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Good afternoon everyone, thank you for coming to my presentation. My name is Lucy Zhu, Lecturer in Esports at University of Northampton. Today I will be presenting on assessing the psychological pathways of eSports events spectators: an application of service quality and its antecedents and consequences. 
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Here is the structure of my presentation today. I will try making clear signposts to hopefully let everyone stay awake till the end. 
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What is Esports
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E and sports
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Now that you have had a taste of eSports, let’s start with the background of the research today. 




What is Esports: E and sports?

Activity 1.1 Please type in your 3 key words 
fo r Es p o rt s  
(www.m e n t i.c o m , u s e  t h e  c o d e  8 4 16 536 8 )

• eSports is defined as “a competitive sport performed in a virtual 
environment in which physical and mental abilities are 
exercised to create victory conditions through generally 
accepted rules” (International eSports Federation, 2020). 

• Competitive video gaming (Jenny et al., 2017).
• It is true that gaming is part of eSports, but it also contains 

computing, media and sport events (Jin, 2010). 

Presenter Notes
Presentation Notes
I always tell my students that whenever you want to discuss something, you need to start with giving the definition. People use a lot of words loosely in daily life and what you say by this might be understood as something else by others. So please, let’s see if we are all on the same page for esports in this room. 

http://www.menti.com/


Activity 1.2 Esports Genres
“A style or category of art, music, or literature.” 

(Oxford Languages Definition).

Can represent a definition of a style/type of game, often referring to HOW 

the game is played, sometimes alongside the narrative style of the game.

Can you think of any Esports genres?
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In order to fill the aforementioned gaps, this research aims to investigate the psychological pathway of eSports spectators by assessing the structural model for service quality, including its antecedents (which are basic psychological needs and motivation) and consequences (which are satisfaction and revisit intention). The research purposes are two-folded. First of all, to test the psychometric properties of the observed variables. Secondly, to examine the direct and indirect relationships among the variables in the structural model. 




Activity 1.2 Esports Genres
• MOBA (Multi - player Online Battle Arena)

League of Legends, Dota2… 
• FPS (First Person Shooting)

CS:GO, Valorant , Overwatch…
• RTS (Real Time Strategy)

Starcraft II, Age of Empiror II…
• Battle Royale

Fortnite, PUBG, Apex Legends…
• Fighting

• Sports games (Arcade/real - world)

• Simulation

…
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In order to fill the aforementioned gaps, this research aims to investigate the psychological pathway of eSports spectators by assessing the structural model for service quality, including its antecedents (which are basic psychological needs and motivation) and consequences (which are satisfaction and revisit intention). The research purposes are two-folded. First of all, to test the psychometric properties of the observed variables. Secondly, to examine the direct and indirect relationships among the variables in the structural model. 




Activity 1.3 Sports that  not  in Olympics
Can you think of one sport that is not in Olympic yet?
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In order to fill the aforementioned gaps, this research aims to investigate the psychological pathway of eSports spectators by assessing the structural model for service quality, including its antecedents (which are basic psychological needs and motivation) and consequences (which are satisfaction and revisit intention). The research purposes are two-folded. First of all, to test the psychometric properties of the observed variables. Secondly, to examine the direct and indirect relationships among the variables in the structural model. 




Activity 1.3 Sports that  not  in Olympics
Sport has been elevated from mere games precisely because sport competitions exist in the 

physical realm (Jeu, 1972). 

Sport (Møller, 2009, p. 15):

(a) The activity is played out as a competition, which is taken seriously even though it serves 
no external purpose and, in that sense, can be regarded as not serious;

(b) The aim is to win and to move upwards within the activity’s hierarchical structure;

(c) The activity is organised and functions in an institutionalise framework, in which results 
are recorded and are ascribed significance;

(d) The activity is governed by a written set of rules, which are administered by a judge who 
ideally is impartial.
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In order to fill the aforementioned gaps, this research aims to investigate the psychological pathway of eSports spectators by assessing the structural model for service quality, including its antecedents (which are basic psychological needs and motivation) and consequences (which are satisfaction and revisit intention). The research purposes are two-folded. First of all, to test the psychometric properties of the observed variables. Secondly, to examine the direct and indirect relationships among the variables in the structural model. 




