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Abstract – This study focuses on the business model and competitiveness of e-sports hotels by drawing empirical
insights  from  China,  particularly  the  case  of  Henan  Province,  and  translating  these  lessons  into  practical
implementation strategies for Indonesia. Using a qualitative-descriptive approach based on secondary data, case
analysis, and industry reports, the research examines dominant business models, sources of competitive advantage,
and structural challenges faced by e-sports hotels in China. The findings indicate that successful e-sports hotels rely
on hybrid business models combining direct operation, franchising, and event-based revenue streams, supported by
standardized  service  quality  and  strong  ecosystem  partnerships.  However,  market  homogenization,  talent
shortages, and inconsistent service quality remain key constraints. Building on these insights, the study proposes an
implementation framework for Indonesia that integrates e-sports hotels with tourism destinations and local creative
economies. Furthermore, the paper outlines a future research agenda focusing on Indonesia’s ten priority tourism
destinations as designated by the Ministry of Tourism and Creative Economy. The study contributes to hospitality
and tourism management literature by offering a cross-country perspective on how e-sports hotels can enhance
competitiveness through adaptive business models in emerging tourism markets.
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Introduction
The rapid expansion of the global e-sports industry has created new opportunities for

innovation  within  the  hospitality  sector.  E-sports  hotels,  which  integrate  accommodation
services with professional gaming facilities, have occurred as a response to changing consumer
preferences, particularly among younger market segments (Xiaoxian, 2020).

Zhipeng et al. (2025) mention that in China, this type of business has grown quickly. It
has done well because there are many e-sports users in the country. These users are important
for the success of this business. The government has also supported it with policies. These
strategies will help the hotel business to grow more easily. If we see the data, there is a high
demand for this kind of service or product in the market. Many people want to use or buy what's
offered. Because of all these reasons, the business has become very popular in China.

Table 1. Data Esport Hotel in China
Year Esports Hotels Count Growth Notes
2020 ~11,000 Pre-boom baseline
2023 24,149 +5,357 from 2022
2024 >21,000 Shenzhen: 350+ hotels

Source: Ortiz-Bolivar, J. (2025, May 27)
Henan Province are represents for this case, as it hotel has the largest number of e-sports

hotels in China. Despite high demand in quantitative growth, this type of industry faces strong
competition (Duan et al., 2023). Alzaydi, Z. (2024) mentions, the competition in this industry is
very different in terms of service quality, and limited brand diversity. These challenges are the
key for the importance of business model design and competitive strategies over a simple
market expansion for hotel industry (Zhang, 2022).

In Indonesia, according to Ratna et al., (2024) the hospitality and tourism sector is also
experiencing revolution, motivated by digitalization, experience-based tourism, and the growth
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of creative industries.  However,  research on the e-sports  hotels  in the Indonesian context
remains very limited. 

This study will addresses this gap by focusing on two main research objectives: (1) to
analyze the business models and competitiveness of e-sports  hotels  based on the Chinese
experience, and (2) to explore implementation opportunities and future research directions for
e-sports hotels in Indonesian tourism destinations.

E-sports hotels are a mix form of hospitality that combines accommodation services
with enthusiastic gaming facilities. Khan et al. (2025) mentions about previous studies show
that their value is based on more than just providing a place to stay. They also focus on allowing
people to try new experiences while staying there. Building a sense of community among
members is another important aspect. Hosting events is part  of what makes their offering
unique. People come not only to sleep but to participate in activities (Ruiz & Gandia, 2023).
These activities help create connections between guests. The community aspect makes the
experience more enjoyable. Events bring people together and encourage interaction. Overall,
their value is about more than just accommodation. It’s about creating a memorable experience
that includes community and fun (Kunz et al., 2022). 

Abbasi et al. (2023) if it compared with traditional hotels, e-sports hotels depend on
more  heavily  on  technology  investment  and  infrastructure,  customer  communities,  and
recurring usage patterns. Competitiveness in hospitality is commonly associated with service
quality,  cost  efficiency,  differentiation,  and  brand  strength.  In  emerging  hotel  formats,
competitiveness is also shaped by ecosystem partnerships, technological capability, and the
ability to generate diversified revenue streams beyond room sales (Agnihotri at al., 2025).
Studies on niche hotels suggest that hybrid revenue models and experiential differentiation are
critical for long-term sustainability.

