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Resumo  

 

A presente dissertação compõe-se por dois artigos. O primeiro é uma revisão bibliográfica da 

história e evolução dos e-sports (jogo profissional de videojogos) e as preocupações existentes 

e atualmente em debate relativamente aos potenciais efeitos prejudiciais (nomeadamente, o 

jogo patológico de videojogos) que os e-sports poderão promover nos jogadores e espectadores. 

O segundo artigo explora até que ponto o jogo patológico de videojogos poderá existir em 

adultos emergentes (entre os 18-25 anos de idade) portugueses que se autoidentifiquem como 

gamers, apresentando os resultados dum questionário administrado através da internet a uma 

amostra não-aleatória e auto-selecionada com as características suprarreferidas. Além de 

perguntas de cariz sociodemográfico, o questionário inclui três instrumentos psicológicos de 

medição de patologia. São eles o Internet Addiction Test (IAT), a DSM-IV-MR-J e a Escala 

Toulousiana de Coping reduzida (ETC-reduzida). O objetivo destes instrumentos é determinar 

se os autoidentificados gamers ou fãs do videojogo competitivo demonstram maiores níveis de 

adição à Internet, problemas com o jogo a dinheiro e capacidades de coping reduzidas, 

sugerindo uma possível patologia relacionada com jogar videojogos. Os nossos resultados 

indicaram que, à medida que o número total de horas de jogo aumentou, a nossa amostra 

demostrou maiores taxas de adição à Internet (IA), piores valores no tocante a mecanismos de 

coping de Controlo e menor satisfação com os seus relacionamentos íntimos. Estes resultados 

sugerem que o jogo excessivo de videojogos poderá ter impactos psicológicos e sociais 

negativos.  

Palavras-chave: adição à Internet, e-sports, desportos eletrónicos, coping, psicologia 

 

Abstract 

This dissertation is divided into two articles. The first is a review of the literature regarding the 

history and evolution of e-sports (professional video gaming) and the existing concerns being 

debated regarding the potential detrimental psychological effects (namely, pathological game 

play) that e-sports may promote in players and spectators. The second article explores to what 

extent pathological play may be present among Portuguese emerging adult (between 18-25 

years old), self-identified “gamers”, presenting the findings of a questionnaire administered 

online to a non-randomized, self-selected sample with these characteristics. In addition to 

questions of a sociodemographic nature, the questionnaire includes three psychological 

instruments to measure pathology–the Internet Addiction Test (IAT), the DSM-IV-MR-J and a 
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reduced version of the Toulouse Coping Scale (TCS-r)–with the objective of determining 

whether self-identified “gamers” or fans of competitive video gaming demonstrate higher levels 

of Internet addiction, gambling problems and reduced coping skills, thus suggesting possible 

gaming-related pathology. We found that, as total gameplay hours per day increased, our 

sample demonstrated higher rates of Internet addiction (IA), worsened scores in the Control 

coping mechanism and increased dissatisfaction with intimate relationships. These results 

suggest that excessive gaming may have negative psychological and social impacts that merit 

further study. 

Keywords: Internet addiction, e-sports, electronic sports, coping, psychology 
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A review of the literature on the psychological concerns surrounding e-sports and youth 

gamers  
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Abstract 

The rapidly-growing industry of “e-sports”, or the professional playing of competitive 

video games, is relatively novel, with most of its growth taking place after 2012. Academia has 

been slow to keep pace with e-sports, particularly in what concerns the physical and 

psychological effects of e-sports on their young target audience. To give an overview of what 

has been written up to this point, this literature review casts a wide net, analyzing conference 

papers, industry reports and journalism pieces in addition to peer-reviewed articles. We begin 

by describing the evolution of e-sports as an industry, moving on to the current concerns 

regarding the relationship of e-sports with gambling and online and offline gaming pathologies, 

namely, “Internet Gaming Disorder”, as presented in Section III of the DSM-V as a condition 

for further study, and conclude by exploring some shortcomings of existing diagnostic and 

treatment guidelines and proposed areas of future research. 

Keywords: e-sports, internet gaming disorder, professional gaming, behavioral 

addiction, video games 
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Introduction 

 The professional playing of competitive video games, or “e-sports” (alternatively, 

“esports”), “a catchall term for games that resemble conventional sports insofar as they have 

superstars, playoffs, fans, uniforms, comebacks and upsets [but where] the contestants hardly 

move” (Segal, 2014, para. 6), is an industry that has seen dramatic growth in just the past 

decade, with the global e-sports market predicted to surpass 1 billion USD in revenue in 2019 

and continue its trajectory of growth well into the future (Pannekeet, 2019; Statista, 2019).  

 Academia has been slow to keep pace with the popularity of e-sports, particularly in 

terms of analyzing the psychological, social and physical issues surrounding the industry, 

although this is changing: “As academia has become more familiar with e-sports, continuing 

work has shifted focus away from translating and explaining e-sports to an unfamiliar 

academic audience and towards understanding behaviors, cognitive patterns, and social 

interactions during and around play” (Reitman, Anderson-Coto, Wu, Lee, & Steinkuehler, 

2019, p. 3). In the more recent of the two existing (to the author’s knowledge, as of June 

2019) systematic literature reviews on e-sports, Reitman et al. (2019) establish a corpus of 

150 works “restricted to peer-reviewed journals, conference proceedings, books, and doctoral 

theses in English” (p. 1) published between 2002 and March 2018, grouping the foci of these 

works into the following categories: media studies (37), informatics (30), business (26), sports 

science (20), sociology (15), law (12) and cognitive science (11) (p. 2).  

The other systematic literature review (Bányai, Griffiths, Király, & Demetrovics, 

2018) is concerned specifically with works focusing on psychological aspects of e-sports 

published between January 2000 and July 2017. Bányai et al. (2018) identify only eight 

studies during this period that meet their criteria (“i.e., an empirical study containing new 

primary data and published in a peer reviewed journal in [English]”), comprising three main 

topics: becoming an e-sports player, the characteristics of e-sports players and the motivations 

of e-sports spectators (p. 3).  

Both literature reviews reveal a dearth of research not only on the psychological and 

physical health of practicing competitive video game players, but also on the potential long-

term psychological and physical effects that competitive video game playing may have the 

young people who make up a majority of e-sports participants and spectators and how these 

effects might be addressed by clinicians. This may be due to the relevant nascency of the 

industry and thus the lack of sufficient time to perform longitudinal studies on professional 
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and aspiring professional e-sports players, yet it is nevertheless an area of growing concern 

for parents and clinicians alike, for reasons to be discussed further ahead.  

In this paper, we provide an overview of the existing literature regarding the definition of e-

sports, the evolution of the e-sports industry, the “sportification” of e-sports, the relationship 

between e-sports, gambling and other behavioral addictions, the current diagnostic criteria for 

gaming pathologies and their shortcomings, and specific concerns surrounding youth 

engagement in the e-sports industry. 

Given that e-sports is a relatively novel and growing phenomenon that does not enjoy 

a robust body of academic literature, we cast a wide net in our review. While priority was 

given to the collection of peer-reviewed scholarly articles, non-academic yet authoritative 

literature in the form of journalistic pieces, conference papers and industry reports were also 

included to enrich our understanding of and the context in which we discuss e-sports. To 

gather as much insight as possible into the origins and evolution of the scholarly study of e-

sports and the related phenomena of online (and offline) video gaming and behavioral 

addiction, we did not place temporal limits on our searches, although the nature of the topic 

was somewhat self-limiting in that respect. Some articles relating to non-competitive video 

gaming dated back to the 1980s, while articles related with e-sports were all published after 

2000.  

Our search for scholarly articles was performed between November 2018 and June 

2019 on the Google Scholar and Web of Science databases, using keyword search terms 

“esport* mental health”, “esport* psychology”, “esport*”, “competitive gam*”, “pro* gam*”, 

“video game addiction”, “behavioral addiction” and “internet gaming disorder” on the title 

and article abstract, where possible. Further articles were found organically through citations. 

Exclusion criteria included being in a language other than English or Portuguese and student 

theses. 

A brief history of e-sports 

Evolving video games 

Once represented in popular culture as the exclusive domain of computer “freaks” 

(Brand, 1972), today, video games have become a staple of mainstream entertainment for 

both players and spectators. After video games moved from the arcade into the home, thanks 

to personal computers (PCs) and video game consoles, widespread access to the Internet 

towards the mid to late 1990s brought yet further fundamental changes to video game playing 
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(henceforth referred to as “gaming”) by connecting players from around the world in online 

competitions that would have previously only been possible through physical LAN (Local 

Area Network) connections (British E-sports Association, 2016). This led to creation of more 

collaborative and competitive video games, where millions of players could play 

simultaneously against each other and against in-game enemies, as well as the creation of 

competitive gaming communities dedicated to different types of games, such as First Person 

Shooters (FPS), Real Time Strategy (RTS) games and Massively Multiplayer Online Role-

Playing Games (MMORPGs), first in South Korea but soon expanding to the rest of the world 

(Bányai, Griffiths, Király, & Demetrovics, 2018). These communities laid the groundwork for 

what are known today as e-sports. 

 

Growth of e-sports recognition and participation 

“If you are not a male between the ages of 15 and 25,” Segal (2014, para. 6) writes, 

“the odds are good that you have never heard of e-sports”. Indeed, e-sports and e-sports 

spectatorship are relatively new phenomena that have only captured broader public attention 

within the past decade (British Esports Association, 2016). Loosely defined as professional 

video game playing, e-sports (“electronic sports”) continue to grow in popularity year after 

year and are increasingly being welcomed into the realm of traditional sports by industry 

stakeholders (Pizzo et al., 2018). Traditional sports organizations around the world are 

developing e-sports divisions and teams (e.g., FC Bayern München, Sporting Clube de 

Portugal, Paris Saint-Germain, Miami Heat, Philadelphia 76ers), e-sports competitions are 

being covered by major sports networks (e.g., ESPN) alongside new networks exclusively 

dedicated to e-sports (e.g., GINX Esports TV, esportsTV), traditional leagues are organizing 

e-sports teams (e.g., NBA 2K eLeague, FIFA Interactive World Cup, Orange e-Ligue 1) and 

major university athletics departments are recognizing e-sports as varsity athletics (e.g., 

University of California – Irvine [USA], University of Utah [USA]) and allowing university 

teams to participate in interuniversity leagues (e.g., University Esports [Spain], Uniliga 

[Germany], The NUEL [United Kingdom]). 

 

Development of e-sports as a commercial industry 

This growing interest in e-sports is easily understood when one considers the income 

the industry generates: as mentioned, in 2019, global e-sports revenues are predicted to 

exceed 1 billion USD (roughly 980 million EUR) for the first time (Russ, 2019). This number 
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is a relatively small contribution to the global spectator sports market (estimated at 265 billion 

USD in 2017 (Reportlinker, 2018)), but it is impressive considering that revenues in 2016 

were less than half that amount at 493 million USD (Warman, 2018), making it (arguably) the 

fastest growing sector of the current sports industry (Nagel & Sugishita, 2016). According to 

Newzoo, who describe themselves as “the leading global provider of games and e-sports 

analytics” (Newzoo, 2019, para. 1), most of this revenue is earned through sponsorship 

agreements with brands that want to capture the attention of expanding e-sports audiences 

(Pannekeet, 2019).  

These big-brand sponsorships (Coca-Cola, Vodafone, Visa, Adidas, etc.) contribute 

toward giving e-sports competitions a similar appearance to those of traditional professional 

sports. Like basketball, for example, e-sports tournaments are held in indoor arenas where 

spectators gather around a field of play to watch the action unfold. Unlike basketball, 

however, the professional players do not move from their seats; the focus of attention is not 

on the physical players themselves, but on a series of large electronic displays where the 

digital representations (or “avatars”) of each player go to battle. For a very small minority of 

these players, e-sports represent a potentially lucrative career path (Bányai et al., 2018), not 

only through competition prize earnings, but through various related channels like Twitch and 

YouTube, where they can upload videos of themselves playing and discussing video games 

for their followers to watch, in turn earning money from the advertisements shown during 

these videos. One of the best-known video game players (henceforth referred to as “gamers”) 

to have capitalized on these revenue opportunities is Felix Kjellberg, better known online as 

“PewDiePie”, who has amassed a net worth of at least 15 million USD (Miller, 2019). 

 

Defining e-sports 

Despite what the term may imply to those unfamiliar with the industry, e-sports 

encompass a wide variety of game genres and are not limited to the virtual versions of popular 

professional sports, such as football (the FIFA video game series), basketball (the NBA2K 

video game series) or American football (the Madden NFL video game series), which are 

more accurately termed “sedentary sport video games” (SSVG) (Jenny, Manning, Keiper, & 

Olrich, 2017). In fact, none of the top ten e-sports games in terms of total prize money won 

(in 2018) are SSVGs (Games, 2019). This, in addition to the fact that the medium of 

competition is video games, makes the labeling of e-sports as “sports” rather than “games” a 

point of controversy both in public discussions of e-sports and in academia. While many of 
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the traditional targets of the eternal “sport versus game” argument, such as bowling or golf, 

involve an element of physicality that supports their classification as sports, there is very little 

physical movement at all while gaming, although e-sports “athletes” must develop physical 

skills such as “fast reflexes, good manual dexterity and excellent hand-eye co-ordination” 

(Rambusch, Jakobsson, & Pargman, 2007, p. 159) and “sporting intelligence” (Hemphill, 

2005) if they wish to successfully compete at the professional level. 

