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[bookmark: _Toc197092320]Abstract
This dissertation aims to explore how betting affects spectatorship and viewing behaviour within esports communities, looking at the views around the integration of gambling sponsorship, and whether gambling/betting affects the teams, players, game, and the engagement of watching esports. The data was collected through an online survey with open-ended questions. This was sent out to two different social media, being Twitter (X) and Discord. There were 13 responses at the end. Using Braun and Clarke’s thematic analysis, 5 core themes were generated, them being: normalisation of betting through comparison with traditional sports; financial benefits of sponsorship; ethical concerns toward the impact on young viewers; increased engagement and emotional investment; differing views on non-monetary betting,; and then community interest versus financial interest. The result highlights the normalisation of gambling and betting sponsorship in esports, with comparison to traditional sports, but there were concerns that it affecting young viewers. The results also indicated that gambling/betting increased engagement and investment when watching the game. This was seen in non-monetary gambling, but some argue that it is less engaging when partaking in this form of betting. Finally, how gambling has taken away the communal aspect of watching esports because people who bet on the game are more financial driven than wanting to support the teams/players/game.
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[bookmark: _Toc197092321]Introduction
Esports is a rapidly expanding industry that is gaining increasing recognition on a global scale (Funk, Pizzo, and Baker, 2018; Jenny et al., 2024) with an estimated 532.1 million global viewers in 2022 and projections of reaching 640 million by 2025 (Ruby, 2022; Newzoo, 2022) displaying the massive growth of esports spectatorship. Some major esports titles like Counter-Strike 2, Valorant, and League of Legends (LoL) have consistently drawn over a million peak viewership during big events like LoL Worlds, Valorant Champions Tour (VCT), and CS Majors. Unlike traditional sports, which requires the user to have a paid subscription or cable television to watch the game, esports thrives on having their event streamed free on streaming platforms like Twitch and YouTube, making it more accessible for global audiences to consume (Qian et al., 2019; Cheung and Huang, 2011). 
Similar to traditional sport, esports has cultivated a competitive environment, developed dedicated fan bases, achieved viewership comparable to some traditional sports (Tooker, 2021), and runs large-scale events, making it attractive for businesses. Among these businesses, gambling and betting have established a strong presence in the esports scene, growing alongside the industry itself (Mangat et al., 2023). With viewership comparable to traditional sports, there have been concerns that betting/gambling influences the way people interact with the broadcast, with long-term impacts. CSGO and its sequel, CS2, have heavily integrated gambling elements within their games and esports. One such case is “skin betting”, which uses in-game gun skins as gambling currency on third-party platforms (Greer et al., 2022; Holden et al., 2016). Within esports and broadcast, teams are seen wearing jerseys with betting sponsors displayed, embracing third-party betting sites, and integrating betting elements within their broadcast, like displaying betting odds, similar to traditional sports like American football.
A recent shift in the esports industry was Riot Games, the developer of two major esports titles, League of Legends (LoL) and Valorant, decision to allow teams within their franchise to have betting sponsors starting in 2025. A major shift from the company’s previous stance on betting sponsors, preventing teams from displaying any forms of gambling or betting sponsors on their jerseys and broadcasts (Šimić, 2024). 
Given the rapid growth and the increasing presence of gambling and betting within the industry, academic research on these topics has become ever more important. Current literature around betting and spectatorship has continued to grow, with several studies finding that betting has an increase in viewer engagement and investment in the viewing experience compared to non-bettors (Macey and Hamari, 2018; Mangat et al., 2023). Despite that, current research only focuses on the general relationship between betting and spectatorship rather than investigating how spectators perceive the growing presence of betting within esports and how it has influenced the spectatorship of the sport. 
This dissertation addresses these gaps by using an open-ended question survey to explore esports spectators’ views, attitudes, and behaviours on betting and gambling within the industry. Specifically, exploring the presence of gambling and betting sponsorship during broadcasts, their views on how it may influence engagement with events, and their thoughts on future impacts on esports spectatorship. This research is being done in the hopes of expanding the existing literature and understanding of gambling and spectatorship within esports, presenting a new perspective on the topic. Also, providing more information for the industry within esports to understand the current views on gambling/betting from a viewer’s perspective, possibly making informed decisions based on this research. 
[bookmark: _Toc197092322]Research Question
The research question that is guiding this study is: How does betting affect spectatorship and viewing behaviour in esports communities?
[bookmark: _Toc197092323]Research Aims 
The aims of this research are:
· To understand the current views on betting among esports fans
· To explore the impact that betting has on the spectatorship and viewing behaviour within the esports community 
· To analyse the positive and negative responses that viewers experience in terms of engagement when watching esports
· To critically examine how esports betting influences viewers’ connections to players, teams, or match outcomes, and whether this fosters deeper engagement with the sport
[bookmark: _Toc197092324]Literature review
Esports has grown into a major global industry with thousands to millions of viewers and a strong spectator culture. Alongside this growth, gambling and betting have also become more common. This has happened both through traditional betting platforms and third-party sites, like those using CS2 skins for gambling (Greer et al., 2022; Holden et al., 2016). Betting is becoming more visible in esports broadcasts and sponsorships, with some companies now openly working with betting brands (Esports Insider, 2022). As a result, the connection between gambling and esports spectatorship is getting stronger. It is important to understand how this might be changing the way people watch and engage with events, and views on betting sponsors.
This literature review will cover several studies covering topics on esports spectatorship and the motivations for why people watch, and the relationship between betting and spectatorship. Through summarising and analysing existing literature, this review will identify the research gap that establishes the aim of this research, and the development of the research question, “How does betting affect the spectatorship and viewing behaviour in esports communities?”.
[bookmark: _Toc197092325]Esports spectatorship and viewer motivations 
Understanding the motivation behind spectatorship within esports is an important groundwork for examining how betting influences people’s enjoyment of watching the game. Several researchers have explored the reasons why people watch esports (Cheung and Huang, 2011; Hamari and Sjöblom, 2017), the importance of spectatorship, and identified key aspects of motivation that drive viewership. With parallels between traditional sports and esports, as a form of entertainment media, sports studies are used by academics, applying theoretical methods from their study (Wagner, 2006) into esports studies.
Cheung and Huang's (2011) early research into esports spectatorship has established the importance of spectators, identifying them as emerging stakeholders within the esports ecosystem. Using a grounded theory approach, they aimed to identify who and why people watch esports and what spectators find interesting. Drawing on 127 online data points, ranging from comments to video content from people sharing stories of spectating StarCraft, they examined how audiences engaged with matches. Their studies identified nine types of personas, each with different motivations for watching. Each persona had different motivations for watching esports, with some engrossed by gameplay and finding enjoyment in the competitiveness aspect, others watch to learn from more experienced players like professionals or learning new information about the game, and others were motivated by being part of a community. These insights give a clearer understanding of why people watch esports, establishing a foundation, but still need development of the study. Their sample focused exclusively on one esports title, and with new factors, since their study, has changed the way people consume esport, like the rise of Twitch as the main esports streaming platform or the increase of online betting.
Building on this, Hamari and Sjöblom (2017) further explore the motivations for why people watch esports on the internet. Their study identified previous and new key motivators for esports spectatorship while also discovering other motivators having less effect on spectatorship. Their main findings indicate that entertainment, escapism, game knowledge, and athletes' aggressiveness were the main appeals for increased esports spectatorship and highlighting these reasons for why people watch esports. Whilst finding motivators, like social opportunity, played less of a factor in spectatorship, contradicting earlier studies like Cheung and Huang (2011). Since then, other studies have defended that social motivation of spectatorship remains important (Qian et al, 2019), revealing uncertainties with the current knowledge of understanding esports audiences. 
Qian et al. (2019) further expand on the knowledge of spectator motivations in esports by developing a scale to measure online spectator motivation, to understand what motivates people to watch online. Their research provides further expansion on the types of motivators compared to previous research on esports spectatorship (Hamari and Sjöblom, 2017; Lee et al., 2014; Pizzo et al., 2018; Cheung and Huang, 2011), discovering two new motivational factors that are unique to esports viewers: skill improvement and vicarious sensation. While Qian et al. (2019) discovered two new unique motivational factors influencing esports spectatorship, they finished their studies before addressing external factors, like betting, influencing viewer motivation.  
Another contribution Qian et al.’s (2019) study made was comparing the motivational factors between traditional sports and esports. They had found common motivators, some found in previous papers, like social opportunity and skill appreciation, which were built upon in this research. Understanding that there are similarities between traditional sports and esports, in terms of spectatorship, there are possibilities of similarities being drawn from betting and its spectatorship from traditional sports that could be applied to esports.
Following the comparison between traditional sports and esports motivators, a study by Trent and Shafer (2020) uses disposition theory by Zillmann and Cantor (1976) in a sports spectatorship lens, applying it to esports spectatorship to see whether it is possible to extend the principle of disposition theory. The result shows that the theory of disposition can be applied to esports and that the enjoyment of watching esports was similar to traditional sports. Their findings indicate that viewers who familiarised and followed the narrative about the teams, players, and the game being viewed had more enjoyment out of watching the game. This builds upon the motivation of spectatorship and brings up new ways in which betting or gambling can affect the viewing behaviour of esports, especially when it comes to viewers who familiarise themselves with the sport, teams and players through betting.
Together, these studies progressively deepen the understanding of esports spectatorship by identifying different and common motivational factors that contribute to spectatorship from both sports and esports. Understanding the shift in how motivation can affect spectatorship, consideration of external influences that affect spectatorship should be explored.
[bookmark: _Toc197092326]Relationship between betting and spectatorship
As betting continues to be implemented into esports, either through new forms of betting or implementation into the esport broadcast, there are concerns about how it will affect the spectatorship of esports. Some researchers have conducted studies on betting in esports (Mangat et al., 2023; Abarbanel et al., 2020; Greer et al., 2022; Holden et al., 2016; Jenny et al., 2024; Macey and Hamari, 2018), expanding the current academic studies around this topic.  
Mangat et al. (2023) conducted a systematic review on esports betting, looking at all available empirical studies focused on esports gambling. 30 empirical studies were used in this review, highlighting the current research into esports gambling and betting and pointing out key problems surrounding gambling in esports, especially among young adults, which makes up a large demographic of esports viewers. Their findings identified the motivations for esports gambling and the relationship between gambling and spectatorship. The main motivators found for esports gambling were financial reasoning, enhancement (such as feeling excitement from winning, thrill, entertainment), competition/challenge, and escapism among cash bettors (Greer et al., 2022; Lelonek-Kuleta and Bartczuk, 2021). Some motivators found in esport bettors, such as escapism, entertainment, and competitiveness, overlap with motivation found in earlier spectatorship studies (Hamari and Sjöblom, 2017; Qian et al., 2019). This may suggest that there is a link between gambling and spectatorship, and that betting may increase pre-existing spectator motivation. 
