing esports can be difficult and complicated, un-
like traditional sports, esports boundaries are blurred, 
and its growth has been dependent majorly upon a 
combination of popular culture, computing, gaming, 
and business studied by Dal Yong Jin [1]. 

The pandemic of novel coronavirus disease 2019 
(COVID-19) has put the entire planet into a state of 
standstill, impacting millions of people in India (World 
Health Organization 2020). Even before the lockdown 
due to COVID-19, India showed a sharp rise in no 
people playing online games (Wavebreakmedia Ltd, 
2015). Amid COVID-19, India saw a massive increase 
in people playing online games, especially the young 
generation, observed Jen. India is a young country, 
and generation Z of India uses mobile extensively to 
live in the virtual world equally to the real world, states 
Aithal. There is no difference between the digital and 
the real world; it is just part of their healthy lives. 
Moreover, more often or not, it starts with exposure 
to video games early in life (simple mobile games too), 
and video games become their way to digital experi-
ences, studied Bassiouni & Hackley [2].

2 Methodology of research
The methodology was to go ahead and have a de-

tailed literature review. The basic reason behind this 
was a research study conducted based on the second-
ary data, where a literature review includes a synthe-
sis of quantitative findings derived from quantitative 
research studies and qualitative findings derived from 
qualitative research [3]. The integration of quantita-
tive and qualitative results within the same literature 
review makes the process essentially a mixed research 
sample-based research [4]. So for this research, we 
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looked at empirical data and findings of academicians, 
industry reports & as well the article on the current 
scenario. 

So we went ahead and searched for all the avail-
able literature accessible to us. Once all the available 
documentation was collected, we went through it 
carefully and short-listed the literature relevant to our 
research problem [5]. Then we reviewed the literature 
and listed our findings, and clustered them together 
as per topics. Once everything was done, we analyzed 
the complete literature review, and based on that; we 
listed out our findings, and based on our findings, we 
did a final evaluation [6].

3 History of esports
The word ‘electronic sports’ and ‘eSports’ has its 

roots in the late ‘90s. One of the oldest trusted refer-
ences uses the term ‘eSports’ as a news release for the 
launch in 1999 of the OGA (Online Gamers Associ-
ation), of which the Mat Bettington compares classic 
sports to esports, states Gestalt. Esports growing as a 
market driver in youth culture is often a little exag-
gerated [7]. The reality, however, reveals two distinct 
communities of gaming: one is an eastern world pri-
marily based out of South Korea, and the western 
world based out of North America [8]. Esports can be 
further divided into two eras, i.e., the Arcade era and 
the Internet era, studied Donghun|Schoenstedt. How-
ever, esports began from arcades having small compe-
titions in-person. The internet era made it what it is 
today, i.e., a large consumer base, and made it so much 
more significant. One of the biggest breakthroughs 
which gave a massive boost to esports was the devel-
opment of LAN technology, as it converted games 
from “HvM” to “HvH” (“Humans vs. Machines” to 
“Humans vs. Humans”) according to Mark D. Grif-
fiths et al [9].

In the western world growth of video games and 
esports often is based on the release of FPS (First Per-
son Shooter) games, especially the release of “Doom” 
& “Quake” in 1993 & 1996, studied Cass, 2003 by id 
software, now owned by ZeniMax Media. It also im-
plies that these games were networked FPS games. 
The development of esports had relied heavily on the 
development of WWW (world wide web), and with 
the development of WWW hardware and software to 
support this new network-based computing system 
also developed. With this new technology power, the 
multiplayer option/function was taking shape in the 

1990s and contributing to the growth in no players, 
especially in the 2000s, states Ayar [10].