 

First references to “sport” in relation to video games 

Perhaps introducing the notion that competitive video gaming could be considered a 

form of electronic “sports”, Rolling Stone magazine reported on a small event, widely 

considered to be the first video game competition, described by its organizers as “the first 

‘Intergalactic Spacewar Olympics’”, referring to the name of the video game being played 

(Spacewar), with the use of the word “Olympics” lending it an air of athleticism (Brand, 

1972).  

As video game consoles and personal computers evolved over the decades that 

followed and became more affordable, the scale of video game competitions grew. By the 

1990s, widespread access to the Internet and the release of networked FPS games such as 

“Doom” and “Quake” led to the emergence of online gaming tournaments and, eventually, the 

launch of professionalizing gaming associations, such as the Online Gamers Association 

(OGA) in 1999, one of the first of its kind, and “one of the earliest reliable sources that uses 

the term ‘eSports’” (Wagner, 2006). Described as “an independent governing body set up for 

everybody involved in online gaming to come together and help online gaming through its 

growth period [and will involve] leagues, ISPs, websites, and of course the gamers 

themselves”, at the time of its founding, the ultimate goal of the OGA was to “help gaming 

become a true sport” through securing sponsorships for players and administrators, allowing 

them the financial ability to play full-time (Gestalt, 1999).  

 

What defines a “true” sport? 

We will explore the relevance of labeling e-sports as either sports or games further 

ahead in our discussion of “sportification”. First, we address the question of what defines a 

“true” sport and where electronic sports fall within that definition. In one of the earliest 

publications on the subject, Wagner (2006) attempts to define e-sports to provide a baseline 

for meaningful academic study in the area, claiming that the frequent reference to e-sports as 
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merely “a competitive way of playing computer games within a professional setting” is too 

narrow. To create a new definition, Wagner (2006) begins by adapting the definition of 

“sport” proposed by Claus Tiedemann, a sport scientist, finding it to be general enough to 

encompass e-sports. This definition presents “sport” as a voluntary, cultural activity that 

people engage in with other people with the goal of developing skills and earning 

achievements, “particularly in the area of skilled motion”, so that they may compare 

themselves to the other participants according to a specific set of rules and without causing 

deliberate harm (p. 438). Wagner alters this definition by removing the reference to skilled 

motion, thus making it apt for describing e-sports. 

While the original definition in fact does not frame physical movement as an 

obligatory feature of sport, it does highlight it as a very important one. Wagner (2006) argues 

that the cultural value placed on competition is a far more relevant aspect in defining sport, 

and that changes in cultural values reflect in what is considered a sport or not. Yet removing 

any mention of motor movement broadens this definition of sport to include most all types of 

skilled competition, such as card games, chess, and so on. Deriving this definition from the 

extension of the assumption that all sports involve competition (or, “compar[ison] […] with 

[…] other people”) to conclude that all competitions are sports weakens the concept of 

“sport” itself as a specific domain of competitive activity.   

This critique is shared by Jenny et al. (2017), who take issue with the bolded portion 

of  Wagner’s (2006) ultimate definition of e-sports: “an area of sport activities in which 

people develop and train mental or physical abilities [emphasis added] in the use of 

information and communication technologies” (p. 3), arguing that it is generally accepted that 

what separates a sport from a game is precisely the “physical application of skill” and that, 

furthermore, the definition lacks any reference at all to competition (Jenny et al., 2017, p. 4). 

Considering these perceived shortcomings, Jenny et al. (2017) opt simply to define e-sports as 

“organized video game competitions” (p. 4), which is similar to the definition adopted by 

Whalen (2013)—“[a]n umbrella term used to describe organized, sanctioned video game 

competitions, most often in the context of video game tournaments” (p. 23)—and most other 

contemporary scholars. 

Nevertheless, Wagner (2006) is not alone in defending that there has been little 

consistency in the usage and definition of “sport” and “game” over time. Writing in to the 

British newspaper The Guardian, John Bale, Emeritus Professor of Sports Science at Keele 

University, observes: 



 

13 

 

The use of the word “sport” has changed historically, but these days it is often felt that 

the need for physical prowess differentiates a sport from a game. Chess, being 

relatively cerebral in comparison with rugby, would be regarded as a game; fishing, 

being relatively passive, might be better classed as a recreation. Games and sports are 

both rule-bound competitive activities in which efficient means of victory are 

sacrificed for less efficient means (e.g., not being able to move a knight diagonally in 

chess, not running in a walking race, not being offside in football). But if physical 

prowess, rule-boundedness and competition are the key characteristics of a sport, why 

isn't ballroom dancing regarded as one? And if the Olympics are games, what are all 

those sports doing in them? Such problems result in others arguing that because 

“sport” seems to cover everything from ice-dance to boxing, it cannot be reduced to 

any essential essences which make it a definable category or group of activities. So the 

answer is probably that sports and games are what you and various institutions 

(usually the media) want them to be. [emphasis added] (Bale, 2011) 

The emphasized portion of Bale’s statement is echoed in the mission statement of the 

OGA, who, along with other e-sports institutions, want e-sports to be seen as “sports”. Given 

the manner in which this terminology has been embraced by traditional sports and other 

networks, it appears the media does as well. Proponents of labeling e-sports as sports defend 

this position by arguing that e-sports “mimic central features of sport, such as interpersonal 

competition, skill training and development, adherence to rules, goal attainment, and some 

involvement of coordination and agility” (Jenny et al., 2017, p. 5), although without a 

component of physicality, e-sports certainly do not meet standard definitions of “sport”, such 

as “a game, competition, or activity needing physical effort [emphasis added] and skill that is 

played or done according to rules, for enjoyment and/or as a job” (Cambridge Dictionary, 

2019) or “an activity involving physical exertion [emphasis added] and skill in which an 

individual or team competes against another or others for entertainment” (Oxford English 

Dictionary, 2019). 

 

A “sport” without a governing body 

Aside from linguistic considerations, the other major point of contention in classifying 

e-sports as “true” sports is the lack of a worldwide governing body (Klöppel, 2019). The 

creation of such a body is complicated by the diverse nature of e-sports, which not only 

includes SSVGs, but also first-person shooter (FPS) games, multiplayer online battle arena 
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(MOBA) games, real time strategy (RTS) games, and massively multi-user online role 

playing games (MMORPG), among others (Griffiths, 2017; Thiel & John, 2018; Wagner, 

2006). All of the various different games that fall under each of these categories operate 

according to the rules established by the game’s developers, the most popular of which are 

Riot Games (League of Legends), Valve (Dota 2, Counter-Strike), and Blizzard Entertainment 

(WarCraft, Overwatch), according to the number of e-sports hours watched in 2017 (Newzoo, 

2018). Therefore, e-sports federations are unable to establish the rules of any given game, and 

as of the time of publication, there is no independent and autonomous e-sports organization 

equipped to represent the entire spectrum of e-sports (Thiel & John, 2018). To put this into 

perspective, classifying e-sports as a single sport category would be similar to classifying all 

sports that use a ball under the single label of “ball sports”, with no single set of unifying 

rules. 

 While the International Olympic Committee (IOC) did recognize e-sports as a “sports 

activity” in 2017 and has allowed it to be a medal event in the 2022 Asian Games, there is no 

indication that e-sports will be included in the Olympics as a medal event anytime soon. The 

reasons for this cited by the IOC include the violent nature of some e-sports games, the 

rapidly-changing and fragmented nature of the industry and the fact that it is primarily 

commercially-driven, while “the sports movement is values-based” (Grohmann, 2018) and the 

IOC itself is “not-for-profit” (Thiel & John, 2018, p. 312). E-sports will have a presence at the 

2024 Olympics in Paris, not as an official sport on the program of events, but as a part of 

supplementary “virtual and connected” activities to “improve fan engagement”, and will only 

include SSVGs of Olympic sports, no other game genres (Morgan, 2019). The inclusion of e-

sports in the Olympics was proposed to the IOC by the International e-Sports Federation 

(IeSF), an organization that is working towards becoming the unifying governing body that e-

sports currently lack.  
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Sportification: blurring the lines between sports, gaming and gambling 

Perhaps the controversy surrounding the labeling of competitive gaming as a sport will 

pass with time, as the e-sports industry matures and the public grows more accustomed to its 

presence in the entertainment landscape. Yet the existing controversy begs the question: why 

was (and is) there so much insistence on using the term “sport” to describe competitive 

gaming? After so many years of usage, the term e-sports is quite entrenched and will likely 

not change. Nevertheless, the collective decision to label e-sports as such is an important one 

that appears to have been intentional and perception-based, for several reasons. 

One, the term “gaming” is frequently used as a euphemism for gambling. While 

gambling has undergone somewhat of an image overhaul in recent years, with broader 

legalization and media coverage (particularly in the United States of America) of events such 

as ESPN’s World Series of Poker (Weinstock, Massura, & Petry, 2013) lending it legitimacy 

and a sort of “rock star” appeal, it is an activity that traditionally conjures primarily negative 

imagery of deviant and/or pathological behavior and that tends to be associated with older 

individuals, although this is rapidly changing. A group of surveyed Canadian youth between 

the ages of 13-18 were generally of the opinion that, although gambling advertisements 

indeed portrayed gambling as a form of “entertainment, an easy way to make money […] and 

a normal everyday activity where winning was likely” (McMullan, Miller, & Perrier, 2012, p. 

843), gamblers were not “cool”, gambling was not “a good way to make money” and 

gambling money did not support “good causes”, believing that “people could get into trouble 

by gambling” (p. 837). However, while they recognized the inextricable link between luck 

and gambling, they did not give it too much importance, suggesting that gambling was 

“becoming more and more like a sport”, an association that cast gambling in an increasingly 

“legitimate, attractive and exciting” light, particularly in the perspective of young males 

(McMullan et al., 2012, p. 842).  

This leads into a second reason why the description of competitive gaming as sport 

appears intentional: the positive image associated with sport. “Sportification” refers to “the 

process of incorporating the logics of sport to non-sporting contexts” (Griffiths, 2017, p. 61), 

such as gambling, which has the intended effect of “sanitizing the negative impressions of 

[the non-sporting context] by connecting them to popular, culturally approved users, uses, and 

ideals” (McMullan & Miller, 2008, p. 243). The sportification process has helped naturalize 

gambling, for example, to the point that it has become difficult for clinicians to distinguish 

between pathological and non-pathological adolescent gamblers “because naturalization has 
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eroded many important cultural benchmarks” used in early age measures of disorder 

(McMullan & Miller, 2008, p. 241). Not only does sportification turn gambling into a normal, 

everyday entertainment activity, the association with sport works to minimize the role luck 

plays in successful gambling and promotes the idea that, like in sports activities, gambling 

skills can be improved through practice and that practice is essentially all that stands between 

a professional player and an amateur player, an idea that has been reinforced by a 

proliferation of online gambling practice sites (Macey & Hamari, 2018b). 

In the case of e-sports, the advantages to sportification are very similar and quite 

obvious. From the perspective of advertisers and sponsors, sportification turns competitive 

gaming into a legitimate cultural platform from which to sell their products, one that 

captivates the attention of an important demographic: young (62% of e-sports viewers are 

under 35) males (71% of e-sports fans) who are otherwise hard to reach through traditional 

television advertising (The Nielsen Company, 2017). From the player’s perspective, framing 

their game playing as a sport might not only provide a boost in self-esteem and perceived 

social status, with athletic ability being considered perhaps the most important criterion 

influencing the “popularity” of male teenagers and young men (Shakib, Veliz, Dunbar, & 

Sabo, 2011), it may also serve to normalize and mask what could otherwise be considered a 

pathological level of gameplay. The excessive practice of physical sports, for example, is 

naturally limited by the body—once the body reaches a point of exhaustion, it must rest and 

recover before the next effort—whereas with e-sports, the amount of play time required to 

reach physical exhaustion may be much greater and perhaps easier to extend with stimulant 

substances.  

This is not to say that traditional athletes are not prone to pathology; in fact, elite 

athletes face particular conditions that may make them more prone than the general 

population to pathologies such as depression, anxiety, and eating disorders (Lebrun & Collins, 

2017), as well as the notorious risk of succumbing to substance use disorder, which “occurs in 

all sports and at most levels of competition” (Brown, 2019, p. 74). Elite athletes may abuse 

substances not just in an effort to boost performance (i.e., using performance enhancement 

drugs), but also as a mechanism to cope with the stress of competition, without any benefit to 

performance (i.e., excessive alcohol consumption or marijuana use). E-sports players also 

reportedly face problems with anxiety and depression (Erzberger, 2018) and the use of 

stimulants to heighten performance is apparently widespread; professional Counter-Strike 

player Kory Friesen, for example, felt so comfortable with what would amount to “doping” in 
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the traditional sports world that he openly stated his team “were all on Adderall” during a 

tournament. Nevertheless, to the author’s knowledge and as of June 2019, no peer-reviewed 

article has investigated the mental health concerns or prevalence of substance abuse among 

professional competitive gamers, although at least one article briefly mentions these issues as 

components that should be addressed as part of a complete, gamer-specific healthcare 

protocol (DiFrancisco-Donoghue, Balentine, Schmidt, & Zwibel, 2019). 

 The paralells between e-sports and gambling do not end at sportification; rather, they 

intersect within a wider recent trend of media convergence “made possible by the Internet, 

mobile communications and networked online communities” (Macey & Hamari, 2018a, p. 2). 

