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Abstract In this study, the aim is to examine the most
popular eSport applications at a global scale. In this context,
the App Store and Google Play Store application platforms
which have the highest number of users at a global scale
were focused on. For this reason, the eSport applications
included in these two platforms constituted the sampling of
the present study. A data collection form was developed by
the researcher of the study in order to collect the data in the
study. This form included the number of the countries, the
popularity ratings of the application, the name of the
application, the type of it, the age limit, the rating of the
likes, the company that developed it, the version and the
first appearance date. The study was conducted with the
Qualitative Research Method, and the Case Study design
was made use of in this process; and the Descriptive
Analysis Method was used to analyze the data. As a result
of the study, it was determined that the most popular eSport
applications at a global scale were football, which ranked
the first, basketball, billiards, badminton, skateboarding,
golf and dart. It was also determined that the popularity of
the mobile eSport applications changed according to
countries and according to being free or paid. It was
determined that the popularity of these applications
differed according to the individuals using the App Store
and Google Play Store application markets. As a result, it is
possible to claim that mobile eSport applications have a
wide usage area at a global scale and are accepted widely.
In addition, it was observed that the interest in eSport
applications was similar to that in traditional sports.
However, in the present study, a certain date was set, and
the interest in mobile eSport applications was analyzed
according to this specific date. In future studies, different
dates and different fields like educational sciences may be
set to analyze the interest in mobile eSport applications. In
this way, findings may be obtained on the change of the
interest in mobile eSport applications according to time.
The findings of the present study and similar studies may
have the quality of guiding researchers and
system/software developers in terms of showing the
present status of the topic and revealing the relevant needs.

Keywords Sport Management, eSport, Mobil eSport,
Mobil Sport Applications

1. Introduction

Today, it is possible to claim that the most common
services among the ones provided for humanity by
technology are mobile devices. It is also possible to claim
that among the mobile devices; almost each individual has
at least one smart phone which is used in an efficient
manner. One of the tools that constitute the
communicational network of people in the whole world is
smart phones. However, smart phones are not only
communicational devices. As well as being an important
communication need today, they have also been
transformed into a dynamic device that helps people play
games, listen to music, and provide them with navigation
applications [1]. With this transformation, the data
consumption of people and the variety of the data have
been increased in recent years [2]. The data types are
presented to people through “application markets”
included in these phones. Among the application markets,
the App Store and Google Play Store, which serve i0OS and
Android platforms, are the most prominent ones [3]. The
applications presented in these markets are categorized as
“paid” and “free of charge”. AppStore and Google Play
Store provide lots of mobil applications for users. Users
can easily access many application categories and mobil
applications from the application pool installed on their
mobile devices.

Depending on the technological developments within
the past five years, the applications in the markets in smart
phones have become extremely important [1] because
smart phones and the applications in them have become
available all the time [4, 5]. This availability has become to
such a level that today there are more than 2 million
applications in Android and iOS platforms [6]. For this
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reason, with the help of smart phones, users may reach
many applications according to their needs. The most
prominent one among these applications is the “mobile
eSport” applications [7].

eSport is a type of sports in which the primary sides of
sport are facilitated by electronic systems [8]. In addition,
eSport applications are also defined as virtual sport and
competitive sport [9]. While mobile eSport applications are
perceived as a free time activity, they also have a sportive
identity that has a target for success. For this reason,
individuals who use eSport applications in their smart
phones must be able to use their reflexes, brain functions,
and hand-eye coordination in an efficient manner in order
to succeed [10]. In addition to this, mobile eSport
applications constitute a sportive activity in which people
develop their mental and physical abilities by using their
knowledge and communication technologies [11]. Because
of this compact structure of mobile eSport applications,
eSport has gained a fast popularity and a serious followers
list all over the world [12]; and for this reason, it has
become a discriminative and specific field [13]. In addition
to these, it has also become a phenomenon which enables
people to make use of their free times and increase their
online-offline experiences with activities that resemble
sports with one single application [14]. For this reason,
eSport has developed and has become professionalized
with the help of connections between different
consumption applications like playing, watching and
managing [15].

