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This exploratory study seeks to identify challenges, barriers, and holistic wellbeing needs of esports players
during and after their careers, based on the human wellbeing framework, which includes physical, psychological,
cultural, social, economic, and governance domains. By providing empirical evidence on critical areas, the study
encourages the esports industry and its stakeholders to prioritise players' wellbeing, thereby building sustainable
career pathways in esports. By employing an exploratory sequential mixed methods design, the study was
conducted in three phases: (a) qualitative data collection and analysis through two focus groups (n=5and n =3,
respectively) and one semi-structured interview; (b) development of a new questionnaire based on the findings
from Phase 1 and grounded in the chosen theoretical framework; and (c) administration of the developed
questionnaire, which gathered quantitative data from 393 esports players across all competitive levels (n = 393).
The findings highlight specific challenges, barriers, and needs related to the six domains of human wellbeing,
offering significant insights from esports players on holistic wellbeing for esports players. Importantly, the
findings revealed significant differences in participants' experiences of esports based on gender and career level.
As a result, this study contributes to both theory and practice by deepening our knowledge and understanding of
esports players' holistic wellbeing needs, which in turn supports the sustainability of esports careers. The im-
plications can shape the path for sustainable growth within the industry by focusing on the wellbeing of esports

players, providing practical guidance for industry and stakeholder decision making.

Esports is shifting from a its recreational roots to a structured, pro-
fessionalised filed with a growing population of highly competitive
players (Seo, 2016; Taylor, 2012; Williams et al., 2025). Esports also
represents a novel sociocultural development resulting from the inter-
section of gaming communities, media infrastructures, traditional sport-
based structures, economic investment, and regulatory bodies (Jin,
20105 Scholz, 2020). Thus, esports players are expected to demonstrate
proficiency in gameplay alongside interpersonal, branding, and business
skills (Johnson & Woodcock, 2021). In particular, a strong drive for skill
development is a defining feature of professional esports players (Seo,
20165 Taylor, 2012), which plays a central role in how they construct
and maintain their identity as professional players (Seo, 2016). How-
ever, this is not limited only to professional esports players alone but
also extends to individuals at other levels and to those in roles beyond
playing within the industry. Accordingly, Seo and Jung (2016) describe
esports as a socially embedded activity, where consumption occurs
through the participation of different individuals who assume roles such
as players, viewers, and coordinators within the sports ecosystem.

Given the focus of this study, wellbeing, Hong (2023) examines the
responsibilities and contributions of esports stakeholders in promoting
the health and wellbeing of esports players at all levels. They highlight
the need for a holistic development module for esports players, which
emphasises player, centred support and collective stakeholder engage-
ment. The same author further investigates insights from key stake-
holders in the esports industry regarding the wellbeing and career
pathways of esports players (Hong, 2025). Their findings demonstrate
that physical and psychological readiness, communication, financial
skills, and career planning are critical to esports players' wellbeing and
long-term career prospects. The focus of their studies on key stake-
holders in the esports industry is particularly valuable, given that the
substantial growth of esports has redefined professional practices,
introduced new participation pathways, and created opportunities for
diverse stakeholders to benefit from evolving economic structures and
emerging roles (Johnson & Woodcock, 2021). However, while their
studies acknowledge the significance of supporting esports players'
wellbeing and identifying needs, the findings are based on the
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perspectives of key stakeholders rather than the esports players
themselves.

The significance of wellbeing has been widely recognised not only
within academic research but also across a range of professional fields.
However, within the emerging field of esports, studies with a specific
focus on wellbeing remains limited, although interest in this area is
gradually increasing. This may be due to the relatively limited number
of academics specialising in esports, and the scholarly understanding of
such emerging topics in esports remains at an early stage. In particular,
there is a lack of research that adopts a multidimensional approach to
understanding the wellbeing of esports players. Given that sustained
wellbeing is considered critical for their long-term performance and
career development (Hong, 2023; Hong, 2025), this represents both a
timely and necessary area for further investigation. This study therefore
aims to explore the challenges esports players in maintaining their
wellbeing, and to identify their specific support needs within this
context. Accordingly, the research questions to guide the direction of the
study are as follows: (a) what specific challenges barriers do esports
players experience across multiple dimensions?; (b) what are the spe-
cific needs of esports players in addressing these challenges and bar-
riers?; and (c) what implications doe these findings have for the esports
industry in developing strategies to support esports players' holistic
wellbeing?

In the following sections, starting with the background and context
of the study, this paper not only explores the concept of wellbeing within
the context of esports but also examines it more broadly to highlight the
significance of the research topic and address a gap in the existing
literature. A theoretical framework is introduced within the literature
review to demonstrate how the study is grounded conceptually. The
paper then outlines the methodological approach, which employs an
exploratory sequential mixed-methods design, and provides details on
the procedures used throughout the research process. The results are
subsequently presented, followed by a discussion that considers the
implications and limitations of the study, and provides directions for
future research.

1. Literature review
1.1. Background and context

Young players, particularly those striving for a professional path,
may struggle with challenges that influence both their career develop-
ment and holistic wellbeing (Hong, 2025). As many esports players are
in adolescence or early adulthood, they are likely to be in a critical
period of development both physically and mentally. During this period,
mental health challenges such as poor wellbeing may have a direct
impact on their physical health (Hoyt et al., 2012). Thus, wellbeing has
become an increasingly important area of study across disciplines,
highlighting its significance in society. In this context, physical and
mental health are recognised key components of human wellbeing.
Physical health is defined as “a dynamic state, the process of preserving
and developing its biological, physiological and mental functions,
optimal work capacity and social activity with the maximum life ex-
pectancy” (Koipysheva et al., 2018, p. 603). Mental health is defined as
“a state of mental wellbeing that enables people to cope with the stresses
of life, realize their abilities, learn well and work well, and contribute to
their community. It is an integral component of health and wellbeing
that underpins our individual and collective abilities to make decisions,
build relationships and shape the world we live in” (World Health Or-
ganization, 2025, para 1). Based on these definitions, this study adopts
the terms physical and mental wellbeing instead of health. By high-
lighting the crucial role of wellbeing in contributing to a fulfilling life,
encourage social engagement, enhance productivity, and ensure long-
term growth.

Engaging in esports comes with a range of benefits and opportunities,
particularly in the development of life skills including communication
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skills, teamwork dynamics, digital competence, analytical insight, and
structured decision-making (Gee, 2008; Hsu & Wang, 2010; Tang, 2018;
Zimmerman, 2008). In particular, during their competitive careers,
professional esports players develop a range of advanced skills and
personal attributes, which include a high level of technical proficiency, a
commitment to ongoing self-development, a strong sense of re-
sponsibility, and the discipline required to sustain long-term engage-
ment with their profession (Seo, 2016). In addition, their ability to
complete at the highest level enables them to pursue esports as a rec-
ognised career pathway (Huston et al., 2022).

While a significant portion of esports research has largely concen-
trated on the experiences of professional players, research have also
shown interest in esports participants at other levels, including casual
and recreational players. Reflecting this understanding, Huston et al.
(2022) conducted interviews with 17 individuals who, while not
competing at the professional level, actively participated in esports in
order to examine the pathways through which they engage with the
esports. They found that esports participants and audiences engage in
multiple ways, including skill development, immersion in competitive
narratives, and social or entertainment-driven interaction. Findings
from such study that examines how a diverse range of individuals, not
limited to professional players, engage with esports may offer valuable
insights for other research. For instance, this includes investigation into
the motivation underpinning sustained participation and the potential
contributions of esports involvement to overall wellbeing.

1.2. Wellbeing

Wellbeing is regarded as subjective because individuals are expected
to assess, in broad terms, the extent to which they feel a sense of well-
ness. Subjective wellbeing is often described as “experience[ing] a high
level of positive affect, a low level of negative affect, and a high degree
of satisfaction with one's life” (Deci & Ryan, 2008, p.1). It has been
widely used as a parallel term for happiness, leading to the notion that
enhancing wellbeing is closely associated with contributing to a greater
sense of happiness (Deci & Ryan, 2008). According to Deci and Ryan,
ever since Kahneman (1999) published wellbeing: The Foundation of
Hedonic Psychology, subjective wellbeing has been linked to the hedonic
perspective on wellbeing. In this context, the concept of wellbeing has
traditionally been understood through two contrasting perspectives: the
hedonic perspective, which emphasises seeking pleasure and avoiding
discomfort, and the eudaimonic perspective, which centres on leading a
meaningful life and achieving self-fulfilment (Ryan & Deci, 2001). The
hedonic perspective, which centres on identifying what makes life good
by focusing on specific goals, contrasts with the eudaimonic perspective,
which highlights both the content of one's life and the pathways to a
meaningful existence (Ryan et al., 2008).

The hedonic perspective conceptualises wellbeing as the dominance
of positive emotional states over negative ones, which positions happi-
ness as a function of affective balance (Kahneman, 1999). Thus, the
hedonic view centres on wellbeing as the presence of presence of posi-
tive emotions and the elimination of negative experiences. Such
perspective has been applied to the esports context, where researchers
have examined esport players' hedonic motivation (Ryan et al., 2008).
For instance, Jo and Shin (2024) examined viewer behaviour related to
esports spectating and found that hedonic motivation has a significant
association with individuals' attitudes towards esports and their
engagement with esports within the metaverse. Drawing from Aristotle's
philosophical principles, the eudaimonic approach focuses on leading a
meaningful life and achieving once's potential, conceptualising well-
being based on the degree to which an individual function optimally
(Ryan & Deci, 2001; Ryan & Huta, 2009). Ryan and Deci (2001) con-
ceptualised eudaimonic wellbeing in association with Self-
Determination Theory, a psychological framework that focuses on
human motivation and personality dynamics. In this respect, Ryan et al.
(2008) characterised eudaimonia as a way of living well, defined by key
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attributes such as striving for intrinsic goals, acting with autonomy,
practising mindfulness, and fulfilling basic psychological needs,
including autonomy, competence, and relatedness. As such, for in-
dividuals to achieve optimal wellbeing, they need to meet the basic
psychological needs of autonomy (the experience of self-direction and
choice), competence (the feeling of effectiveness and mastery), and
relatedness (the sense of meaningful social connection; Kouali et al.,
2020). In this respect, the present study applies the concept of eudai-
monic wellbeing as it clearly highlights the significance of esports
players developing career and life skills through esports while fulfilling
psychological needs, thereby promoting holistic wellbeing and encour-
aging sustainable career pathways.