The highly-publicized 1 billion USD revenue figure mentioned in the beginning of this article 

refers to revenue from media rights, advertising, sponsorship, merchandise and tickets, and 

game publisher fees (Newzoo, 2018), but it does not consider revenue generated from the 

thriving e-sports gambling market, where real-money betting is estimated to reach 10 billion 

USD by 2020 (Griffiths, 2017). 

 

Underage gambling and e-sports 

Concern over the intersection of gambling with e-sports goes deeper than the fact that 

bets are being placed on e-sport tournament outcomes in a similar fashion to pre-existing 

betting practices like sportsbook betting and fantasy e-sports (Macey & Hamari, 2018a). The 

advent of in-game purchases and the virtual (and thus infinitely creative) nature of video 

games have opened up brand new and ever-expanding possibilities for gambling and 

“gambling-like” (King, Delfabbro, & Griffiths, 2010) activities unique to e-sports. In-game 

purchases include virtual items to supplement game play, such as “skins” (aesthetic game 

enhancements with or without effects on in-game performance, such as special character 

costumes, weapons or tools), special abilities (enhanced in-game performance) and “loot 

boxes” (packs containing a combination of multiple virtual items), all of which may typically 

be acquired by trading in virtual currency earned through game play or purchased using real 

money.  

Loot boxes are particularly problematic as they contain an unknown, random 

collection of a variety of virtual items whose total value may or may not exceed the cost 

required to open the loot box, very similar to a lottery scratch card (Macey & Hamari, 2018a, 

p. 4). Free-to-play games (games that do not require an initial purchase to play) on social 

networking sites (e.g., Facebook), such as “Farmville”, were the first to utilize loot boxes as a 
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source of revenue, but they have since been adopted by most other game genres, some of 

which have converted from a retail to a free-to-play model, thereby increasing their share of 

potential players and customers of these virtual goods (Hamari, 2015, p. 299). Traditionally, 

the virtual items awarded in loot boxes are aesthetic game enhancements or virtual currency 

allowing for faster game progression, but not items required for game progression. When the 

developers behind Battlefront 2 (which is not free-to-play and costs around 60 USD to 

purchase) decided to make some items required for game progression available only by 

opening randomly-generated loot boxes with no guarantee that the player would receive the 

required object, it created immediate backlash within the gaming community and caught the 

attention of Belgium’s gambling regulators (Macey, 2017). 

The virtual items, particularly skins, obtained through loot boxes can be just as if not 

more problematic, as they can be obtained with either virtual or real-world currency, in-game 

or in a separate marketplace, and can be exchanged for real-world currency or used as 

gambling stakes to bet on professional e-sports matches (Griffiths, 2017; Macey & Hamari, 

2018a). Skins for use in the game Counter-Strike: Global Offensive (CS:GO) have the largest 

market for trading and gambling and can be sold for hundreds to thousands of real US dollars 

on sites like SkinXchange.com, and according to Melbourne and Campbell’s (2015) accounts 

of interviews with industry insiders, there is a “huge problem” with underage skin gambling. 

According to the lead developer of SkinXchange, Justin Carlson, “there are ‘countless’ 

parents whose children have used their credit cards without their knowledge to buy skins and 

bet on gaming on other sites […] some minors have ‘racked up hundreds or thousands of 

dollars in skins on “SkinXchange” just to lose them all on some betting or jackpot site’” 

(Griffiths, 2017, p. 62).  

In 2016, the Valve Corporation (the developers of Counter-Strike) sent cease-and-

desist letters to over 40 underground skin gambling websites after being involved in lawsuits 

against illegal skin marketplaces catering to largely underage audiences (Cohen, 2019), but e-

sports gambling remains unregulated in the United States. Part of the delay owes to the fact 

that traditional sports betting in the United States was only legalized at the federal level in 

2017, so states have been concerned with establishing regulations for that market first (Cohen, 

2019). Another complication in successfully regulating e-sports lies precisely in the difficulty 

of defining whether e-sports are in fact sports at all. If they are sports, they could be included 

in general sports betting regulations, but if they are games, they should be regulated by 

gaming regulations. In Europe, where there is generally a longer history of legal sports and 
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casino betting, a few countries (e.g., the UK, Malta, Spain, Italy, Denmark) have successfully 

defined and regulated e-sports gambling (Evans, 2019), whereas in Asia gambling is restricted 

in many of the larger nations (e.g., Singapore, China, Japan, Vietnam, Indonesia) and e-sports 

regulations focus primarily on preventing match fixing (E-Sports Betting, 2019). 

 

Online and offline gaming pathologies and their relation to e-sports 
 

The DSM-V and Internet Gaming Disorder 

Adding another layer of complexity to the phenomenon of e-sports is what Nielsen 

and Karhulahti (2017) term “the problematic coexistence of ‘Internet Gaming Disorder’ and 

e-sports”. Internet gaming disorder (IGD) was included in the fifth and most recent edition of 

the Diagnostic and Statistical Manual of Mental Disorders (DSM-V) in Section III as a 

condition for further study (American Psychiatric Association, 2013). In China, the 

government has apparently defined Internet gaming as an “addiction” and established a 

treatment protocol for it (American Psychiatric Association, 2013, p. 796), but in the United 

States, and therefore other countries that guide treatment protocols according to the DSM, 

there is no clear consensus regarding the definition and treatment of IGD. 

Currently, gambling disorder is the only non-substance-related disorder proposed for 

inclusion in the substance-related and addictive disorder category of the DSM-V (American 

Psychiatric Association, 2013, p. 796). There are other behavioral addictions that show 

similarities to gambling disorder and substance use disorders, but only one has a large enough 

body of research and a sufficiently high suspected (certainty is precluded due to the lack of a 

standard definition) prevalence rate to be considered for inclusion, which is “the compulsive 

playing of Internet games” (American Psychiatric Association, 2013, p. 796).  

It is important to recall at this point that the general consensus is that “e-sports” refers 

specifically to professional competitive video game play, rather than general video game play. 

Therefore, IGD can present itself in those with no awareness or interest in e-sports. Likewise, 

having an interest in e-sports and competitive gaming is not itself part of the criteria for 

diagnosis of IGD, which are as follows: 

Persistent and recurrent use of the Internet to engage in [nongambling] games, often 

with other players, leading to clinically significant impairment or distress as indicated 

by five (or more) of the following in a 12-month period:  
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1. Preoccupation with Internet games. (The individual thinks about previous gaming 

activity or anticipates playing the next game; Internet gaming becomes the dominant 

activity in daily life). Note: This disorder is distinct from Internet gambling, which is 

included under gambling disorder.  

2. Withdrawal symptoms when Internet gaming is taken away. (These symptoms are 

typically described as irritability, anxiety, or sadness, but there are no physical signs of 

pharmacological withdrawal.)  

3. Tolerance—the need to spend increasing amounts of time engaged in Internet 

games.  

4. Unsuccessful attempts to control the participation in Internet games. 5. Loss of 

interests in previous hobbies and entertainment as a result of, and with the exception 

of, Internet games.  

6. Continued excessive use of Internet games despite knowledge of psychosocial 

problems.  

7. Has deceived family members, therapists, or others regarding the amount of Internet 

gaming.  

8. Use of Internet games to escape or relieve a negative mood (e.g., feelings of 

helplessness, guilt, anxiety).  

9. Has jeopardized or lost a significant relationship, job, or educational or career 

opportunity because of participation in Internet games.  

(American Psychiatric Association, 2013, p. 795-6) 

It is noted that this disorder can present on a scale of severity from mild, moderate to severe 

depending on the extent to which the gaming disrupts normal activities, with those exhibiting 

severe IGD spending more hours on the computer and experiencing “more severe loss of 

relationships or career or school opportunities” (APA, 2013, p. 796).  

 

The ICD-11 and “Gaming Disorder” 

The World Health Organization (World Health Organization, 2019), on the other hand, 

has definitively included “Gaming disorder” in the 11th revision of its International 

Classification of Diseases (ICD-11), describing it as: 

[…] a pattern of persistent or recurrent gaming behaviour (‘digital-gaming’ or video-

gaming’), which may be online (i.e., over the internet) or offline, manifested by: 
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1. impaired control over gaming (e.g., onset, frequency, intensity, duration, 

termination, context); 

2. increasing priority given to gaming to the extent that gaming takes precedence over 

other life interests and daily activities; and 

3. continuation or escalation of gaming despite the occurrence of negative 

consequences. The behaviour pattern is of sufficient severity to result in significant 

impairment in personal, family, social, educational, occupational or other important 

areas of functioning. 

The pattern of gaming behaviour may be continuous or episodic and recurrent. The 

gaming behaviour and other features are normally evident over a period of at least 12 

months in order for a diagnosis to be assigned, although the required duration may be 

shortened if all diagnostic requirements are met and symptoms are severe. 

 

Controversy over diagnostic criteria 

While the DSM-V points to more specific behavioral criteria than the ICD-11, which 

is more succinct, they essentially describe the same central problem, which is the excessive 

use of video games to the detriment of other areas of life. However, many authors have 

contested the diagnostic criteria set forth in the DSM-V for their demonstrated lack of clarity, 

with a major criticism lying precisely in the “Internet” component of the disorder. The DSM-

V description of IGD itself contradicts this description, stating that IGD “most often involves 

specific Internet games, but it could involve non-Internet computerized games as well, 

although these have been less researched” (APA, 2013, p. 796). Researchers have suggested 

substituting the term “Internet gaming disorder” with “video gaming disorder” or simply 

“gaming disorder” to more accurately reflect that excessive gaming can happen with both 

online and offline games (Kuss et al., 2017). 

The DSM-V diagnostic criteria also do not appear to contemplate the reality of e-

sports. Diagnosing IGD in an e-sports player under the DSM-V criteria would be nearly 

impossible, namely due to the difficulty in defining “excessive” gaming when the proposed 

DSM-V diagnostic criteria exclude cases where Internet is used “for required activities in a 

business or profession” (APA, 2013, p. 796). Griffiths (2017), one of the foremost academic 

researchers into issues of behavioral addiction, frames the question this way: “how would one 

categorize a professional video game player making over £100,000 per year playing video 



 

22 

 

games, but was also experiencing social difficulties as a result of excessive video game use?” 

(p. 60). 

 

Specific difficulties in diagnosing professional e-sports players 

To the author’s knowledge, there is no article comparing the number of hours played 

by professional gamers compared to casual gamers, and the data that do exist regarding hours 

of play are self-reported (and therefore subject to inaccuracy for a variety of reasons, e.g., 

social desirability) and do not distinguish between professional and casual gamers. Still, it is 

useful for forming an idea of the gaming landscape. As for the number of hours played by the 

average gamer, the Nielsen 360 Gaming Report for 2014 (The Nielsen Company, 2014) found 

that gamers played for an average of 6 hours per week, a figure that grew to 8.2 hours per 

week in 2017 and that varies depending on the gamer’s preferred game, with fans of FIFA 

playing comparatively little at 5.3 hours per week and fans of Overwatch playing 12.2 hours 

per week (The Nielsen Company, 2017). These numbers are low when compared with the 

typical hours reported for professional e-sports athletes. For example, DiFrancesco-Donoghue 

et al. (2018) conducted a survey of 65 collegiate e-sports “athletes” in the United States who 

reported practicing with their team for up to 10 hours per day before competitions and 3-4 

hours per day otherwise, although many would continue practicing on their own at home. The 

video game developer Riot Games (League of Legends) employs hundreds of professional 

gamers who all practice for around 14 hours per day to stay competitive (Jenny et al., 2017). 

These figures suggest that many e-sports “athletes” spend over half of their day gaming, 

however, this is not considered excessive per IGD criteria because gaming is their profession. 

Griffiths (2017) suggests that, while professional gamers may not be considered to 

have IGD due to their excessive gaming being a “by-product” (p. 60) of their professional 

obligations, if they are gaming in detriment of other areas of their lives, they may be 

considered workaholics, or “addicted to [their] work” (Griffiths, 2011). Workaholics exhibit 

many of the same traits and behaviors as competitive gamers, including being “hyper-

performers” driven by an inner compulsion to work, using work to stop themselves thinking 

about personal or emotional problems (escapism), and showing excessive concern for work to 

the point of neglecting other areas of their lives (Griffiths, 2017).  

However, workaholism is not defined only by the number of hours spent working; if 

an excessive worker (and certainly professional e-sports players could be included in this 

category) derives fulfillment from that work and maintains a balanced emotional and social 
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life in addition to work, they are likely not addicted to work (Griffiths, 2011). Some authors 

even argue that e-sports provide an environment that fosters social interaction and feelings of 

social inclusion (Sublette & Mullan, 2012), both online in gaming communities (University of 

Jyvaeskylae, 2007) and offline interaction with teammates (most professional players are part 

of a team, just as in professional sports) (Rambusch, Jakobsson, & Pargman, 2007; 

Martončik, 2015). Nevertheless, with regard to gaming, studies have found a strong 

correlation between the daily number of hours played and increasing negative consequences, 

including likelihood of developing a gaming pathology (Gentile et al., 2011; Wenzel, Bakken, 

Johansson, Götestam, & Øren, 2009; Sublette & Mullan, 2012). 

 

External influences in the development of behavioral addictions 

Given that workaholics and excessive gamers share certain core traits, could the nature 

of competitive gaming itself act as a “gateway” to workaholism or other behavioral addictions 

like gambling? This kind of possible relationship between gambling and gaming began to be 

investigated over two decades ago (Griffiths, 1991) and continues to be relevant today 

(Macey & Hamari, 2018b). However, the (limited) academic literature has not shown that 

problem gaming could increase the likelihood of developing problem gambling, and vice-

versa (Macey & Hamari, 2018b; Vadlin, Aslund, & Nilsson, 2018), despite problem gamblers 

and gamers sharing similar psychometric profiles (Parker et al., 2013). 

