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Introduction

Lee K. Farquhar and Ryan Rogers


After a recent presentation to a group of business leaders interested in information on esports, there was an opportunity to ask questions of the presenter. The group had heard of esports in the news and understood it was an area of growth. Ostensibly interested in potential investment opportunities, these business leaders wanted to understand the phenomenon. They wanted to know more about esports but some questions lingered. The world of competitive video games was still a puzzle to many of them.

The group asked a lot of questions. They asked, “People actually watch this?” Yes, in large numbers. “Why do people watch this?” This answer was more complicated but many scholars have written on this topic. “People spend hours and hours playing one game?” Yes, esports are extremely competitive. “Why would someone spend all their time playing video games?” Again, this answer was more complicated but scholars have also explored this topic.

While high quality work has been done in this area, this book hopes to answer those two more complicated questions in a cohesive volume. Esports is a burgeoning area of research utilizing existing mass communication theory as well as emerging thoughts in the area. From casual gamers to elite professionals. From a child watching YouTube videos of his or her favorite games to major television networks buying broadcasting rights to major esports leagues. From a group gathering around a game in the arcade to tens of thousands of attendees purchasing tickets to major esports competitions. Each of these engagements are driven by various motivations.

To date, the motivations of esports consumers and players has been explored in an academic setting. However, esports and the corresponding players and fans are often treated as a monolithic entity such that if someone is motivated to play or watch one esport, he or she is similarly motivated to play or watch any esport. Indeed, what motivates someone to watch a sports video game is significantly different from what motivates esports fans in general.

Further, scholars and pundits compare esports to traditional sports. To extend this analogy, people who play and watch golf may be quite different from those who watch motorsports. The individual sports and by extension the players and fans, have different traditions, cultures, expectations, and rituals. This is also likely accurate of what motivates people to play and watch different sports. The same person may watch the Olympics out of national pride but watch baseball because he or she does so with family. The same logic and theorizing can be applied to esports.

With this mind, this book is dedicated to dissecting these various player and fan motives. This will provide baseline for understanding esports, its players, and its fans. An edited volume is most appropriate because the diversity in authorship can reflect the diversity in esports competition.

Five chapters comprise the section on esports consumers and viewers. The last five chapters focus on esports players.

In chapter 1, Brown, Sherrick, and Smith offer a dissection of how consumers derive satisfaction from viewing streams, in particular by generating parasocial interactions with the players.

Chapter 2 examines motivations for consumption through the additional requirement of paying for esports content. Chen and Farquhar develop a Paying for Esports Scale based on several predictors of consumer behavior. Their findings advance the understanding of who pays for esports and why.

In chapter 3, Tan examines esports spectatorship is shaped by the rules and regulations of the esports and gaming industries. Tan give focus on attributes, motivations, and conventions of the industry itself as outcomes of those rules and regulations.

In chapter 4, Carter explores the intersection of gambling and esports, examining structure, industry impact, and implications for viewers and players. The rapidly growing landscape of sports betting has crossed over into the also-booming esports industry, and think makes for an intriguing place for players, gamblers, and researchers.

In chapter 5, Kiuchi provides a historical view of esports fandom with special attention to the technological advancements making esports fandom possible

Chapters 6–9 investigate esports motivations from the side of esports players themselves. In chapter 6, Trude examines player-to-player interactions and support through the Dual Social Support Model. Ultimately, it is the interactions amongst players and the resulting community that give esports ongoing, growing cultural strength.

In chapter 7, Petrotta explores esports on college campuses, an area of rapid growth in recent years, with new arenas and academic programs popping up left and right. The chapter examines college students; esports participation, motivation, and the balance between productive pedagogy and potentially detrimental health behaviors. The chapter explores collegiate esports from an institutional perspective as well as from the perspective of the student.

Chapter 8 highlights a self-determination theory. Svensson demonstrates how crucial this theory is to understanding the world of esports.

Chapter 9 finishes the book with Parrott’s examination of how players might be gratifying mental health needs through video games.










Chapter 1

Gamers . . . They’re Just Like Us!!

A Uses and Gratifications Approach to Understanding the Parasocial Relationships between Esports Competitors and their Fans

Kenon A. Brown, Brett Sherrick, and Courteney Smith


Watching people play video games online has been a growing pastime in recent years with more people uploading videos to platforms like YouTube and streaming gameplay live on Twitch each year for media consumption. With the rising popularity of watching other people play video games online has also given rise to the industry of esport (electronic sports), which Hamari and Sjöblom (2017) define as “a form of sports where the primary aspects of the sport are facilitated by electronic systems; the input of players and teams as well as the output of the esports systems are mediated by human-computer interfaces” (p. 211). There are many different video game genres featured in esports, including multiplayer online battle arenas (MOBAs), fighting, first-person shooter, and more but the primary focus is the competitive (professional, semi-professional, or amateur) aspect of the video game that has teams or players facing off.

