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ABSTRACT

Aim: The study aims to examine and compare the motivations for watching
esports among Generations X, Y, and Z, highlighting generational differences
and similarities in engagement with competitive gaming content. Understanding
these motivations can provide valuable insights for esports marketers,
organizers, and content creators to tailor experiences and communication
strategies effectively.

Method: A quantitative approach was adopted. Participants were recruited using
purposive sampling through online esports communities, social media platforms,
and gaming forums. Data collection employed a structured questionnaire
measuring various motivational factors, including entertainment, social
interaction, competition, skill development, and escapism. The collected data
were analyzed using descriptive statistics, ANOVA, and post-hoc tests to identify
significant differences across generations.

Results: Generation Z exhibited higher scores for social interaction, escapism,
and skill development, reflecting their digital nativity and integrated online social
networks. Generation Y showed balanced motivation, emphasizing
entertainment and competition, while Generation X primarily focused on
competition and entertainment, with relatively lower social and escapism
motivations. ANOVA results confirmed significant differences in motivational
dimensions across generational cohorts, particularly in social interaction and
escapism (p < 0.05). Post-hoc analyses further indicated that Generation Z
significantly differed from Generations X and Y in these dimensions, whereas
Generations X and Y did not differ significantly from each other in entertainment
and competition motivations.

Conclusion: The study underscores the importance of generational
segmentation in understanding esports audiences. Marketers and organizers
should design differentiated content and engagement strategies to address
generational preferences. Generation Z may respond best to interactive and
socially connected esports experiences, while older generations may prioritize
competitive and entertainment-oriented content.
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Extended Abstract

In recent years, electronic sports (Esports) have emerged as a globally
recognized form of entertainment and competitive engagement, attracting
audiences across diverse demographic groups. The rapid growth of Esports has
been accompanied by increasing scholarly interest in understanding the
motivations behind audience engagement, particularly across generational
courts. This study aims to investigate the motivational differences among
Generation X, Generation Y, and Generation Z in the context of Esports
viewership, thereby providing a nuanced understanding of how generational
factors influence media consumption behaviors and engagement patterns.
Understanding these motivational differences is critical for Esports organizers,
platform developers, and marketers seeking to design targeted experiences that
resonate with specific generational segments.

A total of 384 participants, drawn from diverse demographic backgrounds, were
included in this study. The sample encompassed a broad age range to adequately
represent Generation X (born 1965-1980), Generation Y (born 1981-1996), and
Generation Z (born 1997-2012). Data were collected using a structured
questionnaire designed to assess ten key motivational dimensions: achievement,
aesthetics, entertainment, escapism, knowledge acquisition, players’ skill, social
interaction, physical attractions, novelty and innovation, and enjoyment of
aggression. These dimensions were selected based on an extensive review of
existing literature and prior research on digital media engagement and sports
consumption behaviors. Participants were asked to indicate the degree to which
each motivational factor influenced their engagement with Esports content on a
five-point Likert scale, ranging from "strongly disagree" to "strongly agree."

To provide a comprehensive overview of participant characteristics, descriptive
statistical analyses were conducted on demographic variables, including gender,
age group, educational level, and weekly hours spent watching Esports. The
results indicated that male viewers constituted a significant portion of the
audience (62.5%), although female participation (37.5%) was noteworthy,
reflecting a growing interest in Esports across genders. Age distribution analysis

revealed that Generation Y, representing individuals aged 20-30, comprised the
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largest segment of the audience (52%), consistent with global trends in Esports
consumption. Participants from Generation X and Generation Z were also
represented, albeit in smaller proportions, providing a sufficient basis for
comparative analyses. Educational attainment was diverse, with the majority of
participants holding undergraduate degrees (47%), followed by graduate-level
education (33%) and secondary education (20%). Regarding weekly viewing
habits, the highest proportion of respondents reported spending four to six hours
per week engaged with Esports content (36.5%), indicating a moderate but
consistent level of engagement, while 15.6% reported viewing more than ten
hours per week, reflecting a highly engaged sub-segment of the audience.

To investigate differences in motivational factors across generational cohorts,
one-way analysis of variance (ANOVA) was employed. Prior to conducting
ANOVA, key assumptions, including normality and homogeneity of variances,
were assessed. Normality tests, including the Kolmogorov-Smirnov and Shapiro-
Wilk tests, indicated that the distribution of motivational scores for all dimensions
was sufficiently normal (p>0.05), justifying the use of parametric statistical
procedures. Homogeneity of variances, assessed via Levene’s test, confirmed
that variance equality assumptions were met (p>0.05), thereby validating the
application of one-way ANOVA.

The ANOVA results revealed significant generational differences in multiple
motivational dimensions. Specifically, achievement (F = 6.27, p = 0.002),
entertainment (F = 7.35, p = 0.001), escapism (F = 5.41, p = 0.005), knowledge
acquisition (F = 9.68, p < 0.001), social interaction (F = 6.33, p = 0.002), novelty
and innovation (F = 5.50, p = 0.004), and enjoyment of aggression (F =4.79, p =
0.009) demonstrated statistically significant differences among generations.
Conversely, aesthetics, players’ skill, and physical attractions did not exhibit
significant differences, suggesting that these factors are uniformly valued across
generational cohorts. Effect size analysis indicated that knowledge acquisition
exhibited a medium effect size (n? = 0.05), while the other significant motivational
factors displayed small effect sizes (n? ranging from 0.02 to 0.04), highlighting

