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The worldwide prosperity of e-sports is one of the biggest hot topics over
the current digital-game industry. In Japan, with the establishment of a
unified organization led by IP holders, the entry of various business entities
and the adoption of competition at international sports competition are
successively followed, and new topics are provided every day.

On the other hand, social rebellion against being able to capture the game by



digital games as “sports” is also deeply rooted. The discrepancy between
enthusiasm of game industry and community side and general public’'s
disapproval / indifference is the biggest barrier to the development of e-
sports.

In view of these current circumstances, what kind of effort is needed to
develop a new competitional culture named e-sports’?

While asking the front-line operators about appeal and promising potential
of e-sports, we discussed about games and sports homologies and
differences, characteristics as a media event, socio-cultural significance, etc.
with specialized researchers of games / sports. While considering those
essential question, we will explore the future of “a society with e-sports”.
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