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Arka Plan: E-spor, teknolojik gelismelerin de etkisiyle son on yilda diinya MAKALE TARiHi

genelinde hizli bir yukselis gostermis ve bircok ulkede populer kalturin Gelis tarihi 24 Ekim 2023
temel bir pargasi haline gelmigtir. Kabul tarihi 3 Aralik 2023
Amag: Arastirmanin amaci, e-spor (elektronik spor) oyuncusu olan
Universite ogrencilerinin e-spora katilim motivasyonlarini belirlemek ve

farkli degiskenlere goére karsilastirmaktir. ANAHTAR KELIMELER
Yontem: Tarama modelinin kullanildigi bu arastirmada amacli érneklem E-spor, Dijital Oyun,
kullaniimig ve kolay ulasilabilirlik ilkesiyle hareket edilmistir. Arastirmaya Motivasyon, Yiiksekdgretim

Turkiye’nin farkl illerinden 100 Universite 6grencisi (38 kadin, 62 erkek)
dahil edilmistir. Veriler, Oz ve Ustiin (2019) tarafindan gelistirilen “E-spor
Katihm Motivasyonu Olgegi (EKMO)” kullanilarak elde edilmistir. Arastirma
verileri etik kurul onayi alindiktan sonra Google form araciligiyla sosyal
medya Uzerinden toplanmigtir. Verilerin analizinde bagimsiz gruplarda t
testi ve tek yonli varyans analizi (ANOVA) teknikleri kullaniimistir.

Bulgular: Arastirma bulgularina goére, Universite 6grencilerinin dlgek toplam
puanlari ortalamalari 3.95 + .86'dir. Cinsiyet ve gelir diizeyi acisindan
yapillan karsilastirmada, &grencilerin e-spor katiim  motivasyonu Makale Tiirii
ortalamalari arasinda istatistiksel olarak anlamli bir fark olmadigi Arastirma makalesi
gorulmastir (p>.05). E-spor deneyim yili agisindan yapilan karsilastirmada,
“taksonomik alan” alt 6lceginde 1-2 yillik deneyimi olanlar ile daha fazla
yillik deneyimi olanlar arasinda anlamli fark oldugu (p<.05), bu farkin 1-2
yilik deneyimi olanlarin daha dusik ortalamaya sahip olmalarindan
kaynaklandigi ortaya konulmustur.

Sonu¢: Sonug olarak, Universite 6grencilerinin  e-spora  katilim
motivasyonlarinin yuksek oldugu, cinsiyet ve gelir dizeyine goére katilim
motivasyonlarinin degisiklik gdstermedigi, ancak yeni baglayanlarin biligsel,
duyusgsal ve psikomotor 0&zellikleri tanimlama konusunda daha dusuk
motivasyona sahip olduklari sdylenebilir.
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Giris

Elektronik sporlar teknolojik gelismelerin etkisiyle 2000'li yillarin basinda oyun sektdriinde popiilerlik kazanmaya
baslamis (Rothwell ve Shaffer, 2019) ve dijital eglencenin merkezine yerlesmistir (Cranmer, Han, van Gisbergen,
ve Jung, 2021). Rekreasyonel etkinlik olarak yapilan e-spor, oyunla ilgili becerilerde ustalagsma gerekliligi,
oyuncular i¢in bir istthdam kaynagi olusturma, taninmus sirketlerin sponsorlugunda biiyiik para 6diilleri kazanma
olasilig1 gibi nedenlerle profesyonel boyutta bir spor olarak taninmstir (Giakoni-Ramirez, Merellano-Navarro ve
Duclos-Bastias, 2022). Bir zamanlar ug bir aktivite olarak goriilen e-spor, son on yil igerisinde diinya ¢apinda hizlt
bir yiikselis gostermis ve katlanarak biiylimiistiir. Birgok tilkede popiiler kiiltiiriin temel bir pargasi haline gelen
(Chung, Ou, Wong, Lau ve Leung, 2022) elektronik spor kavram kiiresel ekonominin de énemli bir unsuru haline
gelmistir (Hua, Liu, Huang, Rotherham ve Ma, 2023).

E-spor kavrami seyircilerin oldugu rekabet¢i bir ortamda ¢ok oyuncu ile profesyonel diizeyde oynanan bir video
oyunu anlammna gelmekle birlikte, siradan bir video oyununun aksine e-spor kavraminin sporlastirilmasi,
geleneksel spor branglarinda oldugu gibi bir takim 6zel beceri, strateji, taktik, kural ve diizenlemeler
gerektirmesine, takim c¢aligmasi, 6diil ve antrenman ile karakterize olan ig¢sel ve digsal motivasyon kaynakli
performans sergilenmesine dayandirilmaktadir (Lopez-Gonzalez ve Griffiths, 2018). Bunun yan1 sira e-sporun bir
spor olarak kabul edilip edilmeyecegi konusunda farkli goriisler de mevcuttur (Arslan ve Bulut, 2021; Hallmann ve
Giel, 2018; Leis, Raue, Dreiskdmper ve Lautenbach, 2021; Naraine, 2021; Parry, 2019). Uluslararas1 E-spor
Federasyonu (IESF, 2008) e-sporun dogrudan bir fiziksel aktivite olmasa da uluslararasi standartlarda gereken tiim
spor sartlarini tasidigini ileri stirmektedir. IESF (2008)’ye gore, "E-spor oyuncularin sanal, elektronik ortamda
cesitli oyunlarda rekabet etmek i¢in fiziksel ve zihinsel yeteneklerini kullandiklari rekabet¢i bir spordur”.
Cevrimici oynanan e-sporlara iligkin farkli stniflandirmalar mevcuttur. IESF (2008) bu oyunlar1 dort grupta ele
alirken (¢ok oyunculu savas arenasi, spor simiilasyon, doviis ve taktiksel nisancilik), Tiirkiye E-spor Federasyonu
(TESFED, 2018) yedi grupta (¢ok oyunculu savas arenasi, spor, doviis, birinci sahis nisanci, kraliyet savasi, ¢ok
katilimeil1 ¢evrimigi rol yapma, ger¢ek zamanli strateji) ele almaktadir.

Gelismekte olan bir spor alani olarak goriilen e-spor, ¢evrimigi oyunlar iizerine kurulu olup profesyonel oyunculuk
olarak rekabetci oyunculuk ile benzer anlami tagimaktadir (Argan, Ozer ve Ak, 2006). Bilgisayar ve sanal
ortamda oynanabilmesi, diisiik maliyetli olmas1 ve her yerden erisilebilir olmasi gibi faktorler e-sporlarin hem
bireysel hem de takim olarak oynanabilmesini kolaylastirmakta, ayn1 zamanda giderek artan bir seyirci ve oyuncu
kitlesi ¢ekmesine yardimci olmaktadir (Mustafaoglu, 2018). E-sporun izleyici Kitlesi, yeniliklere olan ilgi ve
gergeklikten uzaklasma gibi nedenlerle biiyiirken, oyuncu kitlesi de rekabet, akran baskisi, beceri gelistirme, sosyal
etkilesim, eglence ve sporla 6zdeslesme gibi faktorlerle genislemistir (Banyai, Griffiths, Kiraly ve Demetrovics,
2019). Son yillarda katilimin ve izlemenin artan popiilaritesi ile birlikte e-spor alanindaki aragtirmalar da yaygimlik
kazanmis (Hua ve dig., 2023), ozellikle genglerin giderek daha fazla bu alana y6nelmesi, e-sporu akademik
disiplinlerde tartigilan bir konu haline getirmistir (Reitman, Anderson-Coto, Wu, Lee ve Steinkuehler, 2020). Bu
alanda yapilan caligmalar incelendiginde, spor oyunlarma katilma nedenlerini anlama konusunda motivasyon
kavrami 6n plana ¢ikmaktadir. Bireylerin egzersiz ve spora katilim motivasyonlarimi 1980’lerde Ryan ve Deci
(2000) kuramsal olarak agiklamig, spora katilimda igsel ve digsal faktorlerin etkili oldugunu ortaya koymustur.
Motivasyonun temelde dayandig1 6z-diizenleme kurami, insanin yalnizca digsal nedenlerle kosullanmadigini irade,
ozgiirliik ve 6zerklige sahip olmak i¢in de harekete gectigini ileri siirmektedir. Khan, Haider, Ahmad ve Khan
(2011) da yiiksek rekabet seviyesine ulasabilmek i¢in psikolojik olarak motivasyonun sporda gerekli bir unsur
oldugunu ifade eder. Genel anlamda ele alindiginda, iiniversitedeki genglerin spor faaliyetlerine katilim nedenleri
cogunlukla nese ve mutluluk gibi igsel, egzersize katilim nedenleri ise formda kalmak, kilo kontrolii ve stresi
azaltmak gibi digsal motivasyonlardan kaynaklanmaktadir (Kilpatric, Herbert ve Bartholomew, 2005).