1.1. The Aim of the Study

In the present study, the purpose was to examine the
most popular mobile eSport applications at a global scale.
Based on this purpose, answers were sought for the
following questions.

1. What are the mobile eSport applications that rank the
first at a global scale?

1.1. What are the most popular mobile eSport
applications among the free applications in App Store?

1.2. What are the most popular mobile eSport
applications among the free applications in Google Play
Store?

1.3. What are the most popular mobile eSport
applications among the paid applications in App Store?

1.4. What are the most popular mobile eSport
applications among the paid applications in Google Play
Store?

2. What are the general features of the most popular 5
mobile eSport applications at a global scale?

1.2. The Importance of the Study

Mobile eSport applications are demanded widely all
over the world, and the variety of these applications is
increased with each passing day. Especially the intense
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interest of young population is increasing in the
educational, economic and social values of eSport
applications. These applications, which reach millions of
people with the help of smart phones, attract the attention
of consumers, producers and researchers. As a matter of
fact, various studies are being conducted on the
applications in eSport field, which has a tremendous
income and introduction potential, and whose importance
is increasing day by day [16]. The mobile eSport
applications, which are not mere digital applications, and
which have the properties of traditional sports, also have
sociological contents [11].

With its economic and social values, eSport has become
an important argument among educational curricula and
programs. As a matter of fact, eSport has been included in
educational curricula mainly in Asian countries and also in
the USA, Sweden, Norway; and has also been included in
many scholarship programs [17]. For this reason, eSport
has a commercial identity and has also been included in the
economic, social and educational plans and programs of
countries. For this reason, it is important that the present
status and prevalence of mobile eSport applications with
scientific data. Depending on the constant development of
technology, mobile eSport has reached a global spread and
has been accepted widely.

1.3. The Limitations of the Study

The popularity rating of the applications in the App
Store and Google Play Store may show variations even
within one single day at the global scale. For this reason, a
certain day was selected in the study, and the popularity
data within that specific day were analyzed. In this respect,
the findings of the study are limited to the data obtained
from the App Store and Google Play Store application
markets on 15.01.2018.

2. Materials & Methods

2.1. The Study Model

The present study was conducted with the Qualitative
Research Method, and the Case Study design was made use
of in this process. The Descriptive Analyses Method was
applied to the data obtained in the study.

While the Qualitative Research Method enables
researchers to understand, recognize and explain possible
effects of the results of the natural environment where
research is conducted; the researcher follows a process
which goes towards the whole from pieces with a holistic
image [18, 19]. The Case Study design in Qualitative
Research Method enables researchers to examine an
up-to-date issue in a systematic and detailed manner, and
one of the data collection techniques in this design is the
examination of existing documents [20, 21]. In the present
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study, the Descriptive Analysis Method was used in
analyzing the documents obtained about the mobile eSport
applications. The Descriptive Analysis helps to analyze the
existing literature in a comprehensive manner, and
meanwhile, it also enables researchers to examine verbal,
written and other materials in an objective and systematic
manner [22, 23].

2.2. The Universe-sampling

This study was designed on the examination of mobile
eSport applications. Right at this point, the application
platforms, which had the highest number of users at a
global scale, App Store and Google Play Store, were
focused on. For this reason, the mobile eSport applications
in these platforms constituted the sampling of the study.

2.3. Data Collection Tool

In the present study, the data on the mobile eSport
applications were collected with the data collection form,
which was prepared by the researchers. This form included
the following titles; number of countries, popularity rating
of the application, name of the application, type of game,
age limit, the rating of likes, the developer company, the
size, the version, and the first release date.

