


Abstract

The success of the internet and the accelerated growth of the virtual world has led to the high rate of developed experienced in the world of computer and video games. Gaming has become a right of passage for the younger generation. As a result, a new kind of competition event has been created--- E-sports. The term “E-sports”, was proposed by Mat Bettinson at the launch of the Online Gamers Association, which use to describe Competitive video and computer game plays (The OGA, 1999). Also, Michael Wagner (2006, pp.3) states that "E-sports" is an area of sports activities in which people develop and train mental or physical abilities in the use of information and communication technologies." Until now, the term “E-sports” is known as competitive gaming or electronic sports for organized multiplayer video game competitions, particularly among professional players. 


Similar to a sports league, E-sports competitions are held weekly and attract audiences that come to watch the games that make E-sports increasingly become popular in many countries. This situation seems to show a new type of tourism because these fans come from different cities, states, or even countries to attend the E-sport competitions, especially in big E-sport games. The tourists’ desire for new experiences has led to the creation of new games and the development of destinations to satisfy their demand (Ramírez and Olavide, 2014). As a result, the growing popularity of E-sport and its ability to attract tourists to attend e-sport competitions, a new pattern of tourism was created-- E-sport tourism. Sports tourism can be defined as individuals traveling to see or participate in sports events or visit the sites which are connected with sports (Waller, Trendafilova, & Daniell, 2014). E-sport tourists are just like sports tourists. E-sport tourists are willing to travel thousands of miles to attend major events and share their passion with hundreds of other avid fans just like themselves. This paper analyzes the world of E-sports, the development of E-sport tourism and its impact on our community.
I. Introduction

Nowadays, the success of Internet and rapid development in the virtual world is responsible for the development of computer and video games worldwide. These computer and video games have become an essential part of young adults’ lives. As a result, a new kind of competition event has been created--- E-sports. The term “E-sports”, was proposed by Mat Bettinson at the launch of the Online Gamers Association, which use to describe Competitive video and computer game plays (The OGA, 1999). Also, Michael Wagner (2006, pp.3) states that "E-sports" is an area of sports activities in which people develop and train mental or physical abilities in the use of information and communication technologies." Until now, the term “E-sports” is known as competitive gaming or electronic sports for organized multiplayer video game competitions, particularly among professional players. 

Similar to a sports league, E-sports competitions are held weekly and attract audiences that come to watch the games that make E-sports increasingly become popular in many countries. This situation seems to show a new type of tourism because these fans come from different cities, states, or even countries to attend the E-sports competitions, especially in big E-sports competitions. The tourists’ desire for new experiences has led to the creation of new games and the development of destinations to satisfy their demand (Ramírez and Olavide, 2014). As a result, the growing popularity of E-sports and its ability to attract tourists to attend E-sports competitions, a new pattern of tourism was created-- E-sport tourism. Sports tourism can be defined as individuals traveling to see or participate in sports events or visit the sites which are connected with sports (Waller, Trendafilova, & Daniell, 2014). Sports tourism has been around for a while now. People have been known to travel from different parts of the world to attend world championships such as the world cup and the Olympics. E-sport tourists are just like sports tourists. E-sport tourists are willing to travel thousands of miles to attend major events and share their passion with hundreds of other avid fans just like themselves. 


Rai and Yan (2009) noted that the increasing availability of broadband Internet connections has led to a rise in popularity of networked games. These range from large, complex, persistent online environments supporting a large number of simultaneous participants. For instance, Multiplayer Online Battle Arena (MOBA) games attract numerous players. Multiplayer Online Battle Arena is a gaming style that each game has ten players, five players playing against five players. 

In figure 1, there are two bases which are called “Nexus” on the right-top sight and left-bottom sight. The way to win the game is one of the teams destroy other teams’ nexus. 
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Figure 1. The map of league of legend


This gaming style not only makes each team needs excellent communication and teamwork to win the games, but it also shock people in computer games world --- it is hard to image that computer games can be like two NBA teams compete for the winner of that night. As a result, MOBA style games have become the one of the main gaming events in E-sports competition. There are two main Multiplayer Online Battle Arena style games in E-sports events----- League of Legends and Dota 2.


In the League of Legends, the players have to assume the role of the unseen “summoner” who controls a champion with unique abilities against a team of other computer-controlled champions or another player. The goal of the game is to destroy the opponent team’s nexus, which is a structure that lies at the heart of a base protected by defensive structures. Each League of Legends match is discrete, with all champions starting off relatively weak but increasing in strength by accumulating items and experience over the course of the game. League of Legends (LoL) is a popular E-sport event which has been organized by coliseums Games Company since 2011. Because of the competitive gaming style, League of Legends continues to attract players, which now exceed 67 million people online (RIOT Games). Furthermore, League of Legends competitions is very attractive to E-sport tourists, for instance, the tickets to attend the League of Legends world championship competition in 2012 were sold out in four days; the tickets to visit the League of Legends world championship game in 2013 were sold out in an hour (RIOT Games). Hinnant (2013) noted, “The 2012 League of Legends World Championships represent another step in the gradual legitimation and professionalization of organized game competitions, now commonly referred to as “E-sports.” In 2013, United States Citizenship and Immigration Services (USCIS) recognized League of Legends’ pro players as professional athletes. Also, in Jan 27th, 2015, some E-sports events were known as second level Olympic sporting events by the Korean Olympic Committee (Christopher, 2015). 
Defense of the Ancients (DotA) is a popular multiplayer online battle arena mod for the popular video game Warcraft 3, Reign of Chaos and its expansion, Warcraft III: The Frozen Throne. The game is based on the "Aeon of Strife" map for StarCraft. The objectives of the game are for each competing team to destroy the Ancient, which is heavily guarded structures found at the opposing corners of the map. The players use heroes, very powerful units assisted by allied and Al-controlled fighters. Players level up their heroes and use virtual gold to buy gaming equipment as the strive to complete their mission.  Valve Software operates Dota2 (Defense of the Ancients). Like League of Legends, Dota2 has a large number of fans and the competitions also attract numerous of tourists. 
For example, The first group of tickets of Dota2 2015 world championship game for The International were sold out in a matter of minutes, this kind of popular demand caused Valve Software ask fans do not purchase more than five tickets per person for the second batch of the cards of Dota2 2015 world championship competition (Craft, 2015).