Most existing research on e-sports hotels concentrates on consumer behavior or industry
development at the national level, particularly in China. There is limited discussion on how
business models contribute to competitiveness, and even less attention is given to cross-country
applicability, especially in tourism-oriented economies such as Indonesia.

Method 
This study uses a qualitative descriptive method. The goal is to describe and understand

the topic clearly. Researchers gathered data from different sources. They looked at academic
literature about e-sports, hospitality, and tourism (Cecere, 2025). Government publications
were also reviewed. These reports provided official information. Industry reports were included
to get insights from businesses. Hall & Liebenberg (2024) they mention about all the data
helped to build a complete picture. The method focuses on describing things as they are. It
avoids complicated analysis and keeps things simple.

This analysis focuses on e-sports hotels in Henan Province. It looks at different business
models used by these hotels. The study aims to find out which models are most successful. It
also examines what factors make these hotels competitive. The purpose is to understand what
helps these hotels stand out. Researchers will do analyze from various cases from Henan, China.
Researcher also will gather any detailed information about each hotel. This helps identify the
patterns among successful hotels. The analysis covers aspects like services offered, pricing, and
strategies of their marketing. It also mention for hotel locations and facilities. The research also
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finds  that  business  models  that  Henan  Province  are  most  popular  and  effective.  After
understanding what Henan hotels looks like, the insights are shared and it will make a new
business model to hotel in Indonesia.This hotel  is  aiming into big cities in Indonesia,  for
example in Jakarta, Bandung, Surabaya, Yogyakarta, because based on the data from Tempo
English (2021). 

Table 2. Komdigi Reports
City Fixed Broadband Avg 

(Mbps, Recent)
Mobile Download 
(Mbps, H1 2024)

Jakarta 43 (Biznet top) 35.54 (top ranks)
Bandung 30-40 (Java strong) 20.54
Surabaya 35+ 19.99
Yogyakart
a

25-35 (improving) ~32

Source: Bisnis.com (2026)
These insights are adjusted for the Indonesian context. The adjustments are made by

comparing the characteristics of tourism destinations in Indonesia. This comparison helps to see
if the same models could work in Indonesia. The study considers factors like local tourist
preferences,  travel  patterns,  and  hotel  competition.  It  aims  to  find  models  suitable  for
Indonesian tourism areas. The overall goal is to improve hotel business strategies in Indonesia.
The analysis provides a detailed view of what works in Henan. It also shows how these ideas can
be adapted elsewhere. This helps hotel owners and managers make better decisions. The study
offers practical information for developing e-sports hotel businesses. It ensures the insights are
relevant to different geographical areas. The process combines local case details with broader
tourism trends. 
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Results and Discussions
Business Models of E-sports Hotels in China

The Chinese e-sports hotel industry has three main business models. The first model is
called the direct-operation model. In this model, the hotel operators run their hotels directly
(Graham et al., 2022). This gives them full control over the quality of service. They can make
changes quickly if market trends change. It allows the hotels to stay competitive (Kumar et al.,
2020). However, this model needs a lot of money to start. Naheed et al. (2021) mention about
how operators must invest heavily upfront. They also need good management skills to run the
hotels well. Managing these hotels can be complex. Skilled managers are very important in this
model. Because of the high costs, not everyone can choose this model. It is mostly used by
bigger companies with more resources. These companies can afford the investment needed. The
direct-operation model lets the company ensure standards are met. It also helps in building a
strong brand image. But if the hotel gets it wrong, losses can be big (Hoang et al., 2022).

The model requires constant attention and management. It can be very profitable if
managed well. This model is popular among large e-sports hotel chains. They usually have
enough capital and expertise. Overall, it gives control but comes with costs and risks.

