Business Performance Evaluation of Taiwan Esports
Industry : An Application of Two-Stage Network Data

Envelopment Analysis
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ABSTRACT

COVID-19 has been spread around the world, and governments have implemented
the policy of Social Distances. People are forced to limit the range of movement, so the
market demand has increased such as Stay-At-Home Economy. Unexpectedly, the
electronic sports (referred to as e-sports) industry has attracted attention in 2020. According
to the "Global E-sports Market Report" released by Newzoo which is an authoritative
market research agency in the game industry, the value of the global e-sports output in 2020
has exceeded 1.1 billion U.S. dollars, and it is estimated that the value will exceed 1.8
billion U.S. dollars by 2023.

In 2017, the government of Taiwan announced the amendments to Article 4 of some
provisions of the "Sports Industry Development Ordinance", officially incorporating the e-
sports industry into the sports industry. This is not only the rectification of the name of the
e-sports industry by the government of Taiwan, but also represent that the e-sports industry
will be supported by relevant laws in the future, which will further increase the willingness
of enterprises to invest them. How to stand out in the fast-developing and fiercely
competitive e-sports industry, perfect the evaluation of business performance has become
an indispensable management focus for e-sports operators.

This study uses the two-stage network data envelopment analysis (DEA) to explore
the profitability, marketability, and overall efficiency of the 24 listed companies in the e-
sports industry in Taiwan from 2015 to 2020. The results show that after the government
rectified the name of the e-sports industry in 2017, the profitability, marketability, and
overall efficiency of the e-sports companies have increased yearly. This study expects to
evaluate the business performance of each company with DEA and find which companies
perform well in this industry, and the results of evaluation can be as a reference for

domestic e-sports operators to improve their internal management performance.
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