1.3. Wellbeing in esports

With the continuous expansion of esports research, there has been a
growing body of studies dedicated to investigating players' physical and
mental wellbeing (Birch et al., 2024; Hong, 2023, 2025; Leis et al., 2024;
Monteiro Pereira et al., 2022; Monteiro Pereira et al., 2023). The de-
mands of intensive training and competitions in esports have been
linked to heightened stress, mental health challenges, and impaired
decision-making, emphasising the urgent need for stronger social and
emotional support mechanisms within the esports sector (DiFrancisco-
Donoghue et al., 2019; Wattanapisit et al., 2020). In their examination
of the prevalence of mental ill health and mental wellbeing of profes-
sional esports players, Birch et al. (2024) also highlighted that more
emphasis should be placed on screening and providing targeted in-
terventions by both performance and clinical practitioners to promote
mental wellbeing within the esports context.

Williams et al. (2025) examine the sociocultural challenges to
expertise development in esports and propose a model with four inter-
connected dimension including cultural norms, social relationships,
psychological factors, and resources access that capture the key chal-
lenges esports players face. Their findings indicate that the challenges
and barriers experienced by esports players have experienced are multi-
dimensional. Likewise, in Zhao and Zhu's (2021) study, they found that
the Chinese public tends to see esports as unstable and lacking legiti-
macy with esports players' mental psychological shifts are closely tied to
cultural norms, state influence, and economic pressures. In their scoping
review on esports players' health and wellbeing, Monteiro Pereira et al.
(2022) highlighted key research areas including lifestyle, sleep patterns
and quality, engagement in physical activity, psychological distress, and
mental health challenges. For instance, sleep and mood disturbances can
impose significant challenges for esports players, potentially leading to
performance declines and increasing the risk of mental health issues
(Eickhoff et al., 2015; Palanichamy et al., 2020; Smith et al., 2022).

Palanichamy et al. (2020) conducted a systematic review, in which
they highlighted three primary health-related concerns in esports:
physical health risks, psychological distress, and addiction. Their find-
ings suggested that prolonged exposure to esports' competitive envi-
ronment can lead to significant physical health programmes such as
headaches, eyestrain, and back pain, in addition to psychological issues
including anxiety, depressions, and sleep disorder. Monteiro Pereira
et al. (2023) reported that all participants, who are esports players, in
their study acknowledged a significant connection between esports and
physical health concerns, largely due to factors such as gaming envi-
ronments, suboptimal facilities, and extended periods of sitting. Their
study, therefore, advocated for ergonomic improvements, particularly
the implementation of specialised chairs and monitors, to safeguard
players against posture and vision issues. In this context, when exam-
ining the physical health of esports players, injuries represent a crucial
consideration. In esports, such injuries are predominantly classified as
overuse injuries, resulting from repetitive movements rather than sud-
den traumatic event (DiFrancisco-Donoghue et al., 2019). As such, the
risk of these injuries can be minimised through targeted exercises, er-
gonomic improvement, correct posture maintenance, and well-
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regulated workload distribution, including structured practice, compe-
titions, rest, and recovery periods (McGee et al., 2024). Physical health
issues including injuries, are strongly linked to prolonged seated
training sessions and insufficient physical activity, raising concerns
about the overall wellbeing of esports players.

Mental wellbeing is inherently affected by physical health, and the
relationship between them is interdependent. Pereira et al. (2021)
highlighted key concerns among esports players, such as anxiety,
depression, unhealthy dietary patterns, and sleep disruptions. They
pointed out the importance of resolving these concerns, as players'
ability to manage mental health issues significantly shapes their day-to-
day experiences. Esports players also continually experience pressure
from both internal and external factors. In this respect, sources of stress
my include teammates with limited emotional maturity, coaches who
emphasise gameplay at the expense of soft skills due to insufficient
raining, and the impact of social media attention, whether positive or
negative (Leis et al., 2024). Furthermore, the intensity and duration of
training and practice play a crucial role in mental wellbeing. For
instance, Korean professional esports players trained for longer hours
daily compared to their U.S. and Australian counterparts, leading to
considerably higher rates of depression, primarily due to inadequate
sleep quality (Lee et al., 2021). The potential threats to mental wellbeing
in esports emphasise the importance of implementing evidence-based
approaches, making it imperative for esports organisations and key in-
dustry stakeholders to ensure the mental health and long-term wellbeing
of their personnel (Kegelaers et al., 2024).

Despite the critical need to focus on both physical and mental well-
being, researchers have raised concerns over the insufficient wellbeing
support in esports teams, stressing the significance of providing players
with sustained access to professionals and experts to help players in the
prevention, recognition, and management of their health conditions and
wellbeing (Hong, 2023; Monteiro Pereira et al., 2023). In their study
examining key stakeholders' perspectives on the wellbeing and career
prospects of esports players, Hong (2025) identified physical health,
psychological resilience, communication ability, financial competence,
and career planning as key factors affecting players' wellbeing and
future career paths, both while actively competing and after retiring
from esports. By highlighting industry leaders' perspectives on players'
wellbeing, they suggested that further research should take a more ho-
listic approach to understanding players' own experiences. While some
studies have explored esports players' perspectives on physical and
mental wellbeing (e.g., Hong, 2023; Monteiro Pereira et al., 2023; Per-
eira et al., 2021), a comprehensive investigation into esports players'
perspectives across different levels and genres regarding aspects of
wellbeing beyond physical and mental dimensions remains significantly
limited.

1.4. Human wellbeing framework

Even with the rising academic focus on esports and esports players'
wellbeing, the field continues to lack a structured framework for un-
derstanding esports players' holistic wellbeing and its associated
research areas (Cranmer et al., 2021). To address this gap, this study
adopts the human wellbeing framework proposed by Biedenweg et al.
(2016), which was developed through an extensive review of existing
literature. Human wellbeing, as argued by social sciences researchers, is
influenced by multiple dimensions of life, such as economic stability,
meaningful social connections, mental and physical health, healthy
work environments, and a secure environment (Diener et al., 2009; Rath
& Harter, 2010). Structured around six key areas, the human wellbeing
framework (Biedenweg et al., 2016) includes physical (i.e., human
health and measurable physiological wellbeing), psychological (i.e.,
emotional, spiritual, and cognitive wellbeing), cultural (i.e., shared be-
liefs, values, and traditions passed across generations), social (i.e., social
capital, and community cohesion), economic (i.e., financial stability,
income distribution, and access to meaningful employment), and
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governance (i.e., power structures, decision-making processes, and
perceptions of empowerment) wellbeing. While the framework was
employed by Biedenweg et al. (2016) in a marine environment context,
— its conceptual foundation draws from well-established models in the
social sciences and public health (Hagerty et al., 2001; Summers et al.,
2012), which makes it highly adaptable across domains. Its emphasis on
the interconnectedness of physical, psychological, cultural, social, eco-
nomic, and governance factors is consistent with the complexities of
players' wellbeing in esports, an environment in which performance,
identity, and community are closely interwoven. Thus, the framework is
considered suitable and relevant for examining holistic wellbeing in the
esports context.

As key stakeholders in the esports ecosystem (Hong, 2023; Scholz,
2020), players' wellbeing is crucial to the industry's sustainability. To
better understand their needs and the support they require, the present
study applies Biedenweg et al.'s (2016) human wellbeing framework to
develop and administrate a comprehensive questionnaire focusing on
the esports context. Thus, the study aims to identify esports players'
perceived challenges, barriers and specific needs across each wellbeing
domain, which can contribute to promote their holistic wellbeing and
support the development of sustainable career pathways in esports.

2. Methods
2.1. Study design

The present study employed an exploratory sequential mixed
methods design (Creswell & Creswell, 2017), consisting of three phases.
In this design, researchers initiate the process with qualitative explora-
tion, which informs the basis for developing a specific component such
as a survey instrument, experimental procedure, or set of variables. This
component is then evaluated in a subsequent quantitative phase. This
approach involves data collection at two stages to achieve research aims:
the initial phase, where qualitative data is collected, and the final phase
where the developed quantitative component is administered (Creswell
& Creswell, 2017). The study was, thus, conducted in three phases: (a)
qualitative data collection and analysis involved two focus groups
comprising five and three participants, respectively, along with one
semi-structured interviews, (b) questionnaire development drew on the
findings from the first phase and was grounded in the chosen theoretical
framework, and (c) administration of the developed questionnaire,
which collected quantitative data from 393 esports players across all
levels.

2.2. Phase 1: Qualitative data collection and analysis

The initial draft of the broad context questionnaire was designed
applying findings from the previous study (Hong, 2023) and the human
wellbeing framework proposed by Biedenweg et al. (2016) in order to
support Phase 1 by providing participants with an overview of what is
considered in each domain. In Phase 1, a group of experts in the relevant
fields engaged in a broad discussion of their insights and experiences,
considering the relevance of each domain to the esports context. Based
on their review of the initial draft questionnaire prior to their focus
groups/interviews, they then provided feedback to refine and finalise
the items across all six domains.

2.2.1. Participants

Following the institutional ethical approval, nine participants were
recruited for Phase 1 by applying purposive sampling (Etikan et al.,
2016). These participants include academic staff members with exper-
tise in sport finance and governance, sociology of sport, and health
psychology respectively (n = 3), practitioners related to esports and
career assistance programmes for high-performance athletes respec-
tively (n = 2), professional esports players (n = 2), and semi-professional
esports players (n = 2). Two of the academic staff members have strong
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backgrounds in qualitative research, while the third specialises in
quantitative methods. Collectively, their expertise convers all di-
mensions of the human wellbeing framework, which provides valuable
insight and a strong basis for developing a new questionnaire. Both
practitioners are from a major sport governing body that incorporates
esports within its programmes and initiatives. Their dual expertise in
traditional sport and esports provides important applied insight into
developing a new scale. The perspectives of both professional and semi-
professional esports players provided in-depth insight into the six do-
mains of player wellbeing, which supported the development of a more
contextually appropriate and population-specific questionnaire. Three
participants were female, and the rest were male. Their nationalities
include American (n = 1), Argentinian (n = 1) British (n = 3), Egyptian
(n = 1), South Korean (n = 1), and Swiss (n = 2).