Seo (2016) bir e-spor oyuncusunun profesyonel anlamda kimligini edinme konusunda i¢sel motivasyonlarin
belirleyici olabileceginin altin1 ¢izmektedir. E-spor oyuncular1 amator bir kategoride olduklarinda video oyunlar
oynamay1 siradan bir serbest zaman etkinligi (yani eglence i¢in oynamak gibi) olarak hissederken, e-spor toplulugu
icinde kisileraras1 iligkiler kazandik¢a, bilgi ve becerilerini gelistirdik¢e, e-sporu yavas yavas hayatlarinin ve
kimliklerinin 6nemli bir parcasi haline getirmektedirler. Ayrica kariyer yolu olarak rekabete dayali oyun oynamay1
secen e-spor oyuncularinda kendini gelistirme arayisi, toplumda adalet, esitlik ve sayginin 6nemi, yiiksek benlik
saygisi, basart ve taninma deneyimi gibi temel Ozellikler 6n plana ¢ikmaktadir (Seo, 2016). Benzer sekilde,
Kauweloa ve Winter (2016) da tiniversiteli e-spor oyuncularinin is ve oyun arasindaki deneyimlerinin degistigini,
kisisel odiillerle oyuna daha yogun bir sekilde odaklandiklarini belirtmiglerdir. Bu deneyimler, e-sporun yalnizca
bir oyun olmanin Stesinde, bir yasam tarzi ve kigisel gelisim alani oldugunu gostermektedir. Chung ve dig.,
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(2022)’ne gore, Hong Kong’daki ortaokul ve iiniversite 6grencilerinin e-spora yonelik tutumlarinin olumlu oldugu,
Ogrencilerin sosyal aglar1 gelistirme, yetenek ve cesaret kazanma, e-spora tesvik etmede model olma gibi
nedenlerle e-spora katilim gosterdikleri soylenebilir. Kaynaklarin yetersiz olmasi ise e-spora katilimda 6nemli bir
engel teskil etmektedir. Ustiin, Oz, Onal, Demirci ve Akbaba (2022) da e-spor etkinliklerine diizenli katilim
gosteren {iiniversite Ogrencilerinin e-spora katilim motivasyonlarmin yiiksek oldugunu, genglerin katilim
nedenlerinin gelisimsel ozellikleri destekleme, rekabet, kacis ortami saglama, serbest zaman degerlendirme
lizerinde yogunlastigini ortaya koymuslardir. Giakoni-Ramirez, Merellano-Navarro ve Duclos-Bastias (2022)’1n
yapmus olduklar1 arasgtirmada, Avrupa ve Latin Amerika iilkelerinde profesyonel e-spor oyuncularinin %93 ’{iniin
orta ve yiiksek diizeyde fiziksel aktiviteye sahip olduklari, fiziksel aktivite diizeyi diigiikk olan oyuncularda dahi
motivasyonun tiim boyutlarda yiiksek oldugu, ayrica digsal ve i¢sel motivasyonun enerji harcamasi ile ters orantili
oldugu sonucuna ulagilmigtir. Bayrakdar, Yildiz ve Bayraktar (2020) Tiirkiye, Giiney Kore ve Amerika Birlesik
Devletleri'nden uluslararas1 yarigmalarda iilkelerini temsil eden e-spor oyuncularinin giinliik fiziksel aktivite
diizeylerinin diisiik, yag oranlarmin ise yiiksek seviyede oldugu sonucuna ulagsmigladir. Buna karsin, Nuyens,
Kuss, Lopez-Fernandez ve Griffiths (2019) tarafindan yapilan bagka bir ¢alismada, video oyunlarinin problemsiz
oynanmasinin oyuncularin biligsel siireglerini gelistirdigi tespit edilmistir. Trotter, Coulter, Davis, Poulus, ve
Polman (2022) da Avustralya’nin Queensland eyaletindeki yapmis olduklar1 arastirma neticesinde, okul e-spor
programlariin uygun sekilde uygulandigi takdirde ergen e-sporcular ve yasitlarinin 6z-diizenleme, gelisim odakl
zihin, olumlu genglik gelisimi gibi psikolojik gelisimlerinin yam sira fiziksel aktivite, spora katilim ve genel saglik
algis1 gibi saglik davraniglarinin gelisimi iizerinde olumlu etkili yaratabilecegini belirtmiglerdir. Kartal ve Temel
(2021) tniversite 6grencilerinin e-spor hakkinda olumlu metaforlar irettiklerini, e-sporun ekonomik ve sosyo-
kiiltiirel olarak 6nemli bir ivme kazandigini ifade etmislerdir. Genglerin e-spora katilimlart ile ilgili ulusal ve
uluslararasi arastirmalar incelendiginde farkli nedenlerle e-spora yonlendikleri goriilmektedir.

Amac

Kuramsal bilgiler ve ilgili arastirmalardan hareketle, Tiirkiye’deki {iniversitelerde e-spor ile ilgilenen
Ogrencilerin e-spora katilim motivasyonlarini ve motivasyonlarina etki eden unsurlari belirlemek ihtiyaci
dogmustur. Bu nedenle arasgtirmanin amaci, Tirkiye’nin farkli yiiksek6gretim kurumlarinda e-spor ile
ilgilenen o6grencilerin  e-spora katilim motivasyonlarim1  belirlemek ve farkli degiskenlere gore
karsilagtirmaktir. Bu kapsamda, asagidaki sorulara yanit aranmugtir:

1. E-spor ile ilgilenen iiniversite 6grencilerinin e-spora katilim motivasyonlari nasildir?

2. E-spor ile ilgilenen tniversite dgrencilerinin e-spora katilim motivasyonlari cinsiyete gore
farklilik géstermekte midir?

3. E-spor ile ilgilenen tiniversite ogrencilerinin e-spora katilim motivasyonlari e-spor deneyim
yilina gore farklilik gostermekte midir?

4. E-spor ile ilgilenen tiniversite 6grencilerinin e-spora katilim motivasyonlart gelir diizeyine gore
farklilik gostermekte midir?

Metodoloji

Aragtirma, Karasar (2007)’1n tarama modellerinden kesitsel tarama ile yapilan nicel bir ¢alismadir. Arastirmada
amagli 6rnekleme tiirlerinden 6lgiit 6rnekleme kullanilmis ve kolay ulasilabilirlik ilkesiyle (Yildirim ve Simsek,
2006) hareket edilmistir.