2.4. The Collection of the Data

The data of the present study, which was conducted to
examine the most popular mobile eSport applications at a
global scale, were collected over the App Store and Google
Play Store on 15.01.2018. Since the rating data received
from the application markets vary daily, the local time of
the country was considered when the data on mobile eSport
applications were collected. With the help of commercial
software that archives detailed data on mobile eSport
applications in all markets, the data on the most popular
mobile eSport applications were collected on 15.01.2018.
In order to reach the data, a commercial website was used
where information on all mobile applications on a global
scale was recorded on a daily basis. The sports category has
been selected among all mobile applications included in
this website. Then, AppStore and the Google Play Store
named application pool were selected. After that, filtering
was done according to paid and free eSpor applications.
The collected data were classified through the data
collection form.

2.5. The Analysis of the Data

The Descriptive Statistical Methods were made use of in
the analyses of the data obtained in the scope of the present
study, which was conducted on the most popular mobile
eSport applications. The data on the most popular mobile
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eSport applications at a global scale were written on the
data collection form, and the study findings were achieved
with the help of frequency values.

3. Findings

The findings that were obtained with the processing of
the data that were collected in the study are presented in
this part. In this context, firstly, the findings on the most
popular mobile eSport applications at a global scale are
given. Then, the findings on the mobile eSport applications
that rank within the first five at a global scale are provided
in this part.

Table 1. The most popular mobile eSport applications among the free
applications in App Store Application Market

eSpor Application | Country* eSpor Application Country*
Dream League . .
Soccer 2018 33 Big Shot Boxing 1
8 Ball Pool™ 32 Bike Race: Mad Riding 1
FIFA Soccer 14 Dominoes Elite 1
Infinite Golf 10 Drift Max Pro - Drifting 1
Game
Badminton League 6 EA SPORTS™ UFC® 1
Dunk Hit 5 Gas Station 2 Highway 1
Service
Dunk Hoop 5 GOAL DX 1
Biathlon Mania 4 MADDEN NFL Football 1
Flappy Dunk 4 Merge Pool 1
Football Strike 4 Offroad '4x4 Truck Trials 1
Parking Simulator
Dunk a Lot! 3 Physics Balls 1
Golf Clash 3 Pro Darts 2018 1
PES 2018 Pro 3 RC Club - AR 1
Evolution Soccer Motorsports
Dumb Ways to Die ,
2 The Games 2 Score! Hero 1
NBA LIVE Mobile .
Basketball 2 Ski Jump Challenge 1
Pool Elite: 3D
Billiards 2 Soccer Manager 2018 1
World Cricket 5 Top Football Manager - 1
Championship 2 Soccer
Basketball Stars™ 1 Total Snooker 1
. . Ll dal - 2 (S ogdl gaas
Big Bash Cricket 1 FRTRI 1

* The number of countries in which the eSport application is ranked first.

When Table 1 given above is examined it is understood
that the most popular mobile eSport applications at a global
scale among the free applications in the App Store are
football and billiards games like “Dream League Soccer
20087, “8 Ball Pool” and FIFA Soccer”. When the most
popular applications are considered in the context of
countries, it is understood that the interest intensified on
mainly eSport applications like football, golf, badminton
and basketball.
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When Table 2 given below is examined it is understood
that the most popular mobile eSport applications at a global
scale among the free applications included in Google Play
Store application market are football and billiards games
like “FIFA Soccer”, “8 Ball Pool” and “Billiards City”.
When the most popular applications are considered in a
country-based manner, it is seen that the interest of
consumers who made use of mobile eSport applications
intensified in badminton and dart after football and
billiards.

What Is Being Played in the World? Mobile eSport Applications

When Table 3 given below is examined it is understood
that the most popular mobile eSport applications at a global
scale among the paid applications in App Store application
market are basketball, football and skateboarding games
like “NBA JAM”, “Football Manager Mobile 2018, “True
Skate” and “NBA2K18”. When the most popular paid
applications are considered in a country-based manner, it is
understood that the games like fight, adventure, athletics
and table tennis attract interest, which is different from the
free applications in App Store.