2.2.2. Procedure

To gain the participants' in-depth insight into the topic and the initial
draft of the questionnaire, two focus groups and one semi-structured
interview were conducted. Initially, only focus groups were planned.
However, as one professional player was unavailable for a focus group,
and they were interviewed instead. Three academic staff members and
two practitioners participated in the first focus group (n = 5), while one
professional and two semi-professional players participated in the sec-
ond focus group (n = 3). An interview guide was developed based on
insights from a literature review (e.g., Hong, 2023; Scholz, 2020; Smith
et al., 2019) and the framework of human wellbeing (Biedenweg et al.,
2016). The interview guide includes: (a) background and role (e.g.,
could you please introduce yourself and explain your role/position?);
(b) review of the developed questionnaire (e.g., could you please share
your thoughts on each area of the questionnaire and possibly make any
suggestions?); (c¢) barriers and challenges esports players may face (e.g.,
what barriers and challenges do you think esports players may face,
which should be highlighted and addressed?); (d) esports players' needs
(e.g., could you please share your thoughts on esports players' needs in
each area, which need to be highlighted?); and (e) required support (e.
g., what type of support will be helpful to meet their needs?).

The participants were asked to suggest items for each domain and
provide feedback on any concerns related to relevance, language, and
context. All participants provided written consent before taking part in
the study. Both focus groups and the semi-structured interview were
conducted via video calls as participants and authors based in different
countries. The first focus group lasted 94 min, the second 102 min, and
the interview 106 min. All qualitative data were transcribed verbatim
for data analysis.

2.2.3. Data analysis

Deductive content analysis was applied to analyse the qualitative
data. The analysis began by using the human wellbeing framework
(Biedenweg et al., 2016) as a categorisation matrix. The qualitative data
were then coded according to this framework (i.e., categories; Elo &
Kyngas, 2008) to refine and finalise all items across the six domains,
incorporating insights and feedback from the group (Kyngas & Vanha-
nen, 1999). Subsequently, the data were reviewed for content and coded
in compliance with the identified categories, which correspond to the six
domains in this study (Polit & Beck, 2012). To ensure trustworthiness,
triangulation through multiple analysts was applied. Three qualitative
researchers, including the lead author, independently analysed the same
qualitative data set before comparing their findings (Patton, 1999).

2.3. Phase 2: Development of a questionnaire

According to the procedure of an exploratory sequential mixed
methods design (Creswell & Creswell, 2017), The findings from Phase 1
were used to refine and finalise all items in the questionnaire, with
minor revisions made throughout the results. The final version of the
questionnaire was thoroughly reviewed by a quantitative researcher
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with extensive experience in psychometric development and validation,
including a strong track record of peer-reviewed publications in this
area. Following their review and in-depth discussion with the researcher
team, no further modifications were considered necessary, as the items
had already been subjected to a rigorous development process in the
earlier phase.

2.4. Phase 3: Administration of the developed questionnaire

A quantitative cross-sectional approach was used for this study. The
online questionnaire developed in Phase 1 was administered to esports
players (n = 393) across different levels (professional, semi-professional,
and amateur) and countries who were recruited through the authors'
esports industry network. While self-identification was allowed as a
reasonable proxy, we adopted Hong's (2023) definition of the terms to
classify esports players. Within this classification, professional players
are defined as full-time, competing at the highest level with professional
team. Semi-professional players complete at an advanced level, often
balancing their involvement with part-time work, and frequently tran-
sition to professional ranks. Amateur players, on the other hand, are
dedicated gamers who compete in structured sports environment such as
teams, clans, guilds, or clubs. However, based on the game they play,
amateur players may compete in high-profile international tournaments
(Hong & Wiinsch, 2024). In this respect, Hong (2023) suggested that
these classifications may be shaped by players' self-perception of their
performance and motivation, which is why we allowed participants to
self-identify, building on the discussions and definitions established
during Phase 1.

2.4.1. Participants

When identifying effective channels and key contacts through the
authors' network to reach out the target population, they were informed
about the purpose of the study and inclusion criteria. Eligible partici-
pants were required to be sports players at any level and at least 18 years
old or if under 18, have parental/guardian consent to complete the
questionnaire. Out of the 410 respondents, 393 provided sufficient data,
resulting in a 96% completion rate. Table 1 presents the participant
characteristics. Most participants were amateur (47.8%) or professional
(38.2%) players, with only a small proportion identifying as semi-
professional (9.7%). Semi-professional players receive payment for
playing esports but do not rely on it as their primary source of income.
The small number of respondents suggests that many players can
distinguish between professional and non-professional status, typically
based on the presence of a player contract. For the purposes of analysis,
the amateur and semi-professional category were combined under
amateur to account for the fluid definition of levels as discussed previ-
ously, and to facilitate comparisons between professional and non-
professional players. The majority of players were male (80.7%) and
identified as Asian (81.2%) or White (13.0%). Most were in formal ed-
ucation, either at university/college (55.2%) or secondary school
(20.6%), with the largest proportion being students (71.5%) or full-time
employees (15.0%). Many did not earn income from esports (67.7%),
while some earned between $1 and $9999 (14.2%). Almost half had no
post-esports career plans (49.4%), while others aimed to pursue careers
in esports (15.5%) or further education (14.5%).

2.4.2. Procedure

The utilisation of questionnaires is widely considered as a conven-
tional approach in research due to the regular necessity of engaging with
large target populations, such as esports players (Andrew et al., 2019).
Questionnaires prove invaluable for describing characteristics, percep-
tions, and the behaviour of target populations. Questionnaires are
limited by these set questions and answer options (Bell et al., 2022) and
a different approach, such as interviews, may have targeted players with
more specific knowledge. However, the online questionnaire was
deemed to be the most attractive method to acquire a large sample group
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Table 1
Characteristics of esports players.

Count  Column
%

Total 393 100%
Level of career Professional 150 38.2%
Amateur 226 57.5%
Gender Male 317 80.7%
Female 65 16.5%
Ethnicity White 51 13.0%
Asian 319 81.2%
Black 3 0.8%
Mixed/multiple ethnic 5 1.3%
groups
Other 6 1.5%
Education Attending secondary school 81 20.6%
Graduated from secondary 35 8.9%
school
Attending university/college 217 55.2%
Graduated from university/ 29 7.4%
college
Advanced degree 11 2.8%
Other 10 2.5%
Employment status Full time employee 59 15.0%
Part time employee 3 0.8%
Self-employed 9 2.3%
Furloughed 0 0%
Student 281 71.5%
Unemployed 12 3.1%
Other 20 5.1%
Annual income earned $0 266 67.7%
through esports
$1 to $9999 56 14.2%
$10,000 to $24,999 15 3.8%
$25,000 to $49,000 12 3.1%
$50,000 or more 30 7.6%
Plans for after eSports No plans 194 49.4%
Further study 57 14.5%
Employment within eSports 61 15.5%
industry
Employment out with 14 3.6%
eSports industry
Streaming 27 6.9%
Other 22 5.6%

due to the convenience of completion (Duffy et al., 2005).

The questionnaire contained 84 closed questions with set answer
options due to the desire to make generalisable descriptions about the
target population. These questions used a 5-point Likert scale from 1
(Not at all relevant) to 5 (Very often) and were aligned with Biedenwig
et al.'s (2016) human wellbeing framework, including physical, psy-
chological, cultural, social, economic, and governance domains. As
identified in Phase 1, questions were split into two categories: (a)
Challenges and Barries to an esports career and (b) Support systems for
an esports career. In addition, a further 7 questions, containing back-
ground and demographic information was collected for all participants.
The questionnaire was created in English and then translated into
Korean, French, Spanish, German, Chinese, and Japanese by a profes-
sional service. All versions were distributed using the OnlineSurveys
platform following institutional ethical approval. The questionnaire
remained accessible for approximately two months from the start of data
collection. The completed questionnaires were then merged into a
master dataset for analysis. Summary statistics, calculated by excluding
missing values, were organised by wellbeing domain and then cat-
egorised as either challenges and barriers or support systems for esports
careers.

2.4.3. Statistical analysis

Confirmatory Factor Analysis (CFA) was conducted to assess the
construct validity of the scales, while Cronbach's alpha was calculated to
evaluate the internal consistency (reliability) of the wellbeing con-
structs. Analyses were performed in R (version 4.5.1) using the lavaan
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and semTools packages. Model fit was evaluated using three primary
indices; the root means square error of approximation (RMSEA), the
comparative fit index (CFI), and the Tucker-Lewis index (TLI). An
RMSEA value of 0.05 or lower indicates a close fit, and values up to 0.08
suggest a reasonable fit (Hu & Bentler, 1998). CFI and TLI values above
0.90 are generally interpreted as indicative of good fit (Hair et al., 2009;
Hu & Bentler, 1998). Cronbach's alpha values of above 0.60, preferably
above 0.70, are considered adequate for scales used in social studies
(Nunnally & Bernstein, 1994). Instrument development and evaluation
were guided by the early stages of McKenzie et al.'s (2011) Scale
Development Framework. Specifically, the framework informed
construct conceptualisation, item generation, and diagnostic assessment
of a proposed measurement model. Step 1 (conceptualisation) was
addressed using the human wellbeing framework (Biedenweg et al.,
2016) to identify challenges and barriers or support systems for esports
careers. Step 2 (item generation) involved the creation of a compre-
hensive pool of items informed by prior literature and consultation with
practitioners and players embedded within the esports ecosystem. Step 3
(content validity) was addressed through expert review as identified in
Phase 1. Following this, Step 4 (model specification) was undertaken by
specifying a twelve-factor measurement model, and Step 5 (scale eval-
uation by pretest) was conducted using CFA as a diagnostic assessment
of whether the proposed constructs could be treated as latent variables.
The results indicated that the measurement model failed to meet mini-
mum fit criteria and exhibited substantial inter-factor overlap. In
accordance with the framework, poor model fit at this stage would
ordinarily motivate further scale purification and refinement (Step 6)
and subsequent validation using new samples (Steps 7-9). However,
because the primary aim of the present study was not scale validation or
refinement, but rather the descriptive examination of perceived barriers,
challenges and supports across demographic groups, the framework was
not pursued beyond Step 5. Construct validity was checked following
Fornell and Larcker's (1981) guidelines for convergent and discriminant
validity. If the average variance extracted (AVE) for a construct is 0.50
or higher, the variance explained by the construct exceeds the mea-
surement error, indicating good convergent validity. Additionally, if the
AVE for a construct is smaller than the squared correlation between this
construct and another construct, then these two constructs lack
discriminant validity. Hair et al. (2009) argued that all standardised
factor loadings should be at least 0.5 (explaining 25% of the variance in
each indicator) and ideally 0.7 or higher (explaining 49% of the
variance).