Later findings also support the idea that there is a relationship between esports betting and spectatorship. In the review, Mangat et al. (2023) found that six studies found a positive relationship between esports betting and spectatorship, with three of those studies reporting that the frequency of watching esports was a significant predictor for esports gambling. This suggests that an increased consumption of esports, especially where gambling and betting are shown on broadcast (i.e. sponsorship, gambling/betting elements), influences viewers' engagement with gambling and betting in esports. This is supported by Abarbanel and Phung’s (2019) findings that esports bettors and spectators have seen gambling advertisements in esports before compared to non-esports bettors and spectators. They also found that these esports bettors and spectators found these advertisements to be appropriate.
These findings are further supported by Greer et al. (2022), who focused their study on motivation within esports betting and skin gambling, aiming to find how it affects gambling frequency, problems, and harm. Their findings identified several motivators that can be found in esports betting, finding parallels with traditional gambling motivation, but also found that different forms of gambling had different sets of motivations that drive them. Cash bettors' main motivation was financial reasoning, like winning money, and also enhancement motivations, more towards excitement instead of enhancement in viewing esports. Another key motivator was competition/challenge with the challenging the odds instead of competition/challenge with other people. These findings suggest that although there are overlaps between betting and spectatorship motivation, there are differences in how they are perceived, which may affect how betting influences spectatorship in esports.
Abarbanel et al. (2020) further explore the relationship between esports spectatorship and gambling, focusing on event wagering and how that affects viewing behaviour among people who play games (Gamers). In their study, their findings found that people who engaged with esports betting had a higher frequency of esports spectating, and also social esport spectating, compared to non-bettors. Their finding suggest that there is a significant relationship between an increase in esport spectatorship with participation in wagering among gamers. They suggest the reasoning for this is due to the amount of gambling-related advertising presented on broadcasting, encouraging people who watch esports to engage in wagering. This is supported by Marcey, Abarbanel and Hamari’s (2020) research, in which they also found increased consumption of esport had a positive correlation to increased betting activity, giving another suggestion as to why this is the case, comparing it to practices in traditional sports. The consumption of sports increases the knowledge that is used for betting.
Although the main focus of the literature is towards traditional sports, Lopez-Gonzales et al. (2016) explore how online betting marketing has integrated itself into traditional sports. Some of the findings in this study show how online betting companies have integrated themselves into the sports ecosystem and broadcast through media content, live odds display, and sponsorships. One of their findings was that bettors were aware of the advertisement, but also related deeply to the narratives presented. They discuss that the integration of these companies has normalised gambling but also intrudes into sporting events through means from sponsorship banners or broadcasts. These findings closely resemble esports in the way betting sponsors have slowly integrated themselves into certain esports, through sponsorship, jersey placement and live-betting odds on esports websites and broadcasts. The reason for the similarities may be due to esports adopting the structure and culture of traditional sports, making them similar to one another (Wagner, 2006). As both are forms of entertainment, they capture the eyes of betting companies, who find the potential market in both industries. 
[bookmark: _Toc197092327]Conclusion
Throughout this review, findings from different literature have found that there are several motivators for different types of spectators which drive them to watch esports. Several motivations overlap with the motivation found in esports betting, such as escapism, competition, and enjoyment. Also, findings on the relationship between the two have been positive, with studies showing that gambling increases the frequency of watching esports, and the frequency of watching esports results in more gambling.
However, there are gaps in academic research on the relationship between esports spectatorship and betting, specifically in exploring how the general people in the esports community feel about betting and gambling sponsors and their integration into spectatorship. This study aims to explore the current views shared among general esports viewers on the integration of betting and gambling sponsors within esports and broadcast, and analyse how betting influences spectatorship. 
[bookmark: _Toc197092328]Methods
[bookmark: _Toc197092329]Research Design
This research aims to answer the research question “How does betting affect spectatorship and viewing behaviour in esports communities?”. It will be done as a qualitative study to explore the themes of betting and spectatorship within esports. It will look at the viewers’ perceptions of betting within esports and its broadcast, the influence it has on spectatorship, and the potential future impact it will have on esport spectatorship. 
This study will adopt an exploratory descriptive qualitative approach (EDQ), which has been recognised by other academics as a viable qualitative methodology (Hunter et al., 2019; Sandelowski, 2010). Since this is looking at the viewers’ views, instead of recalling lived experience, on betting in esports and how it affects spectatorship, the EDQ approach seemed more appropriate for this study. As themes appear through viewers’ responses, a descriptive approach is better to learn about the current phenomenon around betting and its influence on esports spectatorship. This choice of approach over the initial approach of phenomenology approach was made as the study had shifted from viewers’ experience to viewers’ views on the topic. Another reason for this choice is that this is an undergraduate study, so approaches like the phenomenology approach that tackle topics about gambling are not approved.
The benefit of using the EDQ approach is that it provides flexibility in terms of data collection and analysis (Kahlke, 2014), making it a reliable tool when looking at themes from participants’ responses, and it is a suitable research method for areas that have a lack or no attention (Hunter et al. 2019).
[bookmark: _Toc197092330]Data Collection
This study collects primary qualitative data from esports communities. This is done through an online survey using open-ended questions. The justification for using this method of collection over interviews, where you can collect in-depth data, is that online surveys are a reliable method for collecting large amounts of data in a smaller time frame, and since it is an open-ended survey, it encourages participants to express their thoughts thoroughly. This method of collection has been used by other researchers (Braun et al., 2020) and justified through the benefits of using it. Notable advantages of using online surveys include gathering data quickly online, which does not require the participant or the researcher to be physically present, and it is a flexible method with numerous applications (Braun et al., 2020). 
[bookmark: _Toc197092331]Participant
This research is about looking at the general esports community to find themes around betting and spectatorship in esports. So, for the participants, there are criteria that need to be met for the responses to be accepted. There are not many criteria as we were looking at the general esports community as a whole. The criteria include:
· Must be 18+ - As the study addresses the themes of betting and gambling, participants under the age of 18 are excluded due to ethical guidelines.
· Part of the esport community – Participants need to be part of the esports community, meaning consuming esports through either watching games or participating in them. The reason for this is that this is a study about esports communities' views on the topic.
· Have watched esports before – As this study focuses on spectatorship in esports, participants must have watched an esports broadcast before. This criterion was made to ensure that the responses were informed by watching the broadcast.  
[bookmark: _Toc197092332]Sampling method
The sampling method chosen for this research was convenience sampling, which then led to snowball sampling. This method was used to get responses from communities that are easily accessible through social media platforms like Twitter (X) and Discord. This was done due to time constraints. 
Following convenience sampling, snowball sampling was also implemented in the hopes of getting more responses from those outside of the already convenient participants. This was done during the posting of the survey, asking participants if they were willing to share the survey, using the features on Twitter (X), or through sharing it with other people they know who would partake in the survey.
[bookmark: _Toc197092333]Procedure
The survey was created using Microsoft Forms. The reason for that is that Microsoft Forms encrypts the data collected and ensures that the responses remain anonymous. The data collected is then stored in Excel and saved on the university-provided OneDrive and personal computer.
The online survey was posted on both personal Twitter (X) and in a Discord server filled with esports students. It was posted on March 17th. The goal was for the survey to be open at the start of March and end at the end of March, but due to problems, it was pushed back to March 17th and lasted till April 5th. A total of 13 participants volunteered to partake in the survey, and all of them met the criteria.
[bookmark: _Toc197092334]Data Analysis
The data analysis method that was chosen was Braun and Clarke’s (2006) thematic analysis. This was chosen as it works with the EDQ approach (Hunter et al, 2017). There are six steps to thematic analysis to draw out the themes that lie within what esports views are on the betting influence on spectatorship. Using the six steps to thematic analysis, it will draw out the themes necessary for this research, aiming to answer the research question.
The first step with this is to familiarise with the responses gained from the survey, by reading what participants have answered to each question, to gain a comprehensive understanding of the participants’ views and opinions. After familiarising with the data, initial coding through highlighting relevant phrases and applying a label from the responses will be done. These labels break down what the phrases are saying into key words or phrases that describe the idea or feeling. Then, looking at the labels and identifying patterns, the labels are combined to create initial themes. These themes are generally broad or vague and represent general ideas from shared responses, making them unreliable on their own.
The themes will be reviewed by going back to the dataset and comparing them with the responses, seeing if the theme aligns with what the responses have said and checking if anything is missing, like important themes. If there is a problem, then the responses, labels and themes are looked over again and fixed. After reviewing the themes, each theme will be defined and given a name to represent the themes of this research. These themes will be used as discussion points in the results and discussion section.
[bookmark: _Toc197092335]Results
The purpose of this research is to explore how betting affects the spectatorship and viewing behaviour among the esport community, in the hopes of expanding current knowledge around this topic. Following the thematic analysis (Braun and Clarke, 2006), five core themes were found from the 13 responses collected through the online survey. These themes show the participants’ views, feelings and attitudes towards betting in esports broadcasts and how it affects the spectatorship and viewing behaviour. The five core themes are:
[bookmark: _Toc197092336]Normalisation of betting through comparison with traditional sports
When asked about the integration of gambling and betting sponsorship in esports broadcasts, several participants made references to traditional sports. Some of the points made talked about the normalisation of gambling and betting sponsorship in traditional sports, and that it is natural for esports to adopt it. Participant 3's response was:
“I think its fine. Traditional sports has always had it and ultimately no ones
forcing people to start gambling.”
Participant 4 also responds:
“Honestly I don't mind it, football has used gambling and alcoholic sponsorship
for years and have a proven track record… I view it like advert, if I'm interested I'll
buy into it if not it will just be another thing I've seen that day.”
Both responses talk about how traditional sports always had gambling sponsorship, and that it is just like any other advertisement, showing how it has been normalised.
Participant 4 also adds:
“Gambling is everywhere and in most countries, there will always be a place for
these… it's always been apart of the competition” 
Explaining that it is everywhere and the presence of it will always be part of the competitive culture. Additionally, several talked about the benefits of these sponsorships, such as growing esports, with participant 4 exclaiming:
“Betting is sustainable and will be a key to the growth of Esports, look at football
there's, stadiums, teams, leagues all built around betting companies” 