The combination of livestreaming features (e.g., chat, low cost, etc.) and focus on competition make esports a unique experience for viewers compared to traditional sports or other livestreaming media. The popularity of livestreaming is often attributed to the growth of the esports industry, but lockdowns in 2019 due to COVID-19 drew additional attention as individuals turned to virtual entertainment in larger numbers (Geyser, 2022). However, viewership of esports has continued to grow, indicating that many individuals remain motivated to continue watching beyond lockdown. The esports industry was estimated to be valued around 1.38 billion U.S. dollars in 2022 and is predicted to continue growing over the next few years (Gough, 2022). This figure is argued to be undervalued though by only focusing on events without consideration for other factors (e.g., players, physical products) (Ahn, Collis, & Jenny, 2020).

The growth of the esports industry means that there are now more players and teams for viewers to follow and engage with. Currently there is little research that investigates the influence that individual players or teams have on viewer motivation. Hamari and Sjöblom (2017) argue that viewers potentially have a deeper connection to esports players since many of them also have their own livestreaming channel that allows for additional communication and access. This chapter looks at the connection between viewers’ motivations to follow esports players on streaming channels, consumption of content created or streamed by those players, and the parasocial relationships (PSR) between viewers and esports players.


Motivations for Esports Media Consumption

Similar to previous studies that have explored fans’ motivations for consuming media related to traditional sports, (e.g., Clavio & Walsh, 2014; Lewis et al., 2021) and fantasy sports (e.g., Farquhar & Meeds, 2007; Ruihley, Buzzelli & Billings, 2022), most studies that examine the motivations behind esports-related media consumption employ a uses-and-gratifications (U&G) approach (Katz, Blumler & Gurevitch, 1973). The uses-and-gratifications approach suggests that media consumers play an active role in choosing the outlets and content they consume, selecting certain options over others depending on their needs, desires, and goals (Katz et al., 1973; McQuail, Blumler & Brown, 1972). Specifically related to sports media, Raney (2006) argues that fans consume sports media for several emotional, cognitive, social, or behavioral reasons and these reasons vary depending on the need being met. Also, Ruggiero (2000) argued that the rise of social and digital media options, which includes most digital streaming channels used by esports players, has warranted a need to study audiences’ motivations for choosing the media content, channels, and formats they prefer.

Several studies that have examined motivations for esports consumption have looked at those motivations in comparison to motivations for consuming traditional sports. For example, Lee and Schoenstedt (2011) explored both the motivations behind esports consumption and how those motivations compared to involvement in traditional sports consumption. Results showed that competition, pressure to play because of friends’ involvement, and the need to polish one’s skills were the significant motivations behind esports consumption. Results also revealed that traditional sports consumption via television and the Internet are both related to esports participation. Brown et al. (2018) found that social sport (providing opportunities for discussion and debates among other esport fans), esports fanship, and Schwabism (the desire to have more superior knowledge about esports compared to peers) were motivations for esports media consumption. These motivations, along with the enjoyment of competition, were reasons that esports enthusiasts consumed traditional sports media as well (Brown et al., 2018).

Related to Schwabism, both Hamari & Sjöblom (2017) and Macey et al. (2022) found that acquiring knowledge about the games they play, along with escapism, are reasons for watching esports streams. Also, similar to Brown et al. (2018), Macey et al. (2022) found opportunities to discuss with friends and family was






Parasocial Relationships and Esports





H1: Respondents’ consumption of digital streaming media featuring their favorite esports player will predict their parasocial relationship with that player.


H2: Respondents’ consumption of social media featuring their favorite esports player will predict their parasocial relationship with that player.






Method



Variables and Measurement



	Camaraderie (Seo & Green, 2008; Ruihley & Hardin, 2011; α = 0.89, M = 4.64, SD = 1.19)

	Passing Time (Seo & Green, 2008; α = 0.92, M = 5.26, SD = 1.40)

	Entertainment (Papacharissi & Rubin, 2000; α = 0.88, M = 6.04, SD = 0.75)

	Arousal (Wann, 1995; α = 0.82, M = 4.05, SD = 1.55)

	Self-Expression (Schaedel & Clement, 2010; α = 0.96, M = 3.25, SD = 1.38)

	Habitual Use (Lin, 2002; α = 0.88, M = 4.29, SD = 1.21)

	Escape (Lin, 2002; α = 0.89, M = 4.19, SD = 1.65)

	Information Surveillance (Hur, Ko & Valacich, 2007; Seo & Green, 2008; α = 0.86, M = 4.03, SD = 1.64)

	Coolness (Sheldon, 2008; α = 0.91, M = 4.25, SD = 1.19)

	Schwabism (gaining a feeling of having superior knowledge about their favorite esports player compared to their peers) (Ruihley & Hardin, 2011; α = 0.89, M = 3.14, SD = 1.58)





	How many hours do you watch streaming content created by your favorite esports competitor every week? (M = 4.58, SD = 5.80)

	How many hours do you spend following your favorite esports competitor on his/her social media outlets every week? (M = 1.95, SD = 2.53)






Questionnaire Procedure





Results







Discussion










Limitations and Future Research
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