Data were analysed by calculating means and standard deviations for
each survey question and further broken down across participants'
gender and level of career. Since participants answered the same ques-
tions, comparisons between gender and level of career were analysed
using independent samples t-tests. We adjusted the p-values to account
for multiple comparisons using the Benjamini-Hochberg method
(Benjamini & Hochberg, 1995). We found that responses showed sig-
nificant differences between male and female participants, suggesting
the experience of esports is highly gendered. Significant differences also
existed between professional and amateur esports players indicating
that a player's career level also affects their experience of esports.
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3. Results

Based on the data analysis from Phase 2, which was developed from
Phase 1, the results are presented according to the six domains of the
human wellbeing framework (Biedenweg et al., 2016). Tables 2-13
present factor loadings (1), average variance extracted (AVE), and in-
ternal consistencies (Cronbach's ). Missing values for each item corre-
sponds to the number of participants who did not fill out the
corresponding item. Missing values for each factor corresponds to the
number of participants who did not fill out all items for the corre-
sponding factor. In the present model, fit indices were as follows: CFI =
0.783, TLI = 0.773, RMSEA = 0.088. These values fall well below
commonly accepted thresholds for acceptable model fit (CFI/TLI > 0.90;
RMSEA <0.08), indicating that the proposed measurement model does
not adequately represent the data suggesting potential model mis-
specification or substantial inter-factor overlap. Accordingly, the model
was rejected and not used for latent-variable analyses. A diagnostic
assessment of the proposed measurement structure was conducted to
evaluate whether the item sets could be treated as latent constructs.
Although internal consistency estimates (Cronbach's a > 0.70) indicated
that items within each set were correlated, subsequent analyses revealed
substantial limitations for latent modelling. Specifically, while stand-
ardised factor loadings were generally moderate to high (all stand-
ardised factor loadings are above 0.5 while the vast majority are above
0.7), evidence of convergent and discriminant validity was insufficient.
In particular, the AVE for Physical Challenges and Barriers (0.481) fell
below conventional thresholds (> 0.5), and strong correlations between
the Physical and Social Challenges and Barriers factors indicated sub-
stantial overlap. These results demonstrate that despite theoretical dis-
tinctions, participants perceived these challenges as highly interrelated
and multidimensional rather than as discrete constructs. Consequently,
the proposed measurement model was rejected, and no claims regarding
construct reliability or validity are advanced. Given the insufficient
discriminant validity among some factors, all subsequent analyses were
therefore conducted at the item level to examine group differences in
specific challenges and supports without relying on latent-variable as-
sumptions. This pattern likely reflects the complex, systemic nature of
access and inclusion issues within esports ecosystems, where physical,
social, and environmental barriers often co-occur and reinforce one
another. This approach allows for the examination of group differences
in specific items while maintaining empirical transparency. Again, we
do not delete any items as we are not progressing to testing relationships
between constructs and will only assess demographic differences on the
different items within the questionnaire. We therefore wish to include
all relevant information developed for this exploratory study. Construct-
level comparisons are included as aggregate summaries of item-level
patterns rather than as tests of latent construct differences. (See
Tables 14-19.)

3.1. Physical factors

Summary statistics for the 14 items corresponding to the Physical
Wellbeing domain are presented in Tables 2 and 3. The mean scores
suggested that all items were considered neutral to not relevant as

Table 2

Physical Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Physical Challenges and Barriers 0.481 0.842 2.50 1.00 393 0
Diet/nutrition intake 0.591 2.76 1.33 391 2
Sedentary behaviour 0.733 2.61 1.38 389 4
Access to sport and leisure facilities 0.671 2.61 1.31 392 1
Sleep management 0.777 2.58 1.36 391 2
Physical inactivity 0.620 2.34 1.34 389 4
Injuries 0.739 2.09 1.35 386 7
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Table 3

Physical Support systems for an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Physical Support systems 0.640 0.933 2.47 1.09 393 0
Face-to-face personal training programmes 0.832 2.59 1.37 392 1
Dietary/Nutrition support/resources 0.829 2.55 1.30 392 1
Education on use of performance enhancing substances 0.820 2.54 1.39 391 2
Physiotherapy 0.765 2.52 1.38 389 4
Sport centre memberships 0.711 2.44 1.31 393 0
Online physical activity resources 0.800 2.40 1.24 390 3
Online personal training programmes 0.890 2.38 1.29 389 4
Rehabilitation sessions 0.753 2.36 1.35 391 2

Table 4

Psychological Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Psychological Challenges and Barriers 0.700 0.921 2.63 1.20 392 1
Possession of psychology performance skills 0.837 2.75 1.37 390 3
Emotion/Mood control 0.832 271 1.37 391 2
Burnout 0.846 2.63 1.39 391 2
Uncertainty over future career 0.854 2.61 1.35 389 4
Anxiety 0.813 2.42 1.35 390 3

Table 5

Psychological Support systems for an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Psychological Support systems 0.763 0.957 2.75 1.20 392 1
Mentoring by coaches 0.816 2.87 1.36 390 3
Prioritization skills 0.861 2.86 1.31 391 2
Time management skills 0.862 2.82 1.33 391 2
Mentoring by other players (former or current) 0.891 2.80 1.34 392 1
Career management consulting/advice 0.899 2.67 1.32 386 7
Counselling sessions delivered by experts 0.892 2.65 1.37 389 4
Mental/psychological performance skills development sessions 0.889 2.55 1.34 389 4

Table 6

Social Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Social Challenges and Barriers 0.534 0.918 2.37 0.96 393 0
Communication with other players 0.766 2.97 1.42 391 2
Communication with other support staff including coaches 0.761 291 1.37 391 2
esports not valued by parents, family members, friends, and significant others 0.808 2.60 1.30 391 2
Criticism and stigma towards esports 0.764 2.49 1.25 392 1
Limited social support and loneliness 0.750 2.48 1.18 389 4
Verbal/online harassment (toxicity) 0.678 2.35 1.29 391 2
Disability access and inclusion 0.635 2.14 1.20 391 2
Gender inequality 0.686 2.00 1.23 393 0
Race/Ethnicity-based discrimination 0.694 1.96 1.16 389 4
Religion-based discrimination 0.711 1.80 1.08 391 2

Table 7

Social Support systems for an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing

A AVE

Social Support systems 0.736 0.951 2.64 1.12 393 0
Communication skills development 0.833 2.88 1.35 393 0
Social media skills development 0.872 2.82 1.29 391 2
Professional media training 0.896 2.71 1.29 391 2
Educational/informative tutorial for parents, family members, friends, and significant others 0.892 2.63 1.30 389 4
Educational tutorials to promote inclusion 0.829 2.58 1.30 391 2
Educational tutorials to promote gender equality 0.806 2.45 1.24 391 2
Anti-discrimination educational tutorials 0.870 2.42 1.25 389 4
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Table 8
Cultural Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing
A AVE
Cultural Challenges and Barriers 0.678 0.925 2.61 1.10 392 1
Career duration 0.758 2.78 1.31 391 2
Work-life balance 0.800 2.76 1.30 390 3
Training environment 0.839 2.71 1.34 390 3
Understanding other cultures 0.815 2.49 1.21 389 4
Language barrier to communicate with others 0.871 2.48 1.27 390 3
Working with multi-national team members 0.840 2.45 1.29 389 4
Table 9
Cultural Support systems for an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing
A AVE
Cultural Support systems 0.788 0.955 2.62 1.15 392 1
Team building activities 0.887 3.02 1.38 389 4
Language education support 0.910 2.62 1.28 389 4
Educational tutorials on how to improve the training environment 0.937 2.57 1.27 390 3
Translation support services 0.917 2.55 1.29 389 4
Educational tutorials on working with foreign teammates 0.931 2.53 1.25 390 3
Educational tutorials on understanding other cultures 0.755 2.42 1.20 389 4
Table 10
Economic Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing
A AVE
Economic Challenges and Barriers 0.774 0.959 2.64 1.16 391 2
Financial independence 0.877 2.80 1.34 391 2
Finance to cover travel expenses 0.940 2.74 1.33 389 4
Finance to cover living expenses 0.941 2.72 1.32 385 8
Financial planning and management skills 0.790 2.65 1.28 389 4
Knowledge of tax system 0.836 2.63 1.28 387 6
Access to income generation opportunities 0.889 2.55 1.31 386 7
Having a job outside of esports career to secure living/travel expenses 0.869 2.42 1.27 389 4
Table 11
Economic Support systems for an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing
A AVE
Economic Support systems 0.838 0.979 2.78 1.20 390 3
Support around understanding esports contracts 0.891 2.91 1.33 388 5
An opportunity to be exposed to sponsors 0.914 2.84 1.37 389 4
Support for transitioning to other careers after esports 0.920 2.83 1.34 389 4
Training on how to improve income potential 0.913 2.82 1.31 390 3
Internships for professional players/Jobs based skills learning 0.921 2.80 1.33 388 5
Support around understanding tax systems 0.924 2.76 1.30 384 9
Small grants scheme for travel expenses 0.940 2.70 1.31 390 3
Educational tutorials on how to balance dual careers 0.910 2.69 1.26 385 8
Educational tutorials on financial planning and management skills 0.905 2.65 1.26 389 4
Table 12
Governance Challenges and Barriers to an esports career.
Factors and items Cronbach's Alpha Mean SD N (valid) Missing
A AVE
Governance Challenges and Barriers 0.850 0.965 2.76 1.20 390 3
Opportunity for player voice (opinion) to be heard 0.909 2.87 1.35 390 3
Knowledge on how decisions on esports players' wellbeing and welfare are made 0.941 2.76 1.30 387 6
Awareness on responsibility/accountability of each governing body/stakeholder 0.948 2.76 1.26 389 4
Understanding of structure of federations/teams/national associations 0.934 2.72 1.26 388 5
Lack of contact point to raise concerns with 0.876 2.71 1.27 389 4
challenges and barriers, or as needed support systems. Overall, partici- barriers: Diet/nutrition intake (M = 2.76, SD = 1.33) and Sedentary
pants recorded the following items as the most relevant challenges and behaviour (M = 2.61, SD = 1.38). The most relevant support systems
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Table 13
Governance Support systems for an esports career.
Factors and items Cronbach's Alpha  Mean  SD N (valid)  Missing
A AVE
Governance Support systems 0.880 0.983 2.73 1.19 390 3
Support from esports stakeholders to help navigate local barriers to participation 0.943 2.82 1.32 386 7
Contact point to raise concerns with 0.943 2.79 1.27 390 3
Player representatives to liaise with other stakeholders 0.947 2.76 1.28 388 5
Educational tutorials on how players can influence decisions using player voice (opinion) 0.942 2.73 1.26 390 3
Sharing good practice between stakeholders 0.931 2.73 1.26 388 5
Informative tutorials on decision-making process around esports players' wellbeing and welfare ~ 0.933 2.72 1.25 389 4
Informative tutorials on the roles and responsibilities of each governing body/stakeholder 0.943 2.66 1.26 390 3
Informative tutorials on how each governing body/stakeholder is structured 0.923 2.62 1.22 386 7
Table 14
Physical Challenges and Barriers to an esports career split by Gender and Career Level, with t-tests between groups.
Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Injuries 1.96 (1.29) 2.70 (1.47) 2.46 (1.48) 1.78 (1.15) 2.09 (1.35)
Physical inactivity 2.39 (1.37) 2.14 (1.21) 2.62 (1.43) 2.16 (1.24) 2.34 (1.34)
Sedentary behaviour 2.68 (1.42) 2.28 (1.15) 2.86 (1.36) 2.49 (1.39) 2.61 (1.38)
Sleep management 2.59 (1.38) 2.60 (1.28) 2.70 (1.33) 2.46 (1.38) 2.58 (1.36)
Access to sport and leisure facilities 2.61 (1.34) 2.66 (1.19) 2.79 (1.25) 2.49 (1.37) 2.61 (1.31)
Diet/nutrition intake 2.75 (1.35) 2.88 (1.32) 3.07 (1.22) 2.60 (1.40) 2.76 (1.33)
All challenges and barriers 2.49 (1.01) 2.55 (0.98) 2.75 (0.91) 2.32 (1.02) 2.50 (1.00)
Physiotherapy 2.42 (1.34) 3.02 (1.47) 2.93 (1.34) 2.30 (1.37) 2.52 (1.38)
Rehabilitation sessions 2.22 (1.27) 2.95 (1.49) 2.70 (1.35) 213 (1.32) 2.36 (1.35)
Face-to-face personal training programmes 2.54 (1.41) 2.82 (1.18) 2.90 (1.27) 2.37 (1.4) 2.59 (1.37)
Online personal training programmes 2.35 (1.33) 2.55 1.149) 2.46 1.249) 2.40 (1.36) 2.38 (1.29)
Sport centre memberships 2.37 (1.31) 2.74 (1.25) 2.49 (1.28) 2.37 (1.31) 2.44 (1.31)
Online physical activity resources 2.36 (1.25) 2.65 (1.19) 2.46 (1.19) 2.40 (1.30) 2.40 (1.24)
Dietary/Nutrition support/resources 2.50 (1.29) 2.81 (1.3) 2.76 (1.22) 2.43 (1.35) 2.55 (1.30)
Education on use of performance enhancing substances 2.44 (1.41) 3.06 (1.21) 2.79 (1.33) 2.43 (1.48) 2.54 (1.39)
All support items 2.40 (1.08) 2.83 (1.09) 2.69 (0.99) 2.36 (1.17) 2.47 (1.09)
Note. Significance reported at the following levels:
"p<o.l
" p<0.05
™ p<0.01
Table 15
Psychological Challenges and Barriers as well as Support Systems to an esports career split by Gender and Career Level, with t-tests between groups.
Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Anxiety 2.34 (1.35) 2.78 (1.29) —2.44 2.74 (1.33) 2.16 (1.30) 2.42 (1.35)
Emotion/Mood control 2.70 1.4) 2.83 (1.24) —0.72 2.98 (1.25) 2.54 (1.41) 2.71 (1.37)
Possession of psychology performance skills 2.72 (1.4) 291 (1.26) -0.98 2.99 (1.35) 2.59 (1.36) 2.75 (1.37)
Burnout 2.60 (1.43) 2.72 (1.15) —0.64 291 (1.32) 2.39 (1.38) 2.63 (1.39)
Uncertainty over future career 258 (1.37) 285 (1.27) 147 280 (1.31) 249 (1.40) 2,61 (1.35)
All challenges and barriers 2.59 (1.21) 2.82 (1.15) —1.40 2.89 (1.12) 2.43 (1.22) 2.63 (1.20)
Mental/psychological performance skills development sessions 2.53 (1.37) 2.65 (1.18) —0.65 2.86 (1.33) 2.31 (1.30) 2.55 (1.39)
Mentoring by other players 2.79 (1.38) 2.82 (1.17) —0.12 3.13 (1.27) 2.59 (1.38) 2.80 (1.34)
Mentoring by coaches 2.89 (1.41) 2.86 (1.08) 0.16 3.26 (1.30) 2.64 (1.37) 2.87 (1.36)
Counselling sessions delivered by experts 2.60 (1.39) 2.94 (1.21) -1.83 2.86 (1.37) 2.52 (1.36) 2.65 (1.37)
Career management consulting/advice 2.64 (1.35) 2.88 (1.12) -1.30 2.94 (1.31) 2.55 (1.32) 2.67 (1.32)
Time management skills 2.82 (1.37) 2.80 (1.09) 0.11 3.11 (1.18) 2.63 (1.40) 2.82 (1.33)
Prioritisation skills 2.88 (1.35) 2.82 (1.12) 0.34 3.21 (1.17) 2.65 (1.35) 2.86 (1.31)
All support items 2.74 (1.23) 2.81 (1.02) —-0.47 3.05 (1.10) 2.55 (1.24) 2.75 (1.20)
Note. Significance reported at the following levels:
"p<o0.1
" p<0.05
™ p<0.01
identified were Face-to-face personal training programmes (M = 2.59, SD relevant. For support systems, physiotherapy, rehabilitation sessions,
= 1.37) and Dietary/Nutrition support/resources (M = 2.55; SD = 1.30). and education on performance enhancing substances are significantly
The t-test analysis shows that significant differences exist for chal- more relevant for female participants. When comparing across career
lenges and barriers with female participants reporting injuries are more level, significant differences existed in all physical barriers except sleep
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Table 16
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Social Challenges and Barriers as well as Support Systems to an esports career split by Gender and Career Level, with t-tests between groups.

Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Communication with other players 297 (1.47) 295 (1.14) 0.09 338 (1.27) 266 (1.43) 297 (1.42)
Communication with other support staff including coaches 2.89 (1.41) 3.00 (1.15) —0.60 342 (1.26) 254 (1.35) 291 (1.37)
Limited social support and loneliness 2.43 (1.21) 2.72 (1.02) -1.78 2.68 (1.10) 2.32 (1.23) 2.48 (1.18)
Criticism and stigma towards esports 2.46 1.27) 2.62 (1.14) —-0.90 2.63 1.17) 2.41 (1.31) 2.49 (1.25)
Esports not valued by parents, family members, friends and 2.52 (1.33) 2.97 (1.06) -2.56 2.67 (1.20) 2.56 (1.37) 2.60 (1.3)
significant others
Race/Ethnicity-based discrimination 1.88 1.13) 2.25 (1.19) -2.36 1.95 (1.12) 1.95 (1.17) 1.96 (1.16)
Religion-based discrimination 1.71 (1.03) 211 (1.12) —2.79*% 1.75 (1.06) 1.75 (1.06) 1.80 (1.08)
Gender inequality 1.89 (1.18) 2.42 (1.32) —3.20"* 2.03 (1.11) 2.03 (1.29) 2.00 (1.23)
Verbal/online harassment (toxicity) 2.35 1.3) 2.32 1.27) 0.17 2.29 (1.22) 2.29 (1.35) 2.35 (1.29)
Disability access and inclusion 2.08 (1.21) 2.43 (1.16) -2.17 212 (1.22) 212 (1.19) 2.14 (1.2)
All challenges and barriers 2.32 (0.95) 2.58 (0.96) -1.99 2.51 (0.81) 2.26 (1.05) 2.37 (0.96)
Communication skills development 2.90 (1.39) 2.78 1.1 0.64 3.23 (1.26) 2.68 (1.37) 2.88 (1.35)
Social media skills development 2.82 (1.34) 2.89 (1.08) —0.40 3.14 (1.19) 2.65 (1.34) 2.82 (1.29)
Professional media training (e.g. interview, speech) 270 (1.33) 278 (1.1) —0.47 292 (1.200 259 (1.35) 271 (1.29)
Educational/informative tutorials for parents, family 2.59 (1.33) 2.89 (1.13) -1.73 2.76 (1.18) 2.58 (1.36) 2.63 (1.3)
members, friends and significant others
Anti-discrimination educational tutorials 237 (1.28) 256 (1.1) -1.11 246 (1.16) 248 (1.33) —0.12 242 (1.25)
Educational tutorials to promote gender equality 2.38 (1.26) 2.72 1.1 —2.04 2.41 (1.13) 2.51 (1.31) —0.68 2.45 (1.249)
Educational tutorials to promote inclusion 2.53 (1.32) 2.78 (1.11) —1.45 2.62 (1.21) 2.62 (1.36) —0.02 2.58 (1.3)
All support items 2.61 (1.14) 2.78 (1.00) -1.07 2.79 (0.96) 2.58 (1.23) 1.66 2.64 (1.12)
Note. Significance reported at the following levels:
’ p<0.1
p < 0.05
" p<0.01
Table 17
Cultural Challenges and Barriers as well as Support Systems to an esports career split by Gender and Career Level, with t-tests between groups.
Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Language barrier to communicate with others 2.44 (1.28) 2.69 (1.17) —1.49 2.48 (1.21) 2.49 (1.29) —0.02 2.48 (1.27)
Understanding other cultures 2.46 (1.22) 2.66 (1.13) -1.21 2.54 (1.10) 2.44 (1.29) 0.70 2.49 (1.21)
Training environment 2.68 (1.38) 2.88 (1.19) —1.05 2.97 (1.30) 2.50 (1.34) 3.23** 2.71 (1.34)
Working with multi-national team members 2.41 (1.32) 2.68 (1.16) —1.51 2.47 (1.19) 2.43 (1.33) 0.33 2.45 (1.29)
Work-life balance 2.77 (1.39) 2.74 (114 0.16 2.92 (1.21) 2.63 (1.39) 2.05* 2.76 (1.3)
Career duration 2.78 (1.34) 2.88 (1.19) —0.55 3.11 (1.25) 2.56 (1.29) 3.92%* 2.78 (1.31)
All challenges and barriers 2.59 (1.1) 2.75 (1.09) —1.08 2.75 (0.97) 2.51 (1.16) 2.01* 2.61 (1.1)
Language education support 2.61 (1.32) 2.75 (1.12) —-0.80 2.80 (1.20) 2.53 (1.33) 1.93 2.62 (1.28)
Translation support services 2.53 (1.32) 2.72 (1.21) -1.09 2.59 (1.25) 2.54 (1.33) 0.36 2.55 (1.29)
Educational tutorials on understanding other cultures 2.40 (1.23) 2.58 (1.1) —1.11 2.51 1.17) 2.44 (1.25) 0.56 2.42 (1.2)
Educational tutorials on how to improve the training 2.53 (1.3) 2.77 (1.13) -1.37 2.65 (1.20) 2.53 (1.33) 0.89 2.57 (1.27)
environment
Educational tutorials on working with foreign teammates 251 (1.28) 272 (1.11) -1.25 259 (1.200 255 (1.31) 0.33 2,53 (1.25)
Team building activities 3.03 (1.41) 3.02 (1.22) 0.09 3.27 (1.24) 2.88 (1.46) 2.61** 3.02 (1.38)
All support items 2.60 (1.17) 2.76 (1.06) —1.00 2.74 (1.03) 2.58 (1.24) 1.29 2.62 (1.15)