Hinnant (2013) noted, “ The 2012 League of Legends World Championships represent another step in the gradual legitimation and professionalization of organized game competitions, now commonly referred to as “E-sports.” ” These new game events create a broad range of new concepts and institutions, which not only include individual sports, sponsorship deals, world ranking, but it also represents a new culture of both players and spectators in E-sports industry. Recently, the number of E-sports players is growing fast, and the number of spectators of electronic sports becomes even more quickly, resulting in E-sports becoming a new spectator sport that causes E-sports have already become an increasingly popular part of the digital game culture.

Gratton, Shilbi, and Coleman (2005) stated that sports tourism affects many cities aggressively compete to host sports events for the anticipated economic benefits from sports tourists, infrastructure development, foreign investment, and international prestige. With the development of E-sports, E-sport tourism may become a new strategy for government to attract gamers and spectators as tourists to enhance the economy. Moreover, in the event of professional E-sports teams advancing into the international developments, the opportunity for fan attendance and media attention increases, which in turn has the potential to provide positive economic benefits to the hospitality and tourism industry.

The purpose of this study is to research the attendance of League of Legends competitions and how it impacts E-sport tourism. League of Legends data will be the primary resource to explore E-sport tourism in this paper.
II. Literature Review
Sports to E-sports

The term "Sport" means all kinds of physical activity that involve organized and planned participation with an aim of increasing the physical fitness levels and mental ability as well as forming relationships or obtaining results in competitions at all levels. This is a comprehensive definition as it incorporates all forms of sport, physical activity and exercise. Sport is a cultural phenomenon and an integral part of society. It is highly visible and touches almost everyone as participants, spectators and consumers (DePauw & Gavron, 2005). 
Tiedemann (2004) also defined “Sport” as a “cultural field of activity in which human beings voluntarily go into a relation to other people with the conscious intention to develop their abilities and accomplishments - particularly in the area of skilled motion - and to compare themselves with these other people according to rules put self or adopted without damaging them or themselves deliberately.” Based on this definition, Wanger (2006) gave E-sports a definition—“E-sports” is an area of sports activities in which people develop and train mental or physical abilities in the use of information and communication technologies trough competitive computer games or Video Games.

Even though E-sports can be recognized as a form of sports, there certainly are unique aspects to E-sports. Hutchins, a scholar who used the sociological perspective to compare traditional sports and E-sports, elaborated a different view about E-sports. Hutchins (2008) stated that Cyber-athletic competition could not be thought of regarding media or entertainment or computer gaming because there were no institutional and material boundaries can separate them; this situation leads to the creation of a new social form, E-sports. Ditmarsch (2013) also argued that E-sports had becoming an increasingly popular part of the digital game culture, and additional research of the phenomena of E-sports. Also, E-sports had no longer remained as standard games played on computer rooms or considered “virtual competitions.” E-sports had been developed as a new industry which had real-live, pulse-pounding affairs held before wildly enthusiastic audiences, with a glorious victory or humiliating defeat hanging in the balance on each player's every move (Ray & Yan, 2009).


More specifically, E-sports has been used as a practical tool to attract young people to volunteering, engaging them at the community level. Eley & Kirk (2002) found that such programs resulted in increased measures of selflessness, community coordination, leadership and sense of identity among young people. These findings concur with a recent analysis of the social and cultural benefit. Moreover, the effectiveness of sport for building social inclusion is a result of its usefulness in reducing social exclusion (Bailey, 2005). The importance of sport worldwide in that it’s one of the biggest contributors to the economy not just by skill development and health improvement, but also through income generation, social cohesion, and capital building. This concurs with the sentiment held by individuals that sport unites people especially families and thus encourages family interaction (Canadian Centre for Ethics in Sport, 2002; Conference Board of Canada, 2005). 


Coalters (2005) review essay details relevant evidence concerning the role of sport in building and facilitating social and community inclusion and active citizenship. This piece of literature, as brought out by Coalter (2005), links game to Putnam's (2000) concept of social capital. Good social capital translates to strengthened community networks, better local identity and solidarity, and high levels of trust and support among members. As such, there is evidence to show that development of sport in the community contributes to the betterment of communities (Coalter, 2005, p.19). The difference in communities between traditional sports and E-sports, the geography, could not entirely remain as an influential factor because the Internet brought E-sports spectators all over the world together. Strangers could discuss the E-sports competition and share their experiences or ideas via an online spectating channel such as Twitch TV. This situation caused E-sports communities not only exists in the real world but also in the virtual world (Taylor, 2012; Ditmarsh, 2013). 

