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Chauhan, which aims at generating dialogue on matters of current interest. The 

journal does not restrict its authors by any specific theme, allowing 

professionals, academic researchers and law students to express views on 

matters of their interest. It is a humble attempt to reinstate the lost atmosphere 

of legal research and progress.  

 

The ideology of Corpus Juris emanates from the acumen and philanthropic 

vision of its founders who maintain that no original thought process should be 

invalidated in order to ensure a staunch inclusive learning process.  

 

Further, Corpus Juris places an increased impetus on honing skills of their 

authors and constantly strives to make the publication process as collaborative 

as possible.  
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RISE OF E-SPORTS IN INDIA AND NEED FOR 

REGULATIONS 
-UDAYVIR AHUJA* 

 

ABSTRACT 

 

In the year 2020, technology is king. Almost all aspects of our lives have changed with the 

advent of modern technology. From the way we travel, to the way we work, the way we 

communicate, the way we entertain ourselves, technology has seeped into every aspect of our 

daily lives. The same phenomenon has occurred with respect to sports the world over, but 

surprisingly, the majority in India are not aware of the same. The growth and popularity of e-

sports in India has largely been overlooked. Instead of embracing the phenomena, India as a 

country has chosen to ignore it for long. That is about to change, because like it or not, e-sports 

is here to stay and is growing at an unprecedented rate. India with a combined factor of 

technological acceptance and availability along with the world’s biggest youth diaspora is a 

highly fertile ground for growth of e-sports. This article focuses on the rise of e-sports and 

potential for its growth. Also being discussed are the various entities involved in the world of 

e-sports and their roles in the industry. While discussing the rise of any phenomena, it is 

paramount to discuss candidly the challenges and hurdles facing the same. Herein comes the 

legal angel. There are numerous legal hurdles facing the e-sports industry such as the over- 

reaching rights of the publishers of the games, questions related to intellectual and broadcasting 

rights, E-doping (manipulation of software or hardware to give a player unfair advantage over 

others), Gambling issues, problems faced by players due to lack to clarity of contractual 

obligations with teams, organisers, online streaming platforms and online streaming rights to 

name of few. Although the legal challenges faced by e-sports are extensive, this article focuses 

on the biggest challenge it faces, regulation and definition. 

 

Keywords: E-sports, Players, Regulations, Sports Federation, Global Sports 

Governing Body. 

  

																																																								
* Student, 5th Year, Amity Law School, Delhi (GGSIPU). 
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INTRODUCTION 

 

E-sports or commonly referred to as online gaming is the new form of sports 

that has emerged in the last decade or so. Majority of the world still thinks of 

gaming as a means of entertainment mainly indulged by the youth. The majority 

here is wrong and for the most part, outdated. 

 

But what exactly are e-sports?  

The Cambridge dictionary defines e-sports as “the activity of playing computer games 

against other people on the internet, often for money, and often watched by other people using 

the internet, sometimes at special organized events”. Similarly, the Oxford dictionary 

defines it as “A multiplayer video game played competitively for spectators, typically by 

professional gamers.” 

 

Simply put, when the activity of playing videogames is taken to a professional 

level where the players play against each other competitively for a prize, much 

like traditional sports, is called e-sports.  The videogame in question may vary 

from first person shooter games like Call of Duty and Counter Strike to 

numerous other genres such as sports titles and battel royal games. The 

tournaments for e-sports are organised by both the game developers and 

independent organisers such as ESL and Major League Sports to name a few. 

The players who play in these tournaments are often professional players who 

are signed by organisation and are paid salaries, much like the tradition sports. 

All the tournaments are then broadcasted on streaming platforms like Twitch, 

Mixer and Youtube Gaming. This is what can be said as a broad summary of e-

sports.  

 

RISE OF ESPORTS 

 

With an estimated two million enthusiasts and ‘occasional viewers’ of the same 

volume, the Indian audience for e-sports is comparatively small when compared 

to the global average. However, it is expected to grow fivefold by 2021, 

according to a report by Frost and Sullivan titled, ‘Industry Insights for Online and 
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Mobile Gaming in India’, January 20183. One of the major reasons the experts see 

India as a fertile ground for e-sports is the vast population and youth 

demographic of the country.  

 

According to a 2018 study by KPMG, Indian online gaming industry is going 

to add 190 million gamers with a net worth of USD 1 billion by 2021.4 The 

market value of the gaming industry in India was around 62 billion Indian rupees 

in 2019 and is estimated to go up to over 250 billion rupees by 2024. The 

number of new job opportunities in the country's gaming industry is a clear 

indicator of the constant evolution of this sector. By 2022, the estimated 

number of employees within the market would be over forty thousands5. 

