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ABSTRACT

Aim: The study aims to examine and compare the motivations for watching
esports among Generations X, Y, and Z, highlighting generational differences
and similarities in engagement with competitive gaming content. Understanding
these motivations can provide valuable insights for esports marketers,
organizers, and content creators to tailor experiences and communication
strategies effectively.

Method: A quantitative approach was adopted. Participants were recruited using
purposive sampling through online esports communities, social media platforms,
and gaming forums. Data collection employed a structured questionnaire
measuring various motivational factors, including entertainment, social
interaction, competition, skill development, and escapism. The collected data
were analyzed using descriptive statistics, ANOVA, and post-hoc tests to identify
significant differences across generations.

Results: Generation Z exhibited higher scores for social interaction, escapism,
and skill development, reflecting their digital nativity and integrated online social
networks. Generation Y showed balanced motivation, emphasizing
entertainment and competition, while Generation X primarily focused on
competition and entertainment, with relatively lower social and escapism
motivations. ANOVA results confirmed significant differences in motivational
dimensions across generational cohorts, particularly in social interaction and
escapism (p < 0.05). Post-hoc analyses further indicated that Generation Z
significantly differed from Generations X and Y in these dimensions, whereas
Generations X and Y did not differ significantly from each other in entertainment
and competition motivations.

Conclusion: The study underscores the importance of generational
segmentation in understanding esports audiences. Marketers and organizers
should design differentiated content and engagement strategies to address
generational preferences. Generation Z may respond best to interactive and
socially connected esports experiences, while older generations may prioritize
competitive and entertainment-oriented content.
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Extended Abstract

In recent years, electronic sports (Esports) have emerged as a globally
recognized form of entertainment and competitive engagement, attracting
audiences across diverse demographic groups. The rapid growth of Esports has
been accompanied by increasing scholarly interest in understanding the
motivations behind audience engagement, particularly across generational
courts. This study aims to investigate the motivational differences among
Generation X, Generation Y, and Generation Z in the context of Esports
viewership, thereby providing a nuanced understanding of how generational
factors influence media consumption behaviors and engagement patterns.
Understanding these motivational differences is critical for Esports organizers,
platform developers, and marketers seeking to design targeted experiences that
resonate with specific generational segments.

A total of 384 participants, drawn from diverse demographic backgrounds, were
included in this study. The sample encompassed a broad age range to adequately
represent Generation X (born 1965-1980), Generation Y (born 1981-1996), and
Generation Z (born 1997-2012). Data were collected using a structured
questionnaire designed to assess ten key motivational dimensions: achievement,
aesthetics, entertainment, escapism, knowledge acquisition, players’ skill, social
interaction, physical attractions, novelty and innovation, and enjoyment of
aggression. These dimensions were selected based on an extensive review of
existing literature and prior research on digital media engagement and sports
consumption behaviors. Participants were asked to indicate the degree to which
each motivational factor influenced their engagement with Esports content on a
five-point Likert scale, ranging from "strongly disagree" to "strongly agree."

To provide a comprehensive overview of participant characteristics, descriptive
statistical analyses were conducted on demographic variables, including gender,
age group, educational level, and weekly hours spent watching Esports. The
results indicated that male viewers constituted a significant portion of the
audience (62.5%), although female participation (37.5%) was noteworthy,
reflecting a growing interest in Esports across genders. Age distribution analysis

revealed that Generation Y, representing individuals aged 20-30, comprised the
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largest segment of the audience (52%), consistent with global trends in Esports
consumption. Participants from Generation X and Generation Z were also
represented, albeit in smaller proportions, providing a sufficient basis for
comparative analyses. Educational attainment was diverse, with the majority of
participants holding undergraduate degrees (47%), followed by graduate-level
education (33%) and secondary education (20%). Regarding weekly viewing
habits, the highest proportion of respondents reported spending four to six hours
per week engaged with Esports content (36.5%), indicating a moderate but
consistent level of engagement, while 15.6% reported viewing more than ten
hours per week, reflecting a highly engaged sub-segment of the audience.

To investigate differences in motivational factors across generational cohorts,
one-way analysis of variance (ANOVA) was employed. Prior to conducting
ANOVA, key assumptions, including normality and homogeneity of variances,
were assessed. Normality tests, including the Kolmogorov-Smirnov and Shapiro-
Wilk tests, indicated that the distribution of motivational scores for all dimensions
was sufficiently normal (p>0.05), justifying the use of parametric statistical
procedures. Homogeneity of variances, assessed via Levene’s test, confirmed
that variance equality assumptions were met (p>0.05), thereby validating the
application of one-way ANOVA.

The ANOVA results revealed significant generational differences in multiple
motivational dimensions. Specifically, achievement (F = 6.27, p = 0.002),
entertainment (F = 7.35, p = 0.001), escapism (F = 5.41, p = 0.005), knowledge
acquisition (F = 9.68, p < 0.001), social interaction (F = 6.33, p = 0.002), novelty
and innovation (F = 5.50, p = 0.004), and enjoyment of aggression (F =4.79, p =
0.009) demonstrated statistically significant differences among generations.
Conversely, aesthetics, players’ skill, and physical attractions did not exhibit
significant differences, suggesting that these factors are uniformly valued across
generational cohorts. Effect size analysis indicated that knowledge acquisition
exhibited a medium effect size (n? = 0.05), while the other significant motivational
factors displayed small effect sizes (n? ranging from 0.02 to 0.04), highlighting

nuanced but meaningful variations across cohorts.
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Post-hoc analyses using Tukey’s HSD test were conducted to identify specific
between-group differences. For the achievement dimension, Generation X rated
achievement as significantly more important than Generation Y (p = 0.014),
reflecting a stronger focus on personal skill mastery, strategic analysis, and
competitive success. In terms of entertainment, Generation Z exhibited a higher
preference for dramatized and visually engaging content than Generation Y (p =
0.004), demonstrating a greater emphasis on immersive experiences and
narrative elements. Escapism motivations were notably higher among
Generation Z compared to Generation Y and X (p = 0.019), suggesting that
younger viewers use Esports as a mechanism for temporary relief from daily
stressors and social pressures. Knowledge acquisition motivations were highest
among Generation X and significantly differed from Generation Z (p = 0.001) and
Generation Y (p = 0.017), indicating a preference for analytical observation,
tactical understanding, and skill learning among older viewers. Social interaction
motivations were more prominent among Generation Y than Generation X (p =
0.026), reflecting a balance between competitive engagement and community
participation. Novelty and innovation were significantly more valued by
Generation Z than Generation Y (p = 0.013), underscoring the importance of
emerging technologies, experimental gameplay, and immersive digital
environments for this cohort. Finally, enjoyment of aggression was higher in
Generation Z relative to Generation X (p = 0.028), reflecting generational
differences in emotional expression and hedonic engagement during competitive
gameplay.

A detailed discussion of these findings underscores several key insights
regarding generational engagement with Esports content. Generation X, having
grown up prior to the widespread adoption of digital gaming, demonstrates a
strategic and analytical orientation toward Esports. This cohort prioritizes
achievement, skill mastery, and tactical understanding, often seeking
supplementary content such as statistical analyses, professional commentary,
and in-depth breakdowns of gameplay mechanics. Their relatively lower
engagement with social or dramatized aspects of Esports highlights the

importance of tailored content that emphasizes professional development,
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strategic insight, and data-driven narratives. This finding aligns with prior
research by Williams (2008), who emphasized the strategic and analytical
preferences of Generation X in sports consumption contexts, and Tang et al.
(2024), who noted this generation’s tool-oriented approach to digital media
engagement.