The new online multiplayer game community also 
gives birth to an entirely new online/offline market for 
this unique service and manufacturing industries/re-
tail in events and organization aspects of esports, ob-
served Samur et al [11]. Skilled online/Lan based gam-
ing was now under the ideology of the CPL Taken as 
an upcoming spectator based esports. Valve launched 
a computer development company in 1999, “Count-
er-Strike” as a redesign of their “Half-Life” FPS game. 
The game rapidly replaced Quake in competitive es-
ports fame and has been around since staying at the 
heart of western world esports activities/events, as ob-
served by Wagner. Moreover, as the technology grew 
all this year, especially mobile gaming, the boundaries 
between game development and consumption begins 
to disappear, and when that happens, “articulations 
of participatory culture are augmented,” according to 
Burroughs & Rama [12].

In the early 2000s, esports grew exponentially as 
the no of viewers base grew, so the number of entities 
conducting tournaments/events. South Korea took es-
ports to different heights, and not only did they em-
brace esports, but it also became part of the popular 
culture of South Korea, studied Ayar. With the growth 
of the internet, places like internet cafes, often referred 
to as “PC Bangs’’ also grew. As such places allowed an 
individual to rent a PC to play games and become part 
of the community, these places often became social 
gatherings where individuals could interact & fan-
dom over any common topic states Huhh. In the late 
2000s streaming websites like Twitch in 2011, You-
Tube Gaming in 2015, was launched and have been 
the most significant contributor to the growth of es-
ports viewership as they allowed online streaming. 
As a result, online streaming became the most pop-
ular/standard way to watch esports; in the year 2013, 
over 12 billion minutes were spent by users on Twitch 
alone to watch esports, observed Hilvert-Bruce et al. 
And mobile technology played a significant influence 
on the way streaming and video games itself works, 
which profoundly alter the gaming sphere’s constitu-
tion, state Burroughs & Rama [13].

4 What is esports?
In brief, it is most often referred to as sports, mass 

entertainment, and mostly just video games, studied 
Reitman et al. Defining esports is very important for 
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an academic-based study. The irony is that even the 
word esports is spelled differently across the paper, 
eSports, e-Sports, E-sports, esports are the most often 
used terms across academicians. Esports can be seen 
as gaming, media, players, audience in broader sports 
aspects/fields, and as a result, we can see the outcome 
is competitive gaming, which can also be referred to as 
esports, according to Hutchins [14].

Esports can be classified as another form of sports, 
relying on computers/electronics for its primary as-
pects. In contrast, the computer-human interface is 
used for input while retaining the team/player aspect 
of traditional sports, as observed by Hamari & Sjöb-
lom. The prime reason why people watch esports or 
watch other people playing games is to be part of the 
community as streaming is done over the computer, 
which allows viewers to chat with each other and give 
them a channel to connect with people. As esports 
used to be held in the arcade, which helped form com-
munity bonds, but with the growth of the internet, it 
got shifted to private bedroom/living room, so the rise 
of platforms like Twitch brought a gist of that commu-
nity feeling, states Sjöblom & Hamari [15].

Researcher Michael G. Wagner defines sports as; 
“Sport is a social area of activity in which people will-
ingly interact with each other with an obvious intention 
to acquire and learn culturally relevant skills and to 
associate themselves with some of these people in com-
pliance with widely agreed laws or without bias to any-
one else,” observed Wagner; which he developed using 
an existing definition proposed by Claus Tiedemann, 
observes Tiedemann. The researcher Michael G Wag-
ner did this to make it broad/general enough so that 
sports can be used as a general term for esports too. 
According to Wagner, Fitness is a significant differ-
entiator between esports and sports, whereas esports 
also require Cyberfitness. While a portion of the ac-
ademic world also has a question about how gaming 
can be combined with the conventional definition of 
competition, the reality remains that esports is devel-
oping rapidly and includes an increasing number of 
competitors with a participation of nearly 2 billion, 
studied Baltezarević & Baltezarević [16].

