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Il The Main Subject
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Esports Revenue Growth

Global(2017, 2018, 2019, 2022)
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Fig. 1. Market Size Trend of the Global e-Sports Industry

(Source : Newzoo)
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Fig. 2. Scale of the Domestic e-Sports Industry
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Fig. 4, 2020 LOL Spring Tournaments Finals
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Fig. 5. 2020 LOL Tournaments Statistics Comparison
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