Generation Y exhibits a hybrid pattern, reflecting both analytical and social
motivations. This cohort balances a keen interest in players’ skills and competitive
outcomes with motivations for social interaction, entertainment, and learning.
Growing up during the transitional phase between traditional media and digital
platforms, Generation Y is accustomed to blending online and offline
experiences, engaging actively in virtual communities, attending live events, and
participating in interactive digital content. This dual orientation supports the
development of marketing strategies that combine immersive social experiences
with informative and competitive content, effectively catering to Generation Y’s
multifaceted motivations. Studies by Hotting et al. (2020) reinforce this
characterization, highlighting Generation Y’s high engagement with social media,
online communities, and influencer-led content.

Generation Z, as digital natives, exhibits the highest engagement with
technology-mediated content and displays strong preferences for innovation,
immersive experiences, and social interactivity. Motivations such as novelty,
entertainment, escapism, and social interaction are particularly pronounced,
reflecting this generation’s integrated digital lifestyle. Generation Z engages with
Esports not only for enjoyment but also as a means of self-expression, identity
formation, and community participation. Their heightened responsiveness to
cutting-edge technologies, including virtual and augmented reality, cross-platform
gaming, and personalized content, emphasizes the necessity for Esports
platforms and organizers to adopt highly interactive, innovative, and customizable
strategies to retain and expand audience engagement. The findings resonate with
studies by Yadavo et al. (2024) and Qiuan (2023), who highlight Generation Z’s
preference for digital interactivity, immersive experiences, and technological

experimentation in entertainment consumption.
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The implications of these findings extend to multiple stakeholders within the
Esports ecosystem. Event organizers, digital platform developers, and marketing
professionals can leverage generational insights to design tailored engagement
strategies. For Generation X, providing analytical content, professional
commentary, and strategic insights can enhance engagement. For Generation Y,
a combination of interactive online events, influencer partnerships, and hybrid
digital-physical experiences can optimize participation. For Generation Z,
immersive technology integration, gamification, narrative-driven content, and
highly interactive social features are essential to maintain attention, enhance user
experience, and foster brand loyalty.

Moreover, the study highlights the broader influence of demographic, cultural,
and technological factors on Esports consumption behaviors. Motivational
patterns are not merely individual preferences but are shaped by social and
technological contexts, emphasizing the importance of considering generational
culture and digital fluency when developing content strategies. The research
underscores the need for continuous adaptation in content delivery, platform
functionality, and audience engagement methods in response to evolving digital
landscapes and user expectations.

In conclusion, this research provides a comprehensive examination of
generational differences in Esports viewing motivations, revealing distinct
patterns across Generation X, Y, and Z. By identifying the motivational drivers
that vary between cohorts, the study contributes to a deeper understanding of
audience segmentation, digital engagement, and the design of targeted
interventions within the Esports industry. The findings demonstrate that
motivations such as achievement, entertainment, escapism, knowledge
acquisition, social interaction, novelty, and enjoyment of aggression are
differentially prioritized by each generation, while factors such as aesthetics,
player skills, and physical attractions remain broadly consistent across groups.
These insights inform strategic decision-making, including content development,
event design, platform enhancement, and marketing initiatives, enabling
stakeholders to create meaningful and tailored experiences for diverse

audiences.

https://jrsm.khu.ac.ir/
286



EVRY-TY

Glodos Sl ks Easl 03 S 355 oo jnig) (S35 sles mS 5sb 4 dams (65518 ol slaaas 5o
PS5 osh s nl e laaged 51 SS ol sl 5 e s ST bl
5 deltle glacb, 4 Sl glaisns (1) el i sl b S S sla 55
Sl e b 638 gt OESGSL 0T 53 4 558 0 4 o sy SliL jie 53 aslolsl
slolle o 3 Slanty 5 (il b S Ll ey G183 Gbls Laeus, opl (il
Gl oS Jseme oSy slagsl B tzas Ml L2505 bl 5 b DLl (sl
Sl SIS 5 olaie o el o)lgn (sl Sl (S S sl a0 gl a8 e i
iy o 8w Gbroism on iolad by 51 (S s 3l g cnl el sbadle 5s )l 45t
(1) 5155 oo WO Laled @ (532 b (T & ooty Ol il s 51 L8 WD gikoe 5 ol 0 Lok
S Jan 55 el a8 35 oo Jolt 15 Gplel 5 glad ) (25 o 85 slacsby (S S0l st 55
Gl 5o sbolele b b 4 Ypens 0Lk 5 L5 0 1S 5 Saalan il Slilos
ity sl (SO S gle oy (1) Lsd o olem iz (ool ol Lo 55 45
3l ale gz 5355 sls 53 S plee st a4 pme = SLikes gla 3o Olyew | (S0 5
o 5 Ok b amlae (Dliles o3 o dile (i o Zoes e 5 |l (ol s S
Ll Sop SO i Slales pames (8) Sl Anee 5 Sds gladbsd sl s
L 1555 Olgr ol 53 (glos 1S oy oL 51 I3 S Sler Sl s (S5 ,80) lils
(0)

5288 iy by el (¥ 2l Lo Cs 2B, SO Glagssl &8 cl S3a Y
el S8 3 o o2 2l (V) o o gims v s 0y S ol 03035 LSS T Olests
03,5 m e 1 S Gl b5 Cagme 5 e L) 0 5z oY (s e (D)
sdalie 55 S e Lilad |y (S 5801 sla 505 45 (680 WO sekes 55 015 oo ) o3l G 53 iy ol
S Lag 038 Guibn ios S SIS (S a5 Lles S Ll (YeYE) Oen 5 J oS
V) 30y edcy Osdee N0 5ga Yo YE JLl OLL B Sl ST sla 5555

53 oz S Sl Sl i o g oS e ) i IS LS (S5 e
Lo ey 5o sl elazrl Nl (sl o 5 e s G Ol B cpl Ly Solee S b
53 (A) Lles S Jae s T el g (65 IS 5 (53,8 Sl lge o s (Jlms Sy sp o i
St s bleslisl b Cilisee slacSin 5 53 onlacis JtSiens 5 I 56 5l i gla 3555 8 b

SOl sl s Ol 53 65 94 (Lilos Sl 3550 |y Ol 5 4 55 Ol e Oloa & O 981 55 S I

1. Electronic Sports

https://jrsm.khu.ac.ir/
287



Dl ab g5 ke 2B 2355 G Olsie 4 (S50 sl 2555 48 0T L S ol Jb0s o) (1)
Gty bod SOl Slekmal 4 e sl o ol Olge 4 dies e glaaix 5l gole L
DBl Al ramen Lpd e o Shas (Rl S a0 50,00 0l 5e godse slse O ame I35 50 0
S350 e DS 5 mdldg Blas (Sl o a1 1BIL) (Kol fles 4 2
ook 4 SO e B Ky flas ol b de X5 e Solslt Glag Ss b s goss Ll
Q) cal xS Js s 50 0l ale glad gl 528 s o5l

Jdos 5 i Gl ) p by @las S5, Sl (S OB aS G pme o, L s e Slallls s
Lo olal s ol il g glatilay 5 b slagsosls boagrlse 3 0T (o)l la Sl
Slsmme b Jalas oo 5 aobl 5o nlate sla S5y 5o A3y Olygs €l 5 elarl ((Sa b
Slae s Sl bl K bt slag 5SS i d Olpe L3 sl opl .0)) Wls Jlasws
b OLled gmn B e oo 5 Jlims lacJlad 5> o5 5L

1870 il g20) X fod 1 g o oo o 03 8 i (S 2S00 (o 555 O S LS (G )
bl b o S o 5 bty 5 oalin b LBl 5 o S Jlms OO 51 3 L o) 04AS
G s Sl oS el S ol (s deadMe o (54585 lacs o 4 Ll ol 5131 51
o) 5 seb Olhs3 55 s ol :(044T=VAAY i ge) N(lael58) Y s (A) il axils Jlws gl
Sl andls (o5 ol slail glaaSd 5 o 5ds Glagsb L5035 i)y diams a3l 555 5
oslinad elanrl ol 5 o S e 6l Shas G Olgie S Sl sla (23,5 51 el sl cpl (A
5 el 0dd Sy ozl 5 s slis b (Sa58 51l ol (YN Y144V i) Z s S e
b, Jod o 5l 2t 0T 5l (Salen oss slacsil 5 Jims Slass 8 oSS b b by
Ll g iy slap ity 5 O] el oo dd Cson 5t Lol s (SO S la s
(V)

