The Impacts of Passion for Esports on
Wellbeing

Jessica Formosa
Queensland University of Technology
jessica.formosa@hdr.qut.edu.au

Daniel Johnson, Selen Turkay
Queensland University of Technology
dm.johnson@qut.edu.au, selen.turkay@qut.edu.au

Regan Mandryk
University of Saskatchewan
regan@cs.usask.ca

Keywords
Videogames, Esports, Wellbeing, Self-Determination Theory, Dualistic Model of
Passion, Motivation

INTRODUCTION

The discussions around the wellbeing outcomes of videogames in the literature is
extensive. While historically there has been a focus on possible links to aggression this
has more recently moved to greater focus on problematic gaming habits (Anderson and
Bushman 2001; Griffiths et al. 2017; Verheijen et al. 2018). Conversely, there are those
who argue that links between videogame play and problematic outcomes are non-
existent or extremely small (Ferguson 2015; Ferguson and Kilburn 2010; Przybylski
and Weinstein 2019a; Przybylski and Weinstein 2019b). There is also substantial
research arguing for the benefits of gaming, such as enhanced social skills and
improved wellbeing (Granic et al. 2014; Vella and Johnson 2012). Additionally, while
there is evidence to suggest that videogame play has a significant impact on the
wellbeing of players, there is a distinct lack of research regarding the wellbeing
outcomes of different types of gaming.

Esports is a highly successful and popular area of entertainment, which is generally
defined as competitive online gaming (Reitman et al. 2019; Steinkuehler 2019). The
competitive nature of esports comes with a variety of challenges for players. These
include dealing with the professionalisation of the industry, the intense cognitive
demands associated with the gameplay and players having to cope with the toxicity
involved in the activity (Steinkuehler 2019). Despite the challenges faced by esports
players, there is little knowledge on how their engagement in esports gaming impacts
their wellbeing.

Previous research exploring recreational videogame play has utilised Self-
Determination Theory (SDT) and the Dualistic Model of Passion (DMP) in an attempt
to understand the motivational perspectives of gameplay and how gaming passion
impacts the wellbeing of players (Formosa 2018; Lafreniere et al. 2009; Przybylski et
al. 2009; Ryan et al. 2006). SDT is a theory of human motivation which posits that, in
order to experience optimal functioning, individuals must satisfy three important
psychological needs: autonomy (free decision making), competence (the ability to
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effectively deal with ones’ own environment) and relatedness (meaningful
relationships; Deci and Ryan 1985; 2000). In the context of videogame play, research
has shown that the satisfaction of the basic psychological needs is more likely to be
linked to positive outcomes, such as greater game enjoyment, post-play mood, vitality
and self-esteem (Ryan et al. 2006).

The DMP is a theory that provides a motivational perspective on passion and describes
two kinds of passions: harmonious passion (HP) and obsessive passion (OP; Vallerand
etal. 2003). According to the DMP, these two passions are adopted differently, leading
to different motivations for engaging in the individuals chosen activity. For instance,
HP is characterised by an autonomous internalisation, which leads to balanced
engagement of an activity. Conversely, OP is characterised by a controlled
internalisation and often leads to rigid and compensatory engagement in the
individuals’ passionate activity (Vallerand 2010; Vallerand et al. 2003). Research has
shown that both harmonious and obsessive passions for videogame play result from an
individuals’ ability to meet their basic psychological needs (Formosa 2018; Przybylski
et al. 2009). For instance, Przybylski et al. (2009) found that players who were able to
satisfy their basic psychological needs in general life were more likely to experience
the more optimal form of passion for gaming: HP. Conversely, failure to satisfy these
needs was more likely to result in an OP for gaming, which was in turn, more likely to
result in lower wellbeing.

This study extends previous research of SDT and the DMP in the context of videogame
play to understand the motivations, passions and wellbeing outcomes of different types
of videogame players. To do so, it investigates the relationships between need
satisfaction through different sources (e.g. through gaming and important life aspects),
passion for gaming and wellbeing outcomes for recreational and esports players. The
findings will provide novel insight into how player wellbeing is impacted by their
engagement in videogame play. They will further contribute vital knowledge on the
differences that exist between recreational and esports players, in terms of their
motivations, passion and wellbeing, to the field of games research.
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