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            초록
          
        

        
          This study aims to comparatively explore the media coverage in South Korea and China regarding esports, which debuted as an official medal event at the 2023 Hangzhou Asian Games, through Critical Discourse Analysis. The findings reveal that South Korean media repeatedly associated esports with the issue of 'fairness,' critically addressing the Sino-centric event operation and alleged favoritism. Conversely, Chinese media constructed a positive narrative that combined esports with the nation's technological hegemony and industrial achievements, thereby seeking to secure dominance in the global sports order. Through these contrasting modes of representation, this study demonstrates that esports is being constructed not merely as a universal sporting event, but as a symbolic space—specifically, a 'contested arena of cultural hegemony.'Ultimately, this research holds academic significance by critically examining how the media utilizes the new sporting reality of esports as a medium to construct and politicize national identity and social sentiments.
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