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Basic psychological needs, passion and motivations in amateur and semi-professional
eSports players

Summary. Electronic sports (eSports) are a category of video games that are played competitively following rules,
either in teams or individually. Currently, the top videogame is League of Legends (LoL), a game in the genre known
as Multiplayer Online Battle Arena (MOBA) with more than 100 million monthly active players worldwide. Re-
search has shown that video games can satisfy basic psychological needs and be experienced as a passion, and
that passion is a useful construct to help understand the different motivational patterns of video game use. In
addition, no relevant studies have been found with professional players. Therefore, the objective of this study is to
explore whether knowledge of the degree of frustration of gamers’ basic psychological needs in everyday life, users’
passion and their motives to play makes it possible to distinguish between types of players (amateurs or semi-
professionals). The participants were 195 Spanish-speaking LoL players (156 amateurs and 39 semi-professionals)
who were passionate about LoL. The results indicate that the game is most often played for competitive, social and
exploration reasons. As for passion, players play more out of harmonious passion than out of obsessive passion,
the latter being associated with the frustration of basic psychological needs. As a whole, being younger, less moti-
vated by the plot of the game, having greater motivation to improve mental abilities, and spending more hours
playing are predictors of the type of player (semi-professional). It is concluded that eSports players are not charac-
terized as obsessed or frustrated people, and that the use of videogames is not necessarily harmful.
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Necesidades psicolégicas basicas, pasién y motivaciones en jugadores amateurs y semi-profesionales
de eSports

Resumen. Los deportes electronicos (eSports) son un conjunto de videojuegos que se juegan de manera competitiva siguiendo unas
reglas, ya sea por equipos o en solitario. Actualmente, el videojuego por excelencia es el League of Legends (LoL), del género Mul-
tiplayer Online Battle Arena (MOBA), con mds de 100 millones de jugadores mensuales activos a nivel mundial. La investigacion
ha demostrado que los videojuegos pueden satisfacer necesidades psicologicas bdsicas y ser vividos como una pasion, y que la
pasion es un constructo titil para ayudar a comprender los diferentes patrones motivacionales del uso del videojuego. Ademds, no
se han encontrado estudios relevantes con jugadores profesionales. Asi pues, el objetivo de este estudio es explorar si la frustracion
de las necesidades psicologicas bdsicas en la vida cotidiana, la pasion y los motivos de juego permiten diferenciar el tipo de juga-
dor (amateur y semi-profesional). Los participantes fueron 195 jugadores de LoL (156 amateurs y 39 semi-profesionales) caste-
llano-hablantes y apasionados al LoL. Los resultados indican que el uso predominante del juego son los motivos competitivos,
sociales y de exploracion. En cuanto a la pasion, los jugadores juegan mds por pasion armoniosa que por pasion obsesiva, siendo
esta tiltima junto con la frustracion de las necesidades psicologicas bdsicas las mds bajas. En conjunto, tener menor edad, una
menor motivacion por la historia del juego, una mayor motivacion por mejorar las capacidades mentales, y dedicar mds horas
de juego por semana son predictores del tipo de jugador (semi-profesional). Se concluye que los jugadores de eSports no se carac-
terizan por ser personas obsesivas o frustradas, y que el uso del videojuego no es necesariamente perjudicial.

Palabras clave: eSports; necesidades psicologicas bdsicas; pasion; motivacion; League of Legends
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Introduction

eSports consist of a number of organized video game
competitions in which individuals or teams play by a
set of established rules. Among the most popular video
games are those referred to as Massively Multiplayer
Online (MMO) games. These games are distinctive
because they allow many players to be connected at
the same time via the Internet and they permit the
players to interact with one another. Some of the games
in this category are Multiplayer Online Battle Arena
(MOBA) games (e.g., League of Legends and DOTA 2)
(AEVI, 2018). eSports are set apart from other video
game play by the fact that they are organised competi-
tions (Plarium, 2017), with video game events taking
place in large sports facilities and followed by an audi-
ence of millions online (Chanson, 2017).