[bookmark: _Toc197092337]Ethical concerns towards the impact on young viewers
Some respondents have noted concerns around the impact that the integration of gambling and betting sponsors has on young viewers, noting that it is dangerous and that it does not require age verification to watch the broadcast, exposing them to gambling and betting advertisements. This is seen in respondents 5 and 10’s responses:
“gambling is an epidemic and young people's exposure to the more 'casual'
element of gambling… is incredibly dangerous” (Participant 5)

“it advertises betting and gambling to a younger demographic as they can watch
broadcasts without age verification” (Participant 10)
[bookmark: _Toc197092338]Increased engagement and emotional investment in the viewing experience
Many participants, when asked whether betting encourages viewers to become more invested in the players, teams, or outcome of the game, expressed that there is an increase in engagement and emotional investment. Some responses include participants 12:
“The more someone understands about a game and the players in it the more
likely the chance to get a correct prediction. So for some if there is benefit
learning they will” 
and participant 2:
“It will cause monetary incentive always does a part in it, you're much happier if
you win and angry if you lose. I believe this type of investment in the team and the
sport is mostly unhealthy tho” 
Participant 12’s response also addresses that this type of investment is not healthy. 

Also, participant 8 mentions that esports betting is what got them into esports:
“Esports betting is what got me into pro cs so I guess you can say it gets you invested!”
[bookmark: _Toc197092339]Differing perspectives on non-monetary betting
When asked about their views on betting for non-monetary rewards, there were several perspectives among the participants. Several responded with it being fun to partake in, as there is no risk to it , which is seen from participant 9’s response:
“Oh I love it, it's a bit of fun and a really good way to involve people who don't
want to spend money”
 Whilst some felt that it felt different from betting with real money, as seen in participant 1’s response
“Less engaging as actual money as there is less attachment to these
"currencies" but it can still be fun if there's some sort of reward”
And then some are concerned about gambling for non-monetary rewards, addressing the concern that this can act as a gateway to gambling problems, as seen in participant 2’s response
“I think it is a bit of a gateway into actual betting. As if you keep winning with
these you might start to consider using actual money”
[bookmark: _Toc197092340]Community interest versus financial interest
[bookmark: _Hlk197089070]Some respondents have expressed concerns about the influence of gambling and betting within esports spectatorship, addressing the problem that, instead of community-driven motivation to watch and engage with the broadcast and supporting the teams/players, it is replaced by financial motivation. As expressed by participants 5:
“I would argue that it encourages viewers to become less invested in the players
and teams…you focus on your own monetary outcome, then the feeling of
community you get when you support a team without betting”
And participant 7:
“Esports was born from a strong sense of community - there was originally no
money in it, and spectators, sponsors and TOs were doing it purely for the love of
the game”