Research into the relationship between problematic gambling and gaming seems to 

have been revitalized with the reclassification of gambling in the DSM-V. Initially, gambling 

was categorized as an “impulse control” disorder in the DSM-IV alongside trichotillomania, 

kleptomania and pyromania, but was recategorized in the DSM-V under a new category for 

“Addiction and Related Disorders” to reflect growing findings that behavioral and substance-

related addictions share similar internal rewards pathways and have similar negative external 

consequences on the addict’s life (Reilly & Smith, 2013); this is the category proposed for 

IGD if it is determined to be definitively included in a future edition of the DSM.  

“Addiction” itself is a problematic term in that it is frequently used in colloquial 

speech—which sometimes manages to find its way into the academic literature—to describe 

behavioral phenomena that have not been found to be true addictions (Starcevic, 2012). This 

is likely due to the fact that the term “addiction” itself suffers from a lack of consensus in its 

definition, including how it differs from “dependence”, with some authors arguing that these 

two terms are in fact synonymous (Sinnott-Armstrong & Pickard, 2013). The construct of 
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behavioral addiction is particularly fraught as it frames any rewarding behavior as a 

potentially addicting one: “In other words, any pleasurable activity performed in excess and 

having some negative consequences would constitute an addiction […] eating, having sex, 

exercising, shopping, working, or even indulging in hobbies” (Starcevic, 2012, p. 16).  

These conceptualizations of addiction align with the more recent, broad definitions of 

addiction, such as the American Society of Addiction Medicine’s definition of addiction: 

“impairment in behavioral control, craving and diminished recognition of significant 

problems with one’s behavior and interpersonal relationships” (Starcevic, 2012, p. 16). Such a 

broad definition paints all “addictions” with the same brush without acknowledging the 

differences between them, which is another of the more common complaints lodged against 

the DSM-V’s conceptualization of IGD and joint categorization of substance and behavioral 

addictions, as each behavior can result from different motivations. In a study of MMORPG 

players, Kuss, Louws, and Wiers (2012) found gaming-related problems to be “associated 

with motives to compete and master the mechanics of the online game, which is quite 

different from what is observed in recognized (i.e., substance-related) addictive disorders” (p. 

483). Framed this way, excessive gaming can be viewed as a trade-off, with the gamer losing 

in some areas in life but gaining in others, such as gaming skill. This can potentially have an 

overall positive benefit on the gamer’s life—particularly if they are or desire to become a 

professional player—and could be somewhat similar to the positive benefits gained from 

dedicating time to any other hobby. The same dynamic does not occur with substance use 

(Kuss et al., 2012). 

 

Specific reasons for concern regarding youth involvement in e-sports  

To summarize what has been discussed thus far, we have explored how the positive 

psychological associations with sport held by society at large may motivate the intentional 

labeling of e-sports as sport. There appears to be a strong push within the industry for the 

swift and universal acceptance of e-sports as legitimate sports with very little concern for 

regulation and protection of vulnerable populations. Problematically, this push has been 

supported not only by the expected commercial sponsors, but also from less expected but 

more “legitimizing” entities like universities. As mentioned previously, many American 

universities have already succeeded in adding e-sports to their athletics programs, offering 

scholarships and student-athlete status to e-sports players just as any traditional athlete would 

receive; Robert Morris University in Pittsburg, for example, offered over 500,000 USD in 
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“athletic” scholarships for gamers, covering 50% of their tuition and 50% of their room and 

board costs (Jenny et al., 2017). Some American high schools have also begun to offer e-

sports to help players carve a pathway to college-level gaming (Jimenez, 2019). We have also 

discussed the addition of IGD to Section III of the DSM-V as a condition for further study 

and how that may impact the perception of e-sports as a positive activity to engage in.   

Given that the majority of budding e-sports professional players and e-sports 

enthusiasts is either children or young adults, there is understandably a degree of concern 

coming from parents, educators and mental health practitioners regarding how to approach 

this phenomenon that is not only occupying a growing portion of young people’s attention, 

but media attention as well. Certainly, parents have paid attention to the news stories about 

gamers dying after gaming for up to three days in a row without sleeping (Aldersley, 2019; 

Guarino, 2017; Ruddick, 2015), with the death of a 17-year-old gamer being attributed to a 

thrombosis from lack of adequate movement (McCrum, 2015). Their children, however, are 

more likely to pay attention to the stories about the tournament prizes worth millions 

(Hallmann & Giel, 2018) and gamers earning money (Chillerón, 2019; Ferro, 2019; Tomé, 

2018) from an activity they already enjoy doing for free.  

With all of the emerging pathways to professional gaming that currently exist, parents 

and clinicians may be unsure how to address e-sports when young people demonstrate an 

interest in them, namely whether this interest should be encouraged, discouraged, or 

something in between. Some arguments in favor of e-sports participation are that playing 

video games can enhance creativity, problem-solving skills, spatial skills, reaction time, 

attention, memory, global cognition (Jenny et al., 2017) and other mental skills that are also 

valuable in other professional settings (Himmelstein, Liu, & Shapiro, 2017; Griffiths, 2015). 

Furthermore, as mentioned earlier, some e-sports games can also encourage prosocial 

behavior and provide players with enjoyment, feelings of achievement, friendship, and a 

sense of community (Sublette & Mullan, 2012). A few studies have even sought to investigate 

concerns that e-sports encourage a sedentary lifestyle, finding that most elite e-sports 

“athletes” were getting more than the recommended levels of daily physical activity, not just 

to maintain their health, but to improve their competitive performance (Kari & Karhulahti, 

2016), although (as with the general population) they would benefit from more and more 

frequent (avoiding prolonged periods of sitting) physical activity (DiFrancisco-Donoghue et 

al., 2019, p. 3). Some authors argue that encouraging the development of e-sports could 

eventually lead to “bridg[ing] the gap between sedentary activities and physical sport through 
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motion-based video gaming” (Jenny et al., 2017, p.3), while still others have found that 

playing SSVGs predicted increased involvement in real-life sports (Adachi & Willoughby, 

2016). 

With regard to the likelihood of developing IGD through participation in e-sports, the 

literature has suggested a prevalence of IGD around 1-10% of sampled populations, although 

only a few of these samples were nationally representative and most were self-selected 

(Griffiths, Kuss, & Pontes, 2016). If accurate, these rates would be significantly higher than 

reported rates of the only other non-substance-related disorder listed in the DSM-V, gambling 

disorder, which has a prevalence of 0.2-0.3% of the general population (American Psychiatric 

Association, 2013, p. 587). The DSM-V notes, however, that they consider the prevalence to 

be “unclear due to the varying questionnaires, criteria, and thresholds employed, but it seems 

to be highest in Asian countries and in male adolescents 12-20 years of age” (American 

Psychiatric Association, 2013, p. 797). What causes addiction has been and continues to be a 

hotly debated topic in the academic literature, and IGD is not excluded from this debate. 

While some authors argue that the possibility of becoming a professional e-sports player 

might serve as a motivational “carrot” compelling gamers to play for more hours, thus 

increasing the likelihood of developing a gaming problem (Kuss et al., 2012), others argue 

that, despite these idiosyncrasies, all addictions “share more commonalities than differences 

(i.e., salience, mood modification, tolerance and withdrawal symptoms, conflict, and relapse), 

and that these commonalities most likely reflect a common etiology for addictive behavior” 

(Griffiths, Király, Pontes, & Demetrovics, 2015, p. 5). In other words, perhaps like addictions 

to gambling and drinking, video games and e-sports themselves do not cause the addiction, 

rather, addiction develops in those with a predisposition to it.  

Unlike cigarettes, alcohol, and gambling, however, video games are often seen as a 

harmless pastime that caretakers often willingly expose children to at a young age. Holden, 

Kaburakis, and Rodenberg (2018) caution that this may be misguided: 

Brain imaging research findings show that stimulating the brain via screens and 

gaming is as [dopamine activating] as sex, gambling and addictive substances, by 

flooding the brain’s pleasure centre with multiple stimuli. A growing number of 

clinical research studies correlate screens and gaming abuse and overuse with 

disorders like attention deficit hyperactivity disorder, addiction, anxiety, depression, 

increased aggression and psychosis […] Further, recent magnetic resonance imagings 
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[…] show that excessive screen and gaming exposure can neurologically damage a 

young person’s developing brain similarly to cocaine addiction. (p. 830-831) 

This argument lies at the intersection of biology and psychology but is largely ignored in the 

academic literature on e-sports, which suffers from a lack of input from the field of human 

medicine. The fact that IGD has “been associated with various comorbid disorders, including 

(i) attention deficit hyperactivity disorder, (ii) symptoms of generalized anxiety disorder, 

panic disorder, depression and social phobia, as well as (iii) various psychosomatic 

symptoms” (Griffiths et al., 2015) underscores the need to establish to what extent the 

physical medium of video games could provoke lasting changes to the brain. While Kuss et 

al. (2017) note that the average age of gamers is 37 and therefore insist that more focus be 

placed on adult gaming populations, we contend that more focus needs to be placed on the 

effects of the e-sports industry on children and emerging adults, whose brains are still 

developing and who are the ones  who stand to be most impacted by e-sports as the future 

professionals of the industry. Indeed, some e-sports professionals have hardly become adults 

by the time they retire from the “sport”, sometimes at the age of 19 (Holden et al., 2018). 

 

Final thoughts and areas for further study 

Similar to professional athletes in traditional sports, only a very small number of 

gamers actually reach the professional level (Griffiths, 2017, p. 60). E-sports as an industry 

moves large amounts of money to serve a multitude of interested commercial parties while 

placing adolescents and emerging adults at center stage. Professional e-sports players are 

young, often in their early 20s, but sometimes as young as 13 (ESPN Stats & Info, 2017), and 

dedicate hours upon hours of their days to practicing their “sport”, which is carried out in an 

electronic medium shown to have neurobiological consequences similar to consuming cocaine 

(Holden et al., 2018). Many of the “athletes” praise gaming and e-sports for providing them 

with not only their livelihoods, but with social connection and entertainment (Sublette & 

Mullan, 2012). For the small minority who are professional e-sports players, it may very well 

be true that the trade-offs they made were worth it. There is no peer-reviewed literature 

regarding gamers who have unsuccessfully pursued a professional career and the 

consequences (if any) they have suffered as a result. The latter population might be of interest 

for studying the influence of motivation in problematic gaming, as perhaps the lack of 

external barriers to breaking into professional gaming beyond one’s own dedication to the 

game might delay giving up on professional ambitions and encourage excessive gaming. 
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There is a serious lack of consensus regarding the definition of IGD (or any of the 

other denominations applied to similar phenomena), primarily due to the overall lack of 

research into the physical and psychological effects that modern gaming has on the 

developing minds of children, adolescents and emerging adults, not to mention the effects the 

e-sports industry has on this population. Given this reality, the swiftness with which many 

institutions, including universities, professional sports teams, and even governments (Malta 

Independent, 2019) have embraced and promoted e-sports is striking.  

Moving forward, academics will have to address the apparent fact that the 

“[p]rofessionalization of e-sports has in many ways legitimized excessive consumption of an 

activity that was long thought to be best consumed in moderation” (Holden et al., 2018, p. 

830), and clinicians will have to contend with the after effects. Further research into the 

immediate and long-term effects of gaming on physical and psychological development is 

needed to devise better guidelines for diagnosing situations of pathological gaming, ideally 

considering the added pressures and motives imposed by e-sports. 
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Abstract 

As the professional playing of video games, or “e-sports” (or “esports”), expands as an industry, 

attracting the attention and participation of children, adolescents and young adults around the 

world, concerns arise as to whether this activity should be promoted among young people to 

the same extent and in the same manner as traditional sports given that it may not provide the 

same benefits as the latter and, furthermore, possibly be related with negative physical and 

psychological outcomes among players and spectators. This article explores to what extent 

pathological play may be present among Portuguese emerging adult (between 18-25 years old) 

“gamers” (video game players), presenting the findings of a questionnaire administered online 

to a non-randomized, self-selected sample who self-identify as gamers or fans of video games. 

In addition to questions of a sociodemographic nature, the questionnaire includes three 

psychological instruments to measure pathology: the Internet Addiction Test (IAT), the DSM-

IV-MR-J and a reduced version of the Toulouse Coping Scale (TCS-r), all previously validated 

for the Portuguese population. Our results indicate that this population demonstrates greater 

risk of developing Internet addiction, a finding that parents, educators and clinicians should 

take into consideration when evaluating the participation of young people in e-sports- and 

online gaming-related activities. 

 

Keywords: e-sports, Internet addiction, coping skills, youth gambling, video games 
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Introduction 

Modern video games have become a staple of mainstream entertainment for both 

players and spectators (Entertainment Software Association, 2018). Research into problematic 

behavior associated with playing virtual games and the potential risk they pose to youth has 

been carried out since at least the spread of arcade games in the 1980s (Soper & Miller, 

1983), enjoying a new wave of research in the 1990s with the emergence of in-home consoles 

(Funk, 1993), and again at the turn of the 20th century with online gaming (Griffiths, 2015). 

Over the past few years, a new area of research is emerging, this time on the rapidly-evolving 

e-sports industry. 