Today, the eSports video game par excellence is
League of Legends (LoL). The game had more than mil-
lion active players around the world each month in
2016, according to figures from the company Riot
Games (Vallejo, 2016). Over 80 million viewers watched
the finals of the video game’s World Championship
live on the Internet (Riot Games, 2017).

LoL is a real time strategy game played in teams.
Each contest pits two five-member teams against one
another, with each team member playing one of a range
of specific roles: ADC (Attack, Damage, Carry, or play-
ers focused on attacking the opponent and causing the
greatest possible amount of damage, but lacking in
defensive skills or battlefield capabilities), Support (play-
ers who focus on backing their allies by providing
medical help or by hindering the activities of their
enemies), Top (players who focus defending and attack-
ing the upper line), Mid (players focused on protecting
the middle line) and Jungler (players focused on acquir-
ing experience and gold by confronting the neutral
creatures that are found in the jungle). The field of play
is called Summoner’s Rift, and it is divided into three
“lanes” (Top, Mid and Bot). Also on the game map is
the jungle, home of the neutral monsters. By killing
them, players can get rewards such as gold and experi-
ence. Gold is among the resources that can be used to
help strengthen a team. The ultimate object of the
game is to destroy the opposing team’s main base,
called the Nexus.

LoL players (known as summoners) can choose from
over 140 different characters, each of whom has five
unique abilities that can be used at any point. Each
participant in the game plays a certain position with a
certain role, and these roles can require the use of
specific abilities. In addition to the players’ range of
abilities, clear communication during game play is
critical. Teams make sure that they can communicate
smoothly by choosing a captain, known as a shot
caller. This player issues instructions to his or her team-
mates as to the team’s strategy and the targets they
should prioritise (Pereira, Wilwert, & Takase, 2016).
Some studies have underlined the similarities between
eSports and traditional sports: the teams compete to-

ward a common goal, the players use strategies as a
team and each plays his or her own position or role
(Costa, 2013). The parallels with traditional sports even
go beyond the competitions themselves, with profes-
sional players living together in training centres known
as Gaming Houses. The training sessions held there
can consist of scrims (sessions against other profes-
sional teams) or of replays (the viewing of your own or
other teams’ recorded matches in order to analyse
mistakes and learn new techniques or tactics) (Pereira
et al., 2016). Himmelstein, Liu, and Shapiro (2017)
have also suggested that the mental requirements to
which competitive eSports participants are subjected
are similar to those placed upon traditional athletes.
Elsewhere, Nuyens, Kuss, Lopez-Fernandez, and
Griffiths (2018) have argued that non-problematic
video gaming can have a positive impact on players’
cognitive processes.

Lately, the eSports sector has become much more
professionalised, with official teams now boasting
coaches, psychologists and other trainers, as well as
significant investments in infrastructure and advertis-
ing. Nonetheless, little research has examined this
expanding practice, even though millions of people
now take part in these activities on a daily basis, and
despite the fact that the public at large, and especially
young people and adolescents, are devoting an ever-
larger share of their leisure time to them (Pérez-Rubio,
Gonzdlez, & Garcés de los Fayos, 2017). The sheer
magnitude of this social phenomenon, then, points to
the importance of studying the behaviour of partici-
pants in this video game. However, when Mora-Can-
tallops and Sicilia (2018) conducted a comprehensive
review of the academic literature on MOBA games, they
found that the genre had been largely neglected by
researchers and that no studies including professional
players had been carried out.

It is true, though that there has been a good deal
of psychological research into video games in general.
Yee (2006) found that there are three overarching kinds
of factors that drive people to play video games: the
desire for achievement, the seeking of immersion and
social factors. Fuster, Chamarro, Carbonell, and Val-
lerand (2014) identified four motivating factors: explo-
ration, socialisation, achievement and dissociation.
Finally, Kahn et al. (2015) identified six types of
player motivations: socializers (the interest in building
and maintaining social relationships), completionists
(the interest in exploring all elements of the game to
the greatest extent possible), competitors (the interest
in winning games and engaging in behaviour that
contributes to victory), escapists (the interest in escap-
ing from reality), story-driven (the interest in a game’s
plot ant the characters’ backgrounds), and smarty-pants
(an interest in enhancing mental capacity and intel-
ligence).