Table 2. The most popular mobile eSport applications among the free applications in Google Play Store Application Market

eSpor Application Country* eSpor Application Country*
FIFA Soccer 46 Offline Challenge 18 1
8 Ball Pool 23 Score! Hero 1
Billiards City 11 Ski Jump 1
Badminton League 3 Slingshot Championship 1
Darts Match 2 3 Snowboarding The Fourth Phase 1
Football Strike 3 Soccer Stars 1
Baseball Star 1 Tappy Shots 1
Basketball Dunk Tournament 1 World Cricket Championship Lt 1
Big Bash Cricket 1 HATIL 1

Flip Master 1

* The number of countries in which the eSport application is ranked first.

Table 3. The most popular mobile eSport applications among the paid applications in App Store Application Market

eSpor Application Country* eSpor Application Country*
NBA JAM by EA SPORTS™ 22 Beach Volley Pro 1
Football Manager Mobile 2018 21 Bow master
True Skate 15 Cricket WorldCup Fever Deluxe
NBA 2K18 13 Desert Golfing
Real Steel Figure Skater
Alto's Adventure Flick Kick Football

Summer Games 3D

Flight Simulator FlyWings 2014 HD

World Cup Table Tennis™

Football Chairman Pro

Superstar Soccer: Goal

Go! Medina

Skater

In-Flight Assistant

3D Pool Game Plus

iBasket Pro- Street Basketball

Aqua Moto Racing

Mad Skills BMX

Colin McRae Rally

Monoposto

Deer Hunter: African Safari

R.B.1. Baseball 17

iBoat Racer

Race Horses Champions for iPhone

iStunt 2 - Snowboard

Rugby League Live 2: Quick Match

Matt Duchene's Hockey Classic

Rugby Nations 18

Parkour Flight

Soccer Real Stars '17

Pixel Cup Soccer 16

Super Badminton

Real Tennis 2018

Sure Win Bet Calculator

Soccer 17

Touchgrind BMX

10 Pin Shuffle Pro Bowling

Trial Xtreme 1

2XL Snocross

Trial Xtreme 2 Winter Edition

2XL Supercross

Vegas Pool Sharks

Aqua Moto Racing 2

—_ | m [ m m =m = == == == = == = = = = = = = = | =

HEET—IIL/ISLR

== = = = (NN NN (NN (DWW RV

Backflip Madness

* The number of countries in which the eSport application is ranked first.
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Table 4. The most popular mobile eSport applications among the paid When Table 4 is examined, it is seen that the most
applications in Google Play Store Application Market . . L
popular paid mobile eSport applications at a global scale

eSpor Application Country* included in Google Play Store application market are
Football Manager Mobile 2018 87 football, basketball and skateboarding games like
NBA 2K18 6 “Football Manager Mobile 2018, “NBA2K18” and “True

True Skate 3 Skate”. When the most popular games are considered at a
IF):SZZHG:IZ:j i country-based manner, it is understood that football,

OK Golf . basketball, skateboard, and golf games are preferred by

users.
* The number of countries in which the eSport application is ranked first.

Table 5. The Features of the Most Popular 5 Mobile eSport Applications at a Global Scale