Lles S A, s lagsls (528 51 13 0lyss 55 a8 5 el sl fud a5 Wlesls oLid Soladlas
Jlams s b b 55b 0 501 s s &5 5o jls s ladiles; Sl eslinad & (6 2l Ll
St 5l b e 5l Olgeas . () s s slop ity b s 2 Jolad 5 ods Sealas
Olomen s (5 &S Jl s S o (s ey Jbinal T wyslie 5 (VR)T (63lms ol il | 5l 58
O8) Wy OV el 4 Ced (g Jailblime 3 S gy

s Slaes S o 3 ST e s sliled L o pme slaepSOl oS das e 0L Slides
s ey S el slize sl 3l sl 5 Soa b e sl S5 4 s & 305 34 il

1. Millennium
2. Virtual Reality

3. Metaverse
]

https://jrsm.khu.ac.ir/
288



(525 ey sl 5 il ( S5 ol 5y Suls s s s sl (oSSl gl e Sle (il
S5 e il (5L Sl 3o Sy5 a8 (S () Wl Lasly s, ol Liles (gl (sl glao ST
by K sliler dile (Sos S slaiins slaled 51 5 U, bl 5 0,5 sl bl -
4 (10) Ly S OSLELS 5 mer & Gl bl Sl 5 e o S e U 4 S50
OIS 5 S Sl slaisns OISLLS ol glecals Kl Oliie i 5 !
S o dle gl Q) WS e 5 S S 5 Geade (elanrl Colam S 51 e sla 2505
Sl s sl 4 OGS0 e jles 5 Lol ol @ e s & il (S o)l 8 Ll &S
AL L ol s e bl sl s eleasl Lol JLis 4 ol S 35 o 3313 0 (S S
22 oy L bl 4wl emes o 2l w1 il sl aS s sl Olsas 55 e
Gl Sl @ ol o Ol el o Slosl s el 4 3515 (655 Sl gl ailer o Ol 5 520
OV Bl asl a5y 5 edd Wgte Jliows glad ;3 S Lgpd o albis eloxs

S st B e e s glees 5 5s S S0l gl a5 Ol S 5 OB S  ae LSS
G303 Sxies O S Jdo 5 OLLLIL Oliios 51 (6ol a5 (pizman 5 05 o 5 505 b ks e mlo
ooy S o 03 S S sla 5, slales cilises Glao s SOl s (V) ol 03 S L 355 w0
CHld (roman 558 e 3131 pl o & ‘_;Laji}\j‘_;éjw Syl 5l 6 S 4 Lls e s
SF A Sls 5 bl a3l il b as oS (S il gla 2555 Corns 4 il 5 o oo ST )
Corio e iy a5 L OA) s mul Ldes S s laanal i 5 sl Llgn S oS b
e iins sliles slae Sl 51 S Gaee Sos Olblbie Sl 3 Sl SRl s (S Sl sle (2555
LS Jos o pl oo b glaes o 5 okl gl (2l Cujpe SO Olps 4 LS e (S5 Sl
()

Sl g, liled 05l iows Gl p plde cpdizr O Ky adS UL b s a5 el S30LLE
Jols ol 558 (slae 5 SN (Y2 04) (ST Lo 5 ol anstl pulidie Jlas Hgb 4 Llatles 2o L3555
050l eliie ccnl 2 ede ((14) das g OLES 1) D13 Bl 5 el ool Ol o5 Shas (g5luolaz |
S5 s Sl ol (ol ol w e (1840) Ols Lo s S (SFMS" ) 5,5 ol Slales 5 o1l sa
i b ey Ll (Y0 ) sl sl ol 5 Ol ol eoliasdl conl gt (3las ¢ a8 o ¢ utts i alar
Olide 5 A o3l O g S5 il 2505 Coms a4 lodil b 5 4 pale 55 505 Jliams (So5ld m
Sl 1y e o plide 5 135S s 1 1SSl a5 slaslts, GLils ¢l sam glae 5SS
Gl iis 5 OEAISES 5 sl 05500 i (sl s 655 polal 1 (10) Lin S sl oo 3551 oy

1. Sport Fan Motivation Scale

https://jrsm.khu.ac.ir/
289



Glamglis Llos Go b 511 030l el (7)) dndpd 5 Jecnl »oodle ol e 5 (S50
YV 3 S e (S 5800 355 sbaslbss Jle 3 e (5555 sbaslbs, 3 &S slae 5SS
St bl acal et plnil e sl iins Ohlsos b sbaes Sl lss ok el a5 S
Llastls S 2SI sla 25 slaled 3 calises la Jud o 225801 S sleS oy 5 4 ($35oms
Jold oS e 0505 Slaslhigy 5 S S la R e iy gLl i pled 4 a5 LLOYY)
Slashlsy Sl el i Slae STl il (025 polie 5 (08 e Ol LadUS edalie el IG
il Sille (S sla 5505 o) ity 4 b $ae sl L O el (Sas e 13555
Gla s o iy sliled [, slae xSl o ey 55 oo Sl 4 L ecplply - (TF) L
875 JB e 5 205 1 Jodly 0l 5O i ol s e L e e S g 00 S8
Sl 5 ol BLEST au'LaLf,iﬁ i Ol sas OLES | 5 (3l axdls 5 g g0 Slosl s
(V) el 4,55 13 a1 2550 B 45 S n iy |y S a1 5555 Ko

Oliie 3 (9345 4 55 syl Lol Ciline s (glao S Ol L3 S xS sla 3555 01 SLakas o 5SS
o pllae (ol (g 5550 ol 4 Litne LT |3 el s Lot 5 LBl GOl le 5 01,8 e
s a S Ll SHYE) 3505 5131 6 p Gl mhaw 55 a5 (638 a3 4 (ol sl
Ll sl Lol oo 3l a5 5,1 Sslize laluy O juan (w5 ¢ Jlims Slo o a3 S
Coatl 31 S S als a5 55 s e el g, adlas €(Y0) 3,108 o 3T e, oyl
5 Slales OBLS IS 5 OLLLLL & Llg o aoslis ol o3 &S 1z cl Jlsy 5 s 16
ol 03 Olbls Laim 5 Ol (gl (6 ieddn Sbag 5l mul B S S8 Lo e gls 0 5 OIS sl
5l L gle oy S Ol Sliled L35S0l anolie cllis (pl G 11 A8 (55 A, 4 5, St
el LT bl Canl 035 cpigy 5 OT S,y Lo 5 S01 cpl 56 oy s Ss sSIl sla 255
Gla i bl 4 s o Sl o) b mi Jelse w45 cd ) isS Jos w0 adlas oyl
ol @bl o b Lol lals S 0 sr 05 S a3 slacsls 5 Ll (S5 S
a6 s 5 bty g ) (SO S sla s sliles G SNBSS Loy Ll o G
ol sl sy ke LS laes S S S sla ass Obe sliles slaes STl s sl sl
E3 108 o il Ladl slalas S, L 458 a5l

SaS (s 2SI sla s Olble 3 ae slajli;y 5 o380l i S 4 Ll e Godods (pl slaasil
Cao 3 b gdlsle 4 framen 5 Al Spg ol a Gl b B, lald 4 5 e S