Discussion: Does it  t ruly matter to discuss if esports is sport?
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I guess you might have something to say after this section. So to start this discussion section, I have this video for you. After this, we could see if anyone would like to share any thoughts. 



Esports Industry
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Let’s now take a quick look at all the constructs in the current study. This is usually the boring part but I promise it’s going to be quick and clear. 




Activity 2.1 Quiz Time!

(www.menti.com, use the code 33229238 )

http://www.menti.com/


Esports Ecosystem and Landscape (Besombes, 2019)



1st Model: League-oriented

(Besombes, 2019)



2nd Model: Tournament-oriented

(Besombes, 2019)
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Now let’s look at how we conducted the research. 



3.1
Esports Event  Management



Perceived Service Quality of eSports Events 
(Zhu et  al., 2021) 

Basic 
Psychological 

Needs 
Motivation

Perceived 
Service 
Quality

Satisfaction Revisit 
Intention

Competition 
Quality

Physical 
Environment

Event 
Execution

Interaction 
Quality
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First of all, the perceived service quality of eSports events. You know I always think that EASM organisers must be under a lot of pressure every year because there are so many researchers coming who are experts in event management. So if there is anything wrong at the event, it could be picked up so easily. Anyway, for service quality in eSports context, Zhu et al. (2021), which by the way is me hello feel free to download that paper, conducted a seminal study to propose the first conceptual model for perceived service quality. Specifically, competition quality refers to the core product, such as teams or gameplay; physical environment refers to the tangible and intangible elements in the event environment, such as stadium layout; event execution stands for the event organiser’s ability to plan, organise, and deliver the event; and interaction quality measures the spectator crowd and social experiences.




Antecedents: Motivat ion and BPNs
Basic 

Psychological 
Needs 

Motivation
Perceived 

Service 
Quality

Satisfaction Revisit 
Intention

Intrinsic

Extrinsic

No apparent rewards except the activity itself (Deci, 
1971). 

Meeting an external goal of a behaviour separate 
from the inherent satisfactions from doing the activity 
per se (Deci & Ryan, 1985). 
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Then motivation, which is considered as the antecedent of perceived service quality. Here we used Deci and Ryan’s self-determination theory as the underpinning framework, which in general classifies motivation into intrinsic motivation and extrinsic motivation. A person who attends eSports events simply for inherent satisfaction or enjoyment is considered to be intrinsically motivated. On the other hand, those who attend an eSports event for external benefits are considered driven by extrinsic motivation, such as free champion skin. So I come to present at EASM because I enjoy sharing my research in eSports, definitely not because of the 500 euros prize money. Which is a lie. So now you can see people could be intrinsically and extrinsically motivated at the same time. They are not mutually exclusive. 



Antecedents: Motivat ion and BPNs
Basic 

Psychological 
Needs 

Motivation
Perceived 

Service 
Quality

Satisfaction Revisit 
Intention

Autonomy

Competence

Relatedness

“The opportunity to seek challenges, express their capacities, and 
develop their confidence” (Pelletier et al., 2013, p. 330)

Acting in ways that “are congruent with his or her own interests and 
values” (Pelletier et al., 2013, p. 330).

Security, belonging, or satisfying connection with others (Deci et al., 
1991). 
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There are three basic psychological needs which contribute to the integration of motivation. Competence refers to eSports spectators’ ability to appreciate excellence and aesthetics of a game. Autonomy is when a person attends an eSports match to learn game skills, based on their own interests or choices. Relatedness is security or belonging. In eSports, this could be cheering or yelling with other spectators or building up connection with the community at eSports events. 




Consequences: Sat isfact ion and Revisit  
Intention
Basic 

Psychological 
Needs 

Motivation
Perceived 

Service 
Quality

Satisfaction Revisit 
Intention
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In terms of consequences of perceived service quality, there are satisfaction and revisit intention, which is pretty straight forward right? Good quality means happy consumers. Happy consumers are willing to buy again. So satisfied eSports spectators are likely to be willing to visit the games again due to satisfaction with the previous experience, even not in the same venue.
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Results
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As expected, competence positively contributes to both motivations. Autonomy was positively related to intrinsic motivation while relatedness was positively related to extrinsic motivation. Extrinsic motivation was positively related to all service quality dimensions, while intrinsic motivation was positively related to competition and execution only. All service quality dimensions were positively related to satisfaction. Finally, satisfaction was positively related to revisit intention. Although not shown in the slides, the mediating effects of motivation, service quality, and satisfaction were tested using a bootstrap method. Apart from the unsupported pathways, all the indirect effects appeared to be significant.
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In terms of the relationship between BPNs and motivation, mastery of skills or leaning of game plays is an important motivation for eSports spectatorship, especially for competent spectators who could understand games well. Surprisingly, feeling belongingness at eSports events does not necessarily make eSports spectators feel more motivated by pleasure or enjoyment from eSports.




