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E-sports have become more popular in recent years, which has changed how people
think about games and competition.
While video games were once seen only as entertainment, they are now recognized

as a form of serious competition.

For example, there are professional players who practice for many hours every day
in order to improve their skills.
These players take part in tournaments that are watched by large audiences, which

shows how much interest e-sports have gained.

In addition, some schools have started to create e-sports teams, which allow
students to develop teamwork and communication skills.
Because of this, e-sports are sometimes seen as an activity that can support

learning as well as enjoyment.

However, some people argue that spending too much time on games can have
negative effects, which makes it important to find a balance.
If players manage their time carefully, they can enjoy e-sports while avoiding

problems related to overuse.
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(D How has the view of video games changed?

(2 What do professional e-sports players do?

(3 Why have some schools created e-sports teams?

(@ What is one concern about e-sports mentioned in the passage?

a. Spending too much time on games can be harmful
b. They are too easy
c. They are not popular

d. They cannot be used in schools
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If players manage their time carefully, they can enjoy e-sports while avoiding

problems related to overuse.
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(D They were once seen only as entertainment, but are now recognized as serious

competition

(2 They practice for many hours to improve their skills and take part in tournaments
(3 To help students develop teamwork and communication skills
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e e-sports are sometimes seen as an activity that can support learning as
well as enjoyment
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e some people argue that spending too much time on games can have
negative effects, which makes it important to find a balance
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it = to find a balance