Tourism and Sport Tourism

The concept of tourism and sports tourism has considerably become very prominent in the last few years either in study academic fields or in the rising popularity of travel products both in the social life and economically having impacts on the current world economy (Gibson, 1998). Many scholars tried day by day to define precisely possible reasons as to why sports tourism is growing deeper roots into the currents world but end up with disparities. Quite a numbers of questions that researchers tended to try to find out are “what do we call this kind of tourism and is it sports tourism” as stated by De Knop and Delphi (De Knop, 1995; Delphy, 1998). Redmond, the world know researcher claimed in his work paper on whether sport-related tourists referred to spectators attending events in a Hallmark or rather fans attending sports events like the Olympic Games (Redmond, 1990,1991). Also, this idea of sports tourism regarded as spectators making decisions to attend Olympic Games (Chalip, Green & Vander Velden, 1998). 

Delphi (1998) also tried to give precisely a precise description of what sports tourism and linked it to participation rather than just becoming a game spectator. Sports tourism had significantly transformed to taking direction more than just being a spectator to an extent of active participation in sporting events and any related sports activities (Ramírez-Hurtado & Paralera-Morales, 2014). De Knop (1995) claimed sports tourism is come up with some accurate observations that active sports tourism did take part in four forms or vacations---i) real or good sports holiday, a case in which an individual could make up to take a trip to go skiing rather than idly spending holiday periods doing non-constructive duties when free from routine chores; ii) a participant taking advantage of any significant sports facilities that he/she came across at a particular sports destination center, though in reality, the sport may not be the primary purpose of the trip; iii) and is the private sporting holiday, a case where the tourists decide to a take active part in non-organized sports activities like volleyball on beach sand or participating in beach cricket. 

The active participation in sports tourism was again emphasized by Glyptis and Jackson (1993) who gave emphasis on the active involvement on in sports by tourists rather than just taking substantial participation as spectators and would help them to conceptualize what sports tourism meant. The central area of scholars concerned in the world of today gives out precise reasons that individuals could attribute to the relative passive sports tourism participation. Government impacted indeed on sport-for-all policies also acted as a major driving factor towards human involvement in sports tourism even if one did not intend or plan for it. A commonly and also fast trending in the sports world today is the real sports amateurs and frequent tournaments that get staged all over in each and every city. 

The idea by De Knop (1987) and also backed up by Kurtzman and Zauhar (1995), and proposals claim that currently, some groups of people have gone further as far as creating their events like “ road-runs” as a means to attract or entice a larger number of tourists in their cities and towns. The most shared and popular physical activity games in currently called Europe are walking, bicycling, and skiing in the mountain landscape of countries like the Scandinavian with terrain and climatic conditions that provide better sporting conditions for active tourism sports for instance. Nevertheless, research on active sports tourist is enough very scarce that average sports group of participants are mainly college-educated or with a higher education above that of college level (Delphi, 1998). 

Also, sport tourism providers can well be advised to have a full understanding of expectations and experiences of the target market or clients who will be using the resources to set in place (Green & Chalip, 1998). Furthermore, the structuring of a particular competition sometimes interfered with by the informal gatherings which would make a good portion of the tourism sports participants. These ideas and findings were what can drive someone wisely on the planning strategies for a particular sporting activity (Green & Chalip, 1998). Moreover, using the Tourist Role Preference Scale of Gibson (1998), one is subject to finding one best and attractive sports tourism center and a possible best sporting activity to undertake in these respective sports centers. An important factor treated as constraints are three; lack of social network; gender of the tourists and age factor. 

Based on customer evaluation, two modern scientists Bojanic and Warnick (1995) published out a paper in which full a study of complete segmentation and effects of the modernized family like cycle also had impacts on the ski resort. It is very clear in their paper findings that majority of ski market comprises mainly of the married skies and children of a healthy population consisting of the age below 45 years. Unlike the sports tourism domain discussed before, a sports tourism sector or industry was studied to have quite a good population of the spa. Tourists who had got medical advice from professional therapists on the importance of sports tourism participation and the impact it would bring to their health improved as discussed on persona; rejuvenation (Waterberg et al...1978; Williams and Doss 1996). Another possible impact of sports tourism is on community picture (Garnham, 1996). 

Garnham in his research findings made an observation that in a case study undertaken in New Zealand(1996) come up with a conclusion that hosting national football events were on of the games that owed a lot of pride to the hosting community. This, therefore, could influence most of the New Zealand communities to target and try host such kind of national football games until when it come to pass as one of the influential international games in the current word history. Therefore, once psycho income on hosting pride was earning sports like football would inspire a group of people to admire and aim for having hosted such kind international football games. By so doing, there would be growing tourism sports within such sport or rather the centers.

Although it is becoming a world game of generally younger population, the active tourism sports participation has considerably been under prominent and quick evolution for people who admire to be popular in their lifespan. Gyplis and Hall (1992) found out that sports tourism is not regarded as a unitary phenomenon, but there exists big a distinction between sports attendance and an active sports participation. A psychological reward of the two events of action would possibly be either social or of a mental level of understanding of rewards for a particular stand of action. 

In an article on leisure study, also offered substantial proofs that various recreational activities usually associated with different clusters of attribution ( Schenker 1994; Shamir 1992; Haggard & Williams in 1992). Example, in volley playing ground, the volley player are considered as players as well as the backpackers regarded as free, adventurous and fun loving people but do take part in the activity within the volley pitch.    