Researchers have also connected these motivating
factors to personality characteristics (Graham, & Gos-
ling, 2013) and even to satisfaction and wellbeing
(Woo, Woong, & Young, 2012). Others have analysed
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issues such as players’ performance and their chances
of victory (Ng, Nesbitt, & Blackmore, 2014), their per-
ceived self-efficacy (Giménez, 2015) and their degree
of enjoyment (Trepte & Reinecke, 2011). Finally, an-
other recent study explored the links between eSports
players’ personalities and the tendency toward burnout
(Pérez-Rubio et al., 2017).

One suitable tool for the study of the implications
of video game use is the Dualistic Model of Passion
(DMP), created by Vallerand et al. (2003). This model
defines passion as an individual’s strong tendency to
engage in an activity that he or she enjoys, an activity
upon which the person places importance and in which
he or she invests time and energy. Activities that
awaken passion also have strong implications for in-
dividuals’ identities, coming to form a part of how they
define themselves. It is important to examine the dif-
ferent ways in which individuals interiorise game
playing as part of their identities. It is possible to draw
a distinction in this regard between two different kinds
of passion: harmonic passion (HP) and obsessive pas-
sion (OP). HP is the result of the autonomous inter-
nalisation of the activity as part of the person’s iden-
tity. When an individual exhibits this kind of passion,
the activity plays an important role in his or her
identity, but it does not overwhelm other aspects of
identity and can harmoniously share space with other
parts of the person’s life. People experiencing HP can
give up the activity if they decide that it is having a
negative impact on their lives. Meanwhile, OP emerg-
es from an externally driven, controlled internalisation
of the activity into the person’s identity. This control
can come from intrapersonal and/or interpersonal
pressure to engage in the activity. Because the indi-
vidual’s commitment to the activity is not under his
or her control, the passion for the activity gradually
occupies a disproportionate part of the person’s iden-
tity and ultimately encroaches on and clashes with
other parts of the person’s life. As a result of this process,
people continue inflexibly to engage in the activity,
even when it does not provide them with positive
experiences and even though it may involve a high
cost to them in the form of deteriorating relationships
or the failure to meet work obligations (see Vallerand,
2012, for a review).

In a meta-analysis, Curran, Hill, Appleton, Valle-
rand, and Standage (2015) showed that HP is linked to
positive interpersonal results (such as positive affect,
flow and performance). Meanwhile, OP was associated
with both positive and negative interpersonal results
(including negative affect, rumination and vitality).

There have been a number of studies related to
passion in video games. For example, Fuster et al. (2014)
explored the links between passion and players’ differ-
ing motivations to play World of Warcraft (WoW),
finding that HP and OP were associated with different
kinds of involvement in Massively Multiplayer Online
Role-Playing Games (MMORPG), which more than
other games are focused on exploration, plot, missions
and other more cooperative activities. This study also
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found passion to be a useful construct in the study of
players’ range of motivational patterns. Elsewhere,
Bertran and Chamarro (2016) have shown that passion
is linked both to performance and to abusive game
playing by LoL users. Their results indicate that HP
tends to insulate players from the negative conse-
quences of gaming. Conversely, OP is associated with
greater negative consequences and the use of gaming
to evade reality, as well as with improved game perfor-
mance. These results suggest that the type of passion
exhibited by players is important, as it influences their
likelihood of engaging in maladaptive behaviour and
their game performance.

Another model that can be used to measure players’
implication in video gaming is the Basic Psychological
Needs Theory (BPNT), which postulates that individu-
als meet their needs is a process similar to that of nutri-
tion, with certain nutrients being necessary for any
living being’s growth, integrity and overall health
(Ryan & Deci, 2000). Humans take in these “nutrients”
when they satisfy their needs for autonomy, compe-
tency and relatedness. BPNT argues that factors or
situations that facilitate the meeting of these three
needs foster wellbeing, while factors that thwart the
satisfaction of these needs detract from individuals’
wellbeing.