“No, investment comes from personal connection. not financial.”
[bookmark: _Toc197092341]Conclusion
In conclusion, the findings suggest that many of the participants have already recognised the normalisation of betting within esports broadcasts, drawing parallels with traditional sports. Additionally, betting was seen to enhance emotional investment and engagement, although some have recognised that this is not healthy. Although responses were different when it came to gambling with non-monetary rewards. While some expressed that it is fun to partake in, others felt differently, as it is not the same as betting with real money. Then, some expressed concern over this type of betting. Financial benefits were seen from some participants’ responses, with benefits towards tournament organisers and production staff to run events. Finally, some respondents felt concerned about the influence that gambling and betting in esports have on spectatorship, addressing problems that they felt were less community-driven when supporting the teams/players and more financially motivated.
[bookmark: _Toc197092342]Discussion
This study aims to explore how betting affects spectatorship and viewing behaviour among esports communities, focusing on how viewers perceive the integration of gambling and betting sponsorship in esports broadcasts. Using Braun and Clarke’s (2006) thematic analysis on the survey responses, five core themes were found: normalisation of betting through comparison with traditional sports, financial benefits of sponsorship, ethical concerns toward the impact on young viewers, increased engagement and emotional investment, differing views on non-monetary betting, and then community interest versus financial interest. This discussion will explore the implications of these insights, address the limitations of the research and suggest potential future research.
[bookmark: _Toc197092343]Normalisation of betting through comparison with traditional sports
One of the themes that was observed when participants were asked about the integration of gambling and betting sponsorship in esports broadcasts was the normalisation of it. Several participants justified these sponsorships, suggesting that it is a natural progression of competitive culture and comparing it to traditional sports such as football. For example, participant 4 responded with “Gambling is everywhere and in most countries, there will always be a place for these… it's always been a part of the competition”. The normalisation was received with some acceptance, with talks about the potential benefit, such as growing the scene, and it pays the people who run events. The results from this research suggest that for some esports fans, the inclusion of gambling and betting sponsorship in esports broadcasts felt appropriate and was expected due to the competitive nature of esports.
This finding aligns with Lopez-Gonzalez & Griffitts’s (2016) work, which explored the presence of betting within traditional sports and the integration within the ecosystem, such as broadcasts, sponsorship, and content. Similar to the results found in this study, both cases found that people were aware of the gambling advertisement on broadcast and the feeling of it being normal to be there. Abarbanel and Phung's (2019) findings also support this, with esports viewers and esports bettors being aware of the advertisement but also being tolerant of it, finding it appropriate to be there. 
This theme contributes to the research question by highlighting esport fans and their views on betting within esports, and how it feels accepted within some communities. 
[bookmark: _Toc197092344]Ethical concerns towards the impact on young viewers
Another core theme that was observed throughout participant responses was ethical concern about the impact that gambling and betting sponsorship has on young viewers. While some of the participants accepted the normalcy of gambling sponsorship in the esports broadcast, some expressed concern that it might cause problems with young viewers. A key point raised by participant 10 was addressing the issue that “they can watch broadcasts without age verification”, showing the concern over how easily young viewers can get access to gambling-related content. The results suggest that there are ethical issues with the integration of gambling sponsorship in esports broadcasts, as it is harmful to young viewers, especially since they are susceptible to these kinds of advertisements. 
This theme is consistent with some of the literature found in the literature review. Mangat et al.’s (2023 ) systematic review expresses the growing concerns with gambling in esports. Their findings highlight the characteristics of the average esports bettor, finding many of them are young and can cause harm, especially since they are exposed to several types of gambling, which aligns with the current view of some of the participants. Holden et al. (2016) and Greer et al. (2022) have also expressed the harm that exposure to gambling-related activities and content can cause. 
This theme contributes to the research by showing the influence that betting and gambling can have, and shows the views that some esport fans have on the integration of betting and gambling in esports broadcasts.
[bookmark: _Toc197092345]Increased engagement and emotional investment in the viewing experience
Several participants highlighted enhanced emotional investment when watching esports. Several have mentioned the difference in mood, describing how it affects the mood when it comes to the outcome of the game, suggesting that gambling incentivises the game. In addition to the emotional aspect, participants expressed that there is more investment in the game, with some expressing there is a desire to learn more about the game, teams and players,  to have a higher chance of winning, fuelling the competitive motivation. For example, participant 12 mentions, “The more someone understands about a game and the players in it, the more likely the chance to get a correct prediction.”, suggesting that betting can not only enhance emotional investment but also encourage viewers to learn more about the game. 
This finding aligns with Cheung and Huang’s (2011) research, where they identified types of spectators who watch esports, and one of them is motivated by wanting to learn the game. Betting appears to increase this motivation by putting an incentive to learn and understand the game, so that they can win more. Furthermore, this fits with Greer et al. (2022) motivation research, which found that enhancement and competition/challenges are some of the motivator that drives esports betting, as it can be viewed as a challenge to win against the odds.
Another connection is with the research by Abarbanel et al. (2020), who found a link between betting and increased esports consumption, which supports the idea that it can influence the spectatorship of esports viewers, which can be seen from participant 2’s response – “It will cause monetary incentive always does a part in it, you're much happier if you win and angry if you lose”.
[bookmark: _Hlk197085049]This theme explored the ideas of the impact that betting has on spectatorship, with an increase in engagement and investment, and shows the positive and negative impact it has on the viewer's engagement with the esport broadcast.
[bookmark: _Toc197092346]Differing perspectives on non-monetary betting
Another core theme that was discovered was the differing perspectives there were from participants had about non-monetary betting. Several responses described this form of betting as enjoyable and harmless to partake in, as there is no financial risk. This is mentioned by participant 9, who enjoys partaking in it, finding it fun and encourages others to get involved without the risk of losing real money. This suggests that for certain viewers, non-monetary betting provides a way to increase excitement, as seen in real money betting, and motivate social involvement without the financial risk.
However, not all participants share this view. A few participants emphasised that non-monetary gambling does not feel the same as betting with real money, expressing that it is less engaging as there is less attachment to the non-monetary rewards compared to real money, where there is the risk. This is evident with participant 1's perspective, stating that it is less engaging than betting with real money, as there is less attachment to these virtual fake currencies, but also stating that it can be fun if there were rewards.  This suggests that for some viewers, the thrill and investment associated with betting with real money cannot be replicated with betting for non-monetary rewards. 
This aligns with Greer et al.’s (2022) paper, finding that people felt less motivated to bet when it came to skin gambling as there was less motivation for competition/challenge.
This theme explores an area that not many researchers have looked at, uncovering the motivation behind non-monetary gambling and understanding the views around that. Understanding the perspective of how it affects the spectatorship and viewing behaviour. 
[bookmark: _Toc197092347]Community versus financial interest
Finally, the last core theme identified the community-driven motivation versus the financially driven motivation that some participants mentioned. They argue that gambling and betting, when watching esports, shift the focus from the team, players, and the enjoyment of the game to more financial reasons. Some participants felt that the purpose of spectating has changed from a communal aspect, and the drive to watch because of a passion for the game, to more about watching for the outcome and hoping to win money. Participant 5 expresses this, saying that it encourages viewers to become less invested in the team and player, countering earlier points made in the increasing engagement theme, and pointing out that the focus is on the monetary outcome then the feeling from being part of the community and supporting the team.
This concern aligns with Trent and Shafer's (2020) work. Their findings emphasised the importance of emotional and narrative engagement when it comes to watching the game. Qian et al. (2019) note that social motivation is also a reason why people watch esports. Making the point that the involvement of betting loses that drive and instead is shadowed by the motivation of winning money.
This theme tackles the idea of communal motivation and financial motivation of spectatorship, addressing the point that not everyone is a fan of gambling, as it drives away the communal and social drive that makes esports fun to watch. This contributes to the research as we can see the views some participants have about gambling in esports and how that influences the spectatorship of it.
[bookmark: _Toc197092348]Limitations 
There are several limitations to this research. Since this is an undergraduate study, there were limitations to the type of questions that could be included in the survey, which limits some insight within this research. Another problem was the type of approach this research initially had, which could not be done because of it being an undergraduate study.
As for data collection, the choice of going with convenience sampling may have skewed the data towards more esport students than people outside of the university, in the esport communities. This is also affected by the choice of using just Twitter (X) and Discord, limiting the sources of data. This resulted in fewer participants, as the initial goal was 15-20 participants, but instead, only 13 participants partook in the survey. Also, the participant demographic was skewed towards more males, which the result might have looked different if there were more female participants. The number of participants and the demographics might have affected the data analysis. 
These are problems faced from being an undergraduate student, but there is potential in delving deeper into this topic.
[bookmark: _Toc197092349]Conclusion 
In conclusion, the results have shown that 5 core themes explored the various aims and questions around how betting affects the spectatorship and viewing behaviour in the esports community. The key findings revealed that gambling and betting sponsorship in esports broadcasts is widely seen and normalised, and is expected to be part of competitive entertainment like traditional sports. However, the study also uncovered that there are concerns with the integration of betting sponsorship with ethical issues surrounding young viewers, the differing levels of engagement towards non-monetary gambling, and there is tension between watching due to financial motivation due to and gambling community-driven motivation.
These findings contribute to the existing literature by offering new insight into how esports fans perceive betting within esports and how it affects the emotional investment and engagement in viewing behaviour, affecting the spectatorship, and looking at areas of gambling that have not gotten a lot of attention, like non-monetary gambling. Also further exploring into the communal aspect of spectatorship and how gambling can ruin it.
Overall, this research needs further research, with an expansion on participants and data collection. Also, there should be more research around gambling with non-monetary value, like Twitch predictions, to see the effect it has on viewers long-term. Esports will continue to grow as more people watch, so requirement for future studies around gambling is needed.
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Abstract

This research plans to investigate how betting impacts the spectatorship and viewing behaviour
whilst watching a game within esports. The reason this research is being done is because it will
cover aspects of spectatorship in esports and research about esports gambling n literature that
has not been covered or not very many insights on t, whilst also expanding the knowledge and
literature of those topic. The objective of this research i to identify different forms of betting
that viewers have engaged in, investigate whether they felt any investment towards the subject
they are betting (i.e. game, players or teams), and whether viewers felt positive or negative

responses towards the subject based on the result.

