Is the thesis clear?
What proofreading/editing is needed?

Ziyad
[bookmark: _GoBack]Nowadays, games are a big part our life: more than 3 billion people play video games. But now games have changed and have become like a job; many people now play games competitively and make money out of these games. In 2019 there were over $100 million distributed in prizes for game tournaments. This marks a big change from when athletic teams first formed in the US [need historical context—when were the first football/baseball teams formed?]. Back then if people were to say that they were going to be a professional athlete, people would laugh. Similarly, being a gamer or professional video game player was initially dismissed, but is now a lucrative profession. The next evolution is esports. Companies are now more and more interested in investing in esports. There are many esports teams around the world; in fact, now there are over 300 million competitive players around the world. An esport team is like a football team or soccer team, but it’s for professional gamers, and the players gets contracted like any other sports. Gaming now is more than just playing for fun, now it can build people’s futures. And now most college have an esports team; for an example: Blinn and Texas A&M have an esports teams. Esports are a new revenue stream that would increase financial stability during the COVID pandemic and more colleges and universities should form esports teams. 


Pay more attention to esports
Contrast of historical development (is playing sports really a “job” or simply a game?)
Physical/in person games were not seen as professional a century ago, yet they are professional now; in a similar way, esports are the professional sports of the future. 

New thing (new investment opportunity)
Growing fast (money and people participating)

