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Abstract

This research was conducted to examine the physical activity and e-sports participation motivations of students in the Faculty of Sports
Sciences. The study included 206 volunteer students (21.33+3.63) studying at the Faculty of Sports Sciences, Namik Kemal University,
Tekirdag. Data collection tools used were a Personal Information Form, Physical Activity Participation Motivation Scale, and the E-Sports
Participation Motivation Scale. Data analysis first checked for normality of the distribution (skewness and kurtosis values). Independent t-
tests, one-way analysis of variance (ANOVA), and Pearson financial analysis were used. According to the research, no significant difference
was found in physical activity participation motivation based on gender, department, and class (p>0.05). However, significant differences
were found in e-sports participation motivation based on gender, with men having higher e-sports motivation than women (p<0.05). No
significant difference was found in e-sports motivation in terms of department and class variables (p>0.05). Furthermore, while there was a
significant positive correlation between daily e-sports playing time and e-sports motivation (p<0.05), there was no significant correlation
between daily physical activity time and physical activity motivation (p>0.05). In conclusion, it was determined that sports science athletes
have balanced and high levels of physical activity motivation, while their e-sports motivation is particularly affected by gender and playing
time. The research shows that e-sports has gained an important place in the digitalized sports culture among young people, and highlights the
importance of sports science education in both supporting students' physical activity abilities and creating a lasting presence in e-sports.
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INTRODUCTION

Today, individuals' lifestyles are changing significantly in line with technological advancements and evolving socio-cultural
dynamics. One of the most striking reflections of this change is the reshaping of the balance between physical activity
participation habits and activities carried out in the digital environment. Physical activity is considered a fundamental life
behavior that supports an individual's physical, psychological, and social well-being, and the positive effects of regular physical
activity on health have been demonstrated by many studies (WHO, 2020). At the same, the increasing screen time, particularly
among young people, due to the impact of digitalization, and the resulting e-sports activities, are creating an alternative
structure to traditional physical activity habits (Jenny et al, 2017). This situation directly affects individuals' daily energy
expenditure levels, sedentary behavior durations, and quality of life, making a more comprehensive examination of the
relationship between physical activity and digital participation necessary.

E-sports is defined as a new generation sports field encompassing organized and competitive digital gaming activities that
highlight individuals' cognitive, strategic, and social skills (Argan et al., 2006). Therefore, it is stated that e-sports is not only a
means of entertainment but can also be evaluated within the concept of sport in terms of performance, competition, and social
interaction (Hamari & Sjoblom, 2017; Giil et al., 2024; Gul & Yurtsizoglu, 2025). However, this situation also brings with it
discussions regarding the relationship between e-sports and physical activity. While some researchers argue that e-sports can
encourage a sedentary lifestyle, others suggest that e-sports can indirectly contribute to physical activity by increasing
individuals' interaction with sports culture (Taylan & Karakas, 2021). These different approaches show that the relationship
between physical activity and e-sports should be addressed in a multidimensional way. Furthermore, whether e-sports replaces
physical sport or is a complementary element to it remains a controversial area in the literature.

Motivation is one of the key factors determining individuals' participation in physical activity and e-sports. Motivation refers
to the totality of internal and external factors that influence an individual's initiation, maintenance, and termination of a
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behavior (Alemdag et al., 2014; Giil et al., 2019). Within the framework of self-determination theory, individuals' participation
in an activity is examined in terms of intrinsic motivation (pleasure, interest), extrinsic motivation (reward, social acceptance),
and amotivation (Deci & Ryan, 2000). Motivation for participation in physical activity is influenced by factors such as health
benefits, physical appearance, social interaction, and environmental support (Tekkursun Demir & Cicioglu, 2018), while
motivation for participation in e-sports is shaped more around elements such as competition, achievement, skill development,
and leisure time activities (Hamari & Sjoblom, 2017). In this context, the multidimensional nature of motivation stands out as a
critical variable in understanding individuals' orientations towards different activities.

The literature emphasizes that motivation for participation in physical activity is positively correlated with an individual's
quality of life and psychological well-being (Korkmaz & Yildirim, 2025). Argan et al,, (2006) state that digital gaming and e-
sports activities are more common, especially among male individuals, and that the competitive nature increases this interest.
Similarly, Oz and Ustiin (2019) indicate that e-sports participation can vary according to gender roles and individual interests.

On the other hand, students in the faculty of sports sciences are of particular importance to this research topic because they
are individuals involved in sports both theoretically and practically. While these students are expected to have high motivation
for physical activity, it is thought that their interest in e-sports may also increase due to the impact of digitalization. In this
context, examining physical activity and e-sports motivations together on the same sample allows for a more holistic evaluation
of individuals' sports behaviors. Furthermore, the fact that these students will assume roles such as sports instructors, coaches,
or academics in the future increases the potential of the findings to produce not only theoretical but also practical outputs. In
this respect, the research is important both in terms of contributing to the sports science literature and in guiding the fields of
education and application.