Note. Significance reported at the following levels:
*p<0.1

**p < 0.05

***p < 0.01

management, with professional players reporting all other items as
significantly more relevant. Significant differences for support systems
included physiotherapy, rehabilitation sessions, face-to-face personal
training programmes, dietary/nutrition support, and education on per-
formance enhancing substances. Again, professional players found all of
these to be more relevant. No other significant differences exist.

3.2. Psychological factors

Summary statistics for the 12 items corresponding to the Psycholog-
ical Wellbeing domain are presented in Tables 4 and 5. The mean scores
suggested that all items were considered neutral to not relevant as
challenges and barriers, or as needed support systems. Overall,
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participants recorded the following items as the most relevant chal-
lenges and barriers: Possession of psychology performance skills (M = 2.75,
SD = 1.37) and Emotion/mood control (M = 2.71, SD = 1.37). The most
relevant support systems identified were Mentoring by coaches (M = 2.87,
SD = 1.36) and Prioritisation skills (M = 2.86, SD = 1.31).

The t-test analysis shows that no significant differences exist for
challenges and barriers or support systems between genders. When
comparing across career level, significant differences existed in all
psychological barriers, with professional players reporting all items as
significantly more relevant. This was also the case for psychological
support systems, with professional players finding all items to be
significantly more relevant compared with amateur players.
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Table 18
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Economic Challenges and Barriers as well as Support Systems to an esports career split by Gender and Career Level, with t-tests between groups.

Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Financial independence 282 -1.38 275 -1.15 0.34 313 (1.26) 262 (1.38) 3.45%* 280 (1.34)
Finance to cover travel expenses 274 -1.37 277 -1.14 —-0.17 289 (1.25) 266 (1.36) 1.53 274 (1.33)
Finance to cover living expenses 2.72 -1.36 2.71 -1.14 0.04 2.90 (1.25) 2.61 (1.35) 2.03* 2.72 (1.32)
Having a job outside of esports career to secure living/travel 2.39 -1.3 2.62 -1.16 -1.27 2.37 (1.16) 2.44 (1.33) —0.48 2.42 (1.27)
expenses
Access to income generation opportunities 2.53 -1.36 2.61 -1.09 —0.44 2.59 (1.26) 2.49 (1.349) 0.67 2.55 (1.31)
Financial planning and management skills 2.63 —1.31 2.77 -1.13 —0.80 2.81 (1.23) 2.56 (1.31) 1.81 2.65 (1.28)
Knowledge of tax system 262 -1.31 270 -1.16 -0.48 275 (1.18) 259 (1.36) 1.12 2.63 (1.28)
All challenges and barriers 2.63 (1.18) 2.71 (1.06) —-0.49 2.78 (1.01) 2.56 (1.25) 1.73 2.64 (1.16)
Small grants scheme for travel expenses 2.69 —1.34 2.78 —-1.21 -0.52 2.79 (1.21) 2.66 (1.37) 0.89 2.70 (1.31)
An opportunity to be exposed to sponsors 2.86 -1.39 2.85 -1.29 0.05 3.01 (1.25) 277 (1.43) 1.62 2.84 (1.37)
Educational tutorials on financial planning and management 2.63 -1.27 278 -1.21 —-0.90 281 (1.15) 260 (1.33) 1.49 2.65 (1.26)
skills
Educational tutorials on how to balance dual careers 2.69 —1.28 2.75 -1.15 -0.39 2.83 (1.16) 2.66 (1.32) 1.26 2.69 (1.26)
Support around understanding esports contracts 2.93 -1.36 2890 -1.17 0.21 3.17  (1.18) 279 (1.41) 2.63** 291 (1.33)
Support around understanding tax systems 2.76 -1.32 2.8 -1.2 —-0.20 2.96 aa.17) 2.71 (1.38) 1.75 2.76 (1.30)
Training on how to improve income potential 2.81 —-1.34 2.85 -1.19 -0.19 2.99 (1.20) 2.75 (1.36) 1.66 2.82 (1.31)
Support for transition to others careers after esports 2.82 -1.37 2.88 -1.23 -0.30 3.01 (1.27) 277 (1.39) 1.62 2.83 (1.34)
Internships for professional players/Jobs based skills learning 2.8 -1.37 2.86 -1.17 —0.33 2.92 (1.21) 2.78 (1.42) 0.92 2.80 (1.33)
All support items 2.78 (1.22) 2.83 (1.13) —-0.29 2.94 (1.049) 2.72 (1.31) 1.69 2.78 (1.20)
Note. Significance reported at the following levels:
*p<0.1
**p < 0.05
*** p < 0.01
Table 19
Governance Challenges and Barriers as well as Support Systems to an esports career split by Gender and Career Level, with t-tests between groups.
Gender Career Level
Male Female Professional Amateur Total
M (SD) M (SD) t M (SD) M (SD) t M (SD)
Opportunity for player voice (opinion) to be heard 285 (1.38) 3.00 (1.17) -0.83 312 (1.26) 271 (1.38) 2.78** 2.87 (1.35)
Understanding the structure of federations/teams/national 269 (1.3) 288 (1.09) -1.04 287 (1.149) 263 (1.31) 1.73 272 (1.26)
associations
Knowledge on how decisions on esports players' wellbeing and 2.73 (1.33) 2.89 (1.12) -0.90 2.97 (1.20) 2.67 (1.36) 2.09% 2.76 (1.3)
welfare are made
Awareness on responsibility/accountability of each governing 275 (1.31) 288 (1.07) -075 295 (1.17) 270 (1.33) 1.81 276  (1.26)
body/stakeholder
Lack of contact point to raise concerns with 2.68 (1.31) 2.85 (1.08) —0.95 2.78 (1.15) 2.70 (1.36) 0.57 2.71 (1.27)
All challenges and barriers 274 (1.23) 290 (1.06) -0.99 294 (1.06) 268 (1.27) 1.97* 276 (1.2)
Informative tutorials on the roles and responsibilities of each 2.63 (1.29) 2.89 (1.12) —-1.52 2.81 (1.16) 2.65 (1.33) 1.10 2.66 (1.26)
governing body/stakeholder
Informative tutorials on how each governing body/stakeholder is 259 (1.26) 283 (1.07) -1.44 274 (1.09) 262 (1.32) 0.89 262 (1.22)
structured
Informative tutorials on decision-making process around esports 2.72 (1.29) 2.82 (1.09) —0.58 2.83 (1.11) 2.72 (1.36) 0.75 2.72 (1.25)
players' wellbeing and welfare
Educational tutorials on how players can influence decisions using 2.71 1.3) 2.83 (1.05) -0.70 2.84 (1.07) 2.71 (1.39) 0.95 2.73 (1.26)
player voice (opinion)
Sharing good practice between stakeholders 2.71 (1.31) 2.88 (1.04) —-0.94 2.90 (1.10) 2.68 (1.38) 1.60 2.73 (1.26)
Contact point to raise concerns with 276 (1.3) 295 (1.12) -1.13 289 (1.03) 279 (1.43) 0.75 279 (1.27)
Player representative to liaise with other stakeholders 2.72 (1.32) 3.03 (1.09) -1.79 2.87 (1.08) 2.75 (1.42) 0.88 2.76 (1.28)
Support from esports stakeholders to help navigate local barriers to 2.78 (1.36) 3.05 (1.11) —1.45 2.93 (1.14) 2.86 (1.45) 0.44 2.82 (1.32)
participation
All support items 2.70 (1.22) 2.91 (1.03) -1.27 2.85 (1.00) 2.72 (1.32) 0.98 2.73 (1.19)

Note. Significance reported at the following levels:
*p<0.1

**p < 0.05

% < 0.01

3.3. Social factors

Summary statistics for the 17 items corresponding to the Social
Wellbeing domain are presented in Tables 6 and 7. The mean scores
suggested that all items were considered neutral to not at all relevant as
challenges and barriers, or as needed support systems. Overall, partici-
pants recorded the following items as the most relevant challenges and
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barriers: Communication with other players (M = 2.97, SD = 1.42) and
Communication with other support staff including coaches (M = 2.91, SD =
1.37). The most relevant support systems identified were Communication
skills development (M = 2.88, SD = 1.35) and Social media skills devel-
opment (M = 2.82, SD = 1.29).