Mody et al. (2020) mention about how franchise business model helps companies grow
faster. It allows them to open new locations more quickly. Franchises follow a set plan. This
plan includes standard procedures that are used everywhere. Using the same procedures helps
keep the brand consistent. Customers know what to expect from each location. They trust the
brand because it is reliable. The model also helps reduce the risk of mistakes. When procedures
are standard, it is less likely that errors will happen. Overall, the franchise model supports
growth for the company. It also helps keep quality high across all locations (Hoang et al., 2022).

Third, hybrid models combine different ways to earn money. It include accommodation,
which offers places to stay and event hosting for e-sport. This means organizing events for
people. Membership programs are part of the model too (Bouten & Hoozée (2022). These
programs give benefits to members who pay a fee. Partnerships are an important part. They
work with game publishers (Bravo et al., 2023). They also team up with e-sports communities.
These collaborations help attract more users. Hybrid models create multiple revenue streams.
This means they earn money from different sources. The recurring revenue is a steady income.
It  happens  regularly,  month  after  month.  This  stability  helps  the  business  grow.
Accommodation  offers  a  steady  flow  of  income.  Events  bring  in  additional  earnings.
Membership fees add to the income as well. Partnerships can provide sponsorship deals. These
deals bring extra money. Working with game companies can lead to new opportunities. E-sports
communities  help reach more fans.  All  these parts  work together.  They form a complete
business model. This kind of model is flexible. It can adapt to changes in the market. It helps
ensure long-term success (Bouten & Hoozée (2022). The goal is to keep earning money in
various ways. Hybrid models are becoming more popular. They are used in many different
industries. This approach helps companies stay competitive. It also spreads out risk. If one part
slows down, others can still earn money. This makes the business more stable. Overall, hybrid
models help create a sustainable income flow (Mejia et al.,2020).
Sources of Competitiveness
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Competitive advantage in Chinese e-sports hotels mainly comes from a few key factors.
First, technology readiness plays a big role (Mejia et al.,2020). Hotels need to have the latest
gaming equipment. This equipment must be high quality and reliable. Without good equipment,
players won’t have a good experience. Second, location strategy is very important. Hotels
should be in places that are easy to access. They should be close to other gaming facilities or
popular areas (Maté-Sánchez-Val & Teruel-Gutierrez, 2022). This attracts more customers.
Third, ecosystem integration is also critical.  This means connecting different services and
systems smoothly. For example, the hotel’s booking system should work well with the gaming
equipment.  These factors give hotels an edge over others.  They make sure customers are
satisfied. High-performance gaming gear and fast internet are necessary. They form the basic
competitive foundation. Customers expect smooth gameplay with no lag (Shi et al., 2024). A
stable network is vital for this. Hotels also invest in good infrastructure to support technology.
Strong networks prevent disconnections during important games. Mejia et al. (2020) mention
about how hotels often upgrade their systems regularly. This keeps them ahead. All these factors
together build a strong competitive advantage. They help hotels attract more players. This leads
to higher bookings and better reputation. Overall, technology, location, and ecosystems are the
pillars of success.

Hoang et al. (2022) also mention about brand image of hotel are to make it close to
universities, because it will increase the demand for certain services or products. Universities
might bring students and staff members who might use local businesses to promote the event.
Event venues also is a matter things to consider, because when a location is near popular events,
it attracts more visitors to go the hotel. Urban youth clusters are another important factor. Areas
with many young people tend to have a steady flow of potential customers. Successful operators
understand these factors. They look for locations near these places. They believe convenience is
key for attracting customers. To stand out, Maté-Sánchez-Val & Teruel-Gutierrez (2022) also
mention to build partnerships with relevant stakeholder, because they are able to collaborate
with e-sports organizers. 