Arastirma Grubu

Arastirmaya Nevsehir, Kayseri, Osmaniye, Adana, Nigde, Balikesir, Hatay ve Yozgat illerinde yasayan ve
{iniversitelerin farkli fakiiltelerinde (Egitim, Spor Bilimleri, ilahiyat, Fen Edebiyat, Miihendislik ve Mimarlik,
Iktisadi ve Idari Bilimler, Giizel Sanatlar, Saglik Bilimleri, Yabanci Diller Yiiksekokulu) grenim géren ve e-spor
yapan 100 (38 kadin, 62 erkek) iiniversite 6grencisi katilmistir. Katilimcilarin yas ortalamasi 23.12 £ 2.56’dur.
Arastirmaya dahil edilme kriterleri; e-spor etkinliklerine diizenli katilim saglamak ve aragtirmaya goniillii olarak
katilmaktir. Aragtirma diginda tutulma kriterleri ise e-spor hakkinda bilgiye sahip olmamak ve herhangi bir
sekilde e-spor aktivitesine katilmamis olmaktir.
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Veri Toplama Araci

Verilerin elde edilmesi i¢in Oz ve Ustiin (2019) tarafindan gelistirilen "E-spor Katilim Motivasyonu Ol¢egi
(EKMO)" kullanilmustir. Olgek, 47 soru ve 5 alt boyuttan olusmaktadir: Taksonomik alan (15 madde), Yetkinlik
(10 madde), Rekabet ve Basar1 (8 madde), iliskisel Benlik (7 madde) ve Bos Zaman Degerlendirme (6 madde).
“Taksonomik alan” alt boyutunda biligsel, duyussal ve psikomotor Ozellikleri tanimlamak, “Yetkinlik” alt
boyutunda bireyin belli bir davranig1 gostermek igin gerekli etkinlikleri diizenleme ve basarili bir sekilde yapma
kapasitesini 6z degerlendirmesi yer almaktadir. “Rekabet ve Basar1” alt boyutu rekabet ontolojisini ortaya
koymak ve basarilacak amag teoreminin yansimasini degerlendirmektedir. “Iliskisel Benlik™ alt boyutunda ikili
ve yakin cevre ile iliskileri, iligkilerdeki rolleri ve iligkilerden dogan memnuniyet ele alinmaktadir. “Bos zaman
degerlendirme” alt boyutunda ise kisinin kendine ayirabildigi, goniillii olarak degerlendirdigi zaman dilimindeki
egilim degerlendirilmektedir. 5°li Likert tipi 6lgek, 1 "kesinlikle katilmiyorum" ve 5 "kesinlikle katiliyorum"
seklinde degerlendirilmektedir. Olgegin giivenirlik katsayis1 a =.98 olarak hesaplanmustir. Olgekten elde edilen
yiiksek puanlar, o faktoriin giidiilemeye olan etkisini yansitmaktadir.

Verilerin Toplanmasi

Arastirma, Nevsehir Haci Bektas Veli Universitesi Girisimsel Olmayan Klinik Arastirmalar Yaym Etik
Kurulu'nun 21.11.2022 tarih ve 2022.10.100 numarali karar sayisi ile onaylanmistir. Arastirmanin amact ve
katilime1 kisisel bilgilerini icerecek sekilde, E-spor Katilim Motivasyonu Olgegi Google form bigiminde
hazirlanmistir. Veriler, hazirlanan Google formun sosyal medya araciligi ile katilimcilara ulastirilmas: yoluyla
elde edilmistir.

Verilerin Analizi

Verilerin analizi SPSS 16.00 paket program kullamilarak gergeklestirilmistir. Istatistiksel anlamlilik diizeyi .05
olarak alinmistir. Olgek giivenirligi Cronbach Alpha testi ile test edilmistir. Taksonomik Alan (a=0.944),
Yetkinlik (0=0.780), iliskisel Benlik (0=0.897), Rekabet ve Basari (0=0.926), Bos Zaman Degerlendirme
(0=0.894) alt boyutlar1 i¢in ve dlgek toplam puanlar1 (0=0.962) i¢in bulunan Alpha degerlerinin Tabachnick ve
Fidell (2013)’e gore yeterli diizeyde oldugu sonucuna ulasilmustir. Istatistiksel analizde Shapiro-Wilk testi
kullanilarak verilerin basiklik ve carpiklik degerleri hesaplanmis, Tabachnick ve Fidell (2013)’e gore verilerin
normal dagilim gosterdigi sonucuna varilarak, ortalama ve standart sapma degerleri elde edilmis, yapilan
karsilagtirmalarda bagimsiz gruplarda t-testi ve tek yonlii varyans analizi (ANOVA) teknikleri kullanilmistir.
Nicel ¢aligma olan bu arastirmada gecerlik ve gilivenirlik i¢in istatistiksel test kullanilmistir (Yalman ve Uzundz,
2021).

Bulgular

E-spor ile ilgilenen iniversite 6grencilerinin e-spora katilim motivasyonlarinin belirlenmesi ve farkli degiskenlere
gore karsilastirilmasina iligkin elde edilen bulgular asagida tablolar seklinde sunulmustur.

Tablo 1. Universite d3rencilerinin e-spora katilim motivasyonu élgegi puanlarina iliskin ortalama ve standart sapma
degerleri

Boyut Ortalama Ss
Taksonomik Alan 3.98 44
Yetkinlik 4.02 1.1
iligkisel benlik 3.76 1.0
Rekabet ve Basari 3.99 .99
Bog zaman degerlendirme 3.98 .94

Toplam 3.95 .86
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Hata! Basvuru kaynag bulunamadi.’de goriildiigii gibi, iiniversite Ogrencilerinin dlgek toplam puanlari
ortalamalar1 3.95 £+ .86°dir. Alt 6lgeklerde ise 4.02 £ 1.1 ortalama ile “yetkinlik” boyutu en yiiksek; 3.76 £ 1.0
ortalama ile “iliskisel benlik” boyutu en diisiiktiir.

Tablo 1. Universite égrencilerinin e-spora katihm motivasyonu élgcedi puan ortalamalarinin cinsiyete gére
karsilastiriimasi

Boyut Cinsiyet n Ortalama Ss t p

. Kadin 38 3.85 .10

Taksonomik Alan -1.426 157
Erkek 62 4.11 .78
Kadin 38 3.87 1.1

Yetkinlik -1.376 172
Erkek 62 4.17 1.1
. Kadin 38 3.72 1.1

lligkisel Benlik -.407 .685
Erkek 62 3.80 .93
Kadin 38 3.92 1.1

Rekabet ve Basari -.630 .530
Erkek 62 4.05 .88
Kadin 38 3.98 .92

Bog Zaman 007 .995
egeriendirme Erkek 62 3.98 .96
Kadin 38 3.87 .92

Toplam -.882 .380
Erkek 62 4.02 .79

p>0.05

Tablo 1’ye gore, erkek 6grencilerin toplam 6l¢ek puan ortalamasinin 4.02 + .79, kadin 6grencilerin ise 3.87 +
.92 oldugu goriilmektedir. Toplam 6lgek puanlarinda oldugu gibi, bos zaman degerlendirme alt boyutu disinda
tim alt boyutlarda erkek 6grencilerin goreceli olarak daha yiiksek ortalamalara sahip olduklar1 sdylenebilir.
Ancak, cinsiyet agisindan yapilan karsilagtirmada, Ogrencilerin e-spora katilim motivasyonu ortalamalari
arasinda istatistiksel olarak anlamli bir fark yoktur (p>.05).