Nevertheless, the inclusion of most social events in formal structures of tournaments and competitions had got appreciation from both, players and non-player, or rather just game supporters. The very quick spread of sports tourism can be linked to three main factors;


(1) The economic forces. The belief was that one of the primary causes of widespread of sports tourism in the current word picture is the economic power. Hautbois, Ravenel, and Durand (2003) stated that affluence of today had significantly risen to greater heights and that many families face now employed or at least with one or more employees than it was in the past. Similarly, these employees had recently been experiencing increment in their leisure time. It is a factor which had improved the leisure hours which could then be a possible driving force for such people to seek and participate in sports tourism. 


(2) The technological innovation had also widely contributed towards increased sports tourism. With the current world improvement on the technical structure, it was becoming simpler and easier for populations to make short and long distances are only aiming to take part in sport tourism activities. ( Hunter, 1965; Wilson, 1966) Moreover, the creation and improvement of new transportation facilities, accommodations among many others had so far offered real home shelters for travelers in the pretext of attending sports. Innovations in sports types of equipment and revised rules had also contributed towards popularity and development of sporting and more specifically, on tourism sports. ( Musa & Ndawayo, 2011; Su, Sun & Zhao, 2012 ) As a result of the wide range of technological innovation, travels and appeal of the sports had rapidly led to the expansion of sports tourism in the current world. 


(3) The final factor attributed to the fast spread of sports tourism is termed to be attitudinal, and value changes. The attitudinal changes were more pronounces in Western societies where there had been a shift from work ethic values to leisure emphasis, self-realization together with hedonism. Sports and sports tourism changed stemmed to these attitudinal changes and the rapidly growing societal influence on games (Lee et al... ,2011). This tendency had principally lowered the barrier to sports and possible increased participation as people who would have considered sporting activities not for them could now start seeking independent participation at their level of a wish. 

Sports Tourism impacts, importance and relationships between tourism and sports tourism were clearly outlined. Impacts of the sports tourism have primarily penetrated into the economic, environmental and cultural implications (Stephen, 2001). Some researchers suggestions are that sports event planner tends to adopt conservative estimation of the potential profits that hosting a particular tourism event shall bring into the country’s economic sector (Turco, 2012). 

The impacts on environment, socio-cultural and economic sectors can be either positive of negative. This, therefore, is a downfall or rather a limitation of the research already done by like of De Knop, Williams, Gibson among many other prominent researchers. A general viewpoint priority in studying sports tourism mainly overlooked and, therefore, one need to find out some of the possible solutions to handling such additional errors. It is also very costly to carry out an assessment of sport tourism participants, needs and some other characteristics in planning for sport tourism events. It can also be a limitation when handling this kind of research study. It, therefore, evident that sports tourism is an action where one of a group of individual travel with a target to engage in or have a view of sport related activities. 

The New Ideology—E-sport Tourism


As writer mentioned above, sports and E-sports have a healthy relationship that also may show the connection between sports tourism and E-sport tourism. In connection from sports tourism and E-sport tourism, Ross’s (2001) definition of sports tourism would be utilized as it gives a complete depiction of the imperative parts of E-sport tourism -- Sports tourism alludes to the experience of go to participate in or view sport-related exercises. It is in general perceived that there are three sorts of game travel: Sports Event Tourism, Active Sports Tourism, and Nostalgia Sports Tourism (Rose, 2001). Because E-sports competitions are the main events of E-sport tourism, E-sport tourism is more likely sports event travel. With E-sports have turned into a noteworthy part of the “social” and “cultural” livelihood for young adults’ lives far and wide. Its ubiquity has been credited to trademark and mega-events (Hinnant, 2013), drawing in the consideration of “billions” through televised and internet broadcast (Ditmars, 2013). Not just has it increased enthusiasm for brandishing fans, yet it has likewise picked up the consideration of administrative bodies as the relationship in the middle of games and monetary quality is coordinated. Similarly as sport and tourism combination, E-sport tourism has become a new ideology in the world. 


Pritchard and Stinson (2013) argued sport tourism events allude to those games exercises that draw in vacationer of which a substantial rate are observers and produce noteworthy and heterogeneous streams of explorers that “sports tourism” is said to be comprising of the considerable number of occasions wherein the primary role for “tourism” is the investment in or survey of games. 
Once a general definition is set up, the grouping of “E-sport tourism” occasions is vital. This will permit further comprehension of the subject under survey. The most every now and again utilized groupings of game travel opportunities are massive scale occasions, which incorporate trademark occasions and mega times, for example, E-sports large-scale events such as Intel Extreme Masters (IEM), Middle Season Invitation (MSI), and World Championship (WC). With a substantial number of observational exploration committed to such occasions, one might reason this is the degree of game tourism-related opportunities (Gibson, 2004).