This s qualitative research and the methodology that wil be used is phenomenological
research. The methods to collect data will be done using survey with questions, hoping to
answer the objectives of this research, and plans to get a minimum of 10 participants who is
part of the esports community and have bet on a game at least once. The method in which this
will be done s through convenience sampling into snowball sampling in the hopes of targeting

the right participants

This research is done in the hopes of expanding the literature and knowledge in esports betting,
spectatorship and viewing behaviour within esports. Also, to expand the data for viewing
behaviour when betting and watching the game for other researchers to use. This research may
also contribute to non-academic background within esports as it can also help with

understanding viewer engagement

Description of the Research

Esports is an industry in which thousands of people watch events across different titles, Taking

from sports culture where people bet on games, esports adopted this and have ways in which

people can bet on games. | found this interesting and wanted to explore more on how this has
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affected the ways in which people watch games and the behaviour in which viewers will engage
in,

There are academic research out in the world which focuses on esports gambling, like for
example Mangat et al. (2023 paper in which they used 30 academic studies to look at an
overview of the literature about esports gambling , and even some literatures covering esports
spectatorship in terms of gambling, like the paper by Abarbanel et al. (2020) which explores the
idea of esports spectatorship and the relationship with gambling. There s also the problem that
they focus mainly on real money bets/crypto bets and some even focus on skin betting, which is
exclusive to CSGO/CS2.

S, for my research, | want to explore how betting affects the spectatorship and viewing
behaviour of esports. This includes not just money, crypto, and/or skin betting but also betting
using Twitch's prediction system, League of Legend's (Lol Crystal ball, which happens every

year for big international events, and other forms of betting,

Aims and Objectives

“The aim for this research willbe:
« Exploring the impact that betting has on the spectatorship and viewing behaviour of the
esports community in esports events.
* Understanding the positive and negative response that viewers experience in terms of
engagement on watching esports
The objectives willinclude:
«  Identifying what forms of betting participants/viewers have engaged in
*  Investigating whether participants/viewers felt that betting has affected their
investment on the game, tearms, and/or players

«  Investigating the positive and negative responses participants/viewers felt towards the

game, teams, and/or players
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Summary of Key Literature

The paper by Mangat et al. (2023) reviews the literature on esports betting that was there at
the time. The paper analyses 30 studies worldwide that have empirical data, which focus on the
concern of esports gamblers. They would then discuss their findings within the paper, using the
30 studies, which include the gamblers' demographics, esports gambling motivation between
real money and skin, the impact that gambling has on spectatorship and playing games, and
problems with gambling and the harm it can cause within esports. From this paper, and the
studies this paper has found for esports gambling with esports spectatorship, | have found that
there are not many literatures interested in talking about the impact that betting has on
spectatorship in terms of how the viewers are invested when it comes to watching a game
when they have placed a bet, and how it affects their interest in the game like rooting for a
player/team or focusing more on the gameplay. In terms of future research, this paper suggests
that there should be more diversity in existing research, adding research like esports
sponsorship and how that affects esports betting. They also suggest that research should look
towards promoting healthier esports consumption to avoid problematic consumption of

esports that can lead to dangerous stuations

The article by Macey and Hamari (2017) explores the relationship between video games,
esports, and gambling, Their aim in this study was to find whether increased consumption of
video games and esports affects the level of gambling, and whether a higher rate of video
‘gaming affects the rate of gambling activities and problematic gambling, They do this by doing
quantitative research using an online survey that was put out on social media and online
forums related to esports and gaming. They managed to collect 869 video gamers out of 2397
responses within a month. Their findings came out with no strong association between the
consumption of video games to increased gambling activities, but that esports consumption is
strongly associated with increased participation in video game-related gambling and online
‘gambling, This article explores the themes of consumption of video games and esports with

‘gambling activities using quantitative research. | found that this paper focuses on how esports
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consumption is associated with gambling, but not whether gambling has any association with
esports spectatorship. Based on their findings that increased consumption of esports, instead of
consumption of gaming, had a more positive indicator of participation in gambling, they suggest
that for future research there should be research on whether the esports themselves, or the
association that esports have with gambling like traditional sports is the reason for this

phenomenon.

The paper by Abarbanel et al. (2020) explores the idea of esports spectatorship and its
relationship to betting within events and whether social factors affect the frequency of betting.
They explore the theme of gambling/betting, spectatorship, and video game consumption. They
use the similarity of betting in traditional sports to betting in esports. The researchers used an
online survey to collect data from 1292 respondents, who were between the ages of 18-80
Years old and had played games in the past 12 months. They also did not limit the question to
certain esports and looked at several genres of games that people may watch. Based on the
data, they found that the majority of the participants were predominantly young males. They
also found that those who play games more frequently were more likely to bet on games. As for
future research, the researchers had suggested whether there is the potential for esports

bettors to migrate to or from other forms of gambling, gaming, andor spectating.

The research by Greer et al. (2022) is about exploring different motivations in esports betting
and skin gambling and how that relates to the frequency of gambling, the dangers of t, and the
harm. They collected data through an online survey and managed to gather 736 responses who
were aged 18+ and had engaged in esports betting with money, esports skin betting, and
‘gambling skin in games. The participants were asked a series of questions involving the 3 forms
of betting (they were looking for in terms of motivation in seven different domains. These
include social, financial, positive feelings or enhancement, internal regulation, skill building,
competition/challenge, and skin acquisition. Based on the data, they found that financial gain

and the feeling of excitement (and the likes) were the main motivators found in all three forms
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of gambling, but an additional motivator of skin acquisition was a motivator for both esports
skin betting and skin gambling. Positive feelings and escapism were motivators that were found
in all three forms of gambling, which were associated with  higher level of problem gambling
and harm. As for future research, the researchers have suggested validating the measure of
‘gambling motivations independently for the three forms of gambling (cash betting, skin betting,
and skin gambling). The issue with this research is that only explored three forms of gambling,
which can be limiting for some esports title, and that being cash betting, which can be applied
to many esports title, skin betting which can only be applied to CSGO/CS2, and skin gambling

which can be applied to CSGO/C52, several mobile games, and only recently League of Legends.

In the journal “European Sports Management Quarterly”, Qian et al. (2015) wrote a page about
the esports online spectator motivation and the development of the motivation scale. This
research aimed to develop a Motivation Scale of Esports Spectatorship [MSES) and answer the
question of what motivates people to watch online. They used a mixed method of both
quantitative and qualitative, which in phase one they used a qualitative method of semi-
structured interviews and an online survey, which was conducted on Reddit, and for phase two,
they used several quantitative components to test motivation that was identified in phase one.
Based on the result, they found that skill improvement and vicarious sensation were unique
motives that only applied to esports, and that friends bonding, competition excitement,
competitive nature, entertainment nature, and game knowledge were motives that were found
in both esports and traditional sports. As for future research, they advise future researchers to
combine survey data with actual usage data and conduct proper experiments to make the

research more robust. The issue with this research was that they limited the data they collected

through Reddit, which could have been expanded to other social media platforms and

communities.

Due to the nature of esports being similar to traditional sports in terms of spectating the sport, |

have looked at sports literature and found a paper by Lee et al. (2023) in which they explore the
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idea of sports betting and how that enhances the viewing experience of the sports. As for the
method, a questionnaire was developed and hosted on the Qualtrics platform. The participants
who met the criteria through the questionnaire were then directed to an online survey, and in
the end, they managed to gather 307 sports bettors who had met the criteria and answered all
the questions, The results in terms of the experience were that gambling resulted in an
elevated viewing experience for bettors. Participants who engaged in gambling had a higher
engagement and flow (being in a state of immersion) due to intrinsic motivation. It also showed
that sports bettors showed more satisfaction with games when sports broadcasting included
‘gambling content. As for future research, they suggest that exploring flow intensity can be
useful research in which you find the perfect balance of maximising customer satisfaction whilst

also evading adverse outcomes,

Research Question
How does betting affect the spectatorship and viewing behaviour of esports communities?