Al ol s o gl dsds Sl 5 LU el mal b s S S sl 555

https://jrsm.khu.ac.ir/
290



wwhig
sla pius O Sliled cadlas pl 53 . as el oS Sgonr 5 oy = hlen £ ) G ool
(ot WWORNTEE) (630a VAL Y40 ol o X bt g o ool i 055 a4y (S5 S
ACARCAETAZRNRUR YA Wi GEWOt-Ia ) o 7:FR1 i D IPR (WIR LLR PR LVE RN AST(PRS VORI g W
ks sl L sline Julas Olpme Js 4 fos an ) Ol s (e VYAV NTVA) (6300
sl ozl 5 s ol Lo s 0bss SIZ 5 Y L ileds Olsnl (S S0 sla i
Sz iy M1 3 s 53 X s & Jm s ligls 35 ol 5o 1 S8l o i 5 Liles
L 4S 35 ollinl asl i o claosls L;,)T@? Sl sl Cao ol 4 G Sslite oS s 5 0l
5155 eslils s ge (YY) Yo ¥E O Kan 5 o5l Slalas 51 ol pulids woman 5 (Y1) YoYo 505 51 bl
L sl ot aa 5 5, 3l sasgde 5 Ka s Jslas b 5 aer 5 gl talS ) pheay w0 S
b cilhe S Sl Ol pll ey 5 Al el G fsb 50 4y bl Gie 55 5L
o35 53 Wb 5 (A5 S e Geaasiie Sl B A @l gime plo) Gt raeen 5 S sl bl
5 e b 5 B8 I3 s s 5 s bl Do 5 (S S gla s Slikes
SWI G b 31 55wl bl A a0l 5 238 513 o 5550 ol slae S L oV s
s diea lay g B s plnndl 5l sl iy SVl oS 355 ol Olaedl B At aclone 2L S
3315555 e LU Il 0 SV el iy IS (6l Flis S ST lude Kol e L
o3l 3m SalS (1 31 (glod soomn 53 48 s oslizal | S (gl 38 7y e 1 iy V1w & ey 51
5504 S S e (ST amali I 1 335 s 35 e 5l 3 0 vam s il S (0 1
G b cnlize €503 53 (Z Y X)) s sl 3l sliws oy Rl o3 el fed slaaD  Solas
axils ey G drels b 4 gas ol Sltle B s S ond Oods amsl 3 ool Bl s>

S el 5 D) soas ek ged 55 AL

Gebs Sla Wiged 5 N i

NN -
AL AN XJ..;
AT JJJY\”' YJ._;
JAK L& 4t Z s

1 .Likert

https://jrsm.khu.ac.ir/
291



| e il 5 s Laaithe S5 xS a5 sliled w48 ol (9ol 1 Lol G opl (g bl amsl
g by e glaesls Lol (izea YT 5 oW (g pam Sy son S gla s eiSILs
23 g w55 5 (S S g T Gk a5 e leih Bl B G b 3 sobe] anel
L Lo glapjinly 5ol Sl 5 ol KB ol ity Go b 5 St amals eslinals go olanrl laess
S a8 w5 @ gm 3wl (Bly s Ad sl gms b (SO SU slat s
el i eSS 5 G @ 35,55 Dle .05 S 0 Jlis LSl ol G b S (S5 801 sl 2555
Ao el 55 ) OB sy Sl e 35 (S5 50N b 55 D2 eSS 5 SLiles
S s ik 3 (6 Syl B AS  me el e 4 |y S STl sla i3, 0l SLales
Slp A oslinal amsl ansl gl (S ras 3l cmsla cpl o311 385 aes 358 wax 5L
Olabsl pelans canuslon o) 5o Ao S sl el anal (51, OIS 58 Iy b 5l 3lin) g €500 omm e
sk s S s (A=000) 40 Slme gl Olpe 5 (P=1.0) L00 udbse o « (Z=)AV)A40

o3 S aslone S YAL Ll 53550 €503 0 OIS SS ge 2 50 olis l IS Gl el
ardllas ol 3. 3 S 513 o a2 3550 YY) 45d SPSS 1l 5 5 wu;_m,_bmwj@? lassls
st El e L o3l Waesls oo 55 (51 (G515 5 slme Ol sl Sika) o 55 S Lal Sl Lt
oslital 5 b SG Lilsly o 50 Zs Y X s a o (Ko 5Sl la a5 sliles sl Sl s
sl gl glaes S plulis gl TUKEY HSD i 35031 labins sl sdalie &) goo 53 .
liles Gl 55l s s e slis 50 Ol b 3 S S W by ol ol a3 S LIS 4 lsline

S 2l s sk 4 (S Sl gla s

basdl
dsjgtéugjw,-\o,:wL;M.A5;;\>ﬁ¢u°;t>6)uiwjtomws‘g@uabwu@d\
Soosls i o tags ol o s e ahl S s gla s sliled 53 Z 5 Y X gl L Ol
Rl ol s ol Ol (5500 (S sl oy B L S S 0 YAE S slig sl mar
s 05 8 iz Sl amlie gl s ol L a8 ealinad Tl ls o 355 51 s
Laos S o Jlabins Gl slis Llulid Goua a5 ) 5055 030 540 5 ol i (s (gla s Lyl )
5 besls w05 Jlay Jals bty Jobows Sl eslinad (sl o3 sla o 3k s 5,8 Al

RPN W C S R LU P U P P W B I R v - Wy SOV P PR O

LS e i 5zl s (Live Streaming) oiy <o swa |y osdes lsioes 45 355 0 aiS (o35 « (Streamer) ., zuf )
Al e s

2 ANOVA
|

https://jrsm.khu.ac.ir/
292



o}ﬁ.’.h&b)\ 6550 D wb‘élﬁ&jwﬂ{tjj.ﬁqﬁ‘j:&45.13)‘)6)‘3@6[.&@)@'&“5&[.&0)]?

LS S8 il gl s s (S Sl sla a5 Sl B ae

Lo Sl o (Ao g Sk .

Tl 035 iz gla e OB LAl i b S ge ol skl
X3 S5 o g o 5550 (S ST gl s slaled (sl el o Slele Ol e 5 Sa
Pl o &1 el s e o ) S

LW CS i >

s o LS 1y (S, gla i O SLales 5l e 5 BB ise Ol e 45 das e OLES aail
b s cpl o Lol e 1 5l 0L 5 sl a5 LB 55 065 g oJl- ol

OB WSS o o Q399

ol Y s s bg e SO S sla i5s slaled 53 S 5l Olsee o iy oS das oo 0L aazily
sesdle il Sl soei e opl Slem S Lyl dsls 513 I Y BYy o3l ys a8
035 Y s 5l 1S Lol o8 5l Ol s 4 ST edilazils g anlllas opl 53 58 Z Jus 5 X s ol
c ]

LT WLS CS i ONwaz o

el site e Lol 1 Jels (S 1SN sl s O SLales asel> oS s o Ol Slalas
Ll el )8 Soie 55 e 5 BB o ps 5 s il ylS Sode gl o35 ol O SLales S|
cl amal ) 3 es S e sl B sl sl OLAS el cpl Ll (6 S

SS9 S s 5 59 Sliled (51 3 oo B o Dl

1 55 BB 0Ly &S Wlesls 3,158 O dasguly i (S S sl s Lol Olpse 3,550 53
sdalio wxin ;s el VB8 Sl osb o O SLals s Slslb i s o olanst] b ol
Aoss e hlhe 53 ol Olbbie (Aol dan s oo, ol Jae e 5 oie (6 Ky SasOLiS 4 543 s
A3l e Dl ol sliles 4 amis js csli ) j\u:.a{olfm;'cﬂli Sl g eS