“If you are not a male between the ages of 15 and 25,” Segal (2014, para. 6) writes, 

“the odds are good that you have never heard of e-sports”. Indeed, e-sports and e-sports 

spectatorship are relatively new phenomena that have only captured broader public attention 

within the past decade (British Esports Association, 2016). Loosely defined as professional 

video game playing, e-sports (“electronic sports”) continue to grow in popularity year after 

year and are increasingly being welcomed into the realm of traditional sports by industry 

stakeholders (Pizzo, et al., 2018). Traditional sports organizations around the world are 

developing e-sports divisions and teams, e-sports competitions are being covered by major 

sports networks alongside new networks exclusively dedicated to e-sports, traditional leagues 

are organizing e-sports teams and universities are recognizing e-sports as varsity athletics and 

allowing university teams to participate in interuniversity leagues. This interest in promoting 

e-sports is largely driven by commercial interests, with global e-sports revenues predicted to 

exceed 1 billion USD (roughly 980 million EUR) for the first time in 2019 (Russ, 2019) and 

real money betting on e-sports estimated to reach 10 billion USD by 2020 (Griffiths, 2017).   

The majority of e-sports players and enthusiasts are quite young, with professional e-

sports players often aged in their early 20s, but sometimes as young as 13 (ESPN Stats & 

Info, 2017) and retiring as early as 19 (Holden, Kaburakis, & Rodenberg, 2018). Professional 

gaming as a potential career path may appeal to young people as it implies receiving 

compensation for doing an activity they already enjoy doing for free. Similar to elite 

traditional sports, a very small percentage of hopeful players are actually able to turn 

professional (Griffiths, 2017), but unlike traditional sports, entry into elite e-sports presents 

relatively few barriers. This may serve as another factor of attraction: no qualifications, 

academic or otherwise, are required to reach the top echelons, and it is easier than ever before 

for amateurs to access tournaments with cash prizes on websites like Gfinity, which hosts 
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“daily esports competitions and awards almost $50,000 in prize money each month” (Jenny et 

al., 2017, p. 2). 

These potential earnings combined with the notion that all that stands between a 

professional player and an amateur player is practice, similar to traditional sports but without 

the physical limitations, has led some authors to consider whether e-sports might encourage 

excessive play and thus foster the development of pathological gaming disorders, similar to 

gambling disorders (Griffiths, 2017; Macey & Hamari, 2018b; Nielsen & Karhulahti, 2017). 

In fact, scholars refer to a “convergence” of gaming and gambling, with online gambling 

websites increasingly offering free “practice” games and video games featuring in-game 

currencies and “loot boxes” containing unknown decorative items that can be sold or traded 

on third-party websites for large sums of money (Macey & Hamari, 2018b). Over the past few 

decades, gambling and (more recently) video games, have both undergone a process that 

scholars have referred to as “sportification” (Lopez-Gonzalez & Griffiths, 2016), by which 

they have been transformed into normalized entertainment activities. For video games, the 

sportification process is made all too obvious by the term “e-sports”, which remains 

controversial given the inherent lack of physicality in video gaming (Jenny et al., 2017). The 

association with sport has a positive effect on both industries. In the case of gambling, it 

minimizes the role of luck in winning and encourages the idea that practice can make one a 

better gambler. In the case of e-sports, sportification turns competitive gaming into a 

legitimate cultural platform from which advertisers and sponsors can sell their products, one 

that captivates the attention of an important demographic: young (62% of e-sports viewers are 

under 35) males (71% of e-sports fans are male) who are otherwise hard to reach through 

traditional television advertising (The Nielsen Company, 2017). Furthermore, from the 

perspective of the player, perceiving their activity as a “sport” may make it even more 

attractive, given that “athletic” ability is one of the most important criteria influencing the 

“popularity” of male teenagers and young men (Shakib, Veliz, Dunbar, & Sabo, 2011). 

However, from the perspective of the clinician, sportification can make diagnosing 

pathological gaming behavior more difficult “because naturalization has eroded many 

important cultural benchmarks” used in early age measures of disorder (McMullan & Miller, 

2008, p. 241). 
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The specific case of e-sports in Portugal 

E-sports may present a particularly enticing opportunity for young people in the 

author’s home country of Portugal, where one of the top professional players, Ricardo “Fox” 

Pacheco, is reported to earn between 11 and 17 times the minimum salary of 700€ per month 

(Cruz, 2016). Another player, Gonçalo “Rastaartur” Pinto, is 19 and earned around €1600 per 

month in 2018 as a professional e-sports player for Sporting CP, one of the top three 

professional football clubs in Portugal (Ferro, 2018). However, even more modest earnings 

could present an appealing prospect for young people in a country that is still recovering from 

the effects of the 2008 economic crisis, where youth unemployment (workers between the 

ages of 15 and 24) is improving but still stands at 16.5%, above the European average 

(Martins, 2019). In reality, very few players are able to make a living off of e-sports, but for 

some, the simple possibility may be motivation enough to pursue e-sports as a career.  

Portuguese universities do not currently offer scholarships for e-sports (although, 

unlike the United States, very few offer athletic scholarships at all), but they do allow students 

to represent them through competition in e-sports leagues, such as the E-University League, 

which (as of May 2019) includes teams from 75 Portuguese universities and faculties, and the 

Europe-wide University Esports Masters.  

Other Portuguese institutions are supporting youth involvement in e-sports, including 

the Portuguese Football Federation (Federação Portuguesa de Futebol—FPF), which 

developed an e-sports division in 2017 to provide improved conditions for players (of the 

game FIFA, specifically) to develop their skills, namely by creating competitions with prize 

money awards (FPF eSports, 2019). The first professional football club to add e-sports to their 

roster of sport disciplines was Sporting CP, and since then dozens of other clubs have 

followed suit (FPF registered a three- to four-fold increase in registered teams during the 

2017/2018 season [Lourinho, 2018]), including first division clubs such as SC Braga, 

Boavista FC, CD Tondela, FC Paços de Ferreira and Vitória de Guimarães. However, 

Portugal’s top two professional clubs, FC Porto and SL Benfica, are notably absent.  

For a relatively small country with an e-sports industry that is still in the early stages 

of professionalization, Portugal has had moderate success in e-sports competitions. At the 

university level, in 2018 the Faculty of Engineering of the University of Porto (FEUP) took 

second place in the worldwide university League of Legends competition, the International 

College Cup (E-University League, 2018). At the professional level, in 2018 Gonçalo 

“Rastaartur” Pinto was ranked as the 11th best FIFA 19 player in the world (Ferro, 2018) and 
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the collective tournament earnings of Portuguese players currently places the country in 34th 

place (of 111) for 2019 (as of June 2019) (Esports Earnings, 2019). Portugal has also hosted 

some international tournaments, with the largest being the MOCHE XL ESPORTS 

tournament. The 2019 edition of this tournament took place on June 15 and 16 for a live 

audience of over 20,000 in-person spectators and 1 million spectators watching the online 

stream of the event, and the cash prize of 75,000 USD attracted some of the top-ranked teams 

in the world for the game Counter-Strike: Global Offensive (CS:GO) (Parreira, 2019). 

As is the case in all other countries where they are present, in Portugal, e-sports 

represent an enticing opportunity for brands to promote their products. The director of 

marketing for FPF, Nuno Moura, describes the e-sports industry as a “pearl” with excellent 

return on investment, particularly since it is still a market in consolidation requiring 

comparatively smaller investments, calling this the sweet spot for perceptive brands to begin 

actively participating in the world of virtual competitions (Lourinho, 2018, para. 5-6). Aside 

from brand investment, e-sports also have a positive economic impact for those involved in 

the sector, such as the photographers, writers and other content creators who cover e-sports 

events, as well as players who capitalize on the growing interest in e-sports by streaming 

(online transmission of live video) their gameplay on Twitch or posting edited videos on 

YouTube, which can bring in revenue based on the number of viewers (Gomes, 2019).  

These positive aspects of e-sports have led the governments of some countries, such as 

Denmark (Lace, 2019) and Malta (Malta Independent, 2019), to propose national 

development plans for the industry that would not only help develop talent, create jobs and 

expand commercial interests relating to e-sports, but also create regulations and gaming 

communities to make gaming safer. Denmark’s proposal, for example, also recognizes that e-

sports raise some concerns with regard to the mental and physical health of players, 

particularly given that most of them are very young, and that since relatively little is known 

about these issues, the newly-created panel for e-sports would pay special attention to them 

(Lace, 2019). Portugal, on the other hand, has not yet created any legislation regarding e-

sports, but it did introduce online gambling regulations in 2015 (Alves, 2018).  
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Psychological health concerns surrounding e-sports 

 E-sports have raised a number of concerns in terms of the possible detrimental effects 

they may have on players, many of which are compounded by the young age of the majority 

of professional players. At a basic level, some researchers are concerned that e-sports have 

transformed the activity of video gaming, once considered purely a leisure activity, into a 

work activity, or an activity driven by extrinsic benefits (Seo & Jung, 2016). This implies not 

only the loss of a theoretically stress-relieving activity, but the acquisition of a stress-inducing 

activity, furthermore at an age when many players may not yet have the maturity to cope with 

the demands of a profession, such as adhering to schedules, resolving conflict in a 

professional and independent manner and understanding work contracts (Laneiro, Ribeiro, & 

Cirino, 2019). Players who leave school to pursue a professional career may also find 

themselves socially isolated, not only from their peers as they practice for long hours each 

day, but also from their families, in the case of those who move to live in a team training 

house (Laneiro et al., 2019). 

 There are also the concerns that have long existed regarding the “addictive” nature of 

videogames, which have included play elements designed to “hook” players since the days of 

coin-operated arcade machines (Soper & Miller, 1983; Fisher, 1994). Recently, functional 

magnetic resonance imaging studies have shown that excessive screen and gaming exposure 

have an effect on young people’s brains that is similar to cocaine addiction (Holden, 

Kaburakis, & Rodenberg, 2018) and activate the same dopaminergic pathways as other 

addiction disorders (Kuss & Griffiths, 2012).  The fact that e-sports have turned video gaming 

into a profession for a small majority has also raised concerns about workaholism (Griffiths, 

2017) and other behavioral addictions such as gambling (Macey & Hamari, 2018) and internet 

addiction (Ryding & Kaye, 2018).  

 The relationship between these various disorders (or lack thereof) is an ongoing debate 

in the literature. While typically the term “addiction” has been used in relation to substance 

abuse disorders, the most recent (fifth) edition of the Diagnostic and Statistical Manual of 

Mental Disorders (DSM-V; American Psychiatric Association, 2013) re-classified “gambling 

disorder” as an addiction disorder rather than an impulse control disorder as in past editions, 

making way for the classification of so-called “behavioral addictions” (Griffiths & Pontes, 

2014). This has led a few authors to question whether or not certain behavioral addictions 

could, like addictions to chemical substances, serve as “gateways” to other behavioral 

addictions. The relationship between video gaming and gambling in particular has received a 
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lot of attention given the structural similarities between video gaming and electronic 

gambling, the social benefits enjoyed by successful gamers and false perceptions of control 

(Macey & Hamari, 2018b).  

 In a recent study on the relationship between gaming, gambling and e-sports 

spectatorship, Macey and Hamari (2018b) found that increased consumption of video games 

was positively associated with game addiction and video game-related gambling, but game 

addiction was negatively correlated with video game-related gambling and problem gambling. 

This would indicate the existence of a mechanism that reduces the appeal of gambling for 

heavy gamers. However, this was not the case for e-sports spectators, as they found that 

increased consumption of e-sports demonstrated a strong, positive association with increased 

participation in online and video game-related gambling and a moderate, positive association 

with potential for problematic gambling behavior. These findings indicate that video gaming 

in itself does not act as a “developmental pathway” to gambling, but it may serve as a 

“vehicle” to fulfill gambling needs (Macey & Hamari, 2018b, p. 350-351).  

 This is similar to the arguments that have been made regarding internet addiction (IA) 

and other addictions in which the Internet is used as as the vehicle to their fulfillment, but is 

not actually the object of the addiction. Griffiths (1999; 2018) has written extensively on the 

distinction between IA and other technological addictions, such as Internet Gaming Disorder 

(IGD), which was included in Section III of the DSM-V (American Psychiatric Association, 

2013) as a “Condition for Further Study” before inclusion in the definitive text (confusingly, 

the characterization of IGD in the DSM-V states that it also applies to offline gaming), noting 

that IA is now a “misnomer”: “Individuals addicted to online gaming, online gambling, online 

sex, or online shopping are not Internet addicts. They are gambling addicts, gaming addicts, 

sex addicts, or shopping addicts that are using the medium of the Internet to engage in their 

addictive behavior” (2018, p. 234). Only very specific activities, such as engaging in social 

media, Internet forums and similar platforms that do not and cannot exist outside the Internet 

might be considered indicators of pure IA when used to excess. 

It is for these reasons that the motivations driving media (computer games, Internet, 

smartphone use, etc.) consumption become relevant, as studies have suggested that 

“individual characteristics and use motives are significant predictors of media addiction”, and 

the interaction between these may intensify the addiction (Khang, Kim & Kim, 2013, p. 