Design and Methodology
1 will be using phenomenological design because, for my research, | will be taking groups of

people’s experiences and looking at the themes of them and then describing how that is
relevant to my research question. The potential limitation for this type of research design is
that for this sort of design requires in-depth data from data collection (Creswell, 2007) and the
required participants will need to meet the requirements of being part of the community and
have consumed esports, 50 that the data collected will be relevant to my research and there

would not be any outliers.

1 am thinking of just doing primary data. The data will be collected through a survey. The reason
for using a survey over an interview is that although | can obtain more information from open-
ended questions through an interview, | can obtain more sample data through surveys, which is

difficult with an interview with a time constraint.
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There will be requirements that the participants need to meet for the data to be accepted.
since | am doing a survey, which will be done through Microsoft Forms, the sampling method
will be convenience sampling, then into snowball which | will sk participants if they can pass
this survey to people they know who have experienced this phenomenon. As for sampling size,
think having a minimur of 10 participants would be enough to get a general idea of the themes
of the phenomenon that people are experiencing when it comes to my question, but having
more would not be  problem until there is an oversaturation of answer which can muddle the
result of the question. The participants | will be looking for participants that who are part of the
esports community and have participated in betting at least once while watching a game. | will
exclude participants who do not meet this requirement and participants who are under the age
of 18.

Data validity and reliability

To ensure the validity and reliability of the data collected, | il ask the participants for their

consent on their data for my research and ensure confidentiality of their information so that it
is not exposed to the public and only used for my research. To ensure that | will use Microsoft
Forms, as it encrypts the data. Also, the data collected would be stored in OneDrive 5o that ts

only accessible by me, ensuring data security and confidentiaty.

Facilities and Equipment

« A computer/laptop - This wil be where | will do most of my work, from writing to
collecting data

* Microsoft Forms — This might be used for the survey/questionnaire and to collect data

from. Microsoft Forms provides security to the form, so I will be using it.
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Data Collection Plan and Procedures

How the data will be collected through an online survey, in which there will be open-ended
questions that will try to answer the objectives that have been set out for this research. The

plan isto use Microsoft Forms to create the survey s it secures the data.

The type of open-ended question that will be asked will be about the participant's views on the
current nature of watching esports. For example:
« How did betting influence your emotions or reactions while watching the game?
« Did betting change how you felt or interacted with the game while watching it?If so, in
what ways?
Did the aspect of betting change the way you look at teams/players or their

performance? If so, in what ways?

1 plan to post the online survey on my social media and hope for participants to take the survey.

1 will ask the participants if they can pass this survey to anyone they know who has experienced

the phenomenon, so there will be more data for this research.

Biases
With the usage of convenience sampling, | will encounter biases because | chose to post the

survey on my own social media account, which might affect the data collection. To reduce this
bias, | wil do snowball sampling, which | will encourage participants to share the survey with
other people, 5o | can collect more data from different types of people who also could meet the

criteria,

Data Analysis Procedures

As for how data will be analysed, | will gather the ata from the online survey and store and

organise the data into themes in Excel, 5o tis stored in one place, ready to be analysed. This
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Excel sheet will be stored on the University of staffordshire provided OneDrive for security and
privacy reasons.

1 will be using thematic analysis, and this will be done by the initial coding in which I wil read
through a small sample of data | have and start identifying themes from that data. | will then
organise those themes or categories, see if any are similar, and combine them. Then | will make
a visual representation of those themes and categories. | will re-read the data to make sure the
data matches or correlates with the theme, then apply it to a larger data sample. If there are
new themes found in the larger data set, then | will create new codes for those themes.

Finally, when it comes to identifying and analysing the themes in my research paper, | can

clearly define those themes and explain why it i interesting.

Time Frame

I created a Gantt chart to display the time frame in which | hope different task can be

completed by. This can be seen in Appendix A.

Intellectual Merit

There are research papers that talks about betting and spectatorship but not many have deeper
insight on how that effects the viewing behaviour of betting in spectating esports. This research
hopes to contribute to the academic and scientific background of esports. It will provide more
insight on the viewers behaviour towards events and streams when betting is involved and can

also provide more insight into the esports culture.

The data collected can also contribute to other people's research for those who are doing

research on esports culture, viewing experience, gambling in esports etc,
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Broader Impacts
This research paper may help esport organisers and broadcast team to better understand more
‘about how viewers engage in streams when some form of betting is involved and improve or

change things to help engage more viewers. It can provide better understanding on what makes

viewers fan of teams/players.
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RESEARCH ETHICS

Proportionate Review Form

‘The Proportionate Review process may be used where the proposed research raises only
minimal ethical rsk. This research must: focus on minimally sensitive topics; entail minimal intrusion or
disruption to others; and involve participants who would not be considered vulnerable in the context of the.

research.

PART A: TO BE COMPLETED BY RESEARCHER

Name of Researcher: | KewinPan
school University ofstafordshire
| Student/Course Details (1 Applicable)

Student ID Number: 2018704

Name of Supervisor(s)/Module Tutor: Josh Jarett

PRO/MPhilproject: =]

Taught Postgraduate Avard Tile: | 1

Project/Assignment: = ports

Undergraduate [ | Modle | inaivesr proect

Project/Assignment: Title:

Project Tite: Stakes on the game: Exploring the influence betting has on the spectatorship
and viewing behaviour of esports

Project Outine: The purpose of the research is to explore how betting will mpact the
spectatorship and viewing behaviour of esport broadcasts. The research will
explore how the involvment ofbetting sponsorship nfluence aperson's
Viewing experience,investigate whether they elt any investment towards
the subject they are beting i game, players or teams), and whether
partcipants think btting has any influence of people’s enjoyment of esports
brosdcast. Doing this il elp expand the knowedge and Iterature within
esports gambling and esports spectatorship.

Give 2 briefdescription of | Particpant: The requirement for participants il be people who are partof

participants and the esports community and are over the sge of 18 The deal amount of

procedure (methods, tests
etc)

participants will be 15-20 responses for ths research.
Methods: This i research is going to be a qualitative research

The way data is going to be collected is through an online survey, which will
be shared on Twitter and Discord. They will be informed about this research
‘and how their data is going to be stored and told that partaking in this survey
s volunetary.

A consent form will also be included within the survey, giving their consent in
partaking in this research. They will also be informed that their data will be:
‘anonymous. If the participant changes their mind and do not want their data
t0 be used anymore, there will be my contact information for the participant
toinform me about their decision.

University Research Ethics Committee (February 2018)
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‘The participant will take part in a survey in which they will answer questions.
‘about them (e.g. name, age, gender etc ) and the 7 questions for this
research.

After the deadiine is up, the data collected will be used for data analysis
‘which their data willstay anomoynous.

| Expected startDate: 28/02/2025 Expected End Date: | 02/05/2025

Relevant professional body ethical guidelines should be consulted when completing this form.
Please seek guidance from the School Ethics Coordinator i you are uncertain about any ethical ssues arsing
from this application.

There i an obligation on the researcher and supervisor (where applicable) o bring o the attention of the
School Ethics Coordinator any issues with ethical imlications ot dentified by thi form.

Researcher Declaration

I consider that this project has no significant ethical implications requiring full ethical review X

| 1 confirm that:
The research will NOT involve members of vulnerable groups. DX
‘Vulnerable groups include but are not limited to: hildren and young people (under 18 years
of age), those with  learning disabilty o cognitive impairment, patients, people in custody,
people engaged in llegal actvtes (e g. drug taking), o individuals in 3 dependent or
unequal relationship.

The research will NOT involve sensitive topics. X
Sensitive topics include, but are not limited to: participants' sexual behaviour, theirllegal or
politcal behaviour, thei experience of violence, thei abuse or exploitation, their mental
health, their gender or ethnic status. The research must not involve groups where

permission of a gatekeeper is normally required for nitial access to members, for example,
ethnic or cultural groups, native peoples or indigenous commaunities.

3. | The research will NOT deliberately mislead participants in any way.