The t-test analysis shows that significant differences exist for chal-
lenges and barriers with female participants reporting religion-based
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discrimination and gender inequality as more relevant. For support
systems, no significant differences exist between genders. When
comparing across career level, significant differences existed in social
barriers included communication with other players, communication
with support staff including coaches, and limited social support with
professional players reporting these items as significantly more relevant.
Significant differences for support systems included communication
skills development, social media skills development, and professional
media training. Again, professional players found all of these to be more
relevant. No other significant differences exist.

3.4. Cultural factors

Summary statistics for the 12 items corresponding to the Cultural
Wellbeing domain are presented in Tables 8 and 9. The mean scores
suggested that all items were considered neutral to not relevant as
challenges and barriers, or as needed support systems. Overall, partici-
pants recorded the following items as the most relevant challenges and
barriers: Career duration (M = 2.78, SD = 1.31) and Work-life balance (M
= 2.76, SD = 1.30). The most relevant support systems identified were
Team building activities (M = 3.02, SD = 1.38) and Language education
support (M = 2.62, SD = 1.28).

The t-test analysis shows that no significant differences exist for any
challenges and barriers. For support systems, no significant differences
existed across gender. When comparing across career level, significant
differences existed in training environment, work-life balance, and
career duration, with professional players finding these challenges and
barriers significantly more relevant. Significant differences for support
systems included team building activities. Again, professional players
found all of these to be more relevant. No other significant differences
exist.

3.5. Economic factors

Summary statistics for the 16 items corresponding to the Economic
Wellbeing domain are presented in Tables 10 and 11. The mean scores
suggested that all items were considered neutral to not relevant as
challenges and barriers, or as needed support systems. Overall, partici-
pants recorded the following items as the most relevant challenges and
barriers: Financial independence (M = 2.80, SD = 1.34) and Finance to
cover travel expenses (M = 2.74, SD = 1.33). The most relevant support
systems identified were Support around understanding esports contracts
(M = 2.91, SD = 1.33) and Opportunities to be exposed to sponsors (M =
2.84, SD = 1.37).

The t-test analysis shows that no significant differences exist for any
challenges and barriers. For support systems, no significant differences
existed across gender. When comparing across career level, significant
differences existed for financial independence and finance to cover
living expenses, with professional players reporting all items as signifi-
cantly more relevant. Significant differences for support systems
included support around understanding esports contracts with profes-
sional players finding this to be more relevant. No other significant
differences exist.

3.6. Governance factors

Summary statistics for the 13 items corresponding to the Governance
Wellbeing domain are presented in Tables 12 and 13. The mean scores
suggested that all items were considered neutral to not relevant as
challenges and barriers, or as needed support systems. Overall, partici-
pants recorded the following items as the most relevant challenges and
barriers: Opportunity for player voice to be heard (M = 2.87, SD = 1.35)
and Knowledge on how decisions on esports players' wellbeing and welfare
are made (M = 2.76, SD = 1.30). The most relevant support systems
identified were Support from esports stakeholders to help navigate local
barriers to participation (M = 2.82, SD =,1.32) and Contact point to raise
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concerns with (M = 2.79, SD = 1.27).

The t-test analysis shows that no significant differences exist for any
challenges and barriers between genders. When comparing across career
level, significant differences existed in opportunity for player voice to be
heard, and knowledge on how esports players' wellbeing and welfare are
made, with professional players reporting these challenges as signifi-
cantly more relevant. For support systems, no significant differences
existed across gender or career level. No other significant differences
exist.

4. Discussion

The present study identified key challenges and barriers to involve-
ment in esports, as well as the perceived need for support systems to help
players advance and sustain their esports career and involvement while
ensuring their overall wellbeing. While questionnaire respondents, on
average, considered all items neutral to not relevant for their careers,
certain patterns of preference were evident, providing significant in-
sights for both the body of knowledge and practice. By applying the
human wellbeing framework (Biedenweg et al., 2016), this study pro-
vides empirical evidence across six domains of human wellbeing:
Physical, Psychological, Social, Cultural, Economic, and Governance.

The findings on Physical Wellbeing suggest that most participants did
not consider physical wellbeing challenges and support systems highly
relevant. This implies that, in general, esports players do not perceive
physical health and wellbeing as a major concern, despite research
highlighting risks such as sedentary behaviours, poor posture, and
overuse injuries (Chan et al., 2022; McGee et al., 2021; McGee et al.,
2024). Nevertheless, Diet/nutrition intake and Sedentary behaviour were
identified as the most significant concerns, suggesting that while players
are aware of long-term health risks, they may not prioritise them.
Accordingly, Face-to-face personal training programmes and Dietary/
nutrition support were the most valued, which highlights the potential
benefits of integrating structured physical wellbeing programmes into
esports. These findings align with previous studies (e.g., Goulart et al.,
2023; Hong, 2023, 2025) that emphasised the critical need for tailored
interventions to support physical wellbeing and nutrition. In particular,
within the limited research available on esports nutrition, Goulart et al.'s
(2023) reported that that esports players' average food consumption
failed to meet the nutritional recommendations outlined in the USDA
Dietary Guidelines for Americans 2020-2025.

As such, it is encouraging that the participants in this study recognise
the importance of improving dietary/nutrition intake through a struc-
tured support system. When it comes to gender difference, female par-
ticipants perceived injuries as more relevant challenges, which may
reflect differences in risk perception or injury experiences within
esports. Since research has shown that injuries in esports are primarily
classified as overuse injuries, which are preventable (DiFrancisco-
Donoghue et al., 2019; McGee et al., 2024), addressing these concerns is
crucial for promoting female participation. In terms of carer-level dif-
ferences, professional players perceived all physical wellbeing concerns
as more relevant than amateurs, suggesting that heightened competition
and intensive training schedules exacerbate health concerns. Consid-
ering that rigorous training and competitive play in esports have been
associated with increased stress, mental health issues, and compromised
decision-making (DiFrancisco-Donoghue et al., 2019; Wattanapisit
et al., 2020), providing targeted support, particularly for professional
players, is crucial in light of the absence of a structured support system
(Hong, 2023).

In the domain of Psychological Wellbeing, Possession of psychological
performance skills and Emotion/mood control were identified as the most
relevant challenges. This highlights the psychological demands of
esports and the significance of developing psychological resilience
among players. Accordingly, Mentoring by coaches and Prioritisation skills
were the most appreciated, reinforcing the need for structured psycho-
logical support and skill development, as demonstrated in previous
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studies (e.g., Hong, 2023, 2025; Leis et al., 2024; Pereira et al., 2021). In
particular, researchers have increasingly highlighted the role of coaches
and coaching in esports (e.g., Watson et al., 2022; Watson et al., 2024).
For instance, Watson et al. (2024) highlighted the roles and re-
sponsibilities of coaches in enhancing the performance and development
of players, teams, and the broader esports industry, emphasising the
need for support and education. This finding indicates that to
strengthening support systems for esports players should also involve
providing broader support for key supporting staff members, such as
coaches, whose mentoring role is significant.

Regarding gender difference, female participants identified anxiety
as a more relevant challenge and expressed a preference for expert-led
counselling sessions, highlighting the need for tailored psychological
support for women in esports. Given the influence of cultural, political,
and economic forces on esports players' psychological status (Zhao &
Zhu, 2021), these findings highlight the need for a more thorough ex-
amination of these factors to guide the development of appropriate and
sustainable support mechanism. Similarly, consistent with findings in
the Physical Wellbeing domain, professional players reported signifi-
cantly higher relevance for all psychological challenges and support
systems, reinforcing the idea that psychological strain intensifies with
competitive level. This finding supports the findings from previous
studies, which identified a lack of psychological skills and venerability
to mental health issues are key concerns among professional players
(Banyai et al., 2019; Monteiro Pereira et al., 2023; Pereira et al., 2021;
Smith et al., 2022).

Regarding Social Wellbeing, Communications with other players and
Communications with other support staff including coaches, were identified
as the most significant social barriers, highlighting the importance of
effective interpersonal skills in esports. As such, Communication skills
development and Social medial skills training were regarded as the most
relevant support needs. This suggests that players recognise the signif-
icance of professional and public communication in esports. While
research has shown that involvement in esports help participants
develop a range of life skills, particularly communication skills (Tang,
2018), the findings of this study indicate that players still perceive
communication as a challenge. This indicates that players may enhance
their communication skills by addressing challenges with teammates,
coaches, and fans through self-control and self-management manner
(Hong & Connelly, 2022). While this approach can help players expand
their abilities, develop different skill sets, and build resilience and in-
dependence, professional players, in particular, may require more
structured support systems as their communication is directly associated
with their performance, contracts, and reputation. These findings indi-
cate that professional players perceived communication-related barriers
and support systems as significantly more relevant, highlighting the
importance of interpersonal and media management skills in profes-
sional esports. Addressing these challenges through tailored in-
terventions could provide valuable support.

In terms of gender differences, female participants reported greater
social barriers, particularly limited social support, discrimination (based
on race/ethnicity, religion, and gender), and disability access issues.
This suggests that structural barriers in esports pose greater challenges
for marginalised groups. In this context, Rogstad (2022) examined
existing research on gender in esports and identified three key themes
that explain cultural gender disparities in the industry including the
dominance of masculinity within esports environment, the presence of
online harassment, and societal expectations based on gender. This
study highlights that further research is required to promoting a more
inclusive esports ecosystem, which would significantly benefit the in-
dustry. In this respect, Kordyaka et al. (2023) investigated gender
disparity in esports applying an explanatory mix-methods approach.
Their study found that female players exhibited higher levels of
achievement motivation compared to their male counter parts. The re-
searchers suggested that addressing female players' sense of personal
control over outcomes requires a multifaceted approach involving game
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design, community management, and in-game resources, which could
enhance their motivation to engage in esports.