In a study that found links between video gaming
and the satisfaction of psychological needs, Weinstein,
Przybylski and Murayama (2017) showed that the
meeting of psychological needs led to improved health
and acted as a protective factor against Internet Gam-
ing Disorder (IGD), a pattern of persistent gaming that
is characterised by a lack of control over the impulse
to play video games. Allen and Anderson (2018) have
shown that a lack of satisfaction of basic psychological
needs, both in video games and in everyday life, makes
gamers more likely to suffer from IGD. Elsewhere, it
has been shown that video games can in fact satisty
basic psychological needs and that users can experience
them as a passion (Mills et al., 2018).

Recent research has suggested that prolonged ex-
periences of the frustration of basic psychological needs
(FBPN) (in other words, the frequent appearance of
obstacles that stand in the way of the satisfaction of
individuals’ basic psychological needs) can lead to
greater OP and engender a greater risk of dependency
on an activity (Lalande et al., 2017).

Finally, it is worth underlining that prior research
into eSports has been conducted using samples taken
from the population of university students. These stud-
ies have failed to consider different kinds of players or
the different motivations that drive people to play.
These factors are worthy of attention, especially given
that, according to Todoli (2017), LoL is becoming a
sport, and it is possible that some players do not view
the game as mere entertainment, but rather as a sport-
ing competition like any other. Thus, distinctions must
be drawn between those who play the game for enter-
tainment purposes and others who use it in the hope
of becoming professionals.
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Table 1. Characteristics of the sample

n (%)
Gender Man 181 (92.8%)
Woman 14 (7.2%)
Type of gamer  Amateur 156 (80%)
Semi-Professional 39 (20%)
Position ADC 51 (26.2%)
Jungler 37 (19%)
Mid 41 (21%)
Support 38 (19%)
Top 28 (14.4%)
Education Primary 4 (2.1%)
High school 67 (34.4%)
University 124 (63.5%)
Occupation Student 102 (52.2%)
Job holder 43 (22.1%)
Student and job holder 37 (19%)
No job or studies 13 (6.7%)

In light of all the observations above and of previ-
ous research (e.g., Mills et al., 2018; Kahn et al., 2015),
this study takes as its main aim the exploration of
whether data on motivations, passion and the frustra-
tion of basic psychological needs in everyday life make
it possible to distinguish types of players (between
amateur and semi-professional gamers). It was antici-
pated that age, hours of play a week, frustration of
basic psychological needs, the different kinds of passion
and the different motivations for playing would all be
predictive of the type of player. Specifically, it was
hypothesised that semi-professional players would be
younger, spend more hours a week playing, display
greater motivation to compete and improve their
mental capacities, show lesser frustration of their basic
psychological needs and tend more toward harmonious
passion and less toward obsessive passion.

Methods
Participants

The study obtained 356 answers to an online question-
naire. Of these, 46 cases were discarded because they
featured incomplete data. Of the remaining 310 cases,
115 were discarded because the respondents did not
meet the criteria to be considered passionate gamers.
According to Vallerand et al. (2012), subjects cannot
be considered passionate if the sum of the items used
to calculate the variable of passion is less than 20
points. Thus, the final participants in the study were

1935 Spanish speaking LoL players who agreed to com-
plete an online survey and who were passionate about
LoL (see Table 1). In order to be included, respondents
had to be at least 16 years of age and had to play LoL
regularly. The mean age of the sample was 21.72 years
old (SD=4.48), and the mean weekly playing time was
16.88 hours (SD=121.4).

Instruments

The questionnaire included items collecting socio-
demographic and game use data, including age, gender,
education completed, job, type of player, position in
the game and the number of hours spent playing a
week.

Passion was assessed using the Passion Scale (Val-
lerand et al. 2003) adapted for use with the Spanish
population (Chamarro et al., 2015). This instrument
consists of two sub-scales of six items each, designed
to measure HP and OP, as well as five criteria items used
to assess respondents’ degree of passion for the activ-
ity. Respondents answer each item on a seven-point
Likert scale that ranges from “Completely disagree” to
“Completely agree” . For example, one of the items mea-
suring HP reads “This activity is in harmony with other
things that are part of me”. An example of an item mea-
suring OP is “I have a tough time controlling my urges to
do this activity”. In the criteria items, respondents are
asked about the degree to which the value the activity,
devote their time and energy to it and consider it to
be a passion. The internal consistency coefficients can
be consulted in Table 2.