4. | The research will NOT involve access to records of personal or confidential information,
including genetic or other biological information, concerning identifiable individuals.

5. | The research will NOT induce psychological stress, anxiety or humiliation, cause more than
‘minimal pain, or involve intrusive interventions.

“This includes, but s not limited to: the administration of drugs or other substances,
vigorous physical exercise, or techniques such as hypnotherapy which may cause
participants to reveal information which could cause concern, in the course of their

XX X

everyday lfe.
6. | The research WILL be conducted with participants’ full and informed consent at es
the time the study is carried out: X

» The main procedure will be explained to participants in advance, so that they [
are informed about what o expect. y
N

« Participants willbe told their involvement in the research i voluntary. X O

University Research Ethics Committee (February 2018)
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* Written consent will be obtained from participants. (This s not required for X
self-completion questionnaires os submission of the completed questionnaire
implies consent to paricpate).

+ participants wil be informed sbout how they may withdraw from the =
research at any ime and for any reason.
o For questionnaires and interviews: Participants will be given the optionof [

‘omitting questions they do not want to answer.

« Participants wil be told that their data wil be treated with full confidentiality [
and that, if published, every effort will be made to ensure it will not be

dentiiable 3 thers.
« participants willbe gven the opportunity o be debriefed i . to find out more [
about the study and its results.
7. | Arisk assessment has been completed for this research project §
NA

O

f you are unable to confirm any of the above statements, please complete a Ful Ethical Review Form. I the
research willinclude participants that are patients, please complete the Independent Peer Review process.
8. Information and Data:

Please provide answers to the following questions regarding the handling and storage of information and
data:

) How will research data be stored (manually or electronically)?

‘The data wil be stored electronicall using a persana, universty provided OneDrive account that can only be
| accessed by me (the researcher).
b) Howis protection given to the participants (e.g. by being made anonymous through coding and with a
participant identifier code being kept separately and securely)?

‘When data s processed, the participants personaldata will ot be included and wiltay anonymous withi the
research

©) What assurance will be given to the participant about the confidentiality of this data and the security
of its storage?

The particpants wil be informed about how their data wilbe stored on a secure OneDrive account provided by the.
university and will only be accessible by the researcher.

) Is assurance given to the participant that they cannot be identified from any publication or
dissemination of the results of the project?

Yes, the participant wil be informed before taking the survey that ther data will be anonymised within the research
and their personal information will ot go pubicif ever published.

&) Who will have access to this data, and for what purposes?

T only person who will have access to the data will b2 me (the researcher) and will oy be used to answer the aim
of the research. The data will be used for analysis of this research.

University Research Ethics Committee (February 2018)
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7). How wil the data be stored, for how long, and how will it be discarded?

‘The data will b stored on the OneDrive account provided by the university and wilbe deleted when the research s
‘Gone which wilbe on 2% May 2025

‘Supporting Documentation
Al ey documents e.g_consent form, information sheet, questionnaire/interview schedule are | [X]
‘appended to this application.

Signature of Researcher: | Kevin Pan Date: | 20/02/2025

NB: Ifthe research departs from the protocol which provides the basis for this proportionate review, then
further review will be required and the applicant and supervisor(s) should consider whether or not the.
proportionate review remains appropriate. f it s no longer appropriate a full ethical review form MUST be
submitted for consideration by the School Ethics Coordinator .

Next step:

STUDENTS: Please submit this form (and supporting documentation) for consideration by your Supervisor/

Module Tutor.

STAFF: Please submit this form to your Head of Department or a Senior Researcher in your School. Once.

they have reviewed the form, this should be forwarded to the Research Administrators in RIIS

(ethics @staffs ac uk) who will arange for it to be considered by an independent member of the School's.
| College of Reviewers .

PART B: TO BE COMPLETED BY SUPERVISOR/MODULE TUTOR (If student) OR Head of Department/
Senior Researcher if staff)

1 consider that this project has no signifcant ethcal Implications requiing fullethical review | =
by the Faculty Research Ethics Committee.
I have checked and approved the key documents required for this proposal (e.g. consent O
form, information sheet,questionnaire, interview schedule).
['sgnature of supervisor/ I
Head of Department/ | Dr Josh Jarett Date: | 20/02/2025

Senior Researcher:

Next Step: Please forward this form to the Research Administrators in RIIS (ethics @staffs ac uk) who will
arrange for it to be considered by an independent member of the School's College of Ethical Reviewers,
having no direct connection with the researcher or his/her programme of study.

PART C: TO BE COMPLETED BY A MEMBER OF THE SCHOOL'S COLLEGE OF ETHICAL REVIEWERS

This esearch proposal has been consdered usingagreed University Procedures andisnow | [X]
approved.

or

University Research Ethics Committee (February 2018)
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Thi research proposal ha notbeen approved due o the reasonsgven below. O

Recommendation (delete as appropriate): Approve/ Amendments-required/ Reject-

Name of Reviewer: Dr Ying-Ying Law
T Date: | 28t April 2025

Signature: \%
Signed (school Date: | 28th April 2025

Ethical Coordinator)

University Research Ethics Committee (February 2018)
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FYPJournal
Entry 1-31/01/2025

Between November to January, | was working on my research proposal. My topic is about how betting
affects the spectatorship and viewing behaviour within esports. | worked on my first proposal between
November and December and submitted the first draft, which failed because the iterature review was
t00 small. | had to expand on the amount of literature surrounding my topic of gambling and
spectatorship, and expand on what all these literatures found in their research, their argument and
‘what future research is needed.

Iworked on this based on the feedback | got and submitted it. I failed my 2 draft because some
sections of the proposal needed to be expanded. For example, | needed to write about how | would
keep my data collection reliable and valid, and talk about certain biases that can arise from my
sampling. My proposal was approved on the third attempt, and now | am moving onto completing my
ethics.

Entry 2 - 04/02/2025

Today | booked a session with Josh Lindsey to look over my ethics since my first submission of ethics
has failed. | found out during this session that | had made a mistake of submitting the wrong
document (which was the uncompleted version) and the survey questions | was going to ask had
ethicalissues of being to direct on a person's experience of gambling.

With the 30-minute session with Lindsey, we looked over my questions, and | understood what | did
wrong. We came up with ideas on how | can change the way itis asked, so it does not break ethical
issues and instead is more opinionated. Now | can finish working on my questions and have them
readyto be checked tomorrow.

Entry 3 - 20/02/2025

On the 19" February | looked through the feedback | got on my 2" attempt on ethics, as it failed. |
booked a meating with Josh Jarrett to g0 through the ethics.

On the 20" February, | had the mesting with Josh Jarrett. For the 25 min, we looked through my survey
questions and amended them to be less repetitive and shorter, so it was not too much for the.
participants. We also cut the questions down from 10 questions to 7 questions. We also looked
through my proportionate ethics form to make small adjustments and signed off the form to be
approved.

Entry 4 - 27/02/2025

Before the meeting for today (27" February 2025), | had been working on the research poster for my
research project. | had completed most sections of the poster and was just struggling with the
background section of my research, as | had to include key literature.

Today's meeting with Josh Jarrett was to discuss this point. The purpose of the meeting was supposed
to be talking about the literature | have read over the weeks, but the objective was changed to that. We
still discussed some literature, but we went through the key literature review and discussed how it





image21.png
should be done. Josh also looked over my poster and noted some improvements/changes | should
make to the poster. | am finishing up on my research poster with the changes that Josh has suggested
by using some key literature that | found during the literature review for the background section of the
poster.

Entry 5 - 17/03/2025

On'the 7" March, it was the research poster presentation day. The presentation went well, given the 5-
minute time limit for each poster. My poster and presentation were received well by both Josh Jarrett
and Ying-ying.

Today is the 17" March, and | have just posted my survey on Twitter/X, ready to collect data. For this
survey, I'm hoping to get around 15-20 responses from now to the end of March.

Now | will need to work on my dissertation, writing the literature review and introduction by the end of
this week, so that progress will be made, and | will need to write less later.

Entry 6 - 27/03/2025

I did not manage to write my introduction or literature review for my dissertation, as | said before. |
worked on the introduction today, as | wait for my survey to get some responses. So far, | have 9
responses, and it looks like some of the responses are quite chunky, which is good for later, when | do
my data analysis.