Today, there are constant changes in individuals’ lifestyles, and there has been some speculation for this shift in E-sport tourism. To add come clarification for this research, the writer will collect first data of League of Legends competitions and tournaments from RIOT Games Company and Twitch TV to illustrate the tourists behavior and how it impact E-sport tourism (i.e. E-tourist attendance, game viewership, age group, internet usage unique to E-sports tournaments). This research may provide empirical evidence that gives some perspectives into the E-sport tourism, market composition, and E-sport consumption. Furthermore, it is worth noting that this paper may make researchers determine the market strategies of traditional sports tourism could be used on E-sport tourism or not. If the attendance of E-sport tourists has been increased every year, the results would suggest that E-sport tourism is a new sort of the tourism industry which would require a new perspective for better understanding the behavior of E-sport tourists and also could help researchers to provide new strategies in the hospitality industry.
III. Methodology


The game “ League of Legends” is one of the most popular E-sports events which has more than 67 million players online for gaming. 
Furthermore, Riot Games Company holds dissimilar tournaments in different area (i.e. NA LCS in North American, Eu LCS, in Europe, 
LPL in China, LCK in South Korea, LMS in Taiwan, Hong Kong, and Macau, and International Wildcards in other countries) and Riot Games Company also hold world championship competition every year (Riot Games). Thus, the researcher collected data from League of Legends from Riot Games Company to present the E-sports events and how it impact tourism industry. Moreover, because of the researcher of this thesis are enthusiasts of E- Sports that scientist may understand the culture from a different perspective than an outsider, especially, because the researcher has been interested in E-sports area, the culture, and community surrounding it for a long time. As a result, the analyzes and interpretations conducted in this paper are done from a perspective of others view.

	Years
	  Total Hours of live viewed / hours

	2011

2012

2013  

2014 

2015  
	   No data

   8.2 million hours

  70  millions hours

 194  millions hours

 360  million hours


Figure 1. Total Hours of life viewed each moment in League of Legend World Championship
In figure 1, it shows how E-sports industry has increased since 2011. Although there is no data at 2011, the number of total views per hour has been increased since 8.2 million in 2012 views to 360 million views in 2015. From 2012 to 2013, the number of total views each time had been increased 61.8 million; from 2013 to 2014, the number of total views each hour had been increased 124 million; moreover, the number of total views each hour had been increased 116millions. This data can present that the vast amount of audiences keep increase each year. To understand how the E-sports develop these years, figure 2 will show this information more intimately.

	Years
	 Total cumulative daily unique impressions (the amount of unique viewers that tuned in every day via online and television channels)/ four weeks

	2011

2012

2013

2014

2015
	 No data

 No data

 No data

 288 millions

 334 millions 


Figure 2. Total cumulative daily unique impressions each month of League of Legend World Championship


In figure 2, although there are only two years data, it also can present the number of people who start to engage E-sports were increased. These two data can be substantial evidence to prove the new trend in this age. Like writer mentioned above, the success of Internet and rapid development in the virtual world is responsible for the development of computer and video games worldwide and E-sports are increasingly becoming popular. 
Based on these two data, the writer can propose a hypothesis -- An explosive growth of E-sports in various forms and shapes not only has to take place in these years, it will continue to grow as connectivity and new style computer technology availability increase. For instance, VR (virtual reality) will be a potent weapon in E-sports industry in the future. If we extend this hypothesis to the tourism sector, we arrive at the following slightly idea – the amount of E-sports participants increase every year, and these E-sports participants will create a new shock to the tourism industry. 

	Years/location
	 Past World Championship Attendance Number (World Finals)/ Tickets Sold Out Time 

	2011

2012 / US

2013 / US

2014 / Asia

2015 / Europe
	  8000 / 240 minutes

 15000 / 60 minutes

 38000 / 60 minutes

 11070 / 3 minutes  


Figure 3. Previous World Championship Finals attendance and ticket sold out time

Figure 3 shows relevant information that can present the increased number of E-sport tourists directly. 
In 2012 world championship final, there are 8000 tickets and sold out in 4 hours which means there were 33.33 tickets were sold in each minute (8000 / 240 = 33.33); in 2013 world championship final, there were 15000 tickets and sold out in an hour which means there were 250 tickets were sold in each minute (15000 / 60 = 250); in 2014 world championship final, there were 38000 tickets and sold out in 60 minutes that means there were 633.33 tickets were sold per minute (38000 / 60 = 633.33); and in 2015 world championship final, although there were only 11070 seats for selling, this ticket still sold out in 3 minutes which means Riot Games Company sold 3690 tickets per minute (11070 / 3 = 3690). Based on figure 3, the writer can assume that the number of E-sport tourists has been increased every year, and they have high interests and willing to attend E-sports events. This situation caused the average ticket sold out time of world championship final tickets was decreased every year. 
IV. Analysis


The general purpose of League of Legends is for The Internet to this incredibly wealthy, fat customer and going up against other individuals. CEO of Scientific Revenue examination group clarifies how the appearance of web gaming has moved game organizations. Before the Internet, when a group sent an item it was a sort of deal. The internet diversions are ceaselessly a work in progress, always being updated as well as changed. Since these diversions should always be switched on, they should begin putting away information for developing better games. When there are 20 million individuals for playing the online game, and we could get telemetry information, behavioral data, or diversion activity data. The competitive multiplayer role playing recreation (RPG), in which two groups of players it could be a hundred champions to attract the other.

Despite the fact that E-games (electronic game) were around for around ten years before Riot Games Company was born, no organization has bounced in with the same force. Riot Games Company controls the professional class, directly down to the music for live events. It runs competitions around the world, with its smooth broadcasting operation to different Internet video destinations, complete with color commentator and highlight reels — a sort of ESPN for gamers. The organization keeps a couple of hundred expert players on the salaries, guaranteeing that they could spend up to 14 hours a day rehearsing, the time required to contend with the largest amount.