RGO P W 45\)‘ B) Jj.b- BE QK.L.SC,SJ,J: g&:ﬁ‘;jﬂb J}J;- a)b.).sjsé.:;.} C)L;JP-

https://jrsm.khu.ac.ir/
293



s QIS S 0 ol Came sl (S5 Y Jsds

Sl p s Sl A SHuaws
IYV,0 Vis o
/Y ,0 Yéo S0
AN 0+ JLe Y 5l S
1.0Y Yoo Jl Ye-Ye
Y a. )
I ,0 £ Jlege 5 5V
AR \a V'L‘f*; R V'L‘f*;
18V YA s
7Xo a1 Lol ls
TA Yy B85
AR Voo celu Y6
¥, Vi cel b g
74 AL celld by
7101 Y b g sl Ve

Z gY X gldud 39 Sig pSI sl ) 39 Lol slao 3t slamlio Jukxi. ¥
3 S5 Geee So3 e o3I 5 e Bl 5 Sl s (65lel (sla oo 51 eslinal b o ol )
S ialed ol plo oslus) 85l ame Ve 1S e gl b 33 Gla Sl L sl
5 Sosls 5 Gosbs (S sbadly (slal fulo OLSGL Soles (il S sl
LT 558 s 6 s plndl ANOVA Llos clilols ooy r sl iy 3 oS (6 S5 5 5l 03 pdd
Oge3l 3V clmosls w35 0390 Ja b s sy (23 813 (sla 55 sLaled 65800 s (g lsbine o slis
bl sy (L5 YK s s g (S5 580 Tshs = 5l 05531 5 T8 g aed = 5 8 5d S
Rl s A eslizal s 23550 Oyl onl sl 6l esY sl bt bty el el 51 iy
by S sbe (S a8l sl 2355 SLiles (25800 slal 4 boss o (laesls w55 48 3l 0Lt a0 go
Sl bedls 555 Oas Jle i by conl ply G 000 51 iy ba piis e sl (g oblne mhau) o
2l A s T0 O3l 3l eslizad b o illy oKan copl 2 oosdle ag 155 16T Osasl gl >

(0,0 3l nty (olsbiae mhaw) Sl 13 ey S o ba bl (s a2 84S ls LS O 0 e

1. Effect Size, n?
2. Kolmogorov-Smirnov
3. Shapiro-Wilk
4. Levene’s Test

https://jrsm.khu.ac.ir/
294



Lol o gl sl Y Tl el enl s S Sl 5 b puills (oSen 53t ol

g el b

S S sl 5355 LS o35S sl (5l 48, beS ills o gl X U

el [ESE § yome el - g soomee
c\ﬁﬂ‘ Q\)JJ@.H‘ ‘_g:“ﬂ Q‘)Jiau Q‘)Jiau ‘53‘ T C)‘)J..Xeu
° - D
shol A(2) | SR LLTE | MS) | (df) (S8) | M) | 4o (SS)
V(lll X3 X3 X3 o 038 T omesS
alue
) o5 Sk o5 Sk os,Sta N 225l b
o (G K 9) coeyY aA1Y <1 TAN You. £.0¢ Y AYA
oY (S5 9) LA Y ..V0 YA\ YA0.4+ Yo Y 1.
vt (G S5 9) v AL % YA\ TV 0.YY Y Ve.fo
ot (S ) 0 0.4) %y TAY YAv .o .40 Y v.4s
00 (Gl dans s20) 4. Y YA Yeo.As T Y Y.V
oY (G 9) o .0\ A% TAY ¥4:+.10 Y.V Y 0.Y0
oY (G K 9) coeyY afar % TAY YVo.0: §.07 Y 4.1y
- (Llsbae cn) VN3 Y.84 A% A ACUR D ).4. Y YA
ot (G ) vt 0.0 ..vo TAY YAOY £.0Y Y A.Yo
ot (G ) v £.v4 %y TAY TVV.o T.o Y Ve

basl Judxi
ol s S (Bl 513 el o3 gliws (sla paze 48 sls 0L 8 LSy sty Osa5T il
(P < daes s sla Jod s oblons slacslis sls (6 Kol 5 51 OW 5 5,585 5« olaz
L o s (Sol3lome ol (S0 38 glaadlar 5 OUSG 5L ylge (omlid ala ) sla iz ¢ Jilie 530.05)

Ll plas

1. One-way Anova

https://jrsm.khu.ac.ir/
295



it (39037

crt w053l pl s A ploil TuKeY HSD s & gesl cdinls Slslime oglis oS pls e sl
el

Y (p=0.014) 5 X i slsbins oslist 3 5l .

Z (p=0.004),Y Joi o slsbas ooslint Jiales .

Y (p=0.019) 5 X |s o Jloline cosliss Cumdly 31,13 .

Z (p=0.017),Y s i 5 Z (p=0.001) 5 X Lo oy slsbs Soslist iils oS .

Y (p=0.026) 5 X | iyt sl coslist oozl Julas .

Z (p=0.013)5 Y o oy lsbins skt 55 9 5 .

Z (p=0.028) 5 X | oo slsbias sl 6, Kils 51 Sl .

e G sl e S 5SI) sla 255 sliles 550l slal & a8 s e 0LES Laasil ol
1 el pl 6K ol slie (glao 5SSl Cilises (gla i 5 LS o ks

S5 4% g Sy

53 oS S sla 555 liles oo sSOl 53 el o gl s 2 5 S 55535 i plaiens
DB Loy (B5S gla i 51 e sl ety Jubes 0031 51 sdeliney slaasl aslsl
Slowr 5 5 Jod Gla S50 51 G5 Gaes SU5 ot Gl iy Slosl wslaal L ls Low ) 03,5
23 el Em bl 3 (63 8 slas S Slaaine 5 33le o el 5 Ol

(F=3.14, 5,15 555 5,5kt o):.<5| 03 e fes oy (golsbme oples oS sl DL bl s @L:}
551 30l el s el BB laculBy 3 Cudbse 5 555kws Sl 1) el o 2 X s P =0.045)
wsly 5l min Z s Jolie s A8 o s 0ol slas 3l xul 5 OLSG5L ol s LJB
S S ite ol o3l az 815 S5 o 555k 0500 0 355 g OLSGSL (S35 5 Sl Ol
Sl yon YooA ol g aalllae el ) 0 adslie Us s (6 foline 5l Ol Lol (5, 1) 55
Ll ol 505 (5w 31 (YY) dns e el SOl ot 5 53,8 A2y 0 X o 303 5T 5
Sl OLSL b ible LUl 5 Al oles o5 br el anlin LB YT 550t LZ s
AL 15 s o Ol 35 3l (6) e Ol S S0 sl 3505 st o e

Sl (g g0 iy a5 2 u'<"“f Ol s

1. Post-Hoc
]

https://jrsm.khu.ac.ir/
296



F=4.7,P=) 5,5 sl opSl o bl Ole (golsbas coylis o5 sl 0L iass =
Sla STy el Ol 51 sl asls bl 5 islel jobe 4|y s o 2o Z 13 (0.025
i by sl X s &S J 3 50 S0 Slilas Ogal e Slils glaculy, 5 0L 5L ol
e b ol adl o)l ar g 1S SSbls jols 4 5 AS s el dliais 5 Glad > Ul O 5o
Sl s 03 S slaese 5 Caly Cde Ol dsls Ol &S sl e YOIV (g bls
A S e Sipme Sl ol a3 o DL TN st gl [ cizman L(Y4) g o (S5 S
Gl M5 5 Wolials sl o p dilg o bl ol (M) WS o bl Jhles 5 2B, sl
Al I8 5t latag

(F=3.45, P i caalice comdls 51505 05800 53 s s Ol (golslins oslis (gl s ol
03,5 opl @l g s ple 5l VL goblias sk 4 Z s 55 cndly Sl 15 6 551= 0.038)
Gl 5 elerl Glacl sl wes, Sy slaslis 5l S e S sS gla 25y sliles
Z | w s O ds s el oy 0 oSl ol 315 Y s ol s slos sl oSl
So5m 53 TATY Ol 3 b sl ol als OLES 15 o500 ol Dm0 58 K Jod ¢ ol 53 ol a8
L S sla (o5 oS 3ol Sl VoYY SIS Shass b opiomas 5 S g Jlizms obio sa
X e 8 Wl 8 0l 55 Ye¥s KU« blis 53 (00 w8 o Byme Z s 55 sy L3 el ool
(0) 5,05 Jlzes sl & Jdos 5 el 1l o