eSport Application number' of popu.l arity | type of /.\g'e the rgtmg the developer the size | the version
countries rating game limit | of likes company
Dream League Soccer| 4 1 Futbol | 4+ | 4.5 First Touch | 41 s MB| 8.0 and up
2018 Games
8 Ball Pool™ 32 2 Bilardo | 4+ 4.2 Miniclip.com | 86.8 MB | 7.0 and up
Ucretsiz FIFA Soccer 14 3 Futbol 4+ 4,2 Electronic Arts 94 MB | 4.1 and up
Infinite Golf 10 4 Golf 12+ 4.1 Voodoo 26,6 MB | 8.0 and up
. . . 4.0.3 and
App Badminton League 6 5 Badminton| 4+ 4,6 RedFish Games | 66,4 MB up
Store NBA JAM by EA .
SPORTS™ 22 1 Basketbol | 4+ 33 Electronic Arts | 407 MB | 8.0 and up
Football Manager
+
Mobile 2018 21 2 Futbol 4 4,7 SEGA 1,1 GB |[8.0and up
Ucretli True Skate 15 3 Kaykay | 4+ 4.2 True Axis 134,6 MB | 8.0 and up
NBA 2K18 13 4 Basketbol | 4+ 32 2K 3,1 GB | 9.0 and up
Real Steel 7 5 RObOt 9+ 3.1 Reliance Big Ent. | 1,3 GB | 8.0 and up
Doviisii
FIFA Soccer 46 1 Futbol 4+ 4,2 Electronic arts 94 MB | 4.1 and up
8 Ball Pool 23 2 Bilardo | 4+ | 4,5 Miniclip.com | 86,8 MB 4'0'jpand
Billiards City 1 3 Bilardo | 4+ | 45 | Mountain game | 32 MB 4‘°'u3 and
Ucretsiz 4.0 3pand
Badminton League 3 4 Badminton| 8+ 4.6 RedFish Games | 66,4 MB ' .up
Darts Match 2 3 4 Dart | 4+ | 43 PEGI 599 MB 4‘°'jpand
Football Strike 3 4 Futbol | 4+ | 42 PEGI 40,53 mp| 03 and
Google up
Play Football Manager
+
Mobile 2018 87 1 Futbol 4 4,7 SEGA 1,1 GB |8.0and up
NBA 2K18 6 2 Basketbol | 4+ 32 2K 3,1 GB | 9.0 and up
True Skate 3 3 Kaykay | 4+ 4.2 True Axis 134,6 MB | 8.0 and up
Ucretli
Desert Golfing 1 4 Golf 4+ 44 PEGI 2,9 MB | 8,0 and up
Football Agent 1 4 Futbol 4+ 4,3 PEGI 13 MB | 8.0 and up
OK Golf 1 4 Golf 8+ 43 PEGI 98 MB | 8.0 and up
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In Table 5, the features of the paid and free mobile
eSport applications included in App Store and Google
Play Store are given. The mobile eSport applications in
the top-five included in both application pools are colored
same in the table. The following findings were achieved
when the features of the applications were considered in
the study.

Firstly, when the free eSport applications were analyzed
in this context, the mobile eSport applications such as 8
Ball Pool, FIFA Soccer and Badminton League were
ranked in the top-five games both in App Store and Google
Play Store. However, it was also understood that the Dream
League Soccer 2018 and Infinite Golf in App Store pool,
and the Billiards City, Darts Match 2 and Football Strike in
Google Play Store pool ranked within the first five
applications in only one pool. When the free eSport
applications were analyzed, it was observed that the most
preferred game types were football, billiards, golf/dart and
badminton. The most important finding in this point was
that the App Store users and Google Play users differed
according to the game types they downloaded. As a matter
of fact, it was determined that the App Store users preferred
“golf”’; and Google Play users preferred games like “dart”.
For this reason, it was observed that the users with
i0S-based devices preferred playing golf and those with
Android-based devices preferred playing dart.

When the free eSport applications were analyzed, it was
determined that the NBA 2K18 and True Skate games
were included in the first five both in App Store and
Google Play Store applications. However, it was also
determined that the other games aside from these games,
which were rated among the first five in application
markets, differed. The NBA JAM by EA SPORTS,
Football Manager Mobile 2018 and Real Steel were
included in the first five in App Store. The other
applications included in Google Play Store among the first
five were Desert Golfing, Football Agent and OK Gulf.

When the game types in paid mobile eSport applications
were examined it was determined that football, basketball,
skateboarding and fight games were popular in App Store;
and Dbasketball, football, skateboarding and golf
applications were preferred in Google Play Store.