5 Global esports industry
Global esports revenue in 2019 stood at $950.6 mil-

lion. The overall esports viewership was projected to 
rise to 495 million people. There were 885 big occur-
rences last year. All-Together they created ticket sales 

of $56.3 million. Overall, prize money reached $167.4 
million last year, states Rietkerk et al. A most popu-
lar type of video games [17]; League of Legends is the 
world’s most-watched sport as of right now, the com-
mon types of sport involve competitive online combat 
arenas (where a player controls a single individual in 
a squad who has to conquer the main building of the 
opposing side), real-time-strategy (control an army 
to overpower a map), or FPS (first-person shooting 
games) observed by Chapman [18].

In the future, esports may just be treated as a disci-
pline of the traditional sport as the prime factor distin-
guishing esports from sports is physical involvement, 
as sports are more dependent on a person’s physical 
exertion. However, the rest of the factors like practice, 
competitions between countries/clubs/teams are pres-
ent; even esports athletes require a support team of 
dieticians, coaches, etc., to give its 100% to the game, 
according to Huk, College and university are already 
witnessing a rise in esports competitions, and many 
universities have esports clubs just like sports clubs. 
Moreover, in the future, we may find esports clubs be-
ing the largest clubs of universities, studied Allen, In 
2019, Intel and Olympic committee announced that 
they would host esports tournaments in Tokyo just be-
fore Tokyo Olympics 2020, and this could have open 
doors for 2024 Olympic games to integrate esports 
too, states Chan, but due to COVID-19 Olympics got 
delayed to 2021as observed by Ingle.

6 COVID-19 impact on online gaming
COVID-19 is not only a deadly disease, but it has 

also changed every aspect of almost everyone’s life; 
the normal life, which was commonly identified till 
2019, is flipped upside-down by march 2020 for most 
of the population around the world, observed Horesh 
& Brown. Due to such drastic changes in lifestyle and 
uncertainty due to a lack of preparedness, COVID-19 
shows adverse effects in each part of society. Although 
some parts of society will show resilience to all the 
stress, loss, uncertainty created by COVID-19, the vi-
rus will exaggerate and take a significant toll on exist-
ing stress-related issues and will highly contribute to 
new problems related to stress, according to Horesh 
& Brown, such as cardiovascular disease, diabetes, 
and depression are severe medical complications and 
can lead to illness, and if continued for a long time, 
then death. CVG (Casual video Gaming) is enjoyable, 
stress-buster, spontaneous, and highly popular among 
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the young population, studied Russoniello et al., which 
imparts with video games or games, in general, allows 
one to escape into a different world/reality, which en-
ables individuals to forget their problems and enjoy, 
according to Hamari & Sjöblom.

When COVID-19 has decimated all the busi-
nesses and industries across the world and India, the 
gaming industry stands out as they remain relatively 
unaffected due to pandemics and lockdown. On the 
contrary, the active player base (users) is growing no-
ticeably during this period, observes Javad. Gaming 
in this lockdown has become an activity that is done 
throughout the day, while the number of players ac-
tively playing games peak between 8 pm to midnight, 
stated by Bora, which is also in part with most mul-
tiplayer games today that allow you to talk with your 
peers/friends while playing the game, which gives a 
sense of togetherness, according to Amin et al., which, 
in many parts, is also supported by WHO with their 
campaign #PlayApartTogether, many gaming compa-
nies have joined this campaign, as games allow them 
to bring joy and closer to their loved ones while ensur-
ing they remain healthy by maintaining social distanc-
ing, as studied by Johnston et al.

Moreover, even before COVID-19 hit the world 
and forced everything to go virtual, the advent of es-
ports was an inevitable evolutionary outcome because 
of the growing technological advances available to hu-
mankind. If our interactions with friends had passed 
into the virtual universe, it was just a matter of time to 
relocate sports, too, observed Baltezarević & Balteza-
rević. An Indian mobile-based online gaming plat-
form named Paytm First Games, showing an almost 
200% growth in the active user base during this lock-
down and pandemic, and about 75,000 are new users. 
They joined the platform recently, observed Ahaskar. 
While gaming can be a great tool to relieve stress and 
distract oneself, excessive gaming at prolonged peri-
ods can lead to psychological distress, states King et al.