E-sports are very popular among young people. Partnering with e-sports organizers can
bring more attention. Brands are another good partner for these operators. They look for brands
that match their target audience. Online platforms are also useful. These platforms can help
promote  their  business  better.  Social  media  and  streaming  sites  are  examples  of  online
platforms. By collaborating with these platforms, they reach more people. Strengthening brand
visibility is very important. It helps in attracting and retaining customers. Operators also focus
on creating a good customer experience. Good experiences lead to better reviews and more
word-of-mouth. All these efforts combined can boost demand significantly.
Structural Challenges

Despite  growth,  the industry still  has some problems.  There are  weaknesses in its
structure  that  haven't  been fixed.  Many small  companies  are  part  of  this  industry.  These
companies often compete with each other. They mainly compete on price to attract customers.
This makes the market very similar across different providers. Because of this, there is not much
variety or innovation. The industry needs to find better ways to grow without these issues
(Binesh et al., 2024). 
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Garavan et al. (2021) mention about talent shortages are a big issue. They make it hard
for businesses to find the staff they need. This is especially true for jobs that require both
hospitality and technical skills. When there are not enough people available, the quality of
service drops. Customers may not get the attention they expect. Wait times can increase. Staff
may become overwhelmed. This can lead to mistakes and less satisfied customers. Finding
workers who have the right skills is challenging. Companies often have to train new employees
quickly. Sometimes, they have to settle for less qualified workers. All of these problems add up.
They reduce the level of service that businesses can provide (Singh & Hassan, 2024).

These factors make it harder for small businesses to compete. When these factors are
present, small businesses face many challenges. They find it difficult to keep up with larger
competitors. This problem can weaken their position in the market. Small businesses often lack
the resources that bigger companies have. They also have fewer tools to fight back. Because of
this, their chances of staying in the market decrease. They may decide to close down if they
cannot compete (Bourke et al., 2020). The risk of exiting the market becomes higher. This
situation creates a less competitive environment. Fewer small businesses remain active over
time. Larger companies gain more power and market share. Small businesses struggle to survive
these conditions. Market exit becomes a common outcome. Overall, these factors hurt the small
business sector. They make it difficult for small firms to grow. Therefore, the market becomes
less dynamic (Bianco et al., 2025).
Implementation Opportunities in Indonesia

Applying  lessons  from China,  e-sports  hotels  in  Indonesia  should  adopt  a  hybrid
business model. This model should focus on flexibility. Hotels need to be adaptable (Devasia &
Haris, 2025). They should be able to change their services based on demand. The hotels should
also integrate with the tourism industry. Situmorang & Choirisa (2025) mention about how
tourists look for unique and complete experiences. E-sports hotels can offer that. They can host
gaming tournaments. Players from different places can participate. This draws visitors to the
hotel and the area. Hotels should coordinate with local tourism offices. They can promote
packages that include gaming and sightseeing. The hybrids can also offer traditional hotel
services. Such as dining, transportation, and sightseeing tours. The key is to balance gaming
amenities with leisure activities (Rhama et al., 2026). Hotels must keep their offerings diverse.
Flexibility is important for different customer needs. Some guests may want gaming only.
Others seek relaxation or cultural experiences. The location of the hotels is also important.
Being near popular tourist spots helps. It makes the hotel more attractive. Staff training is
essential  too.  Employees  need to  understand both  gaming and hospitality.  This  improves
customer experience (Francois Koukpaki et al., 2020). Marketing strategies should emphasize
the unique combo. Online promotion can target gaming and travel audiences. The hotels should
also consider partnerships. Collaborations with gaming companies or tour operators can work.
It expands their reach. Pricing strategies must be competitive but profitable. Offering packages
can attract more guests. Overall, the goal is to create a new type of hospitality. Combining
entertainment, tourism, and comfort. The lessons from China show this can be successful.
Indonesian hotels can benefit from this model. It can help them stand out in the market (Rafdinal
et al., 2026). 
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Instead of being just places where people go to play video games, e-sports hotels can do
a lot more. They don't need to compete directly with other gaming centers on the street. These
hotels can be part of larger tourist areas. Many tourists travel to different cities to see the sights.
E-sports hotels can attract these visitors. They can be a new kind of attraction for a city. These
hotels can have more than just rooms for gaming. They can include conference rooms, event
spaces, and restaurants (Putri & Moustakas, 2021). People might go there for special events, like
tournaments or gaming festivals. These events can be exciting. They can draw visitors from
outside the area. Visitors might travel from other cities or even from abroad. E-sports hotels can
help boost local tourism (Sebata & Mollah, 2022). They create jobs too, like for staff, security,
and event organizers. Hotels can offer packages that include gaming and sightseeing. That
makes it easier for tourists to spend more time in the city. These hotels can partner with local
attractions.  They  can  promote  nearby  restaurants,  museums,  or  parks.  This  helps  local
businesses get more customers. An e-sports hotel can host workshops or training sessions.
These can attract new gamers or fans interested in improving their skills. They can also serve as
a community spot for local gamers (Suyatna et al., 2024). Residents can come and use the
facilities or watch events. The hotel can organize weekly or monthly gaming nights. This keeps
people coming back. Some hotels might focus on high-tech equipment. They can have the latest
gaming gear and fast internet. Others might have themed decor to attract fans of certain games.
These hotels can cater to different budgets. Some might be more affordable, others more luxury.
They can be open all day and night. That way, gamers can visit whenever they want. It's not just
for overnight stays (Ismail et al., 2025). People can visit just for events or a day of gaming. E-
sports hotels can change how people see gaming. They can make it a normal part of tourism.
Guests might stay for fun, not just for gaming. They might relax and enjoy the hotel amenities
too. Overall, e-sports hotels have a lot of potential. They can be more than just gaming spots.
They can be a new way to enjoy travel and entertainment (Pitanatri & Wiarti 2022).