Motivation -> Service Quality
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As for the relationship between motivation and service quality, most relationship is easy to understand but interestingly, for interaction quality, eSports spectators who are intrinsically motivated do not necessarily perceive crowd experience or spectator interaction higher, such as cheering or shouting with other eSports fans around them. 




Service Quality -> Satisfact ion -> 
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Competition
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Finally, at esports events, higher perceptions about overall event quality contributes to higher satisfaction. Higher revisit intention could significantly benefit eSports industries as a whole because satisfied spectators of one game could potentially encourage more spectators to a different game because for outsiders the term ‘eSports’ is one commonly shared tag of many different games. 



3.2
Esports Industry Regulat ion 

and Governance



Example: Esports money problem





Discussion: Esports money problem

Perkz Kuro Ky



Potential Solut ion: Esports money 
problem



SuperGen Education (Tencent) 

“Competition between Esports teams results in salary rise of players. The 

key is to limit price war from such unhealthy competition. Salary cap policy 

didn’t work well, which brings the topic back to the problem of ‘one company 

owning the complete license of the game’…. In addition, sponsors are 

obviously leaning towards individual player’ personal brands. Establishing 

individual players image and signing contract separately from the team, is 

another loss to the team’s revenue. In short, Esports teams are stuck in the 

middle with no benefit from either side. Individual sponsorship contract is a 

huge blow to teams, and not always beneficial to the individual players’ 

development. All in all, the industry is just not regulated enough. ”
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Now let’s look at how we conducted the research. 



Which one(s) below joined the Olympic Esports Week in Singapore 
20 23?

A B

C D





Key Takeaways

● Esports nature: E, sports, and video gaming.

● Me a n in g le s s  t o  d is c u s s  wh e t h e r e s p o rt s  s h o u ld  b e  c o n s id e re d  a  

s p o rt .

● Eve n t  is  t h e  c o re  o f t h e  in d u s t ry.

● A lo t  o f c h a lle n g e s  re g a rd in g  in d u s t ry re g u la t io n  a n d  g o ve rn a n c e .

● Es p o rt s  a n d  IO C : p o t e n t ia l o p p o rt u n it ie s , a n d  lo t s  o f u n c e rt a in t ie s



Thank you!
Any questions?
x.zhu@lboro.ac.uk
Luc y.zh u@ n o rt h a m p t o n .a c .uk



Anderson, J. C., & Ge rb in g , D. W. (19 8 8 ). S t ru c t u ra l e q u a t io n  m o d e llin g  in  p ra c t ic e : A re vie w  a n d  re c o m m e n d e d  t w o -
s t e p  a p p ro a c h . Psychological Bulletin, 103 (3), 411- 423. 

Byon, K. K., Zhang, J. J., & Baker, T. A. (2013). Impact of core and peripheral service quality on consumption behavior of 
professional team sport spectators as mediated by perceived value. European Sport Management Quarterly, 13 (2), 
232 - 263. 

Byrne, B., (2010). Structural Equation Modeling with AMOS: Basic concepts, application and programming (2nd ed.). 
Routledge. 

Cronin, J., Brady, M., & Hult , G. (2000). Assessing the effects of quality, value, and customer satisfaction on consumer 
behavioral intentions in service environments. Journal of Retailing, 76 (2), 193- 218. 

Dagger, T., & Sweeney, J. (2007). Service quality attribute weights: How do novice and longer - term customers 
construct service quality performance? Journal of Service Research, 10 (1), 22- 42. 

Davies, L., Coleman, R., & Ramchandani, G. (2010). Measuring attendance: Issues and implications for estimating the 
impact of free - to - view sports events. International Journal of Sports Marketing and Sponsorship, 12 (1), 6- 18. 