As for Cultural Wellbeing, Career duration and Work-life balance
emerged as the most significant challenges, reflecting concerns about
career longevity and the difficulty of balancing esports with personal
life. Consequently, Team-building activities and Language education sup-
port were identified as valuable, indicating that social cohesion and in-
ternational accessibility are key priorities for players. While performing
at the highest competitive level creates opportunities for individuals to
purpose esports as a legitimate career option (Huston et al., 2022),
career longevity has been recognised as a significant concern, particu-
larly for professional players, as it can lead to uncertainty, anxiety, and
insecurity (Hong & Hong, 2023). Likewise, work-life balance has been
identified as a key factor in sustaining a long-term career in esports (Akel
et al., 2023; Hong & Connelly, 2022; Smith et al., 2019). While teaming
building activities and language education are not directly linked to
career longevity or work-life balance, they play a crucial role in pro-
moting a supportive and productive environment that enables individ-
ual growth. As a result, such support can indirectly contribute to both
career sustainability and a healthier work-life balance. The importance
of team dynamics and language support has also been highlighted in
previous studies (e.g., Hong, 2023). This is attributed to the global na-
ture of esports, where international players come together to form a
team, requiring strong team cohesion and language skills, especially in
English.

In terms of gender differences, no significant gender-based differ-
ences were identified, suggesting that cultural wellbeing concerns are
largely shared by both male and female players. As for career-level
differences, professional players expressed significantly greater con-
cerns about training environments, work-life balance, and career dura-
tion, indicating that esports careers become increasingly demanding at
higher levels, consistent with findings in the other domains. They also
found language education and team-building activities significantly
more relevant, emphasising the need for structured career and lifestyle
support. Regarding work-life balance, it is important to note that most
esports participants, including professional players, are young and may
need to balance their education and esports commitments. For instance,
in Hong's (2023) study, a high-profile professional player who left ed-
ucation to pursue an esports career advised young players to continue
their education, as it provides greater opportunities for life after esports.
This is closely associated with Career longevity, as experienced profes-
sional players recognised that their time in esports is often short-lived
(Smithies et al., 2020).

Regarding Economic Wellbeing, Financial independence and Covering
travel expenses emerged as the most significant economic barriers,
reflecting the financial instability in esports, particularly among lower-
tier players. As a result, Support around understanding esports contracts
and Opportunities to be exposed to sponsors were identified as the most
valued support needs, highlighting the significance of financial literacy
and sponsorship opportunities in the industry. While research on
financial literacy and financial security among esports players remains
limited, Hong and Hong (2023) demonstrated that financial insecurity
was a key factor contributing to challenges during competitive careers
and influencing retirement decisions among retired professional players.
Given that many professional players started their careers at a young
age, it is critical for them to develop financial literacy, including an
understanding of esports contracts, and to learn how to build relation-
ships with sponsors to secure funding for travel expenses, a key aspect of
competing internationally.

In terms of gender differences, there were no significant differences
identified, which indicates that financial challenges and support needs
are widely shared among players. In terms of career-level differences,
professional players reported significantly greater economic barriers,
except for the need for external jobs to sustain themselves. This suggests
that while professionals primarily depend on income from esports, they
still face financial security, as evidenced in Hong and Hong's (2023)
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study. Professional players identified sponsor exposure opportunities,
financial planning tutorials, contract education, tax literacy, and income
training as significantly more relevant, emphasising the need for struc-
tured financial education and sponsorship support. This aligns with
findings on high-performance athletes, whose careers share similarities
with professional esports players, including a short career span and early
exclusive dedication to competition (Hong & Fraser, 2021).

Regarding Governance Wellbeing, the most significant governance-
related challenges were Opportunity for players' voices to be heard and
Knowledge on how decisions on esports players' wellbeing and welfare are
made, highlighting a gap in player representation and transparency.
Accordingly, the most valued governance-related support systems were
Support from esports stakeholders to help navigate local barriers to partici-
pation and Contact point to raise concerns with. While governance-related
challenges and barriers are critical to address, particularly for the
continued growth of the industry and the development of sustainable
career pathways, it is crucial to recognise that the industry itself also
faces regulatory and governance challenges. Esports has emerged at the
intersection of gaming culture, media systems, sport structures, invest-
ment, and regulation (Jin, 2010; Scholz, 2020), which makes its
governance inherently complex. The complexity of governance in
esports is intensified by its socially embedded nature that esports con-
sumption as a collective activity involving multiple stakeholders occu-
pying diverse roles within the broader ecosystem (Johnson &
Woodcock, 2021; Seo & Jung, 2016). Peng et al. (2020) also pointed out
that “the rising power of (emerging) stakeholders in the network seeking
to address integrity issues has caused fragmentation of the esports
governance framework” (p. 11).

Since governance related issues can have broader implications, such
as affecting integrity in esports, addressing challenges in Governance
Wellbeing is crucial, not only for players but also for the long-term sus-
tainability of the industry. Strengthening governance in esports will, in
turn, support the stability and longevity of players' career pathways. As
for gender differences, female participants placed significantly greater
importance on having a player representative to liaise with stake-
holders, suggesting a need for more structured advocacy for women in
sport. In this context, as leadership diversity has been widely recognised
as a valuable goal for organisations, the esports industry can take further
steps, such as diversifying leadership (Darvin et al., 2021), to address the
lack of female representation. In terms of career-level differences, pro-
fessional players indicated a significantly higher level of concern
regarding governance and welfare-related decision-making. This in-
dicates that they have a greater awareness of the significance of
governance in esports, as it directly impacts their performance and ca-
reers, influencing key factors such as integrity, contracts, player rights,
league/tournament regulations. However, no significant differences
were found in governance support system needs across career levels,
indicating a shared demand for a stronger and more structured gover-
nance framework.

4.1. Implications

The present study provides a broad perspective on esports players'
wellbeing by applying the human wellbeing framework (Biedenweg
et al., 2016) beyond physical and mental wellbeing. The development of
an esports-specific questionnaire, grounded in a theoretical framework,
was an innovative approach to identify challenges, barriers, and
perceived support needs. Accordingly, the findings contribute to the
body of knowledge in esports by providing insights into players'
perceived challenges, barriers, and support system needs across all six
domains of wellbeing. The findings clearly support and expand the
existing knowledge that the difficulties faced by esports players span
multiple dimensions, which reflects the complexity of their experience
(Williams et al., 2025). By analysing the data to explore gender and
career-level differences, this study highlights female players' perspec-
tives on holistic wellbeing and their perceived needs, an area that has
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been underrepresented in the literature. While previous studies have
explored challenges and wellbeing needs of professional players, this
study provides a more detailed and holistic perspective on their chal-
lenges, barriers, and perceived support needs. These insights can help
key stakeholders, including professional teams, develop strategies to
support high performance and long-term career sustainability in esports.
Importantly, the findings highlight emerging concerns related nutrition
intake, financial literacy, governance, and mentoring, reflecting the
evolving landscape of esports.

The findings, which address comprehensive aspects of wellbeing,
also suggest that wellbeing in esports aligns with the concept of eudai-
monic wellbeing, a framework focused on leading a meaningful life and
achieving self-fulfilment (Ryan & Deci, 2001). The present study high-
lights that participants viewed their identified challenges, barriers, and
perceived support as critical to both their wellbeing and career pros-
pects, contributing to their advancement and sustained involvement in
esports. Their perspectives reflect a focus on personal growth and
achievement, rather than a hedonic approach, which prioritises
pleasure-seeking and the avoidance of discomfort (Kahneman, 1999).

In addition to its theoretical implications, the present study also of-
fers practical implications. The findings across the six domains highlight
the critical need for structured and tailored support systems to address
the unique challenges and barriers in each domain. For instance, key
stakeholders should prioritise providing structured financial education
to help players develop financial literacy and management skills,
workshops to enhance team dynamics and communications skills, and
professional support for developing psychological skills. Moreover,
creating opportunities for player representatives to participate in
decision-making process, and organising engagement events to facilitate
sponsorship opportunities are crucial steps towards building a more
supportive and sustainable environment for esports players. Based on
the findings, particularly from the Governance Wellbeing domain, poli-
cymakers and relevant governing bodies need to establish stronger
governance frameworks that ensure player representation, transparency
in decision-making, and accessible contact points for raising and dis-
cussing concerns. For coaches and support staff members, the focus
should be on enhancing communication skills and mentoring, which are
critical for improving both the social and psychological wellbeing of
esports players. Lastly, a tailored esports training programme should be
developed to include career planning and financial literacy, supporting
players in building sustainable career pathways.

4.2. Limitations and future research direction

While this study makes clear contribution to both theory and prac-
tice, it has some limitations. The findings may have limited general-
isability due to the predominantly male and Asian composition of the
questionnaire sample. Future research should examine the challenges,
barriers, and perceived support needs for holistic wellbeing across more
diverse demographics to provide a broader and more inclusive under-
standing of the topic. In particular, while this study provides valuable
insights from female players, their experiences, which differed in some
respects from those of male participants, require further exploration.
Future research could focus on key factors identified in this study, such
psychological and social wellbeing, to gain a deeper understanding of
their challenges and support needs. Due to the scope of the study, the
findings did not examine existing support systems for players. Such
systems may have already addressed some of the concerns raised or may
reveal gaps that still need to be filled. Thus, future research should
explore this aspect further to identify gaps in practice and examine how
these gaps can be address based on empirical evidence. While a quan-
titative approach effectively captured insights from a broad population
on holistic wellbeing, it limited the ability to gain in-depth narratives of
esports players' experiences. Therefore, future studies could adopt a
qualitative approach to investigate the six domains of wellbeing in
esports, providing deeper empirical insights that can help the industry
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develop stronger support systems. In addition, due to insufficient
discriminant validity among some factors, the questionnaire is not
currently suitable for latent variable modelling, and latent model com-
parisons were therefore not performed. Instead, item-level analyses
were used to compare group perceptions, ensuring that findings reflect
observed rather than modelled relationships. Future research should
refine and revalidate the questionnaire prior to latent modelling by
revisiting item content and factor definitions and exploring intersections
of physical, social, and environmental barriers.

5. Conclusions

As evidenced in the previous sections, this study makes a significant
contribution to the body of knowledge and practice. The findings
emphasise the importance of applying theories and frameworks beyond
the specific subject area, esports, and present a comprehensive overview
of challenges, barriers, and potential support systems. The developed
questionnaire, as an original research tool, can be utilised in future
studies, to further enhance our understanding of esports players' needs
and support the development of more effective support systems.
Through a comprehensive analysis, the findings highlight critical issues
and concerns that stakeholders should recognise and address collec-
tively. Young individuals involved in esports may have limited aware-
ness of certain challenges, and these findings can serve as a valuable
precautionary resource. It is hoped that esports industry stakeholders
will prioritise players' wellbeing and sustainability of career pathways
while ensuring that future support structures account for the diverse
challenges players may encounter.
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