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ABSTRACT

ESports,alsoknownascompetitivevideogaming,hasseentremendousgrowthoverthepastfew
years.Severalstudieshavebeenconductedthatexaminedthepotentialcognitivebenefitsofplaying
videogames,butfewhaveexaminedthepsychosocialfactorsneededtoperformatthehighestlevel
ofcompetitivevideogaming.Inthisstudy,theresearchersaimedtoidentifyspecificmentalobstacles
playersfaceandanymentaltechniquesgamersalreadyutilizebyconductingaqualitativecontent
analysis.Interviewswithfivehigh-levelcompetitiveLeagueofLegendplayerswereconductedto
shedlightontheirexperiences.Theinterviewsresultedintwohighorderthemes.Thosehighorder
themeswerethefollowing:techniquesusedtoachieveoptimalperformanceandobstaclesencountered
bycompetitivegamers.Thedatacollectedcanbeusedbyawidepopulationinboththeperformance
psychologyfieldandtheeSportsrealm,morespecifically,futurementalskillsconsultantsworking
withLeagueofLegendsplayers,gamersthemselves,andacademicswhowishtoserve,improve,or
studythoseinvolvedinanemergingperformancedomain.
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INTRodUCTIoN ANd STATEMENT oF THE PRoBLEM

The video game industry as a whole has been growing rapidly. Lately, the industry has seen a
legitimateprofessionalcommunityarise.Infact,internationalcompetitionsandsix-figurecontracts
are no longer just a fantasy for video game players. Certain video games have become highly
competitiveperformancedomainsofferingfameandfortunecomparabletotraditionalsports(e.g.,
football,basketball,soccer).Thus,moregamersarepartakinginhigh-levelcompetitionsregularly
andbecomingcompetitive,professionalvideogamers.ESportsisshortfor“electronicsports”and
aredefinedbyMorris(2013)as“organizedvideogamecompetitionsthatpitworldclassplayers
againsteachotherforcashprizes”(GamersAreNotOnlyAthletes,para.2).ESportsarecommonly
comparedtotraditionalsportsorphysicalsports(e.g.,Dovey&Kennedy,2006;Ferrari,2013;Jones,
1998;Taylor,2012;Witkowski,2012).

LeagueofLegendsisoneofthemostpopularvideogamesintheworldandisplayedatahighly
competitivelevel.Infact,onOctober29th,2016,twoteamsbattledfortheWorldChampionstitleand
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atotalprizepoolofjustoverfivemilliondollars(Howell,2016).LeagueofLegendsisafiveplayer
versusfiveplayer(5v5)videogamethatisplayedonthecomputer.Itisclassifiedasamultiplayer
onlinebattlearena(MOBA)gameasopposedtogamesclassifiedasfirstpersonshooters(FPS)or
roleplayinggames(RPG).MOBAstypicallyconsistoftwobasesthatserveasobjectivesandlanes
thatmakeupthebattlegroundsinbetweenthebases.TheobjectiveinLeagueofLegendsistotake
controloftheopposingteam’sbaseanddestroytheirNexus(acrystal).Therearefiverolesthat
determinevariousfactorsofplay,suchascharacters(referredtoaschampions)youcanfightas,
personalgoalsandobjectives,andpositioningonthemap.Thefiverolesarebot(shortforbottom
lane),jungle(anareabetweenthebases),top(shortfortoplane),mid(shortformiddlelane),and
support.Eachrolerequiresadifferentskillsettoplayatacompetitivelevel.Forexample,someroles
requireplayerstodealahighamountofdamagetotheopposingteam,whereasthesupportroleis
taskedwithhealingdyingalliesorboostingtheirteam’sabilities.Eachplayermustexecutetheirrole
inacoordinatedefforttodefeattheopposingteam.Professionalmatchescanlastanywherefrom20
minutestooveranhour.

Asoflate,eSportsteamsarebeinghousedtogetherwithcoaches,managers,andstrategists.
Sponsorsareinvestingmoremoneyandthecrowdsaregrowingthicker.Withthelevelofcompetition
rapidly increasing, it is only natural that there is a high demand for performance enhancement
strategies. Companies like MMO Coach (https://www.mmocoach.com/) offer online one-on-one
strategyandmechanicscoachingtoeSportsplayersinvariousgames,andGameWithoutPain(http://
gamewithoutpain.com/)offersnutrition,diet,andexerciseprogramsdesignedforenhancingeSports
players’trainingroutines.

DespitetherisingrecognitionofeSportsperformanceenhancementtechniques,performance
psychology’seffectivenessineSportshasyettobestudied.Sportandperformancepsychologyis
widelyacceptedasamethodtoimprovethementalsideofperformanceinmanydomainssuchas
sport,dancing,acting,law,medicine,business,andhighriskoccupations(Hays,2009).However,
thereisverylittleliteratureavailableonthementalsideofcompetitivegaming.

Mostof the literaturehasbeen focusedon studying theeffectsofgamingeither sociallyor
cognitively,andstudieswerenotdesignedtoexaminehowtoenhanceperformance.Additionally,
the literature that does exist on gaming fails to differentiate competitive, video gamers, from
casualorrecreationalgamers.Thispresentsalargegapinthecurrentunderstandingofhigh-level
performanceineSports.Tobridgethegap,thecurrentresearchersaimedtogetanunderstandingof
whatcompetitivegamersexperiencementally.Exploringthementalskillsthatcompetitivegamers
possessandutilizeisanimportantsteppingstonetointegratingsportandperformancepsychology
effectivelywiththispopulation.

LITERATURE REVIEw

Relationship Between eSports and Traditional Sports
AseSportshavedeveloped,literaturehasbeenproduceddrawingcomparisonsbetweentraditional
sportsandeSports(e.g.,Dovey&Kennedy,2006;Ferrari,2013;Jones,1998;Taylor,2012;Witkowski,
2012).Similaritiesinthetwoarenasmaybeanindicationthatsportandperformancepsychology
canbeappliedtoeSports.WhilethereisdebateabouteSportsbeingconsidered“traditionalsports”,
previousstudieshavedrawnclearparallelsbetweentraditionalsportsandeSports.

Ferrari(2013)proposedsixconditionsseenintraditionalsportsandarguedthateSportsfits
themall.Thesesixconditionsarelistedbelow:

1. Theirrulesandspatiallayoutsdemandahighlevelofperformativeplay,typicallydeveloped
throughmanyyearsoftesting,modification,andrefinement

2. Theyhavebeenaroundlongenoughtoseetheriseofexpertpractitionerswithskillssufficient
toreliablyseparatetheirplayfromthatofcasualplayers(Ericsson1996,10-13)
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