A review of the literature reveals that while numerous studies address physical activity and e-sports motivations separately,
studies directly examining the relationship between these two variables (Mustafaoglu, 2018; Giakoni-Ramirez et al., 2022; Tola
& ilhan, 2025; Yavuz-Soyler & Bulut, 2025; Ucar et al., 2026). This indicates a significant research gap, particularly among groups
exposed to both physical and digital sports cultures, such as sports science students. Furthermore, the literature does not
adequately clarify how the relationship between individuals' daily physical activity durations and e-sports playing durations is
shaped in terms of motivation. In this context, the present study aims to fill this gap in the literature by examining the
relationship between these two variables in a comparative and relational framework using the same sample.

In this context, the current research aims to examine the motivations of sports science faculty students regarding physical
activity and e-sports participation in terms of various variables and to reveal the relationship between these two fields. It is
assumed that the findings of the research will contribute to both the development of physical activity habits and a better
understanding of the effects of e-sports on individuals. In addition, it is anticipated that the results obtained may be of a guiding
nature for institutions providing education in the field of sports sciences.

METHOD
Research Model

This research was designed in accordance with a quantitative research approach. A relational survey model was adopted
as the research design (Karasar, 2011). Survey research models allow for the description of trends and attitudes through a
defined sample (Creswell, 2016). A relational survey design aims to reveal the relationship between two or more quantitative
variables through correlation coefficients (Fraenkel et al., 2012). These types of research are defined as quantitative research
designs that examine the relationships between variables in the sample group without any intervention (Biiylikoztiirk et al.,
2013).

Research Groups

Before the study, the required sample size was calculated using the G*Power software program (version 3.1.9.2, University
of Diisseldorf, Diisseldorf, Germany) with the following parameters: a probability of error = 0.05; effect size = 0.5; and 1 - 8
probability of error = 0.95. The analysis showed that a sample of 174 participants would provide statistical power above
95.00%. Based on this analysis, a total of 206 students studying at the Faculty of Sports Sciences, Tekirdag Namik Kemal
University, participated in the study on a voluntary basis, of whom 126 (60.2%) were male and 80 (39.8%) were female.
Convenience sampling was used in the research. Convenience sampling is defined as a method where the sample is selected
from accessible and easily applicable units and is performed on individuals who wish to participate in the research voluntarily.A
sensitivity power analysis was conducted using G*Power 3.1 for a repeated-measures ANOVA with three groups and two
measurements. With an alpha level of 0.05, statistical power of 0.80, and a total sample size of 24 participants, the study was
adequately powered to detect large effect sizes (f = 0.59) or greater. Therefore, the present study was sufficiently powered to
detect large effects, while smaller effects may remain undetected due to the relatively limited sample size.

Data Collection Tools

This research was conducted after obtaining approval from the University Ethics Committee (number 634747), which
determined that conducting this study complies with ethical guidelines. Data was collected through surveys with the voluntary
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participation of individuals studying at the Faculty of Sports Sciences, Namik Kemal University, Tekirdag. In this context,
volunteer participants were informed about the surveys and it was stated that their answers would only be used for scientific
research. The Personal Information Form, the Physical Activity Participation Motivation Questionnaire, and the International
Physical Activity Assessment Questionnaire were used as data collection tools in the study. Personal Information Form:
Questions were created to obtain demographic information such as students' age, gender, department they are studying in, daily
physical activity participation time, and daily e-sports playing time. Motivation for Participation in Physical Activity: This scale,
consisting of 16 items and 3 sub-dimensions, was developed by Tekkursun Demir and Cicioglu (2018). The first dimension is
called Individual Reasons (items 1, 2, 3, 4, 5, 6), the second dimension is Environmental Reasons (items 7, 8,9, 10, 11, 12), and
the third dimension is Lack of Reason (items 13, 14, 15, 16). Tekkursun Demir and Cicioglu (2018) found Cronbach's Alpha
scores for the scale to be .89 for the individual reasons sub-dimension, .86 for environmental reasons, and .82 for the lack of
reason sub-dimension. In this study, based on the data collected from the participants, the Cronbach's Alpha scores were
determined to be .83; .81; and .78, respectively.

Table 1. Internal consistency coefficient (a) of the physical activity participation motivation scale

Scales and Sub-Dimensions Number of Items Cronbach Alpha («)
Motivation Scale for Participation in Physical Activity (MSPPA) 16 .899
Individual Reasons 6 .835
Environmental Reasons 7 .833
Lack of Reason 4 .896

E-