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“The rise of eSports in Malaysia marks a new era in our digital and
cultural landscape.”

The recent surge in electronic sports, or
eSports, globally has transformed gaming
into a dynamic new industry, merging
technology, entertainment, and sport in
unprecedented ways. This exciting trend
has taken off in earnest across Malaysia as it
has elsewhere. This article delves into the
development of the eSports industry in
Malaysia, exploring both its challenges and
opportunities.

The Development of the eSports Industry in
Malaysia

The cultural phenomenon of eSports has its
roots in the late 1970s and early 1980s, but
competitive gaming reached a turning
point in the early 2Ist century with faster
internet connections and gaming
technologies. In the global context, Malaysia
entered the eSports scene in the late 1990s
when local cyber cafes served as hubs for
competitive format with top-rated eSports
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tournaments and leagues multiplayer
gaming and became breeding grounds for
multiplayer games. However, in the late
2010s, Malaysian eSports experienced a
significant positive transformation, evolving
into a highly

In recent years, Malaysia has
been actively working to

establish itself as an eSports
destination that appeals to a
wider audience

in Southeast Asia [1].

During the Annual Budget
presentation in 2019, eSports
was allocated RM 10 million,
followed by RM 20 million in
2020 to accelerate the progress
of hosting eSports events in
Malaysia [2].

Also in 2020, Malaysia generated a gross
gaming revenue of RM 5867 million,
ranking 2lst globally [3]. Significantly, the
establishment of the Malaysia Digital
Economy Corporation (MDEC) accelerated

progress by offering programs that
encourage the gaming or eSports industry.

eSports Industry: The Challenges and
Opportunities

While the eSports scene in Malaysia is
brimming with creative potential, it also
faces certain limitations. One of the key
barriers is the lack of comprehensive
growth initiatives and training centers to

nurture young talent [4]. Similar to other
sports, children aspiring to play eSports
often lack structured pathways for coaching
or training. Additionally, there is a need for
stricter and more expansive regulations to
address issues such as cheating, prize pool
distribution, and contracts [5] [6]. Despite
these challenges, the prospects for eSports
in  Malaysia offer significant economic
opportunities.

The eSports industry has the potential to
significantly boost employment rates in
fields such as event management,
broadcasting, content creation, and game
development. With increased investment in
infrastructure and human capital, Malaysia
can position itself as a leading eSports
country in Southeast Asia, attracting

international tournaments and companies.

Malaysia emerged as a leading eSports country in the
Southeast Asia region

Concluding Remarks

The rise of eSports in Malaysia marks the
beginning of a new era within our digital
and cultural landscape. While the industry is
still in its pilot stages, the rapid global
growth of eSports events indicates its
immense potential. As the Malaysian
ecosystem evolves, it will need to navigate
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the dichotomy between economic growth
and the well-being of our youth as the
business matures responsibly. With its
youthful demographic and enthusiasm,
Malaysia is strategically positioned to play a
significant role in the development of
eSports  both regionally and within
Southeast Asia.
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