 

IN 2019, the Paris 2024 bid team voiced interest in e-sports as medal event in 

the prestigious Olympic Games. The International Olympic Committee (IOC) 

also recognized the rapid growth of e-sports and released a statement stating 

“Competitive esports could be considered as a sporting activity, and the players involved prepare 

and train with an intensity which may be comparable to athletes in traditional sports.”6 

Clearly, the era for e-sports has just begun. 

 

FACTORS CONTRIBUTING TO RISE OF E-SPORTS 

 

E-sports is by all means is the next big industry in the world. This is particularly 

true for India. As suggested above, the next 10 years are going to see a meteoric 

rise in the number of videogame players and correspondingly, e-sports itself. 

This is a culmination of several factors: 

 

																																																								
3PCQ bureau, 2019: The Rise of Esports in India, PC QUEST (Jul. 21, 2020, 3P.M.)  https://www.pcquest.com/2019-
rise-esports-india/ 
4KPMG & Google, Online Gaming in India: Reaching a new pinnacle(Jul. 21, 2020, 4:30P.M.) 
https://assets.kpmg/content/dam/kpmg/in/pdf/2017/05/online-gaming.pdf 
5 Online gaming in India- Statistics & Facts, Statista(Jul. 21, 2020, 5:30P.M.) 
https://www.statista.com/topics/4639/online-gaming-in-india  
6PCQ bureau, 2019: The Rise of Esports in India, PC QUEST (Jul. 21, 2020, 3P.M.)   
https://www.pcquest.com/2019-rise-esports-india/ 
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1. Gamification- Gamification (application of gaming mechanisms in non-

game situations) is used as a business tool to enhance operations and 

increase customer / employee engagement levels. The concept has been 

gradually merging with enterprise technology solutions and tools such as 

Customer Relationship Management (CRM). As of today, less than 10 per 

cent of Indian corporates are using gamification actively. However, several 

successful case studies have established the promise of this concept in India: 

 

a. E-Commerce introduced games such as spin a wheel, bid-price 

and scratch cards to engage with the customers.  

b. Technology companies are engaging with new recruits using 

interactive and incentive-based learning.  

c.   A leading online education portal launched an application 

combining games, simulation and videos to train children. 

Globally, there are numerous cases proving the success of 

gamification. In the Indian gaming context, gamification offers a 

unique diversification and portfolio expansion opportunity to the 

gaming companies. A key to leveraging this opportunity will be 

alliances and partnerships. Gaming companies can extend their 

product portfolio to include gamification of popular local content 

and design customized solutions to suit business requirements.7 

 

2. Growth of local developer ecosystem- The main reason for the immense 

appetite for gaming in India is increased overseas partnership and 

investment majorly from China. AGTech Holdings, a Hong Kong based 

company and Alibaba backed Paytm launched a gaming platform called 

Gamepind after entering into a joint venture. StomStudio, a Vietnam based 

company collaborated with an Indian mobile game publisher by the name 

of GamesBond to crate mobile games in India. It has been observed that in 

India except for the strategy genre and the Casino games, most mobile 

games have low average revenue per user. The current trend in India today 

																																																								
7 KPMG & Google, Online Gaming in India: Reaching a new pinnacle(Jul. 21, 2020, 4:30P.M.) 
https://assets.kpmg/content/dam/kpmg/in/pdf/2017/05/online-gaming.pdf 
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is that as the market is maturing, the gaming sector is getting increased 

attention from the investors because of the many start-ups raising funds for 

developing top notch games.8 

 

3. Affordable new technology- The rising popularity of e-gaming is partly 

because of the huge accessibility that the public have. Today, the users can 

simply tap on the screen and download their desired games on their smart 

devices. The increase in usage of mobile gaming has gone up almost in 

parallel to that smartphones. According to Indian Express the number of 

smartphone users is expected to reach the mark of 530 million this year. 

Some leading game developers like Moon Frog, PLaySimple, 99 Games and 

Mecha Mocha are rightly focusing on the popularity of smartphone usages 

to develop their businesses.9 

 

From the above assessment, it is clear that the future of e-gaming is not an 

uncertain one and is here to stay. But, this does not mean that there are no 

challenges, which need to be overcome to reach the potential. Unlike the 

majority of traditional sports leagues, e-sports companies have multiple 

functions within the industry such as, competition organisers, rights holders and 

content creators. It is possible for one organisation to be responsible for 

distributing that content to streaming platforms, financing a tournament 

through brand partnerships and creating broadcasts.  