Deci, E. L., & Ryan, R. M. (1991). A motivational approach to self: Integration in personality. In R. A. Dienstbier (Ed.), 
Perspectives on motivation. Current theory and research in motivation (pp. 237 - 288). University of Nebraska Press. 

Deci, E. L. (1971). Effects of externally mediated rewards on intrinsic motivation. Journal of Personality and Social 
Psychology, 18(1), 105 - 115. 

Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self - determination in human behavior . Plenum. 

Deci, E., & Ryan, R. (2000). The ‘what’ and ‘why’ of goal pursuits: Human needs and the self - determination of behavior . 
Psychological Inquiry, 11(4), 227 - 268. 

Dysvik , A., Kuvaas , B., & Gagné , M. (2013). An investigation of the unique, synergistic and balanced relationships 
between basic psychological needs and intrinsic motivation. Journal of Applied Social Psychology, 43(5), 1050 - 1064.

Reference



Fornell , C ., & La rc ke r, D. F. (19 8 1). Eva lua t in g  s t ruc t u ra l e q ua t io n  m o d e ls  wit h  un o b s e rvab le va ria b le s  a n d  m e a s u re m e n t  e rro r. Journal of 
Marketing Research, 18 (1), 39- 50. 

Fornell , C., Johnson, M. D., Anderson, E. W., Cha, J., & Bryant, B. E. (1996). The American customer satisfaction index: Nature, pur pos e, and 
findings. Journal of Marketing, 6 0(4), 7 - 18. 

Foroughi, B., Shah, K. M., Nikbin , D., & Hyun, S. S. (2014). The impact of event quality on fan satisfaction and game attendance in the context 
of professional soccer in Iran. International Journal of Sports Marketing and Sponsorship, 15 (3), 40 - 56. 

Funk, D., Beaton, A., & Alexandris , K. (2012). Sport consumer motivation: Autonomy and control orientations that regulate fan behaviours. 
Sport Management Review, 15 (3), 355 - 367.

Gagné , M., & Deci, E. L. (2005). Self - determination theory and work motivation. Journal of Organizational Behavior , 26 (4), 331- 362. 

Guay , F., Boggiano , A., & Vallerand, R. (2001). Autonomy support, intrinsic motivation, and perceived competence: Conceptual and empirical 
linkages. Personality and Social Psychology Bulletin, 27 (6), 643 - 650.

Guay , F., Vallerand, R. J., & Blanchard, C. (2000). On the assessment of situational intrinsic and extrinsic motivation: The Situ ati onal 
Motivation Scale (SIMS). Motivation and Emotion, 24 (3), 175- 213. 

Hair, J. F., Hult , G., Ringle , C., & Starstedt , M. (2013). A primer on partial least squares structural equation modelling (PLS - SEM). Sage. 

Hill, B., & Green, B. (2000). Repeat attendance as a function of involvement, loyalty, and the sportscape across three football contexts. Sport 
Management Review, 3 (2), 145- 162.

Kahle, L., Kambara , K., & Rose, G. (1996). A functional model of fan attendance motivations for college football. Sport Marketing Quarterly, 
5(4), 51- 60.

Keller, K. L. (1999). Managing brands for the long run: Brand reinforcement and revitalization strategies. California Management Review, 
41(3), 102 - 124. 

Khotbesara , S. M., & Moharramzadeh , M. (2020). Investigating the effect of motivation for attendance and quality of services on spectator 
satisfaction in Ardabil Province World Men’s Volleyball League (2019). Research in Sport Management and Marketing, 1 (1), 37- 46. 

Kirkland, R. A., Karlin , N. J., Stellino , M. B., & Pulos , S. (2011). Basic psychological needs satisfaction, motivation, and exercise in older adults. 
Activities Adaptation & Aging, 35 (3), 181- 196. 



Ko, Y., & Pastore, D. (2004). Current issues and conceptualizations of service quality in the recreation sport industry. Spor t  Ma rke t in g  
Q u a rt e rly, 13(2), 15 8 - 16 6 . 