Ihave written around 300 words today, mostly just covering the context for my research, using
€S:G0/CS2 and Riot Games as examples of gambling within esports. | am hoping to complete the
introduction by tomorrow, so | can move on to my literature review.

Entry 7 - 28/03/2025

Today, | continued working on my introduction for my dissertation, adding reasoning for doing this
research. | added context of the current literature on betting and spectatorship, and suggested that
there was a gap in research. Also included the methodology | used and the aims of this research. Now
my introductionis finished.

Also, | have sent out my survey on Discord, in a server with esports students, to gather more,
responses for my data collection.

Entry 8 - 27/04/2025

Today, | started my literature review. | have sectioned my literature review into two subheadings,
“Esport spectatorship and viewer motivations” and “Relationship between betting and
spectatorship”, to make it easier to sort and write my literature review. | reread some of the literature |
had collected before torefresh my mind on what the literature was talking about, and started writing. |
have written around 700-800 words using 4 key literatures around spectatorship and viewer
motivation.

My survey has stopped getting responses, and | got a total of 13 people who took my survey. Looking
through some of the responses, some were long and some were short, but | am hoping that | can gain
some key themes from these.
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4. The student should prepare for he supervisory mestng by deciing wht to dscuss wih the
Supenizors) and wha progress has been made since the Iest mesting. snd notng tese i the
alevent secions o the Rasearch Mesting Recors, 1 be provided (o the Suparvisor pie o the
mestng

5. i the responsibity of the student fo complete secons 1 snd 2 prior 0 the mesting. Secions 3107
st b complted by the stucent and supanisor duting the mesting. The tudent Shoul kesp & copy
of e Recors and must snsure tha (she lso sends & copy o the supervisor
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Student / Supervisor Meeting Record
o be compiete e th mesting by e stucent

Student Name Wevin Pan
Student Number 22018708

Faculty Seho of ealh, Education, Polking and Scences

Title of the Research Project | Stakes on the game: Exploring the Influence betting has on

the spectatorship 2nd viewing behaviour of esports

Date. 27032025

‘Attendees. Josh Jarett

1. Summary of Progress since the last Meefing (1o be completed by he student befre the mesting]
Presented the poster and posted my survey fo data collection

2. List of items {0 Discuss (1o be completed by he student befrs the mesting]
Research poster after thought survey posting and dissertation wiing discussion

To b compite cring the meting by th st and supentsor

3. Record of Discussions and Agreed Targets for the Nex! Stage of the Work

Hiain Points Actions.
By Vihom? By When?

Discussion of research poster Kevin Pan

Discussion of survey being posted on X, and s going o be | Kevin Pan 310372025

posted on Discord

Discussion on disserlation wriing and having 1o start wiing | Kevin Pan 2303202

around 1,000 words by the end of this week.

4 Futiner Nofes (i applicable)
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5. The attendance and engagement of the T Excellent
student

[0 satstactory

] unsatistactory (please provide furher detals
and a st ofremedialacions to address the
issues in the Draf Agenda for e nex mesting)

6. Draft Agenda for the Next Mesting

Progress fepor, presenting current progress on disseriaion

7. Date, Time and Venue for the Next Meefing

271030025 - 3 40pm - Online

Supervisory Westings and e Research Mesting Revord

1. The student and supervisor(s) must Nl ragular supensory mestings o adress the need of the
it fo acvice snd gudance, and fa reviw progrecs and gt targes for the pext stage of he
worc The raquency of mestings il Vary depencing on facars such s i stage resched by the
FeSearch o e uppert neaded byt Stusent The ML EqUeNGy i nos per marth bt 8 gher
requency is ypicaly required

2. The UK Gusity Gode for Higher Education (Chapter B11) stafe tha both studerts and supenisors
are respansitl fo ensuringregular and fraquent contact The sudnt and suparvsort) are expected
o take tne Intaive o srang approprist supenisory coniact Fsiure by sy perty (student or
supeniscr) to meinsin regulr snd freauent coniact shoud be repertad o the Woduie Lesder

3. The purpose of the Rasearch Hesting Record 1 0 documant tnese meetings snd hersfore uid up &
acord ofprogress hroughout the prject Thera il be e Record for esch supendsory meeting that
15 o the agreed scheduie o egular maeiings. No Record i reaired fo oher mestings axcept when
{here 5 imporantinformstion 1 be recorded

4. The student should prepare for he supervisory mestng by deciing wht to dscuss wih the
Supenizors) and wha progress has been made since the Iest mesting. snd notng tese i the
alevent secions o the Rasearch Mesting Recors, 1 be provided (o the Suparvisor pie o the
mestng

5. i the responsibity of the student fo complete secons 1 snd 2 prior 0 the mesting. Secions 3107
st b complted by the stucent and supanisor duting the mesting. The tudent Shoul kesp & copy
of e Recors and must snsure tha (she lso sends & copy o the supervisor
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|student / Supervisor Meeting Record
To b compisted beore the meeting by th sudent

‘Student Name Kevin Pan
‘Student Number 22018704
Faculty School of Fealth, Education, Poiicing and Sciences

Title of the Research Project | Stakes on the game: Exploring the influence betting has on
the spectatorship and viewing behaviour of esports

Date 017052025

‘Aftendees “Josh Jarett

1. Summary of Progress since the last Meefing (i be completed by he student before the mesting)
Worked through my disseriation, complefing the introduction, Iterature review, and methodology
section

7. List of flems {0 DISCsS (o be completed by the student befors the mesting]
Disserlation, mefhodology approach.

To be completd duringthe mesting by th stden an supervisor

3. Record of Discussions and Agreed Targets for the Next Stage of the Work

Main Points “Actions
By Wnom? By When?

Review over current progress of the disseialion

Discussion over the methodology approach, and vinether the 28022055

change is suitable for my research

Compleling the dissertation Kevin Pan 020052025

4 Further Notes (f applicable)





image30.png
.|
[}

STAFFORDSHIRE
UNIVERSITY

5. The attendance and engagement of the [ Excellent
student is:

O satistactory

] unsatistactory (please provide further details
and a set of remecial actons o address the
issues in the Draft Agenda for the next meeting).

. Draft Agenda for the Next Meefing

7. Date, Time and Venue for the Next Meating

‘Supervisory Mestings and the Research Meeting Record

1. The student and supenisor(s) must hold reguiar supevisory meetings o address the need of the
student for advice and guidance, and o review progress and agree fargets for he next stage of he
work. The frequency of meefings vl vary depending on factors such as the stage reached by the
tesearch or the support needed by he siudent. The minimum requency is once per month but  hgher
requency s ypically required.

2. The UK Qualty Code for Higher Education (Chapter B11) states that both students and supenisors
are responsible for ensuring regular and frequent confact. The student and supervisors) are expected
o take the inifatve fo arange appropriate supervisory contact. Faiure by any party (student or
‘Supervisor) to maintain regular and frequent contact should be repored {0 the Module Leader

3. The purpose ofthe Research Hesting Record s to document these meefings and therefore buid upa
ecord of progress throughout the project. There il be one Record for each supervisory meefing hat
is onthe agreed schedule of reguiar meeings. No Record i required for iher meefings except when
there is mportant information 0 be recorded

4. The student should prepare for the supenvisory meeting by deciding what 1o discuss vith the
supenvisor(s) and what progress has been made since the last meefing, and notng these in the
relevant secions of the Research Meefing Record, to be provided {0 fhe supenvisor prior o the
mesing.

5. Itis the responsibiity of the student fo complete sectons 1 and 2 pror {0 the meeting. Sections 3107
mustbe completed by the student and supenvisor during the meeling. The student should keep 3 copy
ofthe Record and must ensure that (jhe also sends a copy to the supervisor.
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Survey questions

1. Have noticed gambling sponsorship before in esports?

2. What esports broadcast(s) do you watch (e.g. League of Legends, Valorant, StarCraft 2,
Strest fighter S etc.7

3. How do you view the nclusion of betting and gambling sponsorship in esports broadcasts?
What are your views on esports betting during an esports broadcast (e.g. watch longer)?

5. Do you feel that the inclusion of esports betting encourages viewers to become more:
invested in the players, teams, events of the outcome of the match? How so?

6. Whatis your perspective on betting with non-monetary rewards (e.g. Twitch predictions or
Lok Crystal Baty?

7. Do you think the excitement of esports betting s sustainable, or could it eventually have a
negative impact on esports spectatorship?