 

Herein below is a brief insight into the current framework of the e-sport 

industry and relationships between the different entities.  

 

STAKE HOLDERS  

 

Players and Teams- Players are the main component around which the whole 

e-sports industry revolves. They have the power to make or break a game being 

																																																								
8 KPMG & Google, Online Gaming in India: Reaching a new pinnacle(Jul. 21, 2020, 4:30P.M.) 
https://assets.kpmg/content/dam/kpmg/in/pdf/2017/05/online-gaming.pdf 
9KPMG & Google, Online Gaming in India: Reaching a new pinnacle(Jul. 21, 2020, 4:30P.M.) 
https://assets.kpmg/content/dam/kpmg/in/pdf/2017/05/online-gaming.pdf 
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the sole consumers. Since broadcasting gaming sessions are a natural part of the 

player’s careers, they often provide advertising space on their streams for teams 

and brands. Players can later evolve their content creation skills to become 

analysts, community developers for publishers and 3rd party tournament 

organisers, and even commentators.10 

 

Typical e-sports clubs have multiple squads, mostly in different games, but some 

support “academy” tier and even all-female teams. There are numerous team 

brands that have been around since the beginning of competitive gaming, many 

new ones have formed with investments from traditional sports team owners, 

entrepreneurs, entertainment companies. Some brands even sponsor their own 

teams within the gaming scene, including the Red Bulls and Team Kinguin. 

 

Publishers- E-sports would never have come into existence without 

developers/publishers. Other than developing games, these companies also 

host and produce coverage for some of e-sports’ largest competitions, such as 

Riot Game’s LCS or Valve’s Dota 2 International. 

 

The publishers also license their games out to external league organisers and 

streaming platforms. There is an increasing incentive for video game publishers 

to turn their new competitive title into an e-sport, with the benefits including 

extraordinary exposure both online and offline, and massive revenue that can 

be generated from competition-themed in-game content. The model is as also 

known as “free-to-play” model. 

 

Tournament and League Organisers- Like the game developers, various 3rd 

party companies organise their own competitions, whilst also planning and 

producing coverage around them. The rights to these broadcasts are then sold 

to various streaming platforms like twitch. Exclusivity is the prime factor now 

days in such deals. One example for the same is viewership numbers on Twitch 

																																																								
10 Andrew Nixon, Esposrt Uncovered- Part 2: the key stakeholders – a comparison with the football industry, 
LawInSport,(Jul. 21,2020) https://www.lawinsport.com/topics/item/esports-uncovered-part-2-the-key-
stakeholders-a-comparison-with-the-football-industry 
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for Counter-Strike: Global Offensive decreased by a large extent after 

streaming rights to the ESL Pro League were purchased by YouTube. Twitter 

and Facebook have also begun to showcase themselves as sources for e-sports 

content through streaming deals with teams and league organisers.11 

 

Currently, e-sports events are not locked behind a subscription fee, and can be 

watched both live and on-demand. League organisers can still monetize 

individual e-sports fans through actual ticket sales, TV deals and partnering with 

small tournament organisers in regional markets.    

 

Brands and Advertisers- Brands are by far the most lucrative source of 

revenue in e-sports, but the nature of a sponsorship/partnership depends on 

the entities in question. Teams wear brand logos on their clothes and jersey and 

produce social media content according to their sponsors.  Streaming platforms 

can allocate screen space, influencers and even entire channels to a single brand. 

Event organisers can provide name placement, showcase them in highlight reels 

or, for hardware companies and literally build the events on the back of their 

latest products. Notably market research has shown that the sales for gaming 

hardware and peripherals increases substantially with the number of e-sports 

viewers.  Not surprisingly, this has created an entirely unique consumer group 

within the gaming industry. 

 

Clearly, the mechanism of the e-sport industry is much more complex than 

other traditional sports and due to which naturally, new and unique due to which 

specific set of regulations need to be formulated to oversee and regulate this 

industry. Due to the involvement of large financial entities and multitude of 

parties, the need for stringent regulations is even more. But first, let’s address 

the most basic question of all. Is e-sport a sport at all?  

