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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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What is Esports:Eand sports
Esports Industry

Esports Management
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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 1s Esports

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: Eand sports?

Activity 1.1 Please type in your 3 key words
for Esports

(www.menti.com,use the code 84165368)
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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

O

‘A slyle 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)

FPS (First Person Shooting)

RTS (Real Time Strategy)

Battle Royale

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 m Olympics

O
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 i Olympics

Sport has been elevated from mere games precisely because sport con%etitions exist in the

physical realm (Jeu, 1972).

Sport (Mgller, 2009, p. 15): O

(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;
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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 1t truly matter to discuss if esports is sport?



Presenter Notes
Presentation Notes
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. 
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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!

XXXXX

(www.menti.com, use the code 33229238 )
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ISt Model: League-oriented
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2nd Model: Tournament-oriented
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Now let’s look at how we conducted the research. 





Perceived Service Quality of eSports Events

(Zhu et al., 2021)

Basic Perceived
Psychological Motivation Service Satisfaction
Needs Quality

Revisit
Intention

Competition Physical Event Interaction
Quality Environment Execution 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: Motivation and BPNs

Basic Perceived
Psychological Service Satisfaction
Needs Quality

Revisit
Intention

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: Motivation and BPNs

Basic
Psychological
Needs

“The opportunity to seek challenges, express their capacities, and

Competence 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).

Relatedness 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: Satisfaction and Revisit
Intention

Basic Perceived
Psychological Service Satisfaction
Quality

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.



RGN

Basic
Psychological
Needs

Competence

Autonomy

Relatedness

Motivation

Intrinsic

Extrinsic

Perceived
Service Quality

Competition

Physical
Environment

Satisfaction

Event
Execution

Interaction

Revisit
Intention
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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.


BPNs -> Motivation

Basic
Psychological
Needs

Motivation

Competence

Intrinsic

Autonomy

Extrinsic

Relatedness
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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

Perceived
Service Quality

Competition
Motivation

o Physical
Intrinsic Environment

Event AR R \ WY
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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 -> Satisfaction ->

Perceived

Revisit Intention semwieauaity

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 Regulation

By




Example: Esports money problem

“That was a major problem in League of Legends,” Devin Nash, former CEO of Counter Logic
Gaming (CLG) and co-founder of NOVOQ, told Dexerto. “For teams, you could put one skin [in-

game cosmetic item] in the game and you would have funded a team for like two years.... The

revenue verticals that are available to teams through actual in-game monetization are non-
_______________________________________________________________________________________________________________________________________________________________________|

existent. As a whole, publishers are still very oppressive entities in esports.”
_____________________________________________________________________________________________________________________________________________|

Riot Games made more than $32 million from its Valorant Champions skins bundle, which was
released alongside the Valorant competition of the same name. Half of this was shared with
competing teams. Each team made around $1 million. To illustrate how vital this income is for
teams, Danish esports org Astralis, a leading org globally, lost $850,000 in the first half of
2022, If Astralis had a team competing at Valorant Champions, revenue-sharing for one set of
skins would have negated the org's financial losses for half a year and still left them with
$150,000 to spare.




The prc:hlen'l has historically been that publishers rarely make things easy for teams. In 2020,
Activis izzard mandated Overwatch League (OWL) teams, after already spending $20
million-plus to bag a spot in the league, foot the bill of renting out venues like the Hammerstein
Ballroom in New York to be used for competitive fixtures, as reported by WIRED. Team owners

were worried these venues would cost hundreds of thousands of dollars per day, and that

ticket and merchandise sales wouldn't be enough to recoup costs. "There was no way to make
money off that,” one anonymous team owner told WIRED.




Discussion: Esports money problem

Don’‘t hate the player

While they surely cannot be blamed for it, players are paid far beyond what they return for

teams in almost all major esports titles.

Dot Esports reported last year that League of Legends player Perkz was earning $2 million per
year on a three-year contract as a Cloud? player. In 2020, Jensen agreed to a three-year,
$4.2m deal with Team Liquid. Based on financial returns, players are just not worth that kind of

money.

Perkz




Potential Solution: Esports money
problem

“What realistically is going to happen is the [venture capitalist team investors] and LPs [limited

partners] are going to say, ‘We don't have money to give you, or, "We do but we don't want to

PR

give it to you — here is your budget for the year, figure it out,” former CLG owner Nash said.

“Then when these negotiation periods happen in October, [teams are] going to have a serious

conversation with their players and say, ‘Hey, we need to pay you one-tenth of what you were

getting paid before.

“Then the player goes, ‘No thanks, I'm going to another team, and what previously would have
happened is that there would have been a bidding war, but [bidding teams] are going to say,
'‘Our VCs and LPs say the same thing, and this is just going to drive down prices and the

ecosystem will just naturally correct, because the money won't be there.”
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Now let’s look at how we conducted the research. 
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Key Takeaways

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

® Meaningless to discuss whetheresports should be considered a
sport.

e Eventisthe core ofthe industry.

e Alotofchallengesregarding industryregulation and governance.

e Esportsand IOC:potentialopportunities,and lots ofuncertainties
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