Tablo 3. Universite dgrencilerinin e-spor katilim motivasyonu dlgegdi puan ortalamalarinin e-spor deneyim yilina gére
karsilastiriimasi

Deneyim
Boyut yil n Ortalama Ss F p Farklilik
1-2 34 3.63 1.07
. 1-2 yil <3-4
Taksonomik 3-4 21 4.23 .52 3556 017*  yil, 56 yil, 7
Alan 5-6 20 4.19 .58 ve {izeri vil
7velzeri 25 4.20 .86 y
1-2 34 3.76 1.4
Yetkinlik 3-4 21 4.38 .51
56 20 4.08 g7 1590 197 ;
7 ve Uzeri 25 4.17 .95
1-2 34 3.40 1.1
iligkisel benlik 3-4 21 4.06 .63
5.6 20 3.96 80 2577 058 :
7 ve Uzeri 25 3.87 1.1
1-2 34 3.74 1.1
Rekabet ve
Basari 3-4 21 4.23 52 1.410 .245
5-6 20 4.10 .93 -
7 ve Uzeri 25 4.09 1.1
Bos zaman 1-2 34 3.75 1.1
> . 3-4 21 4.23 .56
degerlendirme 56 20 210 87 1.320 272 )
7 ve Uzeri 25 4.00 1.1
1-2 34 3.66 1.0
3-4 21 4.23 .39
Toplam 56 20 2.08 7 2.575 .058 B
7 ve Uzeri 25 4.07 .87

*p <0.05
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’e gore toplam dlgek puant 1-2 yillik deneyimleri olan 6grencilerde 3.66 + 1.0, 3-4 yillik deneyime sahip olanlarda
4.23 £ .39, 5-6 yillik deneyime sahip olanlarda 4.08 + .74 ve 7 yil ve lizeri deneyimi olanlarda ise 4.07 = .87 olarak
bulunmustur. Olgegin alt boyutlarindan yalmzca “taksonomik alan” boyutunda p <0.05 degerinde anlamli bir fark
bulunmustur. Taksonomik alanda, 1-2 yillik deneyimi olanlarin (3.63 = 1.07), 3-4 yil (4.23 + .52), 5-6 yil (4.19 +
.58) ve 7 yil ve lizeri (4.20 £ .86) deneyime sahip olan dgrencilerden dnemli derecede daha diisiik oldugu (F=3.556,
p=.017%) saptanmustir.

Tablo 4. Universite 6grencilerinin e-spor katilim motivasyonu 6lgedi puan ortalamalarinin gelir diizeyine gore
karsilastiriimasi

Boyut Gf.elli‘r n Ortalama Ss t p
Taksonomik Alan D(_;ft;k % g:gg :gg 1.891 062
Yetkinlik Douft:k % 3:(1)2 '182 593 554
iliskisel benlik Dgfti;k % g:?g .lg'é 696 488
Rekabet ve Bagari Dgftgk % ‘3‘:;2 :gg 829 409
cBlggezr?;::i?rme Douft:k % ‘31523 gg 1.498 137
Toplam Dgftgk % g:;i :;g 1.228 222
p >0.05

Hata! Basvuru kaynagi bulunamadi.’e gore, diisiik gelir diizeyinde olan O6grencilerin toplam o&lgek puan
ortalamasinin 4.16 & .76, orta gelir diizeyinde olan dgrencilerin ise 3.91 + .86 oldugu goriilmektedir. Toplam Slgek
puanlarinda oldugu gibi, tiim alt boyutlarda da diisiik gelir diizeyine sahip olan 6grencilerin goreceli olarak daha
yiiksek ortalamalara sahip olduklar sdylenebilir. Ancak, gelir diizeyi agisindan yapilan karsilagtirmada, 6grencilerin
e-spor katilim motivasyonu ortalamalari arasinda istatistiksel olarak anlamli bir fark yoktur (p>.05).

Tartisma ve Sonuc¢

Yiiksekogretimde e-spora katilim motivasyonu ile ilgili yapilmis olan bu arastirmada Tiirkiye’deki liniversitelerde e-
spor yapan 6grencilerin e-spora katilim motivasyonlarinin belirlenmesi ve motivasyonlarimin farkl degiskenlere gére
kargilagtirllmast amacglanmistir. Arastirmadan elde edilen bulgulardan hareketle e-spor yapan iiniversite
ogrencilerinin e-spora katilim motivasyonlarmin yiiksek oldugu sonucuna ulasiimistir. Ogrencilerin e-spora katilim
motivasyonlarinin cinsiyet ve gelir diizeyine gore farklilik gostermezken, e-spor deneyim yilina gore “taksonomik
alan” boyutunda farklilik gésterdigi ortaya konulmustur. Bu farkin ti¢ yil ve tizeri e-spor deneyimine sahip olanlara
kiyasla 1-2 yillik deneyimi olanlarin taksonomik alani yansitan biligsel, duyussal ve psikomotor ozellikleri
tanimlama konusunda daha diisiik motivasyona sahip olmalarindan kaynaklandig1 goriilmistiir.

Aragtirma bulgularimizla paralel olarak Avustralya’daki ergen e-sporcularmn (Trotter ve dig., 2022), Hong Kong’daki
ortaokul ve liniversite 6grencilerinin (Chung ve dig., 2022), iiniversiteli e-spor oyuncularmin (Kauweloa ve Winter,
2016; Kartal ve Temel, 2021; Ustiin ve dig., 2022), Avrupa ve Latin Amerika iilkelerinde profesyonel e-spor
oyuncularimin (Giakoni-Ramirez, Merellano-Navarro ve Duclos-Bastias, 2022) e-spora katitlim motivasyonlarinin
yiiksek oldugu sonucuna varilmistir. Banyai, Griffiths, Demetrovics ve Kiraly (2019), e-spor oyuncularinin rekreatif
oyunculara kiyasla daha fazla oyun siiresine sahip oldugunu ve daha yiiksek sosyal, rekabet ve beceri gelistirme
motivasyonlarina sahip oldugunu belirtmektedir. Bireylerin fiziksel aktiviteye katilim oranmi genel anlamda yasla
birlikte diisiise gegmektedir (Kilpatrick, Herbert ve Bartholomew, 2005) 6zellikle de ergenligin son, yetiskinligin ilk
donemlerinde bu diisiis daha belirgin hal almaktadir. Yiiksekogretim diizeyine gelindiginde ise 6grencilerin yaklagik
yarisindan fazlasi liseden mezun olduktan sonra fiziksel aktiviteye katilim durumlarinin azaldigini belirtmektedir
(Calfas, Sallis, Lovato ve Campbell, 1994). Bayrakdar, Yildiz ve Bayraktar (2020)’in Tiirkiye, Giiney Kore ve
Amerika Birlesik Devletleri'nden uluslararasi yarigmalarda {ilkelerini temsil eden e-spor oyuncularmin giinlik
fiziksel aktivite diizeylerinin diisiik oldugunu gostermesine kargin, Giakoni-Ramirez, Merellano-Navarro ve Duclos-
Bastias (2022)’m Avrupa ve Latin Amerika iilkelerinde profesyonel e-spor oyuncularinin fiziksel aktivite
diizeylerinin orta ve yiiksek diizeyde oldugunu belirtmesi e-sporlarin fiziksel aktivite agisindan saglik lizerindeki
etkilerinin farklilik gosterebilecegini diisiindiirmektedir. Genglerin fiziksel aktivite i¢eren sporlara katilim durumlari
ile kiyaslandiginda e-spor yapan genglerin motivasyonlarinin yliksek olmasi dijital ¢agin fiziksel aktivite tercihlerine
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yansimasinin bir sonucu olarak yorumlanabilir.

