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TOPIC : THE INFLUENTIAL FACTORS IN BECOMING AN ESPORTS ATHLETES

RESEARCH QUESTION : 1. Does family have influence in becoming eSports athlete? How 
      much influence does family have?
      2. Does friend have influence in becoming eSports athlete? How 
      much influence does friend have?
      3. What are the common traits and characteristics among eSports  
      athletes and  non-eSports athletes?
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eSports or electronic sports is an organized and competitive gaming with a specific goal at the end of a 

game where single players or teams compete against each other (Khromov et al. 2018)

● The global esports audience numbered 380.2 million in 2018 and has 
tended to grow up to 557 million by 2021. 
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In this research we define an athlete as a professional player with a work contract with a professional eSports 
team . A player is a person without the eSports contract while having relevant game skills or status.

“Dream job for the youth” (The strait Times, 2015)
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DATA

1. Data

Data were collected by a self-report questionnaire from both 

eSports athletes and eSports players.

The questionnaire  include with 22 questions for eSports 

athletes and 18 questions for eSports players, covers demographic, 

personality traits and influences.

The population of this study are eSport athletes and eSport 

players which combine to 308 samples.
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Variables explanationVARIABLES EXPLANATION

Factor Variable Definition

Dependent variable (Y)

eSports athlete ATHL Being an eSports athlete (If yes = 1, no = 0)

Independent variables (Xi)

Demographic variables

Gender BOY
GIRL

LGBTQ

Male gender (If yes = 1, otherwise = 0)
Female gender (If yes =1, otherwise = 0)
LGBTQ gender (If yes = 1, otherwise = 0)

Age AGE Current age of the participant (year)
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Variables explanationVARIABLES EXPLANATION

Factor Variable Definition

Independent variables (Xi)

Demographic variables

Education EDU Highest education level of participant
PRI_EDU : Primary education or lower (If yes = 1, no = 0)
SEC_EDU : Secondary education (If yes =1, no = 0)
BACH_EDU : Bachelor degree (If yes =1, no = 0)
MAS_EDU : Master degree (If yes = 1, no = 0)
PHD_EDU : Doctorate degree or higher (If yes = 1, no = 0)

Personality trait variables

Fame FAME Opinion toward fame from becoming an athlete (If desire = 1, otherwise = 0)
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Variables explanationVARIABLES EXPLANATION

Factor Variable Definition

Independent variables (Xi)

Personality trait variables

Follower FOLLOWER Number of social media followers of participant to determine fame seeking 
behavior

FOLL0 : Lower than 1,000 followers (If yes = 1, no = 0)
FOLL1 : 1,000 - 3,999 followers (If yes =1, no = 0)
FOLL2 : 4,000 - 6,999 followers (If yes =1, no = 0)
FOLL3 : 7,000 - 9,999 followers (If yes = 1, no = 0)
FOLL4 : 10,000 followers or higher (If yes = 1, no = 0)

Discipline DISC Discipline of each participant in hours spent in training regimen
DISC0 : Less than 1 hour per day (If yes = 1, no = 0)
DISC1 : 1 - 3 hours per day (If yes = 1, no = 0)
DISC2 : 4 - 6 hours per day (If yes = 1, no = 0)
DISC3 : More than 6 hours per day (If yes = 1, no = 0)
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Variables explanationVARIABLES EXPLANATION

Factor Variable Definition

Independent variables (Xi)

Personality trait variables

Risk RISK The willingness to take risk in each participant
RISK0 : Risk averse (If yes = 1, no = 0)
RISK1 : Neutral (If yes =1, no = 0)
RISK2 : Risk seeking (If yes =1, no = 0)

Influences

Family 
support

FSUPPORT Family support of participant in pursuing eSports athlete as a career
(If yes = 1, no =0)

Family
influences

FAM Participant who have sibling that also interested in game (If yes = 1, no =0)
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Variables explanationVARIABLES EXPLANATION

Factor Variable Definition

Influences

Peer pressure FRIEND Participant being among friends who have interest in game (If yes = 1, no =0)

Expose age EXP_AGE Age in which participant was introduced to video game (year)

Family status FSTATUS The level of monthly family income of participant
FSTATUS0 : Less than ฿15,000 (If yes = 1, no =0)
FSTATUS1 : ฿15,000 - ฿30,000 (If yes = 1, no =0)
FSTATUS2 : ฿30,001 - ฿45,000 (If yes = 1, no =0)
FSTATUS3 : ฿45,001 - ฿60,000 (If yes = 1, no =0)
FSTATUS4 : ฿60,001 - ฿75,000 (If yes = 1, no =0)
FSTATUS5 : ฿75,001 - ฿90,000 (If yes = 1, no =0)
FSTATUS6 : ฿90,001 - ฿105,000 (If yes = 1, no =0)
FSTATUS7 : More than ฿105,000 (If yes = 1, no =0)
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STATISTICAL TREATMENT OF DATA

ATH = ꞵ₀ + δ₀boy + δ₁girl + ꞵ₁age + δ₂fame + ꞵ₂follower + δ₃sec_edu + δ₄bach_edu + δ₅fstatus2 
+ δ₆fstatus3 + δ₇fstatus4 + δ₈fstatus5 + δ₉fstatus6 + δ₁₀fstatus7 + ꞵ₃exp_age + δ₁₁fam + δ₁₂disc1 
+ δ₁₃disc2 + δ₁₄disc3 + ꞵ₄risk + δ₁₅friend + δ₁₆fsupport + u

Where ꞵ represent continuous variable and δ represent dummy variable.

Probit regression analysis on STATA

Regression model :
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FULL PROBIT MODEL

INFLUENCE

DEMOGRAPHIC

PERSONAL
TRAITS
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DROP DEMOGRAPHIC & PERSONAL TRAITS 

FACTORS
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CONCLUSION

PLAYERATHLETE

● Basic education
● HIGH Discipline & Determination
● Middle to upper income family
● Friends with interest in game
● Positive view toward games

● Higher education
● LOW Discipline & Determination
● Inferior Family background
● Friends with no interest in game
● Negative view toward games
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