In order to assess the frustration of basic psycho-
logical needs, the study used the version adapted for
use with the Spanish population of the Psychological
Need Thwarting Scale (PNTS; Bartholomew, Ntoumanis,
Ryan, & Thegersen-Ntoumani, 2011; adaptation by
Sicilia, Ferriz, & Sdenz-Alvarez, 2013). This instrument
is made up of 12 items divided into three groups, each
of them representing a factor and consisting of four
items. It measures the extent to which individuals
perceive they are being frustrated in their psychologi-
cal needs for autonomy (e.g. “I feel an obligation to
follow others’ decisions”), competence (e.g. “There are
situations in which I feel incompetent”), and relatedness

Table 2. Descriptive statistics and differences in the variables by type of player

Variables Min. Max. a Amateur Semi-Professional F P n?
M (DT) M (DT)

Age 16 36 22.28 (4.66) 19.49 (2.69) 12.910 .000 .063
H/W 1 50 15.12 (11.20) 23.90 (13.33) 17.696 .000 .084
Socializers 3 15 33 10.43 (2.44) 10.79 (2.17) .754 .386 .004
Completionists 3 15 52 12.45 (2.09) 13.35 (1.97) 6.254 .013 .031
Competitors 3 15 75 11.30 (2.52) 13.02 (2.18) 15.279 .000 .073
Escapists 2 10 67 4.76 (2.23) 5.00 (2.32) .346 .557 .002
Story-Driven 2 10 60 5.92 (2.06) 5.89 (2.28) .007 932 .000
Smarty-Pants 2 10 73 5.88 (2.02) 7.07 (1.67) 11.526 .001 .056
Passion criteria 5 35 62 24.85 (4.04) 27.61 (4.71) 13.551 .000 .066
HP 6 42 74 27.60 (5.74) 31.30 (5.96) 12.737 .000 .062
opP 6 42 86 17.09 (7.91) 19.41 (8.26) 2.623 .107 .013
FBPN 12 54 88 28.55 (11.44) 27.51(9.94) .270 .604 .001

Note: H/W = Hours of play a week; OP = Obsessive Passion; HP = Harmonious Passion; FBPN = Frustration of Basic Psychological Needs

Aloma 2018, 36(2) | 63



64 | Aloma 2018, 36(2)

(e.g. “I feel rejected by the people around me”). Respon-
dents answer each item on a five-point Likert scale that
ranges from “Completely disagree” to “Completely
agree”. The internal consistency coefficients can be
consulted in Table 2.

Motivations for gaming were measured using a
Spanish adaptation of the Scale of Video Game Play
Motivations (Kahn et al., 2015). In order to adapt the
scale for use in Spanish, a translation of the original
English-language scale was carried out, and the trans-
lated version was reviewed by a committee of psy-
chologists. One of the experts was bilingual. This
procedure meets the standards for intercultural adapta-
tion of tests proposed by Muiiiz, Elosua and Hambleton
(2013). This instrument assesses six motivational fac-
tors that can drive people to play video games: social-
izers (3 items) (e.g., “I like using the voice communication
tool while I'm playing”), completionists (3 items) (e.g., “I
like trying out everything you can possible do in the game”),
competitors (3 items) (e.g., “Winning is a big reason why
I play”), escapists (2 items) (e.g., “I like doing things in
the game that I couldn’t do in real life”), story-driven (2
items) (e.g., “I like feeling that I'm part of a story”), smarty-
pants (2 items) (e.g., “I play to improve my intellectual
abilities”). Respondents answer each item on a five-
point Likert scale that ranges from “Completely dis-
agree” to “Completely agree”. The internal consis-
tency coefficients can be consulted in Table 2.