nuanced but meaningful variations across cohorts.
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Post-hoc analyses using Tukey’s HSD test were conducted to identify specific
between-group differences. For the achievement dimension, Generation X rated
achievement as significantly more important than Generation Y (p = 0.014),
reflecting a stronger focus on personal skill mastery, strategic analysis, and
competitive success. In terms of entertainment, Generation Z exhibited a higher
preference for dramatized and visually engaging content than Generation Y (p =
0.004), demonstrating a greater emphasis on immersive experiences and
narrative elements. Escapism motivations were notably higher among
Generation Z compared to Generation Y and X (p = 0.019), suggesting that
younger viewers use Esports as a mechanism for temporary relief from daily
stressors and social pressures. Knowledge acquisition motivations were highest
among Generation X and significantly differed from Generation Z (p = 0.001) and
Generation Y (p = 0.017), indicating a preference for analytical observation,
tactical understanding, and skill learning among older viewers. Social interaction
motivations were more prominent among Generation Y than Generation X (p =
0.026), reflecting a balance between competitive engagement and community
participation. Novelty and innovation were significantly more valued by
Generation Z than Generation Y (p = 0.013), underscoring the importance of
emerging technologies, experimental gameplay, and immersive digital
environments for this cohort. Finally, enjoyment of aggression was higher in
Generation Z relative to Generation X (p = 0.028), reflecting generational
differences in emotional expression and hedonic engagement during competitive
gameplay.

A detailed discussion of these findings underscores several key insights
regarding generational engagement with Esports content. Generation X, having
grown up prior to the widespread adoption of digital gaming, demonstrates a
strategic and analytical orientation toward Esports. This cohort prioritizes
achievement, skill mastery, and tactical understanding, often seeking
supplementary content such as statistical analyses, professional commentary,
and in-depth breakdowns of gameplay mechanics. Their relatively lower
engagement with social or dramatized aspects of Esports highlights the

importance of tailored content that emphasizes professional development,
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strategic insight, and data-driven narratives. This finding aligns with prior
research by Williams (2008), who emphasized the strategic and analytical
preferences of Generation X in sports consumption contexts, and Tang et al.
(2024), who noted this generation’s tool-oriented approach to digital media
engagement.

Generation Y exhibits a hybrid pattern, reflecting both analytical and social
motivations. This cohort balances a keen interest in players’ skills and competitive
outcomes with motivations for social interaction, entertainment, and learning.
Growing up during the transitional phase between traditional media and digital
platforms, Generation Y is accustomed to blending online and offline
experiences, engaging actively in virtual communities, attending live events, and
participating in interactive digital content. This dual orientation supports the
development of marketing strategies that combine immersive social experiences
with informative and competitive content, effectively catering to Generation Y’s
multifaceted motivations. Studies by Hotting et al. (2020) reinforce this
characterization, highlighting Generation Y’s high engagement with social media,
online communities, and influencer-led content.

Generation Z, as digital natives, exhibits the highest engagement with
technology-mediated content and displays strong preferences for innovation,
immersive experiences, and social interactivity. Motivations such as novelty,
entertainment, escapism, and social interaction are particularly pronounced,
reflecting this generation’s integrated digital lifestyle. Generation Z engages with
Esports not only for enjoyment but also as a means of self-expression, identity
formation, and community participation. Their heightened responsiveness to
cutting-edge technologies, including virtual and augmented reality, cross-platform
gaming, and personalized content, emphasizes the necessity for Esports
platforms and organizers to adopt highly interactive, innovative, and customizable
strategies to retain and expand audience engagement. The findings resonate with
studies by Yadavo et al. (2024) and Qiuan (2023), who highlight Generation Z’s
preference for digital interactivity, immersive experiences, and technological

experimentation in entertainment consumption.
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The implications of these findings extend to multiple stakeholders within the
Esports ecosystem. Event organizers, digital platform developers, and marketing
professionals can leverage generational insights to design tailored engagement
strategies. For Generation X, providing analytical content, professional
commentary, and strategic insights can enhance engagement. For Generation Y,
a combination of interactive online events, influencer partnerships, and hybrid
digital-physical experiences can optimize participation. For Generation Z,
immersive technology integration, gamification, narrative-driven content, and
highly interactive social features are essential to maintain attention, enhance user
experience, and foster brand loyalty.

Moreover, the study highlights the broader influence of demographic, cultural,
and technological factors on Esports consumption behaviors. Motivational
patterns are not merely individual preferences but are shaped by social and
technological contexts, emphasizing the importance of considering generational
culture and digital fluency when developing content strategies. The research
underscores the need for continuous adaptation in content delivery, platform
functionality, and audience engagement methods in response to evolving digital
landscapes and user expectations.

In conclusion, this research provides a comprehensive examination of
generational differences in Esports viewing motivations, revealing distinct
patterns across Generation X, Y, and Z. By identifying the motivational drivers
that vary between cohorts, the study contributes to a deeper understanding of
audience segmentation, digital engagement, and the design of targeted
interventions within the Esports industry. The findings demonstrate that
motivations such as achievement, entertainment, escapism, knowledge
acquisition, social interaction, novelty, and enjoyment of aggression are
differentially prioritized by each generation, while factors such as aesthetics,
player skills, and physical attractions remain broadly consistent across groups.
These insights inform strategic decision-making, including content development,
event design, platform enhancement, and marketing initiatives, enabling
stakeholders to create meaningful and tailored experiences for diverse

audiences.
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