2417). If individuals are engaging in excessive media use as a means of escapism (to avoid 

real-world problems), this is particularly predictive of the development of negative 
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psychological symptoms (Chang & Lin, 2019). This type of behavior could be linked to an 

individual’s preferred method of coping, which refers to the cognitive or behavioral strategies 

one uses to control or diminish the internal imbalance provoked by internal or external 

stressors (Nunes, Hipólito, Brites & Pires, 2014). To explore some of these issues, the present 

study seeks to investigate to what extent self-identified “gamers” in Portugal demonstrate 

traits of internet addiction, gambling disorder and coping strategies of problem avoidance or 

distraction, as well as the relationship, if any, between these. To determine some aspects 

potentially driving their motivation to play, we also asked respondents about their current and 

planned educational and career achievements, as well as how they viewed themselves as 

gamers.  

Method 

This study was exploratory and quantitative in nature.  

Sample 

 The sample used was a self-selected sample of convenience collected between July 

and August 2019, with a total size of N = 106 valid responses, and was limited to emerging 

adults (Arnett, 2000) between the ages of 18-25, given the particular relevance of this age 

group for this subject matter, with the average respondent age being 21.48 years (SD = 2.27). 

The sample was 20.8% female (N = 22) and 79.2% male (N = 84) and all respondents were 

Portuguese, with 5 respondents (4.7%) noting that they were Luso-Brazilian (i.e., dual 

citizens of Portugal and Brazil).  

In terms of education levels, 8.5% of respondents had completed the 9th grade, 38.7% 

had completed the 12th grade, 16% had completed a vocational degree, 32.1% had completed 

an undergraduate degree and 4.1% had completed a master’s degree. 64.2% reported currently 

being students, largely undertaking courses in areas of science and technology. Most 

respondents planned to complete a higher education degree, namely, an undergraduate degree 

(31.1%), a master’s degree (37.7%) or a PhD (9.4%).  

With regards to work, only 34.9% of respondents reported currently working. The 

types of jobs held by these respondents were somewhat varied, but mostly vocational (23.5%) 

or service-based (20.6%) in nature. Of those not working, many expressed a desire to work in 

areas related with IT and other STEM (Science, Technology, Engineering, Mathematics) 

(26.3%) and Arts and Humanities (such as architecture and languages) (22.8%), with others 

wanting to work in the e-sports industry (two as professional players) (10.5%) and in the 
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game development and multimedia industries (12.3%). Generally speaking, respondents were 

very interested in technology-and arts-related careers. 

As for respondents’ home and personal lives, most lived with their father (56.6%) and 

mother (70.8%), while few lived alone (5.7%) and others lived with a romantic partner or 

housemate (21.7%). A little over half of respondents reported being in a relationship (54.7%) 

for an average of 3.87 years and most reported high satisfaction with the relationship (62.9% 

rated it a 5 on a scale of 1 through 5). 

Regarding attitudes and behaviors toward gaming, the overwhelming majority of 

respondents identified as “leisure” gamers (82.1%), while seven respondents (6.6%) identified 

as professional gamers and a few (11.3%) identified themselves as somewhere in between 

(competitive, but not professional). 77.4% of respondents reported playing video games every 

day for an average of 4.01 hours (with a range between 1 and 14 hours) and 41.5% reported 

watching others play every day for an average of 1.27 hours (with a range between 0 and 10 

hours). Regarding the longest continuous period spent gaming, 3 respondents reported playing 

for 48 hours consecutively, with 64.15% of respondents reporting having played for over 10 

hours straight. As for the longest continuous period spent watching others playing, 1 

respondent reported watching for 24 consecutive hours, with 10.38% of respondents reporting 

having watched for over 10 hours. 

 

Instruments 

A sociodemographic survey was applied prior to the psychometric instruments in 

order to better characterize the sample, described above. Following the sociodemographic 

survey, three psychometric instruments were applied: 1) the Internet Addiction Test (IAT), 2) 

the DSM-IV-Multiple Response-Juvenile (DSM-IV-MR-J) test, and 3) the Toulouse Coping 

Scale – Reduced (TCS-R). All of these instruments have been adapted and validated for the 

Portuguese population (respectively, Pontes, Patrão & Griffiths, 2014; Calado, Alexandre & 

Griffiths, 2016; Nunes, et al., 2014).  

The IAT was first developed by Young (1998) by adapting the criteria of the 

Diagnostic and Statistical Manual of Mental Disorders 4th Edition (DSM-IV) for pathological 

gambling, as this “was viewed as most akin to the pathological nature of Internet use” (p. 

237). It evolved to assume its ultimate, psychometrically-validated form: a 20-question, self-

reported, six-point (0 = “does not apply”, 1 = “rarely”, 2 = “occasionally”, 3 = “frequently”, 4 

= “often”, 5 = “always”) Likert scale questionnaire. The sum of the Likert scale responses 
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provides a total score for the test, which can then be used to classify the respondent’s 

addictive behavior as mild, moderate or severe, with suggested cut-off points at 0-30 

(normal), 31-49 (mild), 50-79 (moderate) and 80-100 (severe) (Young, 2011). In applying the 

IAT to a Portuguese population, the data collected by Pontes et al. (2014) had a Cronbach’s 

alpha of .90. The data collected from our application of the IAT demonstrated high internal 

reliability at α = .90. The DSM-IV-MR-J instrument is a psychometrically validated tool that 

has been widely used to assess levels of pathological gambling in young people. It was 

developed by Fisher (2000) for use in non-clinical settings, i.e., settings where confidentiality 

may not exist. Therefore, whereas in a clinical setting a yes/no response would be sufficient 

for determining pathology, the DSM-IV-MR-J provides respondents with four possible 

responses (“never”, “once or twice”, “sometimes”, and “often”) that carry different values in 

terms of scoring (item 2, however, is a “yes/no” question).  A response of “often” on items 1 

and 3 represents a “yes” answer. A response of “yes” on item 2 represents “yes”. A response 

of “sometimes” or “often” on items 4 and 5 represents “yes”. A response of “more than half 

the time” or “every time” on item 6 represents a “yes”. A response of “once or twice”, 

“sometimes” or “often” on items 7, 8, and 9 represents a “yes” answer. If a respondent scores 

four or more “yes” answers, they may be classified as “problem gamblers” (Fisher, 2000, p. 

262). The internal reliability of the Calado et al. (2016) study as assessed by the Cronbach’s 

alpha was α = 0.72. Our application of the instrument resulted in data with an internal 

reliability of α = .937.  

 

The TCS-R was developed by Nunes et al. (2014) as a more concise alternative to the 

original 54 question Toulouse Coping Scale developed by Esparbès, Sordes-Ader and Tap 

(1993). After adapting the original scale to the Portuguese population, Nunes et al. (2014) saw 

the need for a shorter scale, ultimately using 18 items from the TCS to form the TCS-R. The 

items are distributed across the five “strategy” categories of Control (items 1, 6, 9, 15, 18), 

Refusal (items 10, 11, 12, 16), Conversion (items 4, 5, 14), Social Support (items, 7, 8, 13), 

and Distraction (items 2, 3, 17), which refer to the subject’s preferred coping strategy. It is 

scored on a five-point Likert scale (where 1 is “never” and 5 is “very often”). Nunes et al. 

(2014) state that the instrument is scored according to the respondent’s mean score in each of 

the five categories, where higher scores reflect the respondent’s predominant coping strategy. 

The internal reliability of the Nunes et al. (2014) study as assessed by the Cronbach’s alpha 
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was .70. Our application of the instrument resulted in data with an internal reliability of α = 

.81. 

Procedures 

Data being collected through a self-selected and self-reported questionnaire in the 

Portuguese language posted in Portuguese e-sports- and video game-related Facebook groups 

(a list of the groups questioned and the posted text requesting participation are included in 

Appendix 1 and 2, respectively). Participants were informed of the general nature of the study 

and assured that their responses would be anonymous and confidential. The study protocol 

followed had received the prior approval of the Ethics Commission of the University of Trás-

os-Montes and Alto Douro. 

 

Statistical analysis 

 The Statistical Package for the Social Sciences (SPSS) version 26 was used for the 

statistical analysis of the data. Incomplete and non-conforming questionnaires were identified 

and removed from the analysis, including 1 blank questionnaire and 12 questionnaires 

completed by respondents not aged between 18-25. Descriptive analyses were performed to 

find frequencies and means, as well as bivariate correlations and a multivariate analysis of 

variance (MANOVA). 

 

Hypotheses 

As stated, the primary aim of this study to investigate the scores of self-identified 

gamers in Portugal on the IAT, the DSM-IV-MR-J, and the TCS-R, comparing these to the 

scores obtained in the validation studies and investigating the relationship, should any exist, 

between these. Secondary aims include gaining an understanding of the total time this 

population spends playing and watching others play video games, their perceptions of video 

gaming and e-sports as potential professions, and their current and prospective levels of 

education. 

Based on the literature, we have formulated the following hypotheses: 

H1. Positive association between typical daily hours spent gaming and degree of IA 

and between maximum continuous hours played and degree of IA. 

H2. Positive association between hours spent gaming and/or total IAT score and 

Distraction coping mechanisms. 
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H3. Positive association between hours spent watching others play and gambling 

disorder. 

H4. Negative association between hours spent playing and relationship satisfaction. 

 

Results 

IAT 

   

The mean IAT score for our sample was 44.35 (SD = 4.22), indicating that the average 

respondent had at least a mild form of IAT according to Young’s (2011) most recent scale. 

The breakdown of results per score category is presented in Table 1 below. 

 

Table 1 

Frequency of Levels of IAT (N = 106) 

Level of IAT Frequency % 

Normal (0-30 points) 15 14.2 

Mild (31-49 points) 60 56.6 

Moderate (50-79 points) 28 26.4 

Severe (80-100 points) 3 2.8 

Note. IAT = Internet Addiction Test. 

 

DSM-IV-MRJ 

Scores were classified according to the number of “yes” responses given, where 0 to 1 

“yes” responses indicate social gambling, 2 to 3 indicating at-risk gambling and 4 or more 

indicating problem gambling.  

 The mean score across respondents was quite low, at 0.6038, suggesting most 

respondents were not problematic gamblers. Indeed, 89.62% of respondents scored from 0 to 

1, while only 6.60% scored from 2 to 3 and 3.77% scored above a 4.  

 

Toulouse Coping Scale–Reduced 

In our sample, the most frequent coping mechanism types were, in order, Control, 

Distraction, Social Support, Conversion and Refusal (Table 2). The mean scores for each 

mechanism were: Control, 3.84 (SD = .80); Refusal, 2.3 (SD = .83); Conversion, 2.23 (SD = 

.95); Social Support, 2.97 (SD = .96); and Distraction, 2.92 (SD = .92). 
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Table 2 

Mean TCS scores per mechanism type 

 TCS 

Control 

TCS 

Refusal 

TCS 

Conversion 

TCS Social 

Support 

TCS 

Distraction 

Mean 3.84 2.30 2.23 2.97 2.92 

SD .80 .83 .95 .96 .92 

Note. TCS = Toulouse Coping Scale; SD = Standard Deviation. 

 

Inter-dimensional associations 

H1: Positive association between typical daily hours spent gaming and degree of IA 

and between maximum continuous hours played and degree of IA. 

Table 3 demonstrates the relationship between total IAT score and time spent playing 

video games as observed using Pearson’s Correlation Coefficient. 

A small positive association was observed between total IAT score and hours spent 

playing video games on a typical day (r = .196; p < 0.05). 

 

Table 3 

Association between total IAT score and hours spent gaming 

  Hours spent 

playing video 

games on a 

typical day. 

Longest 

continuous period 

spent playing 

videogames. 

Total IAT Score  .196* .134 

*. Correlation is significant at the 0.05 level (2-tailed). 

Note. Mean hours spent playing video games on a typical day was 4.01 (SD = 2.603), with a range of 1 to 

14 hours; mean longest continuous period spent playing video games was 13.05 (SD = 8.815) with a range 

of 2 to 48 hours. 

 

H2: Positive association between hours spent gaming and/or total IAT score and 

Distraction coping mechanisms. 

No statistically significant correlations were found between either total IAT score or 

hours spent gaming with the Distraction coping mechanism. However, statistically significant 

correlations were found between total IAT score and Control (r = -.248, p < 0.05), Refusal (r 
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= .236, p < 0.05) and Conversion (r = .210, p < 0.05) coping mechanisms, as well as between 

typical daily hours spent gaming and Control (r = -.319, p < 0.01) and Social Support (r = -

.280, p < 0.01) mechanisms. Various statistically significant relationships were also found 

between mechanisms, such as between Control and Social Support (r = .586, p < 0.01), 

Refusal and Conversion (r = .430, p < 0.01), Refusal and Distraction (r = .554, p < 0.01), 

Conversion and Distraction (r = .293, p < 0.01) and Social Support and Distraction (r = .315, 

p < 0.01). 

The relationships between these dimensions is shown in Table 4, observed using 

Pearson’s Correlation Coefficient. 

 

Table 4 

Association between total IAT score and TCS coping mechanisms 

 1 2 3 4 5 6 7 

1. Total IAT 

Score 

 
1       

2. Hours […] 

typical day.a 

 
.196* 1      

3. TCS 

MeanControl 

 
-.248* -.319** 1     

4. TCS 

MeanRefusal 

 
.236* .140 -.004 1    

5. TCS 

MeanConversion 

 
.210* .088 .093 .430** 1   

6. TCS 

MeanSocial Support 

 
-.172 -.280** .586** .081 .029 1  

7. TCS 

MeanDistraction 

 
.054 .056 .092 .554** .293** .315** 1 

*. Correlation is significant at the 0.05 level (2-tailed). 