Procedure

Data collection took place between March and May
2018. Respondents were able to freely access the ques-
tionnaire via an online link. The researchers participat-
ing in the study posted messages in several specialised
gaming forums online (Mediavida, LoL ESP, Riot
Games) to invite gamers to take part in the study. The
first section of the questionnaire includes an explana-
tion of the study and its objectives and a statement
that responses are voluntary, confidential and anony-
mous. In this section, participants were asked to give
informed consent in order to continue with the ques-
tionnaire, and they were advised that they could stop
answering the questions at any point and not be in-
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cluded in the study. At the end of the questionnaire,
participants were asked if they were willing to recom-
mend the questionnaire to other gamers.

Data analysis

Data analysis was carried out using version 17.0 of the
statistics software SPSS in Spanish. First, descriptive
statistics and Pearson correlations were obtained. For
the purposes of testing the hypothesis, a logistic regres-
sion analysis was conducted with selection of predictors
using the enter method, in which socio-demographic
variables were introduced as a first step and the vari-
ables of passion, FBPN and motivation in a second step.
The type of player (amateur or semi-professional) was
taken as the dependent variable.

Results

Preliminary results

Table 1 shows that the participants were mostly men
(91.9%) and amateurs (80%), and that most of them
had completed some higher education (63.5%) and
were students at the time of completing the question-
naire (52.2%). Table 2 shows that the most common
motivations for playing were: interest in building and
maintaining social relationships, desire to explore the
game, and interest in winning or contributing to vic-
tory. In terms of type of passion HP is predominant,
and FBPN is low.

Meanwhile, Table 2 shows comparisons of means
for the variables broken down by type of player. Semi-
professional players tend to be younger, more moti-
vated to improve their mental capacities and more
likely to display greater HP than the amateurs.

Correlation analysis

As is apparent from Table 3, age displayed negative
correlations with the motivation factors escapists and
story-driven, and with both kinds of passion. The num-
ber of hours spent playing a week was positively cor-
related with the motivation factors completionists,

Table 3. Variable correlations: frustration of needs, passion, motivation for playing, age and hours of play a week

1 2 3 4 5 6 7 8 9 10 11 12

1. Age - -.043 -.053 -.035 -.005 -.182* -190**  -.097 -279%* 173 -237* 091
2. H/W - .015 .148* .328* .048 .018 .142* 345 .146* .186** -.063
3. Socializers 272% .042 .001 .078 .160* .050 .204** .000 -.041
4. Completionists 172 152* 337+ 252 .176* 331+ .084 -.008
5. Competitors .024 .047 .145* .199** .096 .230** -.004
6. Escapists .528** .363** .216** 247** .340** 424>
7. Story-Driven .392** .145* .448** .166* 120
8. Smarty-Pants 134 401** 114 126
9. Passion criteria 428** .489** .166*
10. HP .028 .050
11. 0P .396**
12. FBPN

Note. *p <,05; * p <,01

H/W=Hours of play a week; OP=Obsessive Passion; HP=Harmonious Passion; FBPN=Frustration of Basic Psychological Needs
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Table 4. Results of the logistic regression analysis

Dependent Nagelkerke Predictive ) P Exp(B)

Variable R? variables

Type of player .414 Age -.263  .000 .769
H/W .040 .025 1.041
Socializers -.002  .983 998
Completionists ~ .145 .270 1.156
Competitors .206 .052 1.228
Escapists 104 417 1.110
Story-Driven -.425  .005 .654
Smarty-Pants 310 .016 1.363
HP .107 .061 1.113
or .001 984 1.001
FBPN -.032 .184 968

Note: H/W=Hours of play a week; OP=Obsessive Passion; HP=Harmonious Passion;
FBPN=Frustration of Basic Psychological Needs