When the features of the Mobile eSport applications
were examined, it was determined that these applications
addressed mostly to children who were 4 years old and
over; and only two games had the limit of being at and
above 9 and 12 years of age. When the rating of likes for
applications were considered, it was understood in general
that they had a rating for likes between 3,5 and 4,5. In this
situation, it is possible to claim that the users of the
applications had a satisfaction with these applications with
a rating of likes above average levels. When the producers
of the applications were examined it was determined that
the popular games were produced by different companies.
In addition, it was also determined that the mobile eSport
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applications were produced in low sizes. It was also
understood that the applications in the table required the
8.0 version for i0S and Android systems.

4. Discussion

In the present study, which was conducted to examine
the most popular mobile eSport applications at a global
scale, it is possible to claim that the data that had to be
processed varied daily. For this reason, it was decided that
one specific date would be determined, and the data on that
specific date would be analyzed. According to this plan, the
data on the most popular mobile eSport applications were
received over commercial software in which the data
included in application markets were archived for the date
15.01.2018. The popularity data were obtained with the
help of the data collection tool that was developed by the
researchers, and the study findings were obtained as a
result of the analyses conducted on these data. In this
respect;

Among the free applications included in the App Store
application market, it was determined that the most popular
mobile eSport applications at a global scale were games
about football and billiards like “Dream League Soccer
2008, “8 Ball Pool” and FIFA Soccer”. When the most
popular applications were examined on a country basis in
general, it was determined that the interest intensified in
mobile eSport applications like football, which ranked the
first, golf, badminton and basketball. The popularity
analyses of Mobile eSport applications at a global scale
showed that football has a pioneering role which is the case
in traditional sports. As a matter of fact, according to the
findings obtained in the study, it was understood that two
of every three popular games were football games among
the free applications in App Store application market.
When we consider that social or mass interest has also
intensified on football, it is natural that similar results are
obtained in eSport platform. However, one of every three
popular games being billiards may be associated with the
fact that it is more easily available in digital medium in
terms of time and place.

It was understood that the most popular mobile eSport
applications among the free applications included in
Google Play Store application market at a global scale were
football and billiards games called “FIFA Soccer”, “8 Ball
Pool” and “Billiards City”. When the most popular
applications were examined on a country basis in general, it
was determined that the interest of mobile eSport
application consumers intensified on badminton and dart
games after football and billiards games. Unlike App Store
applications, it is possible to claim that two of the most
popular games at global scale were billiards games in
Google Play Store. As mentioned above, it is possible that
traditional billiards being dependent on time and place may
have caused that it has become common in digital medium.
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However, the interesting point here is that the most popular
three mobile eSport applications are football and billiards
in both application markets among free games.

It was understood that the most popular eSport
applications both in App Store and Google Play Store
application markets were football and billiards. Another
study was conducted by Funk et al., [24] in the same field,
and it was reported that one of the most popular eSport
applications was football. It is possible to claim that the
collective structure of football has caused that it showed
similar properties in digital medium as well. As a matter of
fact, Li [25] and Wagner [11] attracted attention to the fact
that eSport applications has the same features like the
actual sports done physically such as players, trainers,
transfer fees, uniforms, and leagues; and stated that these
applications reflected team spirit because they required
team work. In addition, it attracts attention that a sport
branch likes billiards, which has features that are specific to
it, has been accepted in digital medium in such a level. The
mental reflections of the physical sport like concentration,
hand-eye coordination and timing Witkowski, [10] have
come to the forefront in this sport branch. For this reason, it
is possible to claim that the interest in mobile eSport
applications is similar to that in traditional sports.

It was understood that among the paid applications in
App Store application market, the football, basketball and
skateboarding games named “NBA JAM”, “Football
Manager Mobile 20187, “True Skate” and “NBA2K18”
were the most popular mobile eSport applications at a
global scale. When the most popular paid eSport
applications in App Store were examined on a country
basis, it was understood that the interest was also
intensified in fight, adventure, athletics, and table tennis as
well as football, which is different from free applications. It
was also determined that basketball was popular among the
paid mobile eSport applications, and the interest also
intensified on skateboarding. It was understood that among
the paid applications included in Google Play Store
application market, the football, basketball and
skateboarding games with the names “Football Manager
Mobile 20187, “NBA2K18” and “True Skate” were the
most popular mobile eSport applications at a global scale.
When the most popular paid eSport applications in Google
Play Store were examined on a country basis, it was
understood that football, basketball, skateboarding and golf
games were preferred by users. Again, it was also observed
that basketball and skateboarding games received interest
in Google Play Store, which was also the case in App Store;
and people paid a certain price to play these games.