Ko , Y., & Pa s t o re , D. (20 0 7). An  in s t ru m e n t  t o  a s s e s s  c u s t o m e r p e rc e p t io n s  o f s e rvic e d  q u a lit y a n d  s a t is fa c t io n  in  c a m p u s  re c re a t io n  
p ro g ra m s . Re c re a t io n a l S p o rt s  J o u rn a l, 31(34 ), 34 - 4 2 .

Ko o , G. Y., Ha rd in , R., Mc C lu n g , S ., J u n g , T. J ., C ro n in , J ., Vo rh e e s , C ., & Bo u rd e a u , B. (20 0 9 ). Exa m in a t io n  o f t h e  c a u s a l e ffe c t s  b e t we e n  t h e  
d im e n s io n s  o f s e rvic e  q u a lit y a n d  s p e c t a t o r s a t is fa c t io n  in  m in o r le a g u e  b a s e b a ll. In t e rn a t io n a l J o u rn a l o f S p o rt s  Ma rke t in g  a n d
S p o n s o rs h ip , 11(1), 4 6 - 5 9 . 

Kwo n , H. H., Tra il, G. T., & An d e rs o n , D. S . (20 0 5 ). Are  m u lt ip le  p o in t s  o f a t t a c h m e n t  n e c e s s a ry t o  p re d ic t  c o g n it ive , a ffe c t ive , c o n a t ive , o r 
b e h a vio ra l lo ya lt y?  S p o rt  Ma n a g e m e n t  Re vie w, 8 (3), 25 5 - 270 . 

Le e , D., & S c h o e n s t e d t , L. (20 11). C o m p a ris o n  o f e s p o rt s  a n d  t ra d it io n a l s p o rt s  c o n s u m p t io n  m o t ive s . J o u rn a l o f Re s e a rc h , 6 (2), 39 - 4 4 . 

Le e , S ., An , J ., & Le e , J . (20 14 , Fe b ru a ry). Th e  re la t io n s h ip  b e t we e n  e - s p o rt s  vie win g  m o t ive s  a n d  s a t is fa c t io n : Th e  c a s e  o f Le a g u e  o f Le g e n d s . 
Pa p e r p re s e n t e d  a t  In t e rn a t io n a l C o n fe re n c e  o n  Bu s in e s s , Ma n a g e m e n t  a n d  C o rp o ra t e  S o c ia l Re s p o n s ib ilit y, Ba t a m , In d o n e s ia . Re t rie ve d  
fro m  h t t p s ://we b .yo n s e i.a c .kr/b kg s i/p d f_p a p e r/락술)이지영(이상우).p d f. 

Ma h o n y, D. F., Na ka za wa , M., Fu n k, D. C ., J a m e s , J . D., & Gla d d e n , J . M. (20 0 2). Mo t iva t io n a l fa c t o rs  in flu e n c in g  t h e  b e h a vio u r o f J  Le a g u e  
s p e c t a t o rs . S p o rt  Ma n a g e m e n t  Re vie w, 5 (1), 1- 24 . 

Ma t s u o ka , H., C h e lla d u ra i, P., & Mu n e h iko , H. (20 0 3). Dire c t  a n d  in t e ra c t io n  e ffe c t s  o f t e a m  id e n t ific a t io n  a n d  s a t is fa c t io n  o n  in t e n t io n  t o  
a t t e n d  g a m e s . S p o rt  Ma rke t in g  Q u a rt e rly, 12(4 ), 24 4 - 25 3 . 

Mc Au le y E., Du n c a n  T., & Ta m m e n , V. (19 8 9 ). Ps yc h o m e t ric  p ro p e rt ie s  o f t h e  in t rin s ic  m o t iva t io n  in ve n t o ry in  a  c o m p e t it ive  s p o rt  s e t t in g : A 
c o n firm a t o ry fa c t o r a n a lys is . Re s e a rc h  Q u a rt e rly fo r Exe rc is e  a n d  S p o rt , 6 0 (1), 4 8 - 5 8 .

Ne u s , F., N im m e rm a n n , F., Wa g n e r, K., & S c h ra m m - Kle in , H. (20 19 ). Diffe re n c e s  a n d  s im ila rit ie s  in  m o t iva t io n  fo r o fflin e  a n d  o n lin e  e S p o rt s  
e ve n t  c o n s u m p t io n . Pro c e e d in g s  o f t h e  5 2n d  Ha wa ii In t e rn a t io n a l C o n fe re n c e  o n  S ys t e m  S c ie n c e s  (p p . 24 5 8 - 24 6 7). Gra n d  Wa ile a . 