competitors and smarty-pants, as well as with both kinds
of passion, but there was no correlation here with FBPN.
The motivation factor socializers showed positive cor-
relations with the motivation factors completionists and
smarty-pants, as well as with HP, but there was no cor-
relation with OP or with FBPN. The motivation factor
completionists displayed positive correlations with the
number of hours of play a week, all the motivation
variables and HP, but there was no correlation with OP
or with FBPN. The motivation factor competitors dis-
played positive correlations with the number of hours
of play a week, with the motivation factors completion-
ists and smarty-pants and with OP, but there was no
correlation with HP or with FBPN. The motivation
factor escapists showed positive correlations with the
motivation factors completionists, story-driven and
smarty-pants, as well as with HP, OP and FPBN, but there
was no correlation with hours of play a week. The
motivation factor story-driven was positively correlated
with the motivation factors completionists, escapists and
smarty-pants, as well as with HP and OP, but no cor-
relation was observed with FPBN or with hours of play
a week. HP was positively correlated with all the vari-
ables, with the exceptions of the motivation factor
competitors, OP and FBPN. OP showed positive correla-
tions with all the variables, except for the motivation
factors socializers, completionists and smarty-pants. Fi-
nally, FBPN showed positive correlations with the
motivation factor, escapists and with OP.

Regression analysis

The results of the logistic regression analysis with selec-
tion of predictors using the enter method of variable
entry are shown in Table 4. Taking the type of player
as the dependent variable, age, hours of play a week
and the motivation factors completionists, competitors
and smarty-pants, together account for 41.4% of the
variance, with 94.2% of the amateur players and 46.3%
of the semi-professionals classified in the correct cat-
egories. Thus, looking at gamers who were older, spent
more hours a week playing, had lesser story-driven and
greater smarty-pants motivation made it possible to
distinguish between amateur players and semi-profes-
sionals.

Discussion

The aim of this study is to explore whether knowledge
of gamers’ age, hours of game play a week, motivations
for playing, the frustration of basic psychological needs
and the type of passion exhibited makes it possible to
differentiate between amateur and semi-professional
players of eSports. The hypothesis was that semi-pro-
fessional players would be younger, spend more time
playing, display a greater motivation for competition
and improvement of their mental capacities, and show
greater harmonious passion and lesser obsessive passion
than the amateur players.

The results partially confirm the hypothesis. Ama-
teurs are distinct from semi-professionals gamers in
several variables, including the number of hours a week
they spend playing and the tendency to be story-driven
and smarty-pants in their motivation. However, the
motivation factors socializers, competitors, completionists
and escapists do not contribute to explaining the dis-
tinction between types of gamers, nor do HP, OP or
FBPN.

Firstly, it is worth highlighting that our study is the
first of its kind to incorporate gamers beyond merely
recreational players. In the world of eSports, it is not
the same to play video games for entertainment as to
train to become a professional gamer (Todoli, 2017).

The results show that players whose motivations
are story-driven, or in other words gamers who cite a
reason for playing that lacks any direct connection
with performance within the game, are less likely to
be professionals. This finding echoes the suggestion
made by Mora-Cantallops and Sicilia (2016), who
pointed out that LoL is not a game that is marked by
its plot or the background of its characters. The smarty-
pants category of motivation is positively associated
with the professionality of players (gamers more inter-
ested in improving their mental capacities were more
likely to be professionals). This finding is in accordance
with the results of a study by Nuyens et al. (2018), who
underlined that video gaming can lead to more effec-
tive attentional control, faster processing and improved
perception. Thus, gamers who play in order to improve
their mental capacities are better able to focus on their
performance within the game, a practice characteristic
of aspiring professionals.

The rest of the kinds of motivation identified by
Kahn et al. (2015) do not contribute to distinguishing
the types of players. This lack of distinction between
types of gamers in terms of these variables could have
been anticipated, for example, for the motivation fac-
tor socializers, because the nature of LoL as a team game
means that communication between teammates is
necessary for effective game play, whether the players
are professionals (Himmelstein et al., 2017), or ama-
teurs. The motivation factor escapists also fails to play
arole in distinguishing the types of players. From this,
one could conclude that the desire to escape from
everyday life is not one of the predominant motivating
factors. It is worth emphasising that this study found
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a link between this latter kind of motivation and OP
and FBPN, results that echo an earlier study by Fuster
et al. (2014), which found that video gaming to escape
reality was associated with problematic video game use.
In any case, this variable’s lack of predictive value in
this study would suggest that current LoL players can
be considered serious gamers. The motivation factors
called competitors and completionists also lack any pre-
dictive value in determining the type of player. This
lack of effect was also to be expected, as LoL is a
highly competitive game that requires players to be
fully familiarised with and proficient in all its elements.
This kind of knowledge of the game is necessary if
players are to perform at the highest level, and this is
true of both amateurs and semi-professionals.