Although the interest intensified on team games
(basketball, football) in App Store and Google Play Store
among the paid eSport applications, it was also observed
that interest also intensified on skateboarding and golf
applications as well. It is possible to claim that especially
team games were in the forefront in all sports categories.
As a matter of fact, eSport applications are not only limited
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to games and entertainment, they also cover the needs of
the users such as establishing relations with their team
mates and achieving their life goals [26]. As well as team
games, it is possible to claim that applications like
skateboarding and golf develop mental and physical
competencies Wagner, [11] and are accepted widely for
this reason. As a matter of fact, young generation
increasingly moves away from “traditional” sports, and
step into the professional world of games which may
sometimes be competitive and sometimes more exciting
[27].

When general features of the most popular mobile
eSport applications were examined at a global scale, it was
observed that the applications mostly address users who are
at and over the age of 4; and only two games had the limit
of being at and over 9 and 12 years of age. When the ratings
of the games in terms of likes they received were examined
it was determined that in general they had a rating between
3,5 and 4,5. In this respect, it is possible to claim that the
users of the applications were satisfied at a rate that was
over the average level. It was understood that the producers
of the applications were different companies. Again, it was
also observed that mobile eSport applications were
produced at a low size. This situation might be accepted as
an encouraging factor because such applications occupy
very low space in the memories of smart mobile phones.
The software of the smart phones is continuously updated
for the satisfaction of the users and to ensure that the
applications work without problems. With these updates, it
was understood in the present study that the applications
given in the table required version 8.0 iOS and Android.
This situation may be interpreted as it is also necessary for
producers of the applications to update the game versions
in a continuous manner.

Mobile eSport applications have acquired an identity
both as a game-entertainment and as a sportive activity all
over the world. Although eSport has a high economic value
at a global scale, they also attract attention because of their
educative and social roles with each passing day. Such
applications have become the focal point of investments
especially in recent years with the increasing technological
developments because these applications have a great
added value in economic terms. Together with its
expanding participant and audience market, eSport
industry reached a volume of 350 million dollars in 2016,
and a 700-million-dollar volume in 2017 [28]. Despite this
economic development, since the mobile eSport market is
still young and its competitive level is low, it provides great
opportunities for game developers [29].

5. Results and Recommendations

The most popular mobile eSport applications were
examined at a global scale in the present study. In this
context, the following findings were achieved:
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*  When the most popular mobile eSport applications
were examined at a global scale, it was determined
that with football ranking the first, basketball,
billiards, badminton, skateboarding, golf and dart
attracted attention.

e It was concluded that the interest in Mobile eSport
applications differed according to countries.

e It was also concluded that this interest in Mobile
eSport applications differed according their being
free or paid.

e It was determined that the interest in Mobile eSport
applications differed according to those who used
App Store and Google Play Store application
market.

In the present study, a certain date was set, and the
interest in mobile eSport applications was examined on this
specific date. New future studies may be designed covering
different periods. In this way, findings may be obtained on
the change of the interest in mobile eSport applications
according to time. The findings of the present study and
similar studies may be guiding for system/software
developers in that they analyze the present status and reveal
the relevant needs. In addition, new studies can be made to
analyze mobile education applications by using the data
collection method that is followed in the study. Educational
activities for students' mental and psychomotor
development can be supported through mobile eSpor
applications. At this point, mobile eSpor applications can
be included in the current education curriculum. The
education curricula of countries such as USA, Sweden and
Norway can be examined to make spreading mobile eSpor
applications possible.
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