 

  

																																																								
11 Andrew Nixon, Esposrt Uncovered- Part 2: the key stakeholders – a comparison with the football industry, 
LawInSport,(Jul. 21,2020)  https://www.lawinsport.com/topics/item/esports-uncovered-part-2-the-key-
stakeholders-a-comparison-with-the-football-industry 
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E-SPORTS- SPORT OR NOT 

 

The complexity of making regulations for E-sports is supplemented by the very 

nature of gaming, which is naturally different from that of other sports. The 

very first step would be to enlarge the definition of sports in India and rest of 

the world because as per the general definition, e-sports does not even qualify 

as a sport. This creates a problem of its own.  

 

The definition of sport has been experimented countless times, and a broad 

definition has yet to be determined. Most people refer to the Oxford English 

Dictionary definition, “An activity involving physical exertion and skill in which an 

individual or team competes against another or others for entertainment.” According to 

some, e-sports should come under the definition of “Sport”. The first phrase to 

evaluate is “physical exertion”. Multiple relationships can be examined between 

physical and video games. A study was conducted that showed the basal blood 

pressure is raised while playing video games. Further, physical exertion could 

also be acknowledged as perceived exertion. An example of perceived exertion 

is your heart rate. During video game competitions and training, many e-sport 

athletes exhibited signs that could be considered physical exertion to keep up 

with the routine of being a professional video gamer. This shows it correlates 

with the definition of sport since e-sport athletes show signs of physical exertion 

during tournaments. Such as when they are playing in a serious match in a 

tournament that can get them eliminated if they lose their heart rate is going to 

be high of anxiousness.13 

 

The second part of the definition to evaluate is “skill”. To become a professional 

gamer, a player must learn diverse skills and techniques to further their skill. 

Researchers have used video games as a way to interpret how a person 

establishes skills. In e-sports, there is a big divide in win and loss record among 

players that are regarded professionals and those who are not. Most skilled 

players dislike people who play for fun. The final phrase of the definition 

																																																								
13Esaias Alvarez, Should eSport be considered a  sport?, Write the World ( Jul. 22, 2020, 6 P.M.) 
https://writetheworld.com/groups/1/shared/61652/version/118149 
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compromises “with a person or team that competes against another person or team” for 

entertainment. Playing video games for fun has grown into competition and 

tournaments with cash prizes. Depending on the game being played, a person 

can join a tournament solo or compete as a team in games like Call of Duty, 

Counter-Strike etc. E-Sports arenas have been created to host these 

tournaments in numerous countries such as South Korea, USA and Vietnam 

among other countries. 

 

To conclude by traditional definitions such as those proposed by Guttman14 

(1978), e-sports would be classified as a sport, however due to modern sports 

need for physicality as well as institutionalisation such as the World and National 

Olympic committees working in tandem, due to e-sports lacking these key 

criteria as argued by modern theorists, it is likely they are more a pseudo-sport.  

 

Another view that has been put forward is that e-sports can be seen as a separate 

“genus”, and all the games played professionally under eSports would then 

become its “species”. For example, where e-sports is a genus, “League of 

Legends”, “Counter Strike Go” etc. is its species. This is similar to the structure 

of sports, i.e. where “Sports” as whole is a genus, Cricket, Football, Basketball 

etc. can be seen as its species. Hence the debate that- “Can e-sport come under the 

traditional definition of sport?” has yet to be settled. Realistically, it should. 

 

This is because if it not, e-sports would not fall in the preview of sports and 

hence, laws applicable to sports would not be so on e-sports. This would put 

the whole e-sports industry in limbo in matters of governance, regulation, 

doping among others.  

 

The question of whether sports betting is a game of skill is pending before the 

Supreme Court in the case of Geeta Rani v Union of India & Ors ("Geeta Rani 

Case"). If the judgment concludes that sports betting are a game of skill, it will 

be exempt from most Gaming Enactments and can be offered in most Indian 

																																																								
14 Stefan Szymanski, A Theory of the Evolution of Modern Sports, Association  Internationale des Economistes du 
Sport, ( Jul. 22, 2020, 6 P.M.) https://college.holycross.edu/RePEc/spe/Szymanski_Evolution.pdf 
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states that recognise an exemption for games of skill. 15 With reference to 

esports, it all circles back to esport being classified as a sport or not. 