Universite dgrencilerinin e-spora katilim motivasyonlar1 cinsiyet ve gelir diizeyine gore farklilik gdstermemistir.
Arastirma bulgularimizdan farkl olarak, Ustiin ve dig. (2022), iiniversite dgrencileri arasinda cinsiyet, yas ve giinliik
oyun oynama siiresi gibi degiskenlere bagl olarak e-spora katilim motivasyonunda anlamli farkliliklar bulundugunu
ifade etmis, Onal ve dig. (2022) e-spor etkinliklerine diizenli katilim gdsteren iiniversite dgrencilerinde erkek
sporcularin motivasyonlarinin daha yiiksek oldugunu, Uzuner ve Kahveci (2023)’nin aragtirma bulgularinda ise
kadinlarin yetkinlik a¢isindan {stiin oldugu sonucuna ulasilmistir. Ayas (2020) tarafindan yiiriitiilen arastirma
sonuglarinda da cinsiyetin e-spora katilim motivasyonlarinda belirgin bir rol oynadig1 belirtilmistir. Arslan ve Bulut
(2021)’un akademisyenlerle yapmis olduklar1 aragtirma sonucu da, kadin akademisyenlerin e-spora yonelik
goriislerinin 6zellikle siddet icerdigine yonelik ifadelerde, erkek akademisyenlere gore daha olumsuz oldugunu
ortaya koymustur. Daha biiylik yas gruplarinda yer alan akademisyenler, kendilerinden geng olan meslektaslarina
gore e-spora karsi daha yiiksek oranda olumsuz goriis bildirmislerdir. E-spor ile ilgilenenlerin profili dikkate
alindiginda ise, Yildiz, Kirtepe ve Baydili (2020)’nin profesyonel olarak erkeklerin kadinlara gore e-spora
katilimlarinin daha fazla oldugunu, erkek sporcularin rekabet ve basari elde etme nedenleriyle e-spor ile
ilgilendiklerini, Argan, Ozer ve Akin (2006)’m e-spor yapan katilimcilarin hemen hemen tamammin erkek, takim
oyunlarinda miicadele etmis ve geng¢ bireylerden olustugunu, diisiik gelire sahip ve 3-4 yildan uzun siiredir
profesyonel olarak bu spor ile ugrastiklarmi belirtmis olmalari, arastirmamizdaki katilimeilarin igerisinde erkeklerin
yaklasik kadinlarin iki kat1 orana sahip olmalarin1 destekler niteliktedir.

Universite 6grencilerinin e-spora katilim motivasyonlar1 e-spor deneyim yilina gore karsilastirildiginda, “taksonomik
alan” boyutunda istatistiksel agidan anlamli fark bulunmustur. U¢ yildan daha uzun siiredir e-spor ile ilgilenen
Ogrencilerin taksonomik alan1 yansitan biligsel, duyussal ve psikomotor Ozellikleri tanimlama konusundaki
motivasyonlarmin 1-2 yildir ilgilenenlere kiyasla daha yiiksek oldugu goriilmiistiir. Ustiin ve dig. (2022)’nin e-spor
etkinliklerine diizenli katilim gosteren {iniversite 6grencilerinin motivasyonlarinin gelisimsel 6zellikleri destekleme,
rekabet, kacis ortami saglama, serbest zaman degerlendirme {izerinde yogunlastigimi ifade etmis olmalar1 ve
“taksonomik alan” alt boyutunda daha diisiik yas katilimcilara gore 23 yas ve iizeri katilimcilar lehine, ayn1 zamanda
giinliik 3 saat ve alt1 oyun oynayanlara gore 4 saat ve {izeri oyun oynama siiresine sahip olanlar lehine anlamli fark
oldugu ortaya koymus olmalari arastirma bulgularimizi destekler niteliktedir. Yildiz, Kirtepe ve Baydili (2020)’ne
gore profesyonel olarak e-spor ile ilgilenen lisansh e-sporcularda yaglar1 geng olanlar ileri yastakilere kiyasla daha
fazla heyecan duymaktadirlar. Akkaya, Gezer Sen ve Kapidere (2021)’nin sinif 6gretmeni adaylari ile yapmis oldugu
calismada e-sporun ¢evrim i¢i katilima dayali ve internet kullanimi gerektiren dijital oyunlar olarak tanimlandigi
ifade edilmistir. Aday Ogretmenler tarafindan e-sporun sosyallestirdigi, motor gelisimine olumlu katki sagladigi
goriisii ileri silirlilmesine kargin ekran bagimliligina neden oldugu, bireyi asosyallige siiriikledigi ve fiziksel aktivite
yetersizligine neden oldugu goriisleri de ortaya konulmustur.

Taksonomik alan agisindan ele alindiginda, e-sporun genglerin biitiinsel gelisimleri {izerindeki etkilerine odaklanmak
gerekmektedir. Ilgili arastirmalar incelendiginde, Arslan ve Bulut (2021)’un Tiirkiye genelinde spor bilimleri
alaninda gorev yapan akademisyenlerin e-spora iliskin goriislerinin olumsuz oldugu ve e-sporu spor olarak kabul
etmediklerine iligkin elde ettikleri aragtirma sonuglart mevcuttur. Benzer sekilde e-sporun bir spor olarak kabul
edilip edilmeyecegi konusunda farkli goriigler olsa da (Arslan ve Bulut, 2021; Hallmann ve Giel, 2018; Leis ve dig.,
2021; Naraine, 2021; Parry, 2019) Lopez-Gonzalez ve Griffiths (2018) siradan bir video oyununun aksine e-spor
kavraminin sporlastirilmasini, geleneksel spor branglarinda oldugu gibi bir takim 6zel beceri, strateji, taktik, kural ve
diizenlemeler gerektirmesine, takim caligmasi, 6diil ve antrenman ile karakterize olan ig¢sel ve digsal motivasyon
kaynakli performans sergilenmesine dayandirmaktadirlar. Bununla iligkili olarak, Himmelstein, Liu ve Shapiro
(2017) popiiler bir e-spor olan League of Legends (LoL) oyununda profesyonel oyuncularm mantikli karar verme,
oyun bilgisi, stratejik diisiinme, dikkat dagitic1 faktorlerden kacinma, iyi odaklanabilme, psikolojik baski ile basa
c¢ikabilme, olumlu tutum, performans 6ncesi zihinsel veya fiziksel 1sinma, rakibe uyum, iyi takim dinamigi, iletisim
ve motivasyon gibi temel becerilere sahip olmalar1 gerektigini belirtmislerdir. Genel anlamda literatiirde e-sporlarin
fiziksel aktivite boyutunda yetersiz oldugu ileri siiriilmesine kargin, video oyunlariin problemsiz oynandiginda
oyuncularin biligsel siireglerini gelistirdiklerini (Nuyens ve dig., 2019) ve okul e-spor programlarinin uygun sekilde
uygulandigi takdirde ergen e-sporcular ve yasitlarinin 6z-diizenleme, gelisim odakli zihin, olumlu genglik gelisimi
gibi psikolojik gelisimlerinin yani sira fiziksel aktivite, spora katilim ve genel saglik algis1 gibi saglik davranislarinin
gelisimi {izerinde olumlu etki yaratabilecegini (Trotter ve dig., 2022) ortaya koyan aragtirma sonuglarindan
hareketle, e-sporun genglerin bilissel ve duyussal alanda gelisimlerine olumlu yénde katki sagladig1 soylenebilir.

Sonu¢ olarak, e-sporlarin gengler arasinda popiilerliginin arttig1, iiniversite &grencilerinin e-spora katilim
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motivasyonlarinin yiiksek oldugu ve katilim motivasyonu iizerine cinsiyet ile gelir diizeyi etki etmezken, e-spor
deneyiminin etki ettigi sdylenebilir.

Oneriler ve Arastirmanmn Sinirliliklari

Aragtirmamiza dahil olan e-sporcular profesyonel diizeyde olmamalarina ragmen e-spor oyuncularinin
motivasyonlar1 literatiirdeki profesyonel oyuncularin motivasyonlar ile benzer sekilde yiiksek bulunmustur ancak
yapilacak olan yeni aragtirmalarda katilimci grubu profesyonel olup olmama durumuna goére ele alinarak e-
sporcularin katilim motivasyonlarinin farklilik gosterip gostermedigi incelenebilir. Bu arastirmada, yalnizca E-spor
Katilim Motivasyonu Olgegi’ nden elde edilen veriler ile sinirh kalmmus, dlgcek disinda olabilecek katilim
motivasyonlarina iliskin veri elde edilememistir. Bu nedenle nicel yontemlerin yani sira nitel yontemlerin de
kullanilarak e-sporcularin katilim motivasyonlarinin neler oldugu derinlemesine agiklanabilir. Dijital ¢agin kiiresel
etkisini ortaya koyabilmek adina genis capli arastirmalar planlanarak katilim motivasyonlarmin farkli kiiltiirlere
gore incelenmesi diisiiniilebilir.
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ABSTRACT

Background: E-sports has shown a rapid rise worldwide in the last
decade with the impact of technological developments, and has become
a fundamental part of popular culture in many countries.