Riot Games Company sold out 38,000 seats at Korea's World Cup Sangam Stadium a year ago, however an extra 27 million individuals tuned to watch the live stream of the last confrontation between Samsung White (a Korean group supported by Samsung) and Royal Club (a Chinese computer game class) as they struggled for $1 million in prize cash. The event demonstrated to be significant degree prominent, gloating a regular online perspective time of 67 minutes, — a vital number that proposes fans enjoyed what they saw and kept on viewing the event for a extended period. Riot Games Company has calibrated LCS from year-to-year, by listening to its fans and pulling from real sports for motivation. Its worldwide group structure with numerous regions of play is like proficient soccer while the Olympics enlivens the way it tells the player and group stories through video groups. The current year's opposition has been done "in the round" with players contending in the center of coliseums like ball or hockey. A bigger number of fans watch League of Legends than some other E-sports around the world. A group of Legends has 60 to 70 million month to month dynamic clients, who play the continuous video game, relying upon the month. The primary impact of E-sports is as critical maintenance methodology to keep some active players reliably high. A significant part of the substance discharged as of right now by Riot Games Company, for example, champion revamps, are intended to keep aggressive players dynamic as opposed to developing the player base altogether.

The accomplishment of Internet and fast advancements in a global world is the main reason for the improvement of video as well as online games. To a great nations, E-sports are progressively getting familiar. An unstable development of web gaming in different structures and shapes has occurred in the most recent couple of years, and it would keep on growing as network and PC accessibility develops. E-sports or the digital games are played online, and these games are processing to be proficient diversions. E-sports could be depicted as competitive in the computer world. E-sports could be both amateurs as well as expert components and has numerous similarities in various sports. Rivalries are sorted out on the web, as well as on versatile telephones. The multimedia channel devoted to internet diversions is accessible in numerous parts of the world. Progressively these events are getting to be commercial alongside contenders are paying for play. Large cash is being contributed to making and manage diversions, and the measure of time provided by the players’ increases.

The research investigated the new methods of E-sports gaming by concentrating on it's motivational as well as behavioral methods of E-sports utilization to figure out if E-sports utilization remains solitary as a particular business sector or whether it is comparable for complimenting customary games usage. Utilizing relapse examination, the degree to which thought processes sway time spent on E-sports games were analyzed. Using the correlation method the surveys were made in the E-sports and non-E-sports. These incorporated the seven inclusions in-game participation, diversion participation, sports viewership, sports readership, sports listenership, Internet use for a match, and team merchandise.

Like sports league, the competitions of E-sports are held and attract the audience who watch these types of games regularly. E-games are progressively ended up mainstream in numerous nations. This circumstance appears to demonstrate another sort of tourism because these crowds originate from various urban areas, states, or even countries to go to the competition held for E-sports. The visitors' desire for new encounters has prompted the production of new diversions and the improvement of destinations to fulfill their interest. Thus, the developing ubiquity of E-game and its capacity attract the audience for E-Sports competitions. He is known as E-sport tourism. Sports tourism could be characterized as people flying out to see or take part in gaming or visit the sites which are associated with games. Sports tourism has been around for some time now. Individuals have been known not from various parts of the world to go to world championship like world cup or Olympics. E-sport travelers are much the same as sports visitors. E-sport voyagers are willing to travel many miles to go to significant occasions and impart their enthusiasm with other enthusiastic fans simply like themselves.

The sports tourism could well be informed to have full comprehension on desires as well as encounters of the objective business sector or customers who would be utilizing the assets to set as a part of the sport. Moreover, the organizing of the competition, inferred by the casual social gathering which would make some proportion of the tourism sports members. These ideas can be organized for developing some strategies for sporting activities. The three factors are regarded as some limitations which are - the absence of informal community; sex of the sightseers and age variable. The effect of sports tourism penetrates in the economic, cultural as well as environmental impact. The sports event planner has a tendency to embrace moderate estimation of the potential benefits that facilitating a particular tourism event might bring into the nation's economic segment. The effects on the environment, socio-cultural, as well as its financial divisions, could be either positive of negative. He is the downfall of the exploration. A general perspective need in concentrating on games tourism, for the most part, disregarded and, along these lines, one need to discover a portion of the possible answers for taking care of such extra mistakes. It is additionally exorbitant to complete an appraisal of sport tourism members that needs and some different attributes in getting ready for sport tourism events. It could be a constraint when taking care of this sort of exploration study. The sports tourism is an activity where some individual goes with an objective to participate in or have a perspective of sport related exercises.
V. Finding

Conclusion

Albeit sorted out online and logged off rivalries have for some time been a piece of computer game culture, interest, and spectatorship of such occasions have seen a substantial surge in ubiquity from the late 2000s and mid-2010s. While rivalries around 2000 were to a great extent between novices, the expansion of expert competitions and developing viewership now underpins a noteworthy number of expert players and groups, and numerous computer game engineers now incorporate components with their diversions intended to encourage such rivalry. 
The idea of tourism and sports tourism has significantly turned out to be exceptionally unmistakable in the most recent couple of years either in study scholarly fields or the rising prevalence of travel items both the social life and monetarily having effects on the present world economy (Gibson, 1998). As the most well-known of brandishing events, for example, football competitions and the Olympic Games, video gaming competitions draw in a significant number of onlookers to enclosures and millions additionally observing live shows. 



From the paper we become acquainted with that fast web has permitted recreations creators to focus on making an on the internet, multiplayer perspective to their amusements. The account of League of Legends starts with Starcraft, a 1998 sci-fi themed constant technique amusement from Blizzard Entertainment. 