When it comes to the variables measuring passion,
neither HP nor OP was found to contribute to distin-
guishing between the kinds of gamers. This finding
makes sense if we take into account both the fact that
all the participants in the study were passionate about
the game, and that, unlike in previous studies (Bertran
& Chamarro, 2016), our sample was not characterised
by the use of video games to escape reality or by abusive
use of games (both associated with OP). In any case,
this trend requires verification by future studies.

The fact that no relationship was found between
FBPN and the dependent variable is consistent with
earlier results from a study by Allen and Anderson
(2018), who suggested that gamers who play LoL are
not driven to play by a lack of satisfaction of their
psychological needs for competence, relatedness and
autonomy in their everyday lives. This absence of
frustrated needs acts to protect players from video game
addiction. This finding is also consistent with the re-
sults found by Lalande et al. (2017), who said that low
levels of satisfaction of basic psychological needs (in
other words, high levels of FBPN) could contribute to
creating an excessive dependence on the activity about
which the user feels passionate. Because OP was not
found in our study to have value in predicting the type
of gamer, it stands to reason that FBPN would not have
an effect either, given the positive relationship between
these two variables.

Finally, the fact that semi-professional players tend
to be younger than amateurs suggests that the approach
to playing LoL is undergoing a change, possible con-
nected to the growing view of the game as a competi-
tive sporting activity. Meanwhile, as too stands to
reason if we consider the need for practice, semi-pro-
fessional players devote more of their time to playing.
This result is significant, because while previously the
frequent use of video games has always been associ-
ated with addictive or obsessive motivations (Mills et
al., 2018), eSports are now increasingly viewed as
sports, and may gamers play them competitively. The
fact that they spend long hours training makes them
no different in this respect from traditional athletes.

Limitations and proposals for future research

Samuel Garcia-Lanzo & Andrés Chamarro

This study is, of course, not without its limitations.
Firstly, the sample is made up of volunteers and is not
very homogeneous in terms of the type of player, a fact
that could make it difficult to generalise from the re-
sults. Secondly, the scale of video game play motivations
(Kahn et al., 2015) used in this study shows a low reli-
ability. For the purposes of further research, it would
be a good idea to add additional items to each factor
in an effort to attain better reliability. Additionally, it
would be revealing to consider gamers’ degree of sat-
isfaction of basic psychological needs (SBPN) and to
examine how this variable is related to the type of
player. It is possible that having one’s needs for related-
ness, autonomy and competence satisfied might be a
key to becoming a serious player.

Finally, it should be emphasised that future studies
would do well to consider economic motivating factors
(video gaming to earn money), the sense of belonging
to a community (gaming to feel like part of the com-
munity) and communication among players as poten-
tial characteristics of serious players.

Conclusion

eSports are growing exponentially from one year to the
next, and now they boast big competitions that have
come to be seen as sporting events, with gamers now
seen as having the same psychological needs as tradi-
tional athletes. Our results highlight the fact that LoL
players do not tend to be obsessive people or to expe-
rience the frustration of their basic psychological needs
in their everyday lives. In fact, the opposite is true: they
are passionate young people who are highly dedicated
to what they do and interested in developing their
psychological abilities through gaming. Additionally,
we think it is worth underlining that the psychological
profile of players found here flies in the face of popular
stereotypes about gamers and reveals that video gaming
need not be viewed as necessarily harmful. To further
ensure gamers’ wellbeing, we suggest offering them
training in values, teamwork and communication skills,
all of which will be of use especially to those who would
like to develop professional careers. Moreover, we be-
lieve it would be positive to promote healthy habits in
terms of physical activity, rest and diet, as well as en-
couraging gamers to combine video gaming with
other activities in such a way as to ensure that the
activity about which they are so passionate can be in
harmony with other parts of everyday life.
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