(F =5.23, 5,05 5505 J25ls S o550 55 b Ll Ol (g bobins sl o5 55 OLis ills o
e Ol gy (S xSl sla o 3 eslinad 4 (s 2ty Joles X o o8 305 0L el P = 0.011)
e By saline 0 b 51 il 58 6 S5k 5 g3k okl eSSt S Js 4o S cpl il 55
(1 OLSCSL 5 b e szl liled b Sl ayls a5 (oltle o 4 a8 &S J s« Z L
J:L;uwgbxJ.Ms;)\;@\anﬁs@up%ww.x@w;ﬁb;f@;éw)ﬂy
Jos e o 0L 55 VoYY ol (slaaily iz (YY) WS o oo 5 S5 somans 25 1, L Lo
(V) T o s 4 o il (ladame Gy b 51 4S el AedBhe alas 5 (553 (6 S5k sl st o
(F =434, ol 515 5 o5k s o550 L3 b bl Ols Jlsliae sl 51 (Sl (50T o ol
ol sl Sl S 3 i 5 o s lageusbd wusl s 31 Jlizad o 220 Z s P =0.033)
Sl 5 sk (S3lbme Candly Al a5l 425 sl s Olsew |, ESPOItS L
el w2y 5 3l bagsTe ol 4 S Jiles X el Jlie 53 i e sl s
Sos a2 L VU e w oS ol Kalan YOVY 550 cla s L baasl US4z 55 oS,

L1y sl 5 smts sla b 45 1S o ST 55 YY) bt 3 (g3 copiman dils o L3l oI S35 5

https://jrsm.khu.ac.ir/
297



G s b 53 Ll lacls ol (P W Saeasdle glil ) 4o s Sl a5 Ll e blas|
s a8 55 Sl (gl s a5 Gl el

o 2 e gla (S5 e Ols a3l 51 S50 Goand 5 G5 sla o oSS shatans caals)
358 o B sz S sl i Ll anas 53 LOT Lol Dl 5

laasl ols Jlimus Sla oS a1 ol (63 s pamie Slo o 5 b5 S a4yl wer 5L
X sl s Ole s (ESPOrts) o xSl sla 2555 slales slae S0 oS das o OLES sl ol
g Gl Gl el Kl s Loy ) S s (bles gl Z 5 Y
o s e s A ol aa sse s B Gl b (GLBL Glag ]
Sl L clze Sl W5 LG AS o SaS S OV 5 basls 5, oS )18 O IaS cnlws
5l eal b Ol (sl St s olsbas Sla g oS B

Gl laalssl 53 GlodiS s 25 Son b 5 tmex gla S5y a5 Llosls Olas iy Slalllas
S el g 48 Sl 0T 51 (Sl iy Slalllae s b acslie 53 tags cal slaasl (1) Al 51
DR 5 ailysld 5 elanmlalal 534Sl (63 3 mhaw 5o LS S S gl 05 gLl b L e
S S Sl ol LT 2 b 6o a1 015 pr kSl it J o
sl ansls SO xS s s s 5 Jlizes Jalss la Sl ans 5 5 iy

VAA=VA80 palgie) X s

Gt bl ol aBbal ;) o8y el 5 ol 5815 5 xS Sl R slesss 3 a8 e
3 baspsbis agls (S SN sl fus 5o (2B, sladil B s 0L slas 51l eSSt s 4
S AN gla s el Gliles gl 05 S onl slbee xSl o S 3 OLSGSL (935 sbales
S s 51 Se e 5 o baalliss 3 Hsdax 4 i ol RIS amen L pd e O g
Caenl I el il glaacr 5 T elanl Lol Llis 5o ool 5 5gdn Slilas aass
aass Salas 5 an i b s (it ol s 0 X Lus ol a5 5 ol (gl 6 28
Lo Sl il s p 5 Slilee SSU s L b e glaasl 2 anw s 3)ls B3e OLSGSL L
Glaesls &yl 5 Jdos gladizas dassl SsSt ow , aSh S 8 xin ) Jd opl Ll
55 sl wlie s glaasl 118 sl o3 S cpl (gl (6 i Sl Ll o Slilaas 1 gLl
GLilad w2 5 o0 S S50 min b Jud ool Blge 5wl sy Jlip dile me oy
SIS el laanl 50 i Slllas o3l 5 lsbae OUT (gl 1y (S 2SN sls i35 slacals,
5o i S s bkl 53 X s a5 dias e 0L (Y2YE) 0L 5 KU oJlie 5k 4 clilesls
Ll yn (Y20 A) Ol 5 selli s slaasly b s ) (0) 3503 Julos 5 (ol (slaair s slofes 4 55

VT BT Lt SNy VNG PR W] JCO Ry VN W S AU TO Ve P VO O] Bt [ KU P | FERP L Lo S

https://jrsm.khu.ac.ir/
298



B s skl Sl A5 A s s e e S 1) (285 Gaes laee 505 608 sla s
S wal b os S nl sl 5 e Sl K5 e 25 laslel WL 5 Lt

CRETZA LV RENRVCIE S

Sl 5 5l S el ol la e 55 Y s ilsls Joos Sl sdelcsay uls ullas
o slae s S0 51 S 5 Y el X s b aglie 5o ks 0Lis (g5lsbae s X fd & s il
e a5 S Ol es 5 aS fud pl s e 0L (S 0l sla a5, slales 5o 1) elanr
WJpe s tol Ladddle Ligsl ) glaair 5 OGS0 sl lgs 4 bl Jloms lab &
5 el snl sl (lar! ol 3l Coenl LOT 6l 500 Sl 5 ooz slae 3 Sl
el Ay s (S5 SN sla 5555 03 ST 53 058 opl ol (glae 5SSl e 12l S
ol 53 Ol S5l s Col padse men 5 o3 Olejen olenrl slaaSid 5 i ml 5 S L
el Glales redhe Y s il 2o X el @ Cod gme W5 5 i slagy 2l (U
3 Gl gl alladsn S5 plply tas o DL Ve 0 (S5 lasltsy oo ) g
Sl & s Y el 68 i o OLES a2 25 05,8 ) i e s Ll e i
ok ol sl Jiams Glaosls Sl S e 5 elemrl Ol @ gt bl e
el 510k Sllamd 5 Sl glalgime o olair| Jolas ¢ s opl (gl XS o Al 1 anl
P S5 g LYl Wl e Oles 5 elox] Jalas (205 jobs 51 oS 5 Bl sl ool
5oeshele oy i lpe (T S lie lasli gy bl S it S Sl sl i s
s Rl s ol S5l e 5 e 4 s LISl e 1 a8 il 51 (s S e e
W ged gl sty Slle 55 b s OBAS S pae 5l o ls i Glaias s S b Slialie ol
L bl elar! laasls 5 sslizal & Y0 bl Y Ll oS S a0 oplal 0K 5 Kiila
S iiss e Sla i kil 51 eslizal ol by €0F8) 5515 3T sl 53 S 5Li 5 La ot i
ol SOl 5 S8 4 Ll e el slaslaysy b s e 3l el sl (S5 Sl
S g8 1y s