Enthusiasts of prevalent games, for example, football, rugby and cricket can presumably sit back and relax on their trees for the occasion, however there are most likely young fellows and ladies at this moment who aren't trying to ascend to the highest point of these more customary recreations, yet who rather have been propelled to attempt their hand at competition gaming. 
There are numerous reasons why E-sports occasions are incredible encounters. Fans have the risk the watch the best players on the planet contend, meet their most loved players and impart their energy to several other eager fans simply like themselves. 
Consequently and that's just the beginning, fans are willing to travel a huge number of miles to go to significant occasions. One-off occasions, for example, ESL One Frankfurt, LCS at Wembley or The International 4, have a particular speak to them, a chance to be a piece of E-sports history. Notwithstanding, individuals still go to see general occasions like WCS or the GSL. Whether onlookers are attracted to the enormous stage and the thunder of an epic swarm or are situated in the front of each match in a season of their most loved group, there is potential for another sort of tourism to develop: E-sport tourism. 

Following the time when satellite TV stations first started broadcasting web recreations (i.e. League of Legends, Starcraft), the furor for E-sports has become exponentially, and the requirement for a select venue for E-sports got to be clear. Therefore, the stadium was implicit 2005 to the backing and cultivates the E-sports rage. The title of "star gamer" is currently viewed as an occupation and expert profession, and the universe of games commentating as extended to incorporate E-sports reporters. A sum of 23 E-sports occasions are currently authoritatively perceived in Korea and around 10-star gamer gatherings, and more than 400 ace players are effectively playing. 

Gaming fans love the stadium since it is an enclosure where they can sit in the exhibition and appreciate live editorial as they watch ace gamers play in a straightforward glass-fitted diversion room. Rather than groups, every fan applauds their most loved star player. 

This diversion will enhance tourism from various perspectives. Wears tourism is entirely reasonable in different games. Football (or soccer) was in charge of almost 1 million guests to the United Kingdom in 2011, and by and large, these games sightseers burned through half more than the general vacationer normal for that year. The greater part of these individuals originated from the Republic of Ireland. However, Norway, the USA, Spain, and Germany additionally made up critical quantities of these football aficionados. 

In 2013, it was assessed that around 71,500,000 individuals overall watched aggressive gaming. The expanding accessibility of web gushing media stages, especially Twitch.tv, has gotten to be vital to the development and advancement of E-sports rivalries. Demographically, Major League Gaming has reported viewership that is roughly 85% male and 15% female, with 60% of viewers between the ages of 18 and 34. In spite of this, few female identities inside E-sports are cheerful about the expanding nearness of women gamers. 

Notwithstanding permitting players to take part in a given amusement, numerous diversion designers have included devoted watching highlights for the advantage of onlookers. He can extend from just allowing players to look at the entertainment develop from the contending player's perspective to a profoundly adjusted interface that gives observers access to data even the players might not have. The condition of the diversion saw through this mode may have a tendency to be deferred by an accurate measure of time keeping in mind the end goal to forestall either group in an amusement from picking up an upper hand in which it helps in expanding tourism.
Recommendations and Future Research
From my perspective, to take advantage of this, marketers should engage in marketing E-sports. Even though E-sports are very different from traditional sports, marketers can use some traditional entertainment marketing techniques to increase the popularity of E-sports and E-sport tourism. Sports tourism marketing is a subdivision of marketing that focuses on the promotion of teams, sports and promotion of other products and services through sports teams and sporting events. Sports marketing is an element of games development which involves a wide variety of sectors of the sports industry including broadcasting, advertising, social media, digital platforms, ticket sales, and community relations. Sports marketing can be divided into three different sectors: 
1. Advertising of sports and sports associations

2. Using sporting events to promote products

3. Promotion of sports to the public to encourage attendance.

The element that can be supported through sports marketing is either a service or a physical product or a brand name. Sports marketing follow the traditional four Ps of general marketing which are price, product, promotion, and place. 
Since sports marketing is a rather new phenomenon, additional 4 P's are added into the marketing mix including Planning, Packaging, Positioning and Perception. The addition of the four extra elements is called the "sports marketing mix. Sports marketing targets a wide variety of demographic and psychographic groups but in the target audience is usually young, male adults involved in the sports its self. Although E-sport tourists model not totally like traditional sports tourists, some strategies used in traditional sports marketing that can be used in E-sports marketing include;

1. Advertising products that are related to the sporting industry

An age-old technique used by traditional sports marketers is commercialization of products that are related to the sporting industry. For example, Nike advertising its Nike Jordan shoes during Basketball events across America. E-sports marketers can use a similar strategy to market products associated with gaming such as gaming computers, graphic cards, and gaming products from different brands. This type of sports marketing is very useful for sports tourists to get a better understanding of the products they should be purchasing and see them in action as the perform the highest possible capabilities in their chosen sports. The use is of-of advertising where products related to a particular game during the event creates a stigma around that product. The stigma suggests to the audience that for them to perform like the top athletes, they must use the same tools and brands being used by the top athletes.
2. Sponsorship 