Objectives: The aim of the study was to determine the motivations of
university students who were e-sports (electronic sports) players to
participate in e-sports and to compare them according to different
variables.

Methods: In this survey model study, purposeful sampling was used and
the principle of easy accessibility was adopted. A total of 100 university
students (38 female, 62 male) from different provinces of Turkey were
included in the study. The data was obtained by the "Participation
Motivation Scale for E-sports (PMSES)" developed by Oz and Ustiin
(2019). The research data were collected through social media via
Google form after ethics committee approval was obtained. Independent
samples t-test and one-way analysis of variance (ANOVA) techniques
were used to analyze the data.

Results: According to the findings of the study, the total scale mean
score of the university students was 3.95 + .86. When compared in terms
of gender and income level, it was seen that there was no statistically
significant difference between the mean of motivation for e-sports
participation (p>.05). However, in the comparison made in terms of years
of e-sports experience, it was revealed that there was a significant
difference (p<.05) between those with 1-2 years of experience and those
with more years of experience in the "taxonomic domain" subscale, and
that this difference was due to the fact that those with 1-2 years of
experience had a lower mean.

Conclusions: As a result, it can be said that university students have high
motivation to participate in e-sports, their motivation to participate does
not vary according to gender and income level, but beginners have lower
motivation to define cognitive, affective and psychomotor characteristics.
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Introduction

Electronic sports started to gain popularity in the gaming industry in the early 2000s with
the impact of technological developments (Rothwell & Shaffer, 2019) and became the
center of digital entertainment (Cranmer, Han, van Gisbergen, & Jung, 2021). E-sports,
which used to be a recreational activity, has been recognized as a professional sport for
reasons such as the need to master game-related skills, creating a source of employment
for players, and the possibility of winning large cash prizes sponsored by well-known
companies (Giakoni-Ramirez, Merellano-Navarro, & Duclos-Bastias, 2022). Once seen
as a fringe activity, e-sports has grown exponentially in the last decade with a rapid rise
worldwide. It has become a fundamental part of popular culture in many countries
(Chung, Ou, Wong, Lau, & Leung, 2022) and an important element of the global
economy (Hua, Liu, Huang, Rotherham, & Ma, 2023).

Although the concept of e-sports refers to a video game played at a professional level
with multiple players in a competitive environment with spectators, unlike an ordinary
video game, the sportification of the concept of e-sports is based on the fact that it
requires a set of special skills, strategies, tactics, rules and regulations as in traditional
sports branches, and performance based on intrinsic and extrinsic motivation
characterized by teamwork, reward and training (Lopez-Gonzalez & Griffiths, 2018). In
addition, there are different opinions on whether e-sports should be considered as a sport
(Arslan & Bulut, 2021; Hallmann & Giel, 2018; Leis, Raue, Dreiskdmper, &
Lautenbach, 2021; Naraine, 2021; Parry, 2019). The International E-sports Federation
(IESF, 2008) argues that although e-sports is not a direct physical activity, it meets all
the sporting requirements of international standards. According to IESF (2008), "E-
sports is a competitive sport in which players use their physical and mental abilities to
compete in various games in a virtual, electronic environment". There are different
classifications of e-sports played online. While IESF (2008) classifies these games into
four groups (multiplayer battle arena, sports simulation, combat, and tactical
marksmanship), Turkish E-sports Federation (TESFED, 2018) classifies them into seven
groups (multiplayer battle arena, sports, combat, first-person shooter, royal warfare,
multi-participant online role-playing, real-time strategy).

E-sports, which is seen as an emerging sports field, is based on online games and has a
similar meaning to competitive acting as professional acting (Argan, Ozer, & Akin,
2006). Factors such as being able to be played on computers and in a virtual
environment, being low-cost and accessible from anywhere make it easier for e-sports to
be played both individually and as a team, and at the same time, it helps to attract an
increasing audience and player base (Mustafaoglu, 2018). While the audience of e-sports
has grown due to factors such as interest in innovations and distancing from reality, the
player base has expanded due to factors such as competition, peer pressure, skill
development, social interaction, entertainment and identification with sports (Banyai,
Griffiths, Kiraly, & Demetrovics, 2019). In recent years, with the increasing popularity
of participation and viewing, research in the field of e-sports has become widespread
(Hua et al., 2023), and especially the increasing tendency of young people towards this
field has made e-sports a topic discussed in academic disciplines (Reitman, Anderson-



THE JOURNAL of INTERNATIONAL SOCIAL SCIENCE EDUCATION 90

Coto, Wu, Lee, & Steinkuehler, 2020). When the studies conducted in this field are
examined, the concept of motivation comes to the fore in understanding the reasons for
participating in sports games. In the 1980s, Ryan and Deci (2000) theoretically explained
the motivations of individuals to participate in exercise and sports and revealed that
intrinsic and extrinsic factors are effective in sports participation. Self-regulation theory,
on which motivation is based, suggests that people are not only conditioned by external
causes but also act to have willpower, freedom and autonomy. Khan, Haider, Ahmad,
and Khan (2011) also state that psychological motivation is a necessary element in sport
in order to achieve a high level of competition. In general sense, the reasons for
participation in sports activities among university youth are mostly intrinsic motivations
such as joy and happiness, while the reasons for participation in exercise are extrinsic
motivations such as keeping fit, weight control and stress reduction (Kilpatric, Herbert,
& Bartholomew, 2005).

Seo (2016) underlines that intrinsic motivations can be decisive for an esports player to
acquire a professional identity. While e-sports players feel that playing video games is an
ordinary leisure activity (i.e. playing for fun) when they are in an amateur category, as
they gain interpersonal relationships within the e-sports community and develop their
knowledge and skills, they gradually make e-sports an important part of their lives and
identities. Moreover, e-sports players who choose competitive gaming as a career path
are characterized by the pursuit of self-improvement, the importance of justice, equality
and respect in society, high self-esteem, and the experience of success and recognition
(Seo, 2016). Similarly, Kauweloa and Winter (2016) stated that the experiences of
university e-sports players between work and play have changed, and they are more
intensely focused on the game with personal rewards. These experiences show that e-
sports is not only a game, but also a lifestyle and personal development area. According
to Chung et al. (2022), it can be said that the attitudes of secondary school and university
students in Hong Kong towards e-sports are positive, and students participate in e-sports
for reasons such as developing social networks, gaining skills and courage, and being a
model in encouraging e-sports. Insufficient resources constitute an important obstacle in
e-sports participation. Ustiin, Oz, Onal, Demirci, and Akbaba (2022) revealed that
university students who regularly participate in e-sports activities have high motivation
to participate in e-sports, and the reasons for participation of young people are focused
on supporting developmental characteristics, competition, providing an escape
environment, and leisure time evaluation. Giakoni-Ramirez, Merellano-Navarro, and
Duclos-Bastias (2022) concluded that 93% of professional e-sports players in European
and Latin American countries have moderate to high levels of physical activity,
motivation is high in all dimensions even in players with low physical activity levels,
and extrinsic and intrinsic motivation is inversely proportional to energy expenditure.
Bayrakdar, Yildiz, and Bayraktar (2020) found that e-sports players from Turkey, South
Korea, and the United States representing their countries in international competitions
had low levels of daily physical activity and high levels of body fat. On the other hand,
in another study by Nuyens, Kuss, Lopez-Fernandez, and Griffiths (2019), it was found
that playing video games without problems improved the cognitive processes of players.
Trotter, Coulter, Davis, Poulus, and Polman (2022), as a result of their research in
Queensland, Australia, stated that school e-sports programs, if implemented
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appropriately, can have a positive impact on the psychological development of
adolescent e-athletes and their peers such as self-regulation, development-oriented mind,
positive youth development, as well as the development of health behaviors such as
physical activity, sports participation, and general health perception. Kartal and Temel
(2021) stated that university students produced positive metaphors about e-sports and
that e-sports has gained significant momentum economically and socio-culturally. When
national and international studies on the participation of young people in e-sports are
examined, it is seen that they are directed to e-sports for different reasons.