 

NEED FOR REGULATION  

 

Almost every sports activity which is played in several countries has an 

international governing body or a Global Sports Governing Body (GSB), such 

as cricket has International Council of Cricket (ICC) and football has 

International Federation of Association Football (FIFA). These are the 

International Sports Federations (IFs)16 which regulate the rules of the game, 

lay down the charter for international best practices, ensuring economies of 

scale in operation, bringing in transparency and accountability in the conduct of 

the tournaments and overview the management of national sports bodies 

among other functions. These bodies are paramount of healthy development 

and regulation of a sport. One of the most important aspects of a IFs is its 

recognition by the International Olympic Committee (IOC) and in order to get 

this recognition the IFs have to conform to the Olympic Charter.  

 

With regard to e-sports, although there are a number of international bodies 

which have attempted to govern e-sports, none of them are recognised by the 

IOC. Although numerous countries have recognised these bodies and have de-

facto national bodies of e-sports, the question of governance of e-sports is far 

from over. The reason here being is that there is no clarity as to which IFs has 

supremacy in e-sports.  

 

On the national front, the Esports Federation of India (ESFI) has established 

itself as the nodal body for esports. It is pertinent to note that the EFSI is not 

recognised by the Indian Olympic Association (IOA) nor the Ministry of Youth 

Affairs and Sports.  

																																																								
15 Gowree Gokhalw, Tanisha Khanna, Ranjana Adhikari, Inika Charles, India: Gaming laws, (Jul. 22, 2020) 
https://www.mondaq.com/india/gaming/878276/gaming-laws 
16 International Sports Feferation, The international Olympic Committee,(Jul. 22,2020) 
https://www.olympic.org/ioc-governance-international-sports-
federations#:~:text=The%20International%20Sports%20Federations%20(IFs,more%20sports%20at%20world%20
level. 
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The ESFI has been established as a not-for-profit organisation under the 

Companies Act,2013 and claimed their main objective to be  “To promote, 

encourage, organize, educate, train and control Electronic Sports (Esports) in 

India and to provide facilities for training in esports, to build and sustain the 

eco-system for esports in India not limiting to providing, conceptualizing, 

opening, managing, running, developing, facilitating, and promoting all areas of 

esports and to provide all other possible and related form of esports.  

 

To be the official organization in complete and sole in charge of all esports 

matters in India and to guard and enforce rules in co-operation with the state 

esports associations/federations of the country and in full and complete 

collaboration with the Indian Olympic Association, to select and control the 

Indian esports contingent to the Olympics, Asian Games, Common Wealth & 

SAF Games and various other International competitions under the patronage 

of the IESF, AESF, OCA, IOA & other Federations/Associations and to 

stimulate the interest of the people of the country in promotion of esports.”17 

 

The ground reality as compared to these loft goals though, is vastly different. A 

perfect example of this is the “Contract Fiasco” which occurred during the 

Asian Games 2018 held in Indonesia. To start with, till a few weeks before the 

games were due to commence the IOA officials were unsure as to who governed 

the sport. 18 

 

After a dismal performance by the esports players in their events which can be 

attributed to the mismanagement management by ESFI19, it was also later 

revealed that the contracts that the esports players were made to sign were 

highly questionable.  

 

																																																								
17 esportsfederation.in/#main_objects  
18Gaurav Bhatt ,Asian Games: Rough Initiation for the Indians in the world of Esports, Indian Express, (Jul. 22,2020) 
https://indianexpress.com/article/sports/asian-games/asian-games-2018-to-the-world-of-esports-a-rough-
initiation-for-the-indians-5325930/ 
19 thehindu.com/society/esports-is-on-the-rise-in-india/article24770235.ece    
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Sub-clauses viii of the General T & C of the contracts specified that the players 

had to show up at the video recordings, photoshoots and promotions for the 

sponsors and ESFI at their own expense. Not only this, the players were 

required to pay for their own travel to the Asian games. If this was not enough, 

the contracts included non-disparagement clause, which prohibited players 

from giving any negative comment or statement about the ESFI. 

 

There are a few things which lawyers and non-lawyers perceive in the same 

manner. The expression of utter disbelief on seeing the contractual obligations 

of the players in the Exhibition event of Esports in Asian Games 2018, is 

certainly one such rare thing.  Clearly, this “Contract fiasco” is an, indicator as 

to the urgent need of a body that keeps checks and balances on this autonomous 

organization in the welfare of the eSports players and the development and 

diffusion of eSports in the country. For the same we only have to see what 

South Korea has been able to accomplish in terms of e-sports, where e-sports 

is considered a sport and has approximately 10 million viewers.   

 

The South Korean government established Korean e-sports Association 

(KeSpa)20, a department specifically for the governance of e-sports. It is a 

member of the Korean Olympic Committee and the International e-Sports 

Federation. It is advised that the Indian government should take similar steps 

to ensure protection of players and regulation of e-sports in India.  

