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[bookmark: _GoBack]The first video game competition took place back in 19th October, 1972. The competition took place at the Stanford University’s Artificial Intelligence Lab where the students played Spacewar. In addition, there was also organized competitive tournaments in video games by Atari (Bountie Gaming, 2018). This tournament presented 10,000 contestants an opportunity to become a world champ in Space Invaders. Since then e-sport has changed and currently is referred to as competitive video gaming. In e-sports, all the games have intellectual property where they are treated as properties of the game creators who are referred to as “publishers.” Some of these publishers are Activision, Valve and Riot Games. 
When an individual or a company is making decisions to embrace e-sports, short-term financial expectations should not be the driving force because financial returns have been seen to be unlikely at the moment. However, those who expect to earn profits in the long-run should invest in e-sports. E-sports should not only be taken as a marketing and branding tool, but all a long-term revenue opportunity (Scott, 2017). For instance, it is anticipated that e-sports industry could reach $1.6 billion by 2023. It is also expected that e-sports teams could be next in line to gain huge capital gains via market value increases. This is similar to what has been experienced in the football clubs over the last two decades. Following on the current market trend, we are expecting to see growth in the next 5-10 years in the e-sports industry. The future of the e-sports seems to be promising as e-sports are here to stay. 
E-sports appears to be thriving despite of the wide spread of COVID-19. When COVID-19 came, it spread to all parts of the world making the authorities to put in place measures that were supposed to curb its spread (Stefan, 2020). The measures included keeping social distance and most of the public places were shut down. However, these measures cannot be entirely said to have not negatively impacted the e-sport industry since some of the live e-sport events were cancelled (Stefan, 2020). However, the pandemic seems to have been accelerating the prevailing trends within the e-sports industry. Video gaming has given the players a chance to interact with each other as they play. Since a lot of people have been looking for a way through which they could socially interact, they have found it possible to interact as they play making the industry to show huge growth in sales and playing time.
There are various ways in which sports ground subsidies can positively impact a local community. One of these ways is that building civil pride which is taken as a marketing tool for the image of the area. As people watch ongoing games from the stadium from all parts of the country and world, the city’s image is build and marketed (Scott, 2017). Another way is that of attracting developers into the area because of the potential market that is anticipated. Companies, restaurants and bars, and office space will be set up in the area which will lead to development of the area. 
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