Support of players within a particular sport is a popular way of taking advantage of sports tourism and marketing sporting products. It's proven that audiences are more inclined to purchase sporting products through the use of having signature series sporting goods allowing consumers to buy the same equipment that their idols are. A good example of this strategy is where a surfboard fin system company FCS released fins for sale which were identical to the ones being used by professionals. The same applies to E-sports. Most E-sport tourists are gaming fanatics themselves. Through the use of sponsorships, gaming companies will be able to sell their products by capturing the attention of aspiring gamers. When gaming companies sponsor events and advertise them through various mediums, hence creating a sense of trust with their target customers. Though this requires a lot of money, it allows gaming companies to be part of events not just on the sidelines. Companies such as ADIDAS are prime examples of a company that sponsors sports games and events. The company has banners around the fringes of All Blacks rugby game. The advantage of this is that when anyone watches these games, sees the company’s sports products and assumes that they are the best. This will increase the sales of the company’s products while at the same time publicizing the E-sports events and promoting e-sport tourism.
3. Companies unrelated to sports advertising and promoting their companies
Companies unrelated to sports can also use sports advertising as a medium of publicity and promote their brands. They use the wide audience reached by games as a way to target larger market segment. For example, The Coca-Cola’s affiliation with the Olympic Games since the late 1920’s. This is a prime showing of how a product that is unrelated to sporting events within the Olympic Games uses the sports marketing platform to their advantage. By using the sports marketing platform to promote products, it creates the opportunity to advertise to a variation of viewers around the world. Companies can also use E-Sports events to market their brands. Through creating an affiliating with E-sports events, companies are can be able to sell their products, which are entirely unrelated to E-sports events and get access to a wider market. 
Trend-conscious teens are active in utilizing the media, especially online media and advertisements when looking for new products, fashion accessories, and services to purchase. In this generation, professional athletes have a tremendous impact on the youth under the condition that they possess a certain level of knowledge or a professional stance. The same applies for E-sporting professionals. Young people who play online games are easily influenced by those who they look up to in the gaming fraternity. Most gamers compare the success of their peers depending on the tools they use. Such information supports the theory that the popularity of spirits personality and sports events could benefit brands.
E-sport tourism marketing is slowly catching the eyes of marketers albeit slowly than it should be. E-sport tourism marketing faces enormous challenges not least of which is that they don’t present the same marketing landscape as their traditional counterparts. With most sports tourism, television advertisement remains highly active mainly because people prefer watching live games so as not to miss the action. However, with E-sports, advertising is usually a bit more of a challenge since the fans are techno savvy, and the use of ad blockers is growing at a very fast rate. Since the audience does not want to view ads, reaching them requires more effective and subtle methods.

To effectively market E-sports and E-sport tourism, I recommend the following:

· To understand the unique culture of E-sports ( i.e. language and theme decoration)
· Combine with new technology



First of all, to market E-sports tourism effectively, marketers have to immerse themselves in the fan culture of the game they are targeting. The fan culture is usually differing across different sports. Each E-sport event has its language and values. League of Legends fans, in particular, care perhaps more about sportsmanship and being a good teammate than about winning, and they have a sophisticated vocabulary around words like “carry” and “lane.” To reach out to the fans of E-sports adequately, the marketer should be able to understand the fans and communicate with them enough. There is an example can present why it is important to realize the culture of industry -- On Facebook a few weeks ago, the Star Wars official page released the new trailer for Star Wars: The Force Awakens. Facebook CEO Mark Zuckerberg posted in reply that he loved Star Wars, and the official Star Wars page commented back, “We know.” This may not seem funny to everyone, but to a Star Wars fan, it is incredibly intelligent. You may recall in The Empire Strikes Back; Leia tells Han she loves him, and he replies, “I know.” The Star Wars page neatly echoed that scene, causing laughter in all corners of the Star Wars universe. 




If E-sports marketers understand the culture of E-sports, this can be a new strategy to attract E-tourist to the competition, and it also can be a tool to attract E-tourists book hotels. For instance, if a hotel decorates their room style like the game or even build a theme hotel of E-sports, E-sport tourists or the tourists who are E-sports participants will be more willing to book this hotel. Because E-sports and E-sport tourism are the new industries, brands can only score big if only they can tap into such level of awareness.

Moreover, E-sport tourism can expand its business by combining E-sports and new technology. As a new industry of new era in computer gaming area, new technology can be applied to E-sports development. Also, because most of the E-sports participants are young adult, they are more enthusiastic about computer games and willing to try different kinds of new gaming styles. As a result, how to combine new technology and E-sports is a trend to expand E-sports and E-sport tourism industry. For instance, virtual reality (VR), new technique has been started use on E-sports by The Void Company. The Void Company built its virtual reality theme park straight out of 'Star Trek' in Utah state which people can experience a new age playground that seamlessly blends virtual reality experiences with physical environments. The Void Company designed their equipment such as a mask, clothes, and weapon and combined with virtual reality and The Void Company also develop effects like wind and water to make those virtual worlds feel even more convincing. Writer believe that there are lots of E-sport tourists cannot wait for experiences this new style game which combine with new technology, and that will be a business opportunity in the hospitality industry.

For future researchers on this subject a more extensive focus on using content analysis on the relationship between E-sport tourism and hospitality industry, such as theme restaurants, theme hotels' room, or any package or products related to E-sports events, as well as analyzing the flow of information about customers behavior via internet or organizations which active in the E-sports business. Also, as the writer mentioned in literature review part, online spectating channels are one of the main communication tunnels of E-sports. As a result, future researchers also can discuss E-sports from the real world and virtual world and how it impact E-sport tourism. Last but not least, writer strongly suggests future researchers can focus on the virtual reality or even new technology in the future and how it applies to E-sports and E-sport tourism. For instances, is there any chance to make E-sports like a concert that attract E-sport tourists bring their virtual reality equipment to attend E-sports events. 
. 