Newzoo . (20 21). 20 21 g lo b a l Es p o rt s  & live  s t re a m in g  m a rke t  re p o rt . h t t p s ://n e w zo o .c o m /in s ig h t s /t re n d - re p o rt s /n e w zo o s - g lo b a l- e s p o rt s - live - s t re a m in g -
m a rke t - re p o rt - 20 21- fre e - ve rs io n

N g , J ., Lo n s d a le , C ., & Ho d g e , K. (20 11). Th e  b a s ic  n e e d s  s a t is fa c t io n  in  s p o rt  s c a le  (BN S S S ): In s t ru m e n t  d e ve lo p m e n t  a n d  in it ia l va lid it y e vid e n c e . 
Ps yc h o lo g y o f S p o rt  a n d  S c ie n c e , 12(3), 25 7- 26 4 .

O la fs e n , A., De c i, E., & Ha lva ri, H. (20 18 ). Ba s ic  p s yc h o lo g ic a l n e e d s  a n d  w o rk m o t iva t io n : A lo n g it u d in a l t e s t  o f d ire c t io n a lit y. Mo t iva t io n  & Em o t io n , 4 2(2), 
178 - 18 9 . 

O live r, R. (19 8 0 ). A c o g n it ive  m o d e l o f t h e  a n t e c e d e n t s  a n d  c o n s e q u e n c e s  o f s a t is fa c t io n  d e c is io n s . J o u rn a l o f Ma rke t in g  Re s e a rc h , 17(4 ), 4 6 0 - 4 6 9 . 

O live r, R. (19 9 7). S a t is fa c t io n : A b e h a vio u ra l p e rs p e c t ive  o n  t h e  c o n s u m e r. Irw in /Ma Gra w - Hill.

Pe lle t ie r, L., Ro c c h i, M., Va lle ra n d , R., De c i, E., & Rya n , R. (20 13). Va lid a t io n  o f t h e  re vis e d  s p o rt  m o t iva t io n  s c a le  (S MS - II). Ps yc h o lo g y o f S p o rt a n d  Exe rc is e  
14 (3), 329 - 34 1.

Pizzo , A., Ba ke r, B., N a , S ., Le e , M., Kim , D., & Fu n k, D. (20 18 ). e S p o rt  vs  s p o rt : A c o m p a ris o n  o f s p e c t a t o r m o t ive s . S p o rt  Ma rke t in g  Q u a rt e rly, 27(2), 10 8 - 123 .

Po d s a ko ff, P. M, Ma c Ke n zie , S . B., Le e , J . Y., & Po d s a ko ff, N . P. (20 0 3). C o m m o n  m e t h o d  b ia s e s  in  b e h a vio ra l re s e a rc h : A c rit ic a l re vie w  o f t h e  lit e ra t u re  a n d  
re c o m m e n d e d  re m e d ie s . J o u rn a l o f Ap p lie d  Ps yc h o lo g y, 8 8 (5 ), 8 79 - 9 0 3 .  

Q ia n , T. Y., Wa n g , J . J ., & Zh a n g , J . J . (20 20 ). Pu s h  a n d  p u ll fa c t o rs  in  E- s p o rt s  live s t re a m in g : A p a rt ia l le a s t  s q u a re s  s t ru c t u ra l e q u a t io n  m o d e llin g  a p p ro a c h . 
In t e rn a t io n a l J o u rn a l o f S p o rt  C o m m u n ic a t io n , 13(4 ), 6 21- 6 4 2 . 

Q ia n , T. Y., Wa n g , J . J ., Zh a n g  J . J ., & Lu , L. Z. (20 19 ). It  is  in  t h e  g a m e : Dim e n s io n s  o f e s p o rt s  o n lin e  s p e c t a t o r m o t iva t io n  a n d  d e ve lo p m e n t  o f a  s c a le . 
Eu ro p e a n  S p o rt  Ma n a g e m e n t  Q u a rt e rly, 20 (4 ), 4 5 8 - 4 79 . 