Purpose

Based on the theoretical framework and related researches, there was a need to determine
the motivations of higher education students interested in e-sports in Turkey. Therefore,
the aim of this study was to determine the motivations of university students who were e-
sports (electronic sports) players to participate in e-sports and to compare them
according to different variables. In this context, the following questions were sought to
be answered:

1. What are the motivations of university students interested in e-sports to participate in
e-sports?

2. Do the motivations of university students interested in e-sports differ according to
gender?

3. Do the motivations of university students interested in e-sports differ according to
years of e-sports experience?

4. Do the motivations of university students interested in e-sports differ according to
their income level?

Method

The research is a quantitative study conducted with cross-sectional survey, one of
Karasar's (2007) survey models. Criterion sampling, one of the purposeful sampling
types, was used in the study and the principle of easy accessibility (Yildirim & Simsek,
2006) was applied.

Participants

One hundred university students (38 females, 62 males) living in Nevsehir, Kayseri,
Osmaniye, Adana, Nigde, Balikesir, Hatay and Yozgat provinces and studying at
different faculties of universities (Education, Sports Sciences, Theology, Science and
Literature, Engineering and Architecture, Economics and Administrative Sciences, Fine
Arts, Health Sciences, School of Foreign Languages) and practicing e-sports participated
in the study. The average age of the participants was 23.12 + 2.56 years. The inclusion
criteria were regular participation in e-sports activities and voluntary participation in the
study. The exclusion criteria were not having information about e-sports and not having
participated in any e-sports activity in any way.

Data Collection Instrument
The "E-sports Participation Motivation Scale (ECMS)" developed by Oz and Ustiin
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(2019) was used to obtain the data. The scale consists of 47 questions and 5 sub-
dimensions: Taxonomic Domain (15 items), Competence (10 items), Competition and
Achievement (8 items), Relational Self (7 items), and Leisure (6 items). The "Taxonomic
Domain™ sub-dimension defines cognitive, affective and psychomotor characteristics,
while the "Competence" sub-dimension includes the individual's self-assessment of
his/her capacity to organize and successfully perform the activities necessary to
demonstrate a certain behavior. The "Competition and Achievement” sub-dimension
evaluates the reflection of the theorem of the goal to be achieved and the ontology of
competition. The sub-dimension "Relational Self" deals with relationships with dyadic
and close environment, roles in relationships and satisfaction arising from relationships.
The "Leisure Time" sub-dimension evaluates the tendency in the time period that the
person can spare for himself/herself and voluntarily utilizes. The 5-point Likert-type
scale is evaluated as 1 "strongly disagree” and 5 "strongly agree". The reliability
coefficient of the scale was calculated as a =.98. High scores obtained from the scale
reflect the effect of that factor on motivation.

Data Collection

The research was approved by Nevsehir Hac1 Bektas Veli University Non-Interventional
Clinical Research Publication Ethics Committee with the decision number 2022.10.100
dated 21.11.2022. The E-sports Participation Motivation Scale was prepared in the form
of Google form to include the purpose of the research and personal information of the
participants. The data were obtained by delivering the prepared Google form to the
participants via social media.

Data Analysis

Data were analyzed using SPSS 16.00 package program. Statistical significance level
was taken as .05. Scale reliability was tested with Cronbach Alpha test. According to
Tabachnick and Fidell (2013), the Alpha values found for the sub-dimensions of
Taxonomic Domain (¢=0.944), Competence (0=0.780), Relational Self (0=0.897),
Competition and Achievement (04=0.926), Leisure Time Utilization (0=0.894) and the
total scale scores (0=0.962) were found to be sufficient. In the statistical analysis, the
kurtosis and skewness values of the data were calculated using the Shapiro-Wilk test, the
mean and standard deviation values were obtained by concluding that the data showed
normal distribution according to Tabachnick and Fidell (2013), and independent groups
t-test and one-way analysis of variance (ANOVA) techniques were used in the
comparisons. In this quantitative study, statistical tests were used for validity and
reliability (Yalman & Uzunéz, 2021).

Findings

The findings obtained regarding the determination of the motivations of university
students interested in e-sports to participate in e-sports and their comparison according to
different variables are presented in the form of tables below.
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Table 1. Mean and standard deviation values of university students' e-sports participation
motivation scale scores

Sub-scales Mean Sd
Taxonomic Domain 3.98 44
Competence 4.02 1.1
Relational Self 3.76 1.0
Competition and Achievement 3.99 .99
Leisure 3.98 .94
Total 3.95 .86

As seen in Table 1, the mean total scale score of university students is 3.95 & .86. In the
subscales, the "competence" dimension was the highest with a mean of 4.02 + 1.1 and
the "relational self" dimension was the lowest with a mean of 3.76 £+ 1.0.

Table 2. Comparison of the mean scores of university students' motivation to participate
in e-sports scale according to gender

Sub-scales Gender n Mean Sd t p
Taxonomic Domain :\:/gpeale 22 i?i %g -1.426 157
Competence '\F/Izrllale 22 2?; ii -1.376 172
Relation.a.l Self ,\FAZ’I‘;""'G gg g:;é Eé -407 685
Competion e Tende % 8% il o s
Leisure ,'\:Ai'nea'e 22 g:gg :gg 007 995
Total Female 3 387 2 g2 380
p>0.05

According to Table 2, the mean total scale score of male students was 4.02 £ .79, while
that of female students was 3.87 £ .92. As in the total scale scores, it can be said that
male students have relatively higher averages in all sub-dimensions except the leisure
time evaluation sub-dimension. However, in the comparison made in terms of gender,
there is no statistically significant difference between the mean scores of students'
motivation to participate in e-sports (p>.05).

Table 3. Comparison of university students' e-sports participation motivation scale mean
scores according to years of e-sports experience

Years of .
Sub-scales experience n Mean Sd F p Difference
Laxonomic 12 34 363 1.07 12 years <

34 21 423 52 3556 .017¢  SAYeas s

6 years, 7

5-6 20 4.19 .58 and bove

7 and above 25 4.20 .86
Competence 1-2 34 3.76 1.4

3-4 21 4.38 51

56 20 2.08 87 1.590 197 )

7 and above 25 4.17 .95
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Relational Self 1-2 34 3.40 1.1
3-4 21 4.06 .63
5-6 20 3.96 .80 2511 058 )
7 and above 25 3.87 1.1

Competmon and 12 34 3.74 11

Achievement
3-4 21 4.23 .52 1.410 .245 B
5-6 20 4.10 .93
7 and above 25 4.09 1.1

Leisure 1-2 34 3.75 1.1
3-4 21 4.23 .56
5-6 20 4.10 .87 1.320 212 -
7 and above 25 4.00 1.1

Total 1-2 34 3.66 1.0
3-4 21 4.23 .39
t6 20 2.08 7 2.575 .058 )
7 and above 25 4.07 .87

*p <0.05

According to Table 3, the total scale score was 3.66 + 1.0 for students with 1-2 years of
experience, 4.23 + .39 for those with 3-4 years of experience, 4.08 + .74 for those with 5-
6 years of experience, and 4.07 + .87 for those with 7 years of experience or more.
Among the sub-dimensions of the scale, a significant difference was found only in the
"taxonomic domain” dimension at p < 0.05. In the taxonomic domain, students with 1-2
years of experience (3.63 £ 1.07) were significantly lower (F=3.556, p= .017%*) than
students with 3-4 years (4.23 + .52), 5-6 years (4.19 £+ .58) and 7 years or more (4.20 =
.86) of experience.