 

Another way of moving forward with the governance of e-sports is self-

regulation, as stated by Ian Smith ““Let the industry have a go, as you’ve let every other 

traditional sport have a go,” he said. “They had a hundred years to get it right, they failed. 

Esports deserves that chance because its young, organic and it’s grown from a community 

upwards”. On one hand this approach can, bring outcomes which would ensure 

healthy growth of eSports in India, but on the other hand, complete autonomy 

can facilitate unregulated behaviour to the disadvantage and exploitation of the 

young eSports players, by the concerned authority, which is ESFI in the context 

																																																								
20 thehindu.com/society/esports-is-on-the-rise-in-india/article24770235.ecer.kr/?ckattempt=1 
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of India. Thus, there has to be authority given to these organization with certain 

amount of responsibility, ensuring the welfare of the players and healthy growth 

of eSports, which ultimately can provide the present structure of ESFI with a 

much required “solid base”. 

 

Other than governance, e-sports also has a dark side which the government 

needs to address if it to flourish in a healthy manner. Excess of gaming can 

often lead to adverse physical and mental complications such as carpal tunnel, 

gaming addiction, poor sleeping pattern, exhaustion, headaches and in some 

rare cases, even rage. A very recent example of the judiciary trying to tackle 

gaming addiction is when the government issued a circular banning a popular 

video game called Players Unknown Battlegrounds (PUBG), following which 

10 school students were even arrested for playing the same. 21 This of course is 

an extreme and unwarranted step which does not address the real problem.  

 

To tackle the real problem, the Indian government needs to take an active role 

in governance of e-sports so as to ensure a healthy growth of the sport in the 

country while at the same time ensuring that the adverse effects of gaming are 

dealt with in a timely manner. For this, again we only need to look at South 

Korea.  

 

The Korean government created a program called the “Jump Up Internet 

Rescue School” back in 2007 which is a camp for children who are addicted to 

online games or the internet in which they are made to participate in outdoor 

activities aside from training brain system, brain control and emotional control 

among other things. 22 

 

																																																								
21 "They Didn't See Us Coming": 10 Arrested In Gujarat For Playing PUBG, NDTV, (Jul. 22, 2020) 
https://www.ndtv.com/india-news/pubg-gujarat-ban-10-arrested-in-gujarat-for-playing-pubg-they-didnt-see-
gujarat-police-coming-
2007521#:~:text=PUBG%20Banned%20In%20Gujarat%3A%20The,language%22%20of%20those%20playing%2
0it. 
22 https://www.nytimes.com/2007/11/18/technology/18rehab.html?auth=link-dismiss-google1tap 
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This is just an example as to the numerous issues that need to be dealt with, and 

the first step towards that is for the lawmakers to take an active part in the 

governance of e-sports while at the same time not stifling its growth.  

 

  



 
Corpus Juris                                                                                                       ISSN: 2582-2918  
The Law Journal   website: www.corpusjuris.co.in	
	

	   CORPUS JURIS|15 

CONCLUSION 

 

A clear conclusion that can be derived is that e-sport is already a huge market 

with a potential to grow multi fold. There is still ongoing debate as to where e-

sport stands in terms of its status as a traditional sport, and I am inclined to say 

that it is. Clearly, nearly all criterions of traditional sport are met by e-sport in 

one way or the other. If India does give e-sport the status it deserves, there is 

no foreseeable downside with multitude upsides, such as an increased revenue 

stream, job opportunities and support for children to opt for gaming as a viable 

career among others. Amidst the ongoing Cocid-19 crises most of the activities 

we associate with in daily life have shut down. But one thing that has not only 

persisted but also grown, not surprisingly is e-sports.    

 

In modern times, we need to be flexible towards the changes brought on by the 

technological resolution of 21st century. With the coming in of new generations 

who have grown up while spending more time playing video games than 

traditional sports, the popularity of e-gaming is bound to soar and gain a more 

prominent role in our lives. A logical step would then be to be prepared for 

such time and get ahead of it by formulation of regulations and a regulatory 

body to oversee the functioning of the e-sport industry. India can become an 

international hub of e-gaming if the right steps are taken towards the 

development of the industry. Furthermore, with the huge amount of investment 

into e-gaming, even at its preliminary stage, this has the potential to be a game 

changer in the sports industry due to its worldwide appeal and across all 

demographics. 	


