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Abstract
This article is a compilation of 82 articles that discuss esports, primarily related to
esports players, esports athletes, and esports industry, with a secondary focus on professional

gamers. By starting to study from a database that passed all Scopus standards, it was found
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that the first group of information mentioned the application of sports aesthetics to esports
and esport in the game StarCraft in 2 articles in 2013. It has begun to be widely discussed and
is likely to increase significantly from 2018 to 2023. Using VOSviewer, bibliographic analysis
and visualization of all data, it was found that those who play games that have clear
competition are not considered to be in esports industry. In the same way that gamers who
play professionally are considered to be professional creators of works on social media, at
present esports athletes are not considered to be playing games as a profession. And it is
noteworthy of questioning what context the esports business or industry is considered to be
operating in if it is not game development or commercial competition organization. Moreover,

academic e-sports are also interesting and popular to study nowadays.

Keywords: Bibliographic Analysis Visualization, Esports Players, Esports Athletes,

Esports Industry, Professional Gamer
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