Table 4. Comparison of university students' e-sports participation motivation scale mean
scores according to income level

Sub-scales Income n Mean Sd t p

Taxonomic Domain I,;A?(\;lee % ggg gg 1.891 .062
Competence I,;A?(\;lee % ?1(1)3 1813 .593 .554
Relational Sef oW 2 392 2 696 488
T W—1 — —
Leisure T — T —
Tota R C— a—

p >0.05

According to Table 4, the mean total scale score of low-income students was 4.16 + .76,
while that of middle-income students was 3.91 + .86. As in the total scale scores, it can
be said that students with low income level have relatively higher averages in all sub-
dimensions. However, in the comparison made in terms of income level, there is no
statistically significant difference between the mean e-sports participation motivation
scores of the students (p>.05).
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Discussion and Conclusion

In this research on motivation to participate in e-sports in higher education, it was aimed
to determine the motivation of students who participate in e-sports in universities in
Turkey and to compare their motivation according to different variables. Based on the
findings obtained from the research, it was concluded that university students who
participate in e-sports have high motivation to participate in e-sports. While students'
motivation to participate in e-sports did not differ according to gender and income level,
it was revealed that there was a difference in the "taxonomic domain™ dimension
according to the years of e-sports experience. This difference was found to be due to the
fact that those with 1-2 years of experience had lower motivation to define cognitive,
affective and psychomotor characteristics reflecting the taxonomic domain compared to
those with three years and more e-sports experience.

In parallel with our research findings, we found that adolescent e-sports players in
Australia (Trotter et al., 2022), secondary school and university students in Hong Kong
(Chung et al., 2022), university e-sports players (Kauweloa & Winter, 2016; Kartal &
Temel, 2021; Ustiin et al, 2022), professional e-sports players in European and Latin
American countries (Giakoni-Ramirez, Merellano-Navarro, & Duclos-Bastias, 2022)
have high motivation to participate in e-sports. Banyai, Griffiths, Demetrovics, and
Kiraly (2019) state that e-sports players have more playing time and higher social,
competition, and skill development motivations compared to recreational players. The
rate of participation in physical activity generally declines with age (Kilpatrick, Herbert,
& Bartholomew, 2005), especially in late adolescence and early adulthood. When it
comes to higher education level, more than half of the students stated that their
participation in physical activity decreased after graduating from high school (Calfas,
Sallis, Lovato, & Campbell, 1994). Although Bayrakdar, Yildiz, and Bayraktar (2020)
showed that the daily physical activity levels of e-sports players representing their
countries in international competitions from Turkey, South Korea, and the United States
were low, Giakoni-Ramirez, Merellano-Navarro, and Duclos-Bastias (2022) reported
that the physical activity levels of professional e-sports players in European and Latin
American countries were moderate and high, suggesting that the effects of e-sports on
health in terms of physical activity may differ. Compared to the participation of young
people in sports involving physical activity, the high motivation of e-sports players can
be interpreted as a result of the reflection of the digital age on physical activity
preferences.

University students' motivation to participate in e-sports did not differ according to
gender and income level. Unlike our research findings, Ustiin et al. (2022) stated that
there were significant differences in motivation to participate in e-sports among
university students depending on variables such as gender, age and daily game playing
time, Onal et al. (2022) found that male athletes had higher motivation among university
students who regularly participated in e-sports activities, and Uzuner and Kahveci (2023)
concluded that women were superior in terms of competence. In the results of the
research conducted by Ayas (2020), it was stated that gender plays a significant role in
motivation to participate in e-sports. The results of Arslan and Bulut's (2021) research
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with academics also revealed that the views of female academics towards e-sports are
more negative than male academics, especially in statements about violence. Academics
in older age groups expressed more negative views towards e-sports than their younger
colleagues. Considering the profile of those interested in e-sports, Yildiz, Kirtepe, and
Baydili (2020) found that men are more likely to participate in e-sports professionally
than women, male athletes are interested in e-sports for reasons of competition and
success, and Argan, Ozer, and Akin (2006) found that almost all of the participants who
engage in e-sports are male, The fact that they have competed in team games and that
they consist of young individuals, have low income and have been professionally
engaged in this sport for more than 3-4 years supports the fact that men have
approximately twice the rate of women among the participants in our study.

When the motivations of university students to participate in e-sports were compared
according to the years of e-sports experience, a statistically significant difference was
found in the "taxonomic domain” dimension. It was observed that students who have
been interested in e-sports for more than three years have higher motivation to define
cognitive, affective and psychomotor characteristics reflecting the taxonomic domain
compared to those who have been interested in e-sports for 1-2 years. The fact that Ustiin
et al. (2022) stated that the motivations of university students who regularly participate
in e-sports activities are focused on supporting developmental characteristics,
competition, providing an escape environment, and evaluating free time, and that there is
a significant difference in the "taxonomic domain" sub-dimension in favor of participants
aged 23 years and over compared to lower age participants, as well as in favor of those
who play games for 4 hours or more compared to those who play games for 3 hours or
less daily, support our research findings. According to Yildiz, Kirtepe, and Baydili
(2020), among licensed e-athletes who are professionally interested in e-sports, those
who are younger in age are more excited than those who are older. In the study
conducted by Akkaya, Gezer Sen, and Kapidere (2021) with prospective classroom
teachers, it was stated that e-sports were defined as digital games based on online
participation and requiring internet use. Although prospective teachers claimed that e-
sports socialize and contribute positively to motor development, they also stated that e-
sports cause screen addiction, lead individuals to asociality, and cause insufficient
physical activity.

In terms of the taxonomic field, it is necessary to focus on the effects of e-sports on the
holistic development of young people. When the related studies are examined, Arslan
and Bulut (2021) found that academicians working in the field of sport sciences across
Turkey have negative views on e-sports and do not accept e-sports as a sport. Similarly,
although there are different opinions on whether e-sports should be accepted as a sport
(Arslan & Bulut, 2021; Hallmann & Giel, 2018; Leis et al, 2021; Naraine, 2021; Parry,
2019), Lopez-Gonzalez and Griffiths (2018) base the sportification of the concept of e-
sports, unlike an ordinary video game, on the fact that it requires a set of special skills,
strategies, tactics, rules and regulations, as in traditional sports branches, and that it
requires intrinsically and extrinsically motivated performance characterized by
teamwork, reward and training. Related to this, Himmelstein, Liu, and Shapiro (2017)
stated that professional players in League of Legends (LoL), a popular e-sport game,
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need to have basic skills such as logical decision-making, game knowledge, strategic
thinking, avoiding distractions, good focus, coping with psychological pressure, positive
attitude, mental or physical warm-up before performance, opponent adaptation, good
team dynamics, communication, and motivation.

In general, although it is claimed in the literature that e-sports are insufficient in the
physical activity dimension, it is argued that video games improve the cognitive
processes of players when played without problems (Nuyens et al, 2019) and that school
e-sports programs, if implemented appropriately, can have a positive impact on the
psychological development of adolescent e-athletes and their peers such as self-
regulation, development-oriented mind, positive youth development, as well as the
development of health behaviors such as physical activity, sports participation, and
general health perception (Trotter et al., 2022), it can be said that e-sports contribute
positively to the cognitive and affective development of young people.

As a result, it can be said that the popularity of e-sports among young people is
increasing, university students' motivation to participate in e-sports is high, and while
gender and income level do not affect participation motivation, e-sports experience does.

Suggestions and Research Limitations

Although the e-sports players included in our study were not at a professional level, the
motivations of e-sports players were found to be high, similar to the motivations of
professional players in the literature, but in future studies, the participant group can be
examined according to whether the participant group is professional or not and whether
the participation motivations of e-sports players differ. In this study, only the data
obtained from the E-sports Participation Motivation Scale were limited to the data
obtained from the E-sports Participation Motivation Scale, and data on participation
motivations that may be outside the scale could not be obtained. For this reason, in
addition to quantitative methods, qualitative methods can also be used to explain in depth
what the motivations for participation of e-sports players are. In order to reveal the
global impact of the digital age, large-scale studies can be planned and participation
motivations can be examined according to different cultures.
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