**. Correlation is significant at the 0.01 level (2-tailed). 
a Hours spent playing video games on a typical day. 

Note. IAT = Internet Addiction Test; TCS = Toulouse Coping Scale; SD = Standard Deviation.  

 

Given that there were some statistically significant correlations between the total IAT 

score and the coping mechanisms evaluated by the TCS, a differential analysis was performed 

using the IAT group classification and each mechanism, shown in Table 5. These results 

allow us to see not only which coping mechanisms are more prevalent at each level of IA 

severity (notably, the Control and Social Support mechanisms decrease, while the Refusal and 

Conversion mechanisms increase), but demonstrate a possible explanation as to why the 

Distraction mechanism did not show a significant correlation with IAT score. The Distraction 

coping mechanism is present at every level of IA at very similar rates, thus suggesting that 
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Distraction might be a common mechanism among video game players regardless of the 

existence of Internet use pathology.  

 

Table 5 

Differential analysis of IAT group and TCS mechanisms 

TCS Mechanisms IAT Groups Mean ± SD SE CI 95% 

TCS MeanControl  Normal 3.01 ± .83 .242 [2.53, 3.50] 

Mild 2.48 ± .96 .121 [2.24, 2.72] 

Moderate 2.46 ± .91 .177 [2.11, 2.82] 

Severe 1.60 ± 1.40 .542 [.53, 2.67] 

TCS MeanRefusal Normal .90 ± .64 .235 [.44, 1.37] 

Mild 1.40 ± .89 .117 [1.17, 1.63] 

Moderate 1.72 ± 1.04 .172 [1.38, 2.06] 

Severe 1.67 ± 1.04 .525 [.63, 2.71] 

TCS MeanConversion Normal .93 ± .75 .267 [.40, 1.46] 

Mild 1.52 ± 1.06 .134 [1.26, 1.79] 

Moderate 1.60 ± 1.10 .196 [1.21, 1.98] 

Severe 1.22 ± 1.07 .598 [.04, 2.41] 

TCS MeanSocial Support Normal 2.44 ± 1.23 .285 [1.88, 3.01] 

Mild 1.86 ± 1.10 .142 [1.57, 2.14] 

Moderate 1.90 ± 1.01 .208 [1.49, 2.32] 

Severe 1.44 ± 1.35 .637 [.18, 2.71] 

TCS MeanDistraction Normal 2.20 ± 1.01 .246 [1.71, 2.69] 

Mild 2.04 ± 1.01 .123 [1.80, 2.29] 

Moderate 2.26 ± .77 .180 [1.91, 2.62] 

Severe 2.11 ± 1.07 .550 [1.02, 3.20] 
Note. IAT = Internet Addiction Test; TCS = Toulouse Coping Scale; SD = Standard Deviation; SE = Standard 

Error of the Mean; CI = Confidence Interval. 

 

H3. Positive association between hours spent watching others play and gambling 

disorder. 

No significant relationships were found between the typical daily hours spent 

watching others play and the longest period spent watching others play and DSM-IV-MR-J 

score. These correlations were observed using Pearson’s Correlation Coefficient and are 

shown in Table 6. 
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Table 6 

Association between game spectating and playing and DSM-IV-MR-J score 

 1 2 3 4 5 

1. DSM-IV-MR-J Score  1     

2. Hours spent playing 

video games on a typical 

day. 

 -.060 1    

3. Longest continuous 

period spent playing 

videogames in hours. 

 -.024 .547** 1   

4. Hours spent watching 

others play video games 

on a typical day. 

 .003 .268** .071 1  

5. Longest continuous 

period spent watching 

others play in hours. 

 .092 .214* .213* .578** 1 

**. Correlation is significant at the 0.01 level (2-tailed). 

*. Correlation is significant at the 0.05 level (2-tailed). 

Note. DSM-IV-MR-J = Diagnostic and Statistical Manual of Mental Disorders IV Multiple Response 

Juvenile test of gambling behaviors; sample population (N = 106) was slightly less for dimensions relating to 

watching others play on a daily basis (N = 93) and for longest period of time spent watching others play (N 

= 100), as not all respondents are spectators. 

 

 However, the DSM-IV-MR-J score was positively associated with total IAT score 

with a Pearson correlation result of .347 (p < 0.01), as shown in Table 7, indicating perhaps 

some kind of relationship between levels of IA and problematic gambling, but not gaming and 

problematic gambling.  

No significant correlations were found between the DSM-IV-MR-J score and any of 

the coping mechanisms. 

 

H4. Negative association between hours spent playing and relationship satisfaction. 

Significant negative correlations were observed between reported relationship 

satisfaction by those in a relationship and typical daily gaming hours (r = -.357, p < 0.01) and 

total IAT score (r = -.341, p < 0.01), calculated using Pearson’s Correlation Coefficient. 
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Table 7  

Association between relationship satisfaction and daily hours played and IAT total score 

 1 2 3 4 5 

1. Satisfaction with relationship 

on a scale of 1 (“Not at all 

satisfied”) to 5 (“Very 

satisfied”) 

 

1     

2. Hours spent playing video 

games on a typical day. 

 
-.357** 1    

3. Hours spent watching others 

play video games on a typical 

day. 

 

-.072 .142 1   

4. DSM-IV-MR-J Score  -.156 -.078 .059 1  

5. Total IAT Score  -.341** .211 .223 .421** 1 
**. Correlation is significant at the 0.01 level (2-tailed). 

Note. IAT = Internet Addiction Test; DSM-IV-MR-J = Diagnostic and Statistical Manual of Mental Disorders IV 

Multiple Response Juvenile test of gambling behaviors; analysis based on sample population declaring being in a 

relationship (N = 62) and being in a relationship and watching others play video games (N = 54). 

 

 

Discussion 

This study was performed on a population of Portuguese emerging adults (18-25) who 

self-identify as “gamers” or fans of video games to investigate their behaviors and attitudes 

towards these, as well as whether or not they displayed any level of pathology in relation to 

Internet use and gambling and the relation of these, if any, to their preferred coping skills. Our 

interest in this population is due to the growing popularity of e-sports, or professional video 

game playing, which is rapidly changing the nature of video gaming from a purely 

recreational activity to a potentially remunerated one. The age range of 18 to 25 captures a 

population that is potentially most affected by this shifting dynamic, as they decide whether 

or not they will continue their education and which career path they will pursue; perhaps 

some of them have already made these decisions as adolescents and are in the midst of 

pursuing them (as might be the case of a professional gamer). 

Two respondents out of our total valid population of 106 reported currently being 

professional gamers. Most respondents viewed gaming as a hobby (97.2%), while about half 

also viewed it as a sport (51.9%) or as a professional activity (55.7%). With only 3.8% of 

respondents expressing a desire to become professional players and 78.2% planning on 

completing a bachelor’s degree or higher, professional gaming is clearly not a future that most 

are planning for, although 10.4% would like to work in a profession related with video games 

(video game design, e-sports events, etc.).   
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This population showed rates of mild, moderate and severe IA totaling 85.8%, which 

was higher than the rates found in studies of young, Portuguese (but not specifically gamer) 

populations by Pontes et al. (2014) (60%) and Ferreira et al. (2018) (77.8%); furthermore, the 

latter two studies had no respondents with severe IA. These rates suggest that gamers in 

specific may be at a much higher risk of developing IA. Being single or being in a 

relationship, however, had no effect on mean IAT score. 

Of the four hypotheses we presented in this study, two (H1 and H4) were confirmed 

with statistically significant correlations, while the other two (H2 and H3) were not.  

We found a significant, positive correlation between daily hours spent playing video 

games and IA, supporting findings that time spent using media was correlated with media 

addiction (Khang et al., 2013), and which may indicate that the Internet is being used 

excessively as a means to play video games. We did not find a similar correlation between 

total IAT score and continuous hours of play. 

The positive association between total DSM-IV-MR-J score and IA may be indicative 

of a similar phenomenon to that described above. However, no significant correlations 

between hours spent playing video games or hours spent watching others play and DSM-IV-

MR-J score were found, somewhat contradicting recent literature finding negative 

correlations between gaming and problematic gambling and positive correlations between 

video game spectating and problem gambling (Hamari, 2018). Furthermore, our sample 

displayed slightly lower gambling rates than Calado et al.’s (2016) validation study of a 

young Portuguese population (not specifically gamers), where 86.6% scored from 0 to 1, 9% 

scored from 2 to 3 and 3.5% scored above a 4.  

In relation to coping skills, the mean scores across all mechanisms were lower than 

those found in the Portuguese validation study by Nunes et al. (2014). Our results did not 

demonstrate a significant correlation between distraction coping mechanisms and total IAT 

score or hours spent gaming, as would be expected to support escapist gaming motives 

(Chang & Lin, 2019). However, the Distraction mechanism itself was significantly correlated 

with other mechanisms, such as Refusal, Conversion and Social Support, that were 

significantly correlated with total IAT score and hours spent gaming, suggesting that they 

may share common traits with the Distraction mechanism.  

Even the Control mechanism, for example, which refers to the need to reflect and plan 

out the best strategies for solving a problem without avoiding confronting it, could be 

reflective of a tendency to not confront problems given its negative correlation with IAT score 
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and typical hours played. This correlation is also curious in that one might expect those who 

play a lot of video games to have an interest in problem-solving and developing strong 

problem-solving skills.  

Similarly, the Refusal mechanism refers to the tendency to create distance between 

oneself and a problem, sometimes to gain a different perspective on it, but other times to act 

as though it does not exist, which could be considered a form of escapism. The Conversion 

mechanism refers to changing one’s behavior in the face of a problem and is typically seen in 

those who require more isolation from others, taking sole responsibility for their problems, 

whereas the Social Support mechanism refers to the need for the emotional and informational 

support of other people to solve problems (Nunes et al., 2014).  

The positive correlation with the Conversion mechanism and the negative correlation 

with the Social Support mechanism appear complementary in that, together, they paint a 

picture of a person who is perhaps more solitary and introverted and thus pre-disposed to 

spending more time engaging in solitary activities, which gaming frequently is. This may 

partially explain the negative association found between hours spent gaming and overall 

relationship satisfaction, as a tendency to withdraw into oneself may have a negative impact 

on romantic relationships in addition to the potential conflict created by excessive hours spent 

gaming, although no causality has been established and the latter may be in fact a 

consequence of poor relationship satisfaction. Given the association between hours spent 

gaming and total IAT score, it is not surprising that total IAT score and reported relationship 

satisfaction were also negatively correlated, as would be expected according to the definition 

criteria for addiction (Starcevic, 2012). This also supports the findings of Ferreira, Relva and 

Fernandes (2018) that levels of IA reveal problematic associations with psychopathological 

symptoms. 

Limitations, practical implications and future studies 

 Our study is limited primarily by its self-reported nature. The method of data 

collection used had a very low participation rate (119 total responses, of which 106 were 

valid, out of a potential total of 190,084 respondents, although many of the latter may 

represent the same individual with membership in multiple groups), possibly influenced in 

part by the general attitude of mistrust that we encountered among gaming group members 

(many left comments stating that they felt we were attempting to wrongly “pathologize” 

gaming). We believe this could be counteracted in future studies by perhaps adding some kind 
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of incentive to participation, such as perhaps providing respondents with their individual 

instrument results, as Dr. Halley Pontes of the University of Tasmania is doing in a very large 

(over 300,000 respondents) forthcoming study1. Another alternative might be to apply the 

questionnaire in-person at e-sports- or video gaming-related events, although this method 

would somewhat compromise respondents’ anonymity.  

From a clinical perspective, the most relevant finding of our study appears to be the 

apparently greater risk of developing IA presented by gamers. Although the e-sports industry 

is pushing for rapid and widespread acceptance on par with traditional sports, it is different 

from traditional sports competitions in ways that are both known and unknown. Clinicians 

should be aware of the specific needs presented by the video game playing and spectating 

population, as emphasized by DiFrancisco-Donoghue et al. (2019), and the possibility that 

these activities may be obscuring underlying pathologies. 

 Future research might also explore the apparent isolationist tendencies of this specific 

population, perhaps applying instruments to measure depression and other psychosocial 

challenges they may face, including specific difficulties with interpersonal relationships.  

Finally, given the relatively high academic ambitions of this population, possible 

correlations between academic achievement and gaming behavior could also be explored, 

perhaps by administering questionnaires with the assistance of local schools. As digital 

technologies take on an increasingly greater role in our daily lives, behaviors that were once 

indicative of excessive use and pathology may potentially be indicative of, for example, a 

desire to achieve professional advancement, such as in the case of video game fans who wish 

to pursue a career in the field of video game development, where video games may serve as 

motivators for academic achievement. 
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Attachment 1: Text posted to Facebook groups with link to questionnaire 

 

 

Caro/as colegas, 

 

Sou mestrando em psicologia pela UTAD e estou a fazer a minha dissertação sobre gaming/e-

sports. 

 

Caso tenham entre 18-25 anos, venho por este meio pedir a vossa colaboração no 

preenchimento deste questionário sobre os vossos hábitos enquanto gamers. É completamente 

anónimo e voluntário (claro), dura 5 minutos, e é um contributo para a ciência! :-) 

 

O link para o questionário segue abaixo, caso conheçam mais alguém que não pertença a este 

grupo mas que possa também preenchê-lo, por favor partilhem-no! 

 

Muito obrigado desde já, e bons jogos! :-) 
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Attachment 2: Facebook groups surveyed (June - August 2019) 

Group Number of 

members/followers 

Question posted to group? Public (P) or 

closed (C) 

group? 