Q ia n , T. Y., Wa n g , J . J ., Zh a n g , J . J ., & Hu lla n d , J . (20 22). Fu lfillin g  t h e  b a s ic  p s yc h o lo g ic a l n e e d s  o f Es p o rt s  fa n s : A s e lf- d e t e rm in a t io n  t h e o ry a p p ro a c h . 
C o m m u n ic a t io n  a n d  S p o rt , 10 (2), 216 - 24 0 . 

Q u e s t e d , E., & Du d a , J . (20 10 ). Exp lo rin g  t h e  s o c ia l- e n viro n m e n t a l d e t e rm in a n t s  o f w e ll- a n d  ill- b e in g  in  d a n c e rs : A t e s t  o f b a s ic  n e e d s  t h e o ry. J o u rn a l o f 
S p o rt  & Exe rc is e  Ps yc h o lo g y, 32(1), 39 - 6 0 .

Q u e s t e d , E., & Du d a , J . (20 11). An t e c e d e n t s  o f b u rn o u t  a m o n g  e lit e  d a n c e rs : A lo n g it u d in a l t e s t  o f b a s ic  n e e d s  t h e o ry. Ps yc h o lo g y o f S p o rt  a n d  Exe rc is e , 
12(2), 15 9 - 16 7. 

Re is s , S ., & Ha ve rc a m p , S . M. (19 9 8 ). To w a rd  a  c o m p re h e n s ive  a s s e s s m e n t  o f fu n d a m e n t a l m o t iva t io n : Fa c t o r s t ru c t u re  o f t h e  Re is s  Pro file . Ps yc h o lo g ic a l 
As s e s s m e n t , 10 (2), 9 7- 10 6 . 

Ric h a rd s o n , H. A., S im m e rin g , M. J ., & S t u rm a n , M. C . (20 0 9 ). A t a le  o f t h re e  p e rs p e c t ive s : Exa m in in g  p o s t  h o c  s t a t is t ic a l t e c h n iq u e s  fo r d e t e c t io n  a n d  
c o rre c t  io n  o f c o m m o n  m e t h o d  va ria n c e . O rg a n iza t io n a l Re s e a rc h  Me t h o d s , 12(4 ), 76 2- 8 0 0 . 



Ryan, R. M. (1995). Psychological needs and the facilitation of integrative processes. Journal of Personality, 63(3), 397 - 4 28 . 

Rya n , R., & C o n n e ll, J . (19 8 9 ). Pe rc e ive d  lo c u s  o f c a u s a lit y a n d  in t e rn a liza t io n : Exa m in in g  re a s o n s  fo r a c t in g  in  t w o  d o m a in s . J o u rn a l o f Pe rs o n a lit y a n d  S o c ia l 
Ps yc h o lo g y, 5 7(5 ), 74 9 - 76 1. 

Rya n , R., & De c i, E. (20 0 0 ). S e lf- d e t e rm in a t io n  t h e o ry a n d  t h e  fa c ilit a t io n  o f in t rin s ic  m o t iva t io n , s o c ia l d e ve lo p m e n t , a n d  w e ll- b e in g . Am e ric a n  
Ps yc h o lo g is t , 5 5 (1), 6 8 - 78 . 

S h e ld o n , K., Ellio t , A., Kim , Y., & Ka s s e r, T. (20 0 1). Wh a t  is  s a t is fyin g  a b o u t  s a t is fyin g  e ve n t s ?  Te s t in g  10  c a n d id a t e  p s yc h o lo g ic a l n e e d s . J o u rn a l o f 
Pe rs o n a lit y a n d  S o c ia l Ps yc h o lo g y, 8 0 (2), 325 - 339 . 

S h o n k, D., & C h e lla d u ra i, P. (20 0 8 ). S e rvic e  q u a lit y, s a t is fa c t io n , a n d  in t e n t  t o  re t u rn  in  e ve n t  s p o rt  t o u ris m . J o u rn a l o f S p o rt  Ma n a g e m e n t , 22(4 ), 5 8 7- 6 0 2 .

S la vic h , M. A., Dw ye r, B., & Ru fe r, L. (20 17). An  e vo lvin g  e xp e rie n c e : An  in ve s t ig a t io n  o f t h e  im p a c t  o f s p o rt in g  e ve n t  fa c t o rs  o n  s p e c t a t o r s a t is fa c t io n . 
J o u rn a l o f Glo b a l S p o rt  Ma n a g e m e n t , 3 (1), 1- 20 . 