7 Esports events/tournaments
Like how regular sporting events happen in the 

arena, stadium, etc., esports events occur in the virtu-
al world. For traditional sports, public viewing is one 
of the critical components; places like bars, clubs, or 
at home with friends are some of the prime ways tra-
ditional sports are consumed; in esports, these spaces 
are replaced by a virtual one in the form of streaming 
services, according to Musabirov et al. Public viewing 

of sports helps to form this community among view-
ers/fans. Similarly, streaming services incorporated 
chat options from starting to allow fans to chat with 
other viewers, and you can chat with potentially mil-
lions of viewers; this allowed them to express their 
opinion and experiences and give a feel of being part 
of the community Musabirov et al.

Chat Box is a very crucial element when a game 
is streamed online. Apart from being helpful to form 
a feeling of community, it also gives a place for view-
ers to discuss different topics in downtime, cheer/hoot 
for players like one would do in-stadium. Overall, 
as games keep progressing, chat plays a crucial role 
in involving viewers more emotionally, according to 
Musabirov et al., with players, games, or online peers. 
Since the chat component is critical to streaming and 
esports, moderation of chat is of utmost necessity and 
priorities of services like Twitch. So the organizations 
have taken multiple steps to ensure an acceptable pos-
itive environment is maintained, like dividing it into 
different chat rooms based on location and language, 
having bot detect and not allowing bullying in chat, on 
spot ban, etc., states Seering et al. As esports grew, it 
kept its streaming community while incorporating an 
arena/stadium in the game, which gave two avenues to 
fans to connect, and become part of the community 
in-person or watch the game live and chat to become 
part of the virtual community, as studied by Musabi-
rov et al. Twitch is the biggest video game streaming 
website, witnessing the 4th highest traffic in the USA 
in 2014, just behind Netflix, Google, and Apple, ob-
served Seering et al. Before COVID-19 hit the world, 
esports had become a mammoth of a market force, it 
surpassed 1 Billion USD in 2019, states Allen.

7.1 Esports tournaments during covid-19 
pandemic

Most of the tournaments have been canceled; 
some tournaments which were delayed indefinitely 
will most probably end up canceling because prepa-
ration for next year’s tournaments will become a pri-
ority. Most tournaments that are converted to the on-
line-only format are yet to happen because new dates 
are either not announced or are scheduled for the last 
quarter of 2020. Competitions that were rescheduled 
are also going to happen in the last quarter of 2020. 
Many professional top tire esports players have also 
taken this opportunity to take a break and not partici-
pate in the remaining tournaments of the year. PUBG 
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mobile league, which was converted to online-only, 
is already facing this issue in qualifiers, where teams 
from ping-friendly countries have a competitive ad-
vantage, according to Moghe. “League of Legends 
Championship Korea” will have competition without a 
live audience and show how competitions can happen 
in this time of social distancing. However, due to travel 
and government restrictions in most countries, other 
tournaments may not find it feasible.

Most of the Indian tournaments, like ESL India, 
Asus ROG India, were converted to online-only tour-
naments. However, because of the online-only mod-
el of most competitions, they have witnessed a drop 
in revenue, overall viewership is expected to spike, 
and income from streaming has already seen a spike 
compared to last year, as observed by Ahaskar. Nod-
win Gaming is India’s most prominent esports event 
organizer tied up with MTV India to stream CS: GO 
games and in-depth analysis of the same “Esports Ma-
nia,” studied Bhura & Balan. Although stadiums and 
arenas have gone silent on the Indian esports scene, 
COVID-19 could not bring it to a halt. Although In-
dian leagues were able to shift to online mode but lost 
the qualification part of the prize, so many tourna-
ment winners qualify for participation in Asian/in-
ternational tournaments, but that will not happen this 
year, states Bhura & Balan.