Gamers Portugal 3901 Yes C 

Portugal Gamers 5959 Yes P 

FPF eSports 11629 No – not possible, no community 

posting allowed 

P 

Sporting CP eSports 18059 No – not possible, no community 

posting allowed 

P 

Eurogamer Portugal 46668 Yes P 

Videogamer Portugal 2878 Yes P 

Comunidade Gamer 

Portuguesa 

15759 Yes  C 

Gaming Portugal 8647 No – not possible C 

Esports Portugal 80 Yes P 

VPG Portugal (group) 2964 Yes P 

Game Warriors esports 1944 No – not possible – admins 

refused the post 

P 

Krom Gaming Portugal 11070 Yes P 

FEPODLE 1175 Yes P 

CNDE 965 Yes P 

Worten Game Ring Master 

League Portugal 

2252 Yes P 

Fortnite Portugal 6560 Yes P 

E-University League 10459 Yes  

League of Legends P.PT 8711 Yes C 

CS:GO PT 8711 Yes C 

Dota 2 Portugal 1829 Yes P 

Hearthstone Portugal 6918 Yes C 

Fortnite Portugal 15274 Yes P 

Apex Legends Portugal 2678 Yes P 

Overwatch Portugal 4799 Yes P 

PT GAMING 

COMMUNITY 

4750 Yes C 

PLAYERUNKNOWN’S 

BATTLEGROUNDS 

PORTUGAL 

1689 Yes P 

Counter-strike: Global 

Offensive Portugal 

(CS:GO PT) 

14937 Yes C 

FORTNITE Portugal 6559 Yes C 

League of Legends 

Portugal 

43745 No – Post removed by admins for 

violating group rules against 

“self-promotion” 

P 

Comunidade Fortnite 

Game – Portugal 

2539 Yes P 

TOTAL (minus groups that refused) 

25 190,084   
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Attachment 3: Full text of questionnaire with instruments used 
 

3.1 Introductory text 
 

Olá! 

Obrigado pelo teu contributo. 

Este questionário faz parte de um projeto de investigação com vista à obtenção do grau 

de mestre em Psicologia Clínica, pela Universidade de Trás-os-Montes e Alto Douro. 

Estás a optar por participar nesta investigação que visa estudar os comportamentos de jovens 

jogadores de videojogos em Portugal.  

Para que possamos obter resultados fidedignos e mais próximos da realidade, peço que 

respondas de forma sincera a todas as perguntas incluídas no questionário. Garantimos que 

todas as informações serão tratadas de forma cuidadosa e com confidencialidade, e que serão 

destinadas apenas e só para fins científicos. 

Cada grupo de perguntas é acompanhado por instruções. Peço que as leias com 

atenção e que te certifiques que respondeste a todas as perguntas da melhor forma que 

conseguires. Só assim poderemos incluir as tuas respostas na nossa investigação. Queremos 

perceber o que sentes ou pensas. Não existem, portanto, respostas “erradas”. 

Como a tua participação neste estudo é voluntária, podes desistir a qualquer momento 

se assim o entenderes. Podes solicitar ajuda com qualquer dúvida que possa surgir através do 

seguinte email: al69924@utad.eu. 

Mais uma vez, obrigado.  

José Monteiro  
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3.2 Sociodemographic survey 

 

O propósito deste questionário anónimo é recolher alguma informação sobre ti. Por favor 

sê rigoroso e sincero. 

 

1. Sexo: Masculino □ Feminino □ 

 

2. Idade: _______ anos 

 

3. Qual a tua nacionalidade? ______________________ 

 

4. Grau de instrução: 

a. Até o 9º ano de escolaridade □ 

b. Até o 12º ano de escolaridade □ 

c. Licenciatura □ 

d. Mestrado □ 

e. Curso profissional □ 

f. Outro: _____________ 

 

5. És estudante, atualmente? Sim □ Não □ 

a. Se respondeste sim, indique o curso/área de estudo: 

______________________________________________________________ 

 

6. Grau de instrução que planeias completar no futuro: 

a. Até ao 9º ano de escolaridade □ 

b. Até ao 12º ano de escolaridade □ 

c. Licenciatura □ 

d. Mestrado □ 

e. Doutoramento □ 

f. Curso profissional □ 

g. Outro: _____________ 

 

7. Trabalhas?  Sim □  Não □   

a. Se respondeste sim, qual a tua profissão atual? 

 _______________________________________________________________ 

 

8. Com quem vives, atualmente? Assinala todos os que se aplicam. 

a. Vivo só □ 

b. Cônjuge/Companheiro(a) □ 

c. Filhos □ Quantos? _____ 

d. Enteados □ Quantos? ______ 

e. Pai □ 

f. Mãe □ 

g. Outros □ Quem? _________________________________________________ 

 

9. Tens namorado(a)/cônjuge? Sim □ Não □ 

a. Se respondeste sim: 

i. Há quanto tempo estás numa relação? ______________ 
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ii. Estás satisfeito(a) com a relação? Indica um número de entre 1 a 5, em 

que 1 é “nada satisfeito(a)” e 5 é “muito satisfeito(a)”: ____________ 

 

10. Como te identificas enquanto “gamer” (videojogador)? 

a. “Gamer” de lazer □ 

b. “Gamer” profissional □ 

c. Outro: ____________________ 

 

11. Em relação a ver outros a jogar, no geral:  

a. Gosto de jogar mais do que ver outros a jogar □ 

b. Gosto de jogar tanto quanto gosto de ver outros a jogar □ 

c. Gosto de ver outros a jogar mais do que gosto de jogar □ 

d. Não gosto de ver outros a jogar □ 

e. Outro: ____________________ 

 

12. Tempo dedicado a jogar videojogos (de qualquer tipo): 

a. Jogo nos dias: 

i. 2ª-feira □ 

ii. 3ª-feira □ 

iii. 4ª-feira □ 

iv. 5ª-feira □ 

v. 6ª-feira □ 

vi. Sábado □ 

vii. Domingo □ 

b. Num dia típico, jogo entre ________ e ________ horas por dia. 

c. O período contínuo mais prolongado em que já fiquei a jogar foi de _________ 

horas. 

 

13. Tempo dedicado a ver outros a jogar videojogos (de qualquer tipo): 

a. Vejo outros a jogar nos dias: 

i. 2ª-feira □ 

ii. 3ª-feira □ 

iii. 4ª-feira □ 

iv. 5ª-feira □ 

v. 6ª-feira □ 

vi. Sábado □ 

vii. Domingo □ 

b. Num dia típico, vejo outros a jogar entre ________ e ________ horas por dia. 

c. O período contínuo mais prolongado em que fiquei a ver outros a jogar foi de 

_________ horas. 

 

14. Na tua opinião, os videojogos online constituem: 

a. Entretenimento ou lazer □ 

b. Trabalho ou profissão □ 

c. Ambas as hipóteses a) e b) □ 

d. Outro: ___________________ 

 

15. Na tua opinião, a prática do videojogo é: 

a. Um passatempo □ 
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b. Um desporto □ 

c. Ambas as hipóteses a) e b) □ 

d. Outro: ____________________ 
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3.3 Instrument: Internet Addiction Test  

 

As perguntas que se seguem irão avaliar alguns dos teus hábitos em relação ao uso do 

computador, mais concretamente da Internet. Por isso, ao responder às perguntas deves ter em 

consideração SOMENTE o tempo que passas online por MOTIVOS RECREACIONAIS ou 

DIVERSÃO, e não o tempo gasto na Internet com trabalhos escolares ou laborais. 

Considerando que: 0: Não Aplicável; 1: Nunca; 2: Raramente; 3: Ocasionalmente; 4: 

Várias Vezes; 5: Sempre; indica o número mais adequado para cada pergunta que segue: 

 

Com que frequência… 0 1 2 3 4 5 

Ficas online mais tempo do que pretendias?       

Deixas de fazer as tarefas em casa para poderes ficar mais tempo 

online? 

      

Preferes a excitação da Internet à intimidade com o teu(tua) 

namorado(a)? 

      

Crias novas relações com outros utilizadores online?       

As outras pessoas se queixam em relação à quantidade de tempo 

que passas online? 

      

As tuas notas ou trabalhos escolares são prejudicados devido ä 

quantidade de tempo que passas online? 

      

Verificas o teu e-mail (ou sites como o Facebook ou Twitter) 

antes de fazeres qualquer outra coisa que precisas? 

      

O teu desempenho ou produtividade no trabalho são prejudicados 

por causa da Internet? 

      

Tornas-te defensivo(a) ou guardas segredo quando alguém te 

pergunta o que estás a fazer online? 

      

Bloqueias pensamentos perturbadores sobre a tua vida com 

pensamentos calmantes da Internet? 

      

Dás por ti a pensar sobre quando irás estar online novamente?       

Receias que a vida sem Internet seja chata, vazia e sem graça?       

Explodes, gritas ou ficas irritado(a) quando alguém te incomoda 

quando estás online? 

      

Perdes o sono por estares online até tarde durante a noite?       

Sentes-te preocupado(a) com a Internet quando estás 

desconectado(a) ou fantasias estar online? 

      

Dás por ti a dizer “só mais alguns minutos” quando estás online?       

Tentas reduzir a quantidade de tempo que passas online e não 

consegues? 

      

Tentas esconder a quantidade de tempo que passaste online?       

Preferes ficar mais tempo online do que ir sair com outras 

pessoas? 

      

Sentes-te deprimido(a), mal-humorado(a) ou nervoso(a) quando 

estás desconectado(a) e, deixas de estar assim quando entras 

online novamente? 
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3.4 Instrument: DSM-IV-MR-J 

 

As perguntas que se seguem dizem respeito a alguns comportamentos problemáticos de 

jogo a dinheiro. Pensa até que ponto estes comportamentos se podem aplicar a ti pensando no 

último ano. Procura responder a estas questões da forma mais honesta possível, uma vez que 

não há respostas certas ou erradas; estamos apenas interessados na tua opinião 

 

1. Durante o ano passado, quantas vezes te apercebeste de que estavas a pensar sobre 

jogo a dinheiro ou a planear jogar (a dinheiro)? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 

 

2. Durante o ano passado, precisaste de jogar com maiores quantidades de dinheiro para 

conseguires obter o nível de excitação que querias? 

a. Sim □ 

b. Não □ 

 

3. Durante o ano passado, alguma vez gastaste muito mais dinheiro do que aquele que 

tinhas pensado gastar em jogo a dinheiro? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 

 

4. Durante o ano passado, sentiste-me mal contigo próprio(a) ou ficaste saturado(a) 

quando tentaste reduzir ou parar de jogar a dinheiro? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 

 

5. Durante o ano passado, quantas vezes jogaste a dinheiro como forma de te ajudar a 

fugir dos teus problemas ou quando te sentiste mal? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □  

 

6. Durante o ano passado, depois de perderes dinheiro a jogar voltaste a jogar passado 

uns dias para voltar a recuperar o dinheiro que perdeste? 

a. Nunca □ 

b. Menos de metade das vezes □ 

c. Mais de metade das vezes □ 

d. Sempre □ 
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7. No ano passado, jogar a dinheiro levou-te a mentir à tua família? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 

 

8. No ano passado, alguma vez tiraste dinheiro dos seguintes sem a devida autorização 

para gastares em jogo a dinheiro: Dinheiro de refeições da escola? Dinheiro da tua 

família? Dinheiro de alguém de fora da tua família? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 

 

9. No ano passado, jogar (a dinheiro) levou-te a discutir com a tua 

família/amigos/outros? A faltar recorrentemente à escola? 

a. Nunca □ 

b. Uma ou duas vezes □ 

c. Algumas vezes □ 

d. Frequentemente □ 
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Instrument: Toulouse Coping Scale—Reduced  

 

Sempre que enfrenta uma situação difícil, provavelmente reage de forma variável. 

Depois de ter escolhido uma situação difícil (que esteja ou não a viver atualmente), que lhe 

diga respeito a si e que seja angustiante ou stressante, descreva-nos a forma como reage 

habitualmente a essa situação. Encontrará 5 números que indicam em que medida utiliza a 

afirmação proposta: de 1 (nunca) a 5 (muito frequentemente). Na primeira linha escreva a 

situação difícil que escolheu. Em seguida marque com uma cruz (x) o número que melhor 

corresponde à reação que costuma ter face a essa situação. Tente responder a todas as frases, 

tendo em conta que não há respostas certas ou erradas. 

 

Situação difícil escolhida: _________________________________________________ 

Como reajo: 1 2 3 4 5 

Enfrento a situação      

Trabalho em cooperação com outras pessoas para me 

esquecer 

     

Tento não pensar no problema      

Evito encontrar-me com pessoas      

Mudo a minha forma de viver      

Analiso a situação para melhor a compreender      

Sinto necessidade de partilhar com os que me são próximos, 

o que sinto 

     

Procuro atividades coletivas      

Sei o que tenho que fazer e redobro os meus esforços para o 

alcançar 

     

Chego a não sentir nada quando chegam as dificuldades      

Resisto ao desejo de agir, até que a situação mo permita      

Reajo como se o problema não existisse      

Procuro a ajuda dos meus amigos para acalmar a minha 

ansiedade 

     

Afasto-me dos outros      

Aceito a ideia de que é necessário que eu resolva o 

problema 

     

Digo a mim próprio que este problema não tem importância      

Centro-me noutras atividades para me distrair      

Reflito nas estratégias que poderei utilizar para melhor 

resolver o problema 

     

 

 

 

Muito obrigado pela tua participação! 

 