(YAY=)A3Y palge) Z Jus

bl olas oo oy 5V 5 ailids; ()b & Joato Sl Jame 53 Z Jud lims J g L35 alsl 53
(o315 s plao Sl o ol Oln )3 w3l O] o o el ey (S Gla s
e Sles S plew Cod Z s el a5 oYL Coanl I olan ] olas 5 ioled glaasr
Selise slassl s st «VR) (g3l ol wile (s 5 (slags 3l 51 (6 1Se g 4 (5t (s haddle
ol Ol o el o130 S o i Ll bod ol sl (S 2 sla a3 slacals slales 5
crl 35S o 13 ealinals ) g e a3y slacandls 31515 5 UG b Jelad (s o p ol 6l
Discord ; YouTube Gaming TwitCh uule K szl lap ks L1 Jolas Ol oo o i ol

https://jrsm.khu.ac.ir/
299



DRl A Ll e sl el lad sbml 5 (il e (b B s cplple o
ool 53 b i g bl 5 pESdiesS n 5 slag sl Sl eslizal S S el ol Sl
o (g3l et A B 5 els slacar p il ol S (sla oL sl anBls slap ity S 15
Z s Glply jediS Sys 5 5,805 glas o Al5 o bolnl cpl syl (i culie s ol gl
Oy Dladllas 5t (S5 S sla s s soms 0 s 010 (6ol (ol e 5 A5 5 o8
Olime VL Z s oS Wlasls 2,158 (YoY8) O Kan 53l oJle b w0 eles S aul 1, S ) 50
OlsS tasn i b asl opl (V) 30 1 iy Glagssl Glap sl 5 o glalgioms 5 oae
dgmn 3l paied (o515 a1y Rl 8 i £ Jed oS S o Ol 5l ol bl yon 55 (Y4YY)
Al a4 ol a5 b el Jlhos glbaa 2 5 wlaal Glacals) oo s glassld
b sl ol 688wl ul (10) s s 0Lzl (AR) a5l 5 (VR) (g3lms il
os,S ol Sl oS lie Ll5 oo slaix! GaaSl 53 5 Gmes Dl ol 5 <lysl 5 glasli s,

AL azils of ea 4
Ll o (S 80 sla a5 055 OLLLLL 5 Olade OIS Gl (2 cnl slaaly 5 5 5o
bl Sl rsl 5 la,sld an s o b Siluangr 4 o Jos (62,505, 3]
syl (Slatassy 53 358 e aro s lsld SV o 5 OIS S8y by wer LAl s i
Jos L s (lae s S (sslin 5 035530 Candly i) o slagstd ST Aol Slo s w
S S glat5 s sLales a0l 5 elasrl Dl 31 s 5 o el (slap ity el sla SN
by Jlioms slae 2 (Ko 3 Ol b Aol e e e 355 453 5 Ol (sla o Oln 3
SaS Ayl 55 s (pl 53 Olble 58 5l (6 FGres 5 Jralr Sy Al g s 5 5B 5 slas sl

Refrences

1. Mastromartino B, Wang JJ, Suggs DW, Hollenbeck CR, Zhang JJ. Dimensions of
sense of membership in a sport fan community: Factors, outcomes, and social
capital implications. Communication & Sport. 2022 Dec;10(6):1229-56.
http://dx.doi.org/10.1177/2167479520956370

2. Jang W, Choi W, Kim MJ, Song H, Byon KK. What makes esports consumers
watch streamers' esports live-streaming contents? Extending the theory of
planned behavior. International Journal of Sports Marketing and Sponsorship.
2024 Mar 19;25(2):288-309 http://dx.doi.org/10.1108/1IJSMS-07-2023-0132

3. Hollebeek LD, Sharma TG, Pandey R, Sanyal P, Clark MK. Fifteen years of
customer engagement research: bibliometric and network analysis. Journal of
Product &  Brand  Management. 2022  Feb  3;31(2):293-309.
http://dx.doi.org/10.1108/JPBM-01-2021-3301

https://jrsm.khu.ac.ir/
300


http://dx.doi.org/10.1177/2167479520956370
http://dx.doi.org/10.1177/2167479520956370
http://dx.doi.org/10.1108/IJSMS-07-2023-0132
http://dx.doi.org/10.1108/JPBM-01-2021-3301

10.

11.

12.

13.

14.

15.

Pizzo AD, Su Y, Scholz T, Baker BJ, Hamari J, Ndanga L. Esports scholarship
review: Synthesis, contributions, and future research. Journal of Sport
Management. 2022 Mar 28;36(3):228-39. http://dx.doi.org/10.1123/jsm.2021-
0228

Tang Y, Zhang X, Zan S. Exploring e-sports fans’ motivation for watching live
streams based on self-determination theory. Scientific Reports. 2024 Jun
15;14(1):13858. http://dx.doi.org/10.1038/s41598-024-64712-2

Yadav MK, Utreja K. eSports on the Rise: A Statistical Odyssey Unveiling the
Probability of Growth. In2024 International Conference on Electrical Electronics
and Computing Technologies (ICEECT) 2024 Aug 29 (Vol. 1, pp. 1-5). IEEE
http://dx.doi.org/10.1109/ICEECT61758.2024.10739039

Li X, Li Z, Qin M, Zhang W, Su CW. Chinese eSports industry’s boom and
recession: evidence from bubble detection framework. Sage Open. 2024
Feb;14(1):21582440231218110. https://doi.org/10.1177/21582440231218110
Nugroho S, Sumarjo S, Nasrulloh A, Pratama KW. Impact of e-sport games on
character building and sports culture. Jurnal Keolahragaan. 2022;10(1):91-100.
https://doi.org/10.21831/jk.v10i11.48310

Leis O, Sharpe BT, Moriconi M, Ascenso I, Barkoukis V. Educational Needs of
the Esports Industry: A Delphi Study. Journal of Electronic Gaming and Esports.
2025 Jan 22;3(1). https://doi.org/10.1123/jege.2024-0030

Mirmohammadian Toutkaleh, S, & Ghorbani Ghahferokhi. (2022). The Role of
Electronic Sports in Consumer Behavior in the Sports Products Market. Sport
Management Studies, 14(74), 301-
326. https://doi.org/10.22089/smrj.2022.11310.3486

Abbasi AZ, Asif M, Shamim A, Ting DH, Rather RA. Engagement and
consumption behavior of eSports gamers. Spanish Journal of Marketing-ESIC.
2023 Aug 21;27(2):261-82. http://dx.doi.org/10.1108/SIME-07-2022-0161

Kim, M., Park, J., and Yoon, Y. (2023). Assessing spectator motivation for the
paralympics: the mediating role of attitude. Int. J. Sports Mark. Spons. 24, 186—
202. Doi: 10.1108/1IJSMS-08-2021-0158  http://dx.doi.org/10.1108/IISMS-08-
2021-0158

van Twist AV, Newcombe S. Strauss-Howe generational theory. Critical
Dictionary of Apocalyptic and Millenarian Movements. Retrieved from www.
cdamm. org/articles/strauss-howe.(First published 12 June 2017 censamm.
org/resources/profiles/strauss-howe-generational-theory.). 2021 Jan.

Creighton TB. Digital Natives, Digital Immigrants, Digital Learners: An
International Empirical Integrative Review of the Literature. Education
Leadership Review. 2018 Dec;19(1):132-40.