S m it h , S ., Ro s t e r, C ., Go ld e n , L., & Alb a u m . (20 16 ). A m u lt i- g ro u p  a n a lys is  o f o n lin e  s u rve y re s p o n d e n t  d a t a  q u a lit y: C o m p a rin g  a  re g u la r US A c o n s u m e r 
p a n e l t o  MTu rk s a m p le s . J o u rn a l o f Bu s in e s s  Re s e a rc h , 6 9 (8 ), 3139 - 314 8 . 

Ta b a c h n ic k, B. G., & Fid e ll, L. S . (20 0 7). Us in g  m u lt iva ria t e  s t a t is t ic s . Allyn a n d  Ba c o n . 

Wa ke fie ld , K. L., & Blo d g e t t , J . G. (19 9 4 ). Th e  im p o rt a n c e  o f s e rvic e s c a p e s in  le is u re  s e rvic e  s e t t in g s . J o u rn a l o f S e rvic e s  Ma rke t in g , 8 (3), 6 6 - 76 . 

We s t e rb e e k, H., & S h ilb u ry, D. (20 0 3). A c o n c e p t u a l m o d e l fo r s p o rt  s e rvic e s  m a rke t in g  re s e a rc h : In t e g ra t in g  q u a lit y, va lu e  a n d  s a t is fa c t io n . In t e rn a t io n a l 
J o u rn a l o f S p o rt s  Ma rke t in g  a n d  S p o n s o rs h ip , 5 (1), 11- 31. 

Wils o n , P., & Ro d g e rs , W. (20 0 4 ). Th e  re la t io n s h ip  b e t w e e n  p e rc e ive d  a u t o n o m y s u p p o rt , e xe rc is e  re g u la t io n s  a n d  b e h a vio ra l in t e n t io n s  in  w o m e n . 
Ps yc h o lo g y o f S p o rt  a n d  Exe rc is e , 5 (3), 229 - 24 2 . 

Yo s h id a , M., & J a m e s , J . D. (20 10 ). C u s t o m e r s a t is fa c t io n  w it h  g a m e  a n d  s e rvic e  e xp e rie n c e s : An t e c e d e n t s  a n d  c o n s e q u e n c e s . J o u rn a l o f S p o rt  
Ma n a g e m e n t , 24 (3), 338 - 36 1. 

Yo s h id a , M., & J a m e s , J . D. (20 11). S e rvic e  q u a lit y a t  s p o rt in g  e ve n t s : Is  a e s t h e t ic  q u a lit y a  m is s in g  d im e n s io n ? S p o rt  Ma n a g e m e n t  Re vie w , 14 (1), 13- 24 . 

Zh u , X., Pyu n , D. Y., Ma n o li, A. E. (20 21). De ve lo p in g  a  c o n c e p t u a l m o d e l o f s e rvic e  q u a lit y fo r e S p o rt s . Q u e s t , 73(4 ), 375- 39 0 .


	Explore Esports:�Competitive Video Gaming
	Introduction
	Your speaker today!
	What is Esports
	What is Esports: E and sports?
	Activity 1.2 Esports Genres
	Activity 1.2 Esports Genres
	Activity 1.3 Sports that not in Olympics
	Activity 1.3 Sports that not in Olympics
	Discussion: Does it truly matter to discuss if esports is sport?
	Esports Industry
	Activity 2.1 Quiz Time!
	Esports Ecosystem and Landscape (Besombes, 2019)
	1st Model: League-oriented
	2nd Model: Tournament-oriented
	03
	3.1�Esports Event Management
	Perceived Service Quality of eSports Events (Zhu et al., 2021) 
	Antecedents: Motivation and BPNs
	Antecedents: Motivation and BPNs
	Consequences: Satisfaction and Revisit Intention
	Results
	BPNs -> Motivation
	Motivation -> Service Quality
	Service Quality -> Satisfaction -> Revisit Intention
	3.2�Esports Industry Regulation and Governance
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	04
	Slide Number 33
	Slide Number 34
	Key Takeaways
	Thank you!�Any questions?
	Reference
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41