8 Discussion
When the whole world suddenly stopped because 

of COVID-19, one industry saw the boom, i.e., the vid-
eo games industry. Based on several reports and game 
data, we can see that the video game industry did not 
have to deal with the slowdown, and not only that, the 
sales of video games grew, especially in online stores. 
An active player base also grew in double digits and, 
in some cases, even multi-folding from previous year’s 
numbers. Especially, most popular multiplayer games 
are free-to-play games like PUBG Mobile, Call of Duty 
Mobile are on top of the charts in terms of active play-
ers. Moreover, having a big active player pool is more 
fruit-bearing for the companies in today’s world. Es-
ports is a growing phenomenon and a very new one, 
especially when we look at it from the Indian market 
perspective. Although the esports industry is decades 
old, the 1990s and the current time is different for the 
esports industry, especially LAN technology gave the 
industry a real boost and made it a 1 Billion $ industry 
today.

Esports itself is based on tournaments happening 
in stadiums happening in front of thousands of live 
audiences, but due to pandemics, much of the tour-
naments are canceled this year. So viewer data for this 
year is an anomaly, and we should avoid it. However, 
because of this anomaly, multiple outside factors are 
working in favor of esports, which could gain more in 
the long term. Research hypothesis the growth of es-
ports will expedite more once tournaments can start 
organizing regularly. Indian universities and colleges 
soon might start understanding esports and start hav-
ing more and more esports tournaments and have col-
lege teams competing against one another. Generation 
Z will lead this market in India soon, and the prime 
reason behind this is that they have much more expo-
sure to esports and video games, and this lockdown 
has allowed them to experience it more. Esports tour-
naments of India did not get canceled but were shifted 
to an online-only model, which was feasible and possi-
ble because Indian events do not witness international 
teams participating. However, because of the lack of 
international competitions, the viewership from India 
also declined. At the same time, Indian gaming plat-
forms see a Sharp rise.

9 Conclusion
The esports industry is having a hard time because 

of COVID-19 related issues, just like every other in-
dustry. Unlike other industry esports is not entirely 
shut; many tournaments are happening in the on-
line-only model, especially local esports matches. As 
per reports, we can see India is witnessing a surge in 
gaming, both active players per month and unique 
players per month (compared to 2019). Existing liter-
ature provides us with enough information about why 
people watch esports and the prevailing trends. Exist-
ing video game players only get converted to esports 
players and viewers due to multiple different factors. 
Moreover, literature and reports have shown that the 
average Indian gamer is part of the youngest genera-
tion (Gen Z mostly). So, based on reviewing the above 
data researcher argues that COVID-19 will be helpful 
to grow esports viewership in the long term, especially 
among Generation Z of India.

Limitations, the detailed literature review we did is 
limited to the English language, so all the sources used 
are published in English. Although most national and 
international publications use English only, we can still 
not avoid missing out on any work done in multiple 
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different languages. Some reports and research paper 
access was not available to authors for review (either it 
was not accessible in the public domain or was hidden 
behind a paywall) and, as a result, was not included in 
this research. Moreover, as esports is a rapidly growing 
field, such limitations should be avoided, and remov-
ing barriers to information is important.

Future-scope, Academicians, and researchers 
could look into literature not covered in this review 
and use them to build upon this work. Esports is a 
very new field, so detailed data-based research on the 
psychology of esports players and viewers can be con-
ducted to develop the reason behind its consumption 
further. Research can be done on which kind of video 
games are more esports friendly and how current vid-
eo games can be modified to make them more esports 
friendly. Based on this research, a detailed survey can 
be conducted to approve further/disapprove our find-
ings. As esports is growing rapidly, so is literature on 
esports is going to keep growing, and future research-
ers must keep themselves up-to-date, but this publica-
tion could act as a point to start. 
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