Qian, T. Y., Sonkeng, K., and Luo, L. (2023). Exploring the dark side of esports
online spectatorship: passion as a mediator and collective Narcissism as a
moderator. https://doi.org/10.1177/21674795231164305

https://jrsm.khu.ac.ir/
301


http://dx.doi.org/10.1123/jsm.2021-0228
http://dx.doi.org/10.1123/jsm.2021-0228
http://dx.doi.org/10.1038/s41598-024-64712-2
http://dx.doi.org/10.1109/ICEECT61758.2024.10739039
https://doi.org/10.1177/21582440231218110
https://doi.org/10.1177/21582440231218110
https://doi.org/10.21831/jk.v10i1.48310
https://doi.org/10.1123/jege.2024-0030
https://doi.org/10.22089/smrj.2022.11310.3486
http://dx.doi.org/10.1108/SJME-07-2022-0161
http://dx.doi.org/10.1108/IJSMS-08-2021-0158
http://dx.doi.org/10.1108/IJSMS-08-2021-0158
https://www.cdamm.org/articles/strauss-howe
https://www.cdamm.org/articles/strauss-howe
https://www.cdamm.org/articles/strauss-howe
https://files.eric.ed.gov/fulltext/EJ1200802.pdf
https://files.eric.ed.gov/fulltext/EJ1200802.pdf
https://files.eric.ed.gov/fulltext/EJ1200802.pdf
https://doi.org/10.1177/21674795231164305

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

Ahmadi Fallehi M. (2024). The Role of Virtual Space in Social Apathy of
Generation Z. The 16th National Conference on Law, Social and Human
Sciences, Psychology and Counseling, Shirvan. Retrieved from (In Persian)
Macey, J., Tyrvdinen, V., Pirkkalainen, H. and Hamari, J. (2022), “Does esports
spectating influence game consumption?”, Behaviour and Information
Technology, Vol. 41 No. 1, pp- 181-197.
https://doi.org/10.1080/0144929X.2020.1797876

Saiz-Alvarez JM, Palma-Ruiz JM, Valles-Baca HG, Fierro-Ramirez LA.
Knowledge management in the esports industry: sustainability, continuity, and
achievement of competitive results. Sustainability. 2021 Sep 30;13(19):1089
http://dx.doi.org/10.3390/su131910890

Funk DC, Filo K, Beaton AA, Pritchard M. Measuring the motives of sport event
attendance: Bridging the academic practitioner divide to understanding behavior.
Sport Marketing Quarterly. 2009 Sep 1;18(3):126.

Wann DL. Preliminary validation of the sport fan motivation scale. Journal of
Sport and Social issues. 1995 Nov;19(4):377-96.
https://doi.org/10.1177/019372395019004004

Lee D, Schoenstedt LJ. Comparison of eSports and traditional sports consumption
motives. ICHPER-SD Journal Of Research. 2011;6(2):39-44

Cranmer, E. E., Han, D. I. D., van Gisbergen, M., & Jung, T. (2021). Esports
matrix: Structuring the esports research agenda. Computers in Human Behavior,
117, 106671. https://doi.org/10.1016/j.chb.2020.106671

Koronios, K., Dimitropoulos, P., Kriemadis, A. & Papadopoulos, A.
Understanding sport media spectators’ preferences: The relationships among
motivators, constraints and actual media consumption behaviour. Eur. J. Int.
Manag. 15(2-3), 174-196 (2021). http://dx.doi.org/10.1504/EJIM.2021.113237
Giakoni-Ramirez F, Merellano-Navarro E, Duclos-Bastias D. Professional
esports players: motivation and physical activity levels. International journal of
environmental research and public health. 2022 Feb 16;19(4):2256.
https://doi.org/10.3390/1jerph 19042256

Chan G, Huo Y, Kelly S, Leung J, Tisdale C, Gullo M. The impact of eSports and
online video gaming on lifestyle behaviours in youth: A systematic review.
Computers in Human Behavior. 2022 Jan 1;126:106974.
https://doi.org/10.1016/j.chb.2021.106974

Xiao M. Factors influencing eSports viewership: An approach based on the theory
of reasoned action. Communication & Sport. 2020 Feb;8(1):92-122.
https://doi.org/10.1177/2167479518819482

Oh, Taeyeon, Joon-Ho Kang, Younghan Lee, and Soyon Michelle Choi. 2024.
"Comparison of Audience Behavior between eSports and Authentic Sports Fans"
Behavioral Sciences 14, no. 4: 313. https://doi.org/10.3390/bs14040313
Williams, D., Yee, N., & Caplan, S. (2008). Who plays, how much, and why?

Debunking the stereotypes of the online gamer. Journal of Computer-Mediated
|

https://jrsm.khu.ac.ir/
302


https://civilica.com/doc/2007803
https://civilica.com/doc/2007803
https://civilica.com/doc/2007803
https://doi.org/10.1080/0144929X.2020.1797876
http://dx.doi.org/10.3390/su131910890
https://www.researchgate.net/publication/42622120_Measuring_the_Motives_of_Sport_Event_Attendance_Bridging_the_Academic-Practitioner_Divide_to_Understanding_Behavior
https://www.researchgate.net/publication/42622120_Measuring_the_Motives_of_Sport_Event_Attendance_Bridging_the_Academic-Practitioner_Divide_to_Understanding_Behavior
https://www.researchgate.net/publication/42622120_Measuring_the_Motives_of_Sport_Event_Attendance_Bridging_the_Academic-Practitioner_Divide_to_Understanding_Behavior
https://doi.org/10.1177/019372395019004004
https://www.semanticscholar.org/paper/Comparison-of-eSports-and-Traditional-Sports-Lee-Schoenstedt/4a430d84f1878f2ef6c5618434158877a0153ad3
https://www.semanticscholar.org/paper/Comparison-of-eSports-and-Traditional-Sports-Lee-Schoenstedt/4a430d84f1878f2ef6c5618434158877a0153ad3
https://doi.org/10.1016/j.chb.2020.106671
http://dx.doi.org/10.1504/EJIM.2021.113237
https://doi.org/10.3390/ijerph19042256
https://doi.org/10.1016/j.chb.2021.106974
https://doi.org/10.1177/2167479518819482
https://doi.org/10.3390/bs14040313

29.

30.

31

32.

33.

34.

Communication, 13(4), 993-1018. https://doi.org/10.1111/5.1083-
6101.2008.00428.x

Hamari J, Sjoblom M. What is eSports and why do people watch it?. Internet
research. 2017 Apr 3;27(2):211-32. https://dx.doi.org/10.2139/ssrn.2686182

Seo Y, Jung SU. Beyond solitary play in computer games: The social practices of
eSports.  Journal of Consumer Culture. 2016 Nov;16(3):635-55.
https://doi.org/10.1177/1469540514553711

. Zhang J, Hall CM, Kim MJ. eSports Fan Identity Consumer and Live Game

Watching Behavior: Professional Player Fan Identity Perspective. Journal of
Smart Tourism. 2023 Mar;3(1):9-21.
https://doi.org/10.52255/smarttourism.2023.3.1.2

Smeekes WA. Social Media Content Marketing for Millennials, Generation Z,
and the Esports Target Market. https://urn.fi/URN:NBN:fi:amk-2022110922365

De Freitas, R. (2021). Gen Z and Esports: Digitizing the Live Event Brand. In:
Worndl, W., Koo, C., Stienmetz, J.L.. (eds) Information and Communication
Technologies in Tourism 2021. Springer, Cham. https://doi.org/10.1007/978-3-
030-65785-7 16

Hattingh W, Van den Berg L, Bevan-Dye A. The “why” behind generation Y
amateur gamers' ongoing eSports gameplay intentions. International Journal of
Sports  Marketing and  Sponsorship. 2024  Jan  19;25(1):67-87.
https://doi.org/10.1108/1JSMS-04-2023-0064

https://jrsm.khu.ac.ir/
303


https://doi.org/10.1111/j.1083-6101.2008.00428.x
https://doi.org/10.1111/j.1083-6101.2008.00428.x
https://dx.doi.org/10.2139/ssrn.2686182
https://doi.org/10.1177/1469540514553711
https://doi.org/10.52255/smarttourism.2023.3.1.2
https://urn.fi/URN:NBN:fi:amk-2022110922365
https://urn.fi/URN:NBN:fi:amk-2022110922365
https://doi.org/10.1007/978-3-030-65785-7_16
https://doi.org/10.1007/978-3-030-65785-7_16
https://doi.org/10.1108/IJSMS-04-2023-0064