Pramono  et  al.  (2025)  mention  that  collaborating  with  local  creative  industries,
universities, and tourism operators can really help stand out. It allows your business to offer
something  unique.  Working  together  makes  it  easier  to  come  up  with  new ideas.  These
partnerships can also help control costs. Sharing resources often reduces expenses. You don’t
have to do everything on your own. Building good relationships is very important. Over time,
these collaborations can bring many benefits.

Conclusions and Recommendations
This study shows that the success of e-sports hotels depends on more than just their size.

The way the business is set up makes a big difference. How the hotel fits into the larger
ecosystem is also very important. A good business model helps the hotel stay competitive. In
China, different models have been tried. One common model combines hotel stays, events, and
memberships. These mixed models tend to do better in tough competition. They are more
adaptable and can handle changes better.
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For Indonesia, e-sports hotels could be an interesting new idea in tourism. These hotels
would cater to gamers and e-sports  fans.  E-sports  hotels  are still  a new concept in many
countries. In Indonesia, they might fit well with current tourism trends. Investors and hotel
owners are looking for new ways to attract visitors. E-sports events can draw large crowds.
People travel to watch or participate in gaming competitions. E-sports hotels can provide a
specialized place for gamers to stay (Omarini & Rakhmatullina, 2025). They might include
gaming rooms, high-speed internet, and other tech amenities. This type of hotel could bring
more tourists to certain areas. It could also benefit the local economy. Local businesses might
see  more customers  during gaming events.  However,  implementing e-sports  hotels  is  not
simple. It needs good infrastructure, like reliable internet and modern facilities. Local demand
for e-sports must be considered. If there are no interested gamers or tourists, the idea might not
work well. Creative economies in Indonesia could support this idea. Innovation in tourism can
help attract different types of visitors. But, before moving forward, more research is needed.
Studies can help understand if this idea is feasible and popular. This research can look at what
potential customers want. It can also assess the costs and benefits. Policymakers need to see if
investments in e-sports hotels are worthwhile. They should consider the local economy and
infrastructure needs. Overall, e-sports hotels could be a new way to boost tourism. But, it is
important to take careful steps. Future research will help show how well this idea could work. If
successful, it might become a new trend in Indonesian tourism.

Future  research  should  empirically  examine  the  feasibility  of  e-sports  hotels  in
Indonesia’s  ten  priority  tourism destinations  designated  by  the  Ministry  of  Tourism and
Creative  Economy:  Lake  Toba,  Borobudur,  Mandalika,  Labuan  Bajo,  Likupang,  Tanjung
Kelayang, Wakatobi, Morotai, Raja Ampat, and Tanjung Lesung. Studies may focus on demand
characteristics, infrastructure readiness, seasonality, and integration with local tourism value
chains. Comparative analysis across destinations would provide valuable insights into how e-
sports hotels can adapt their business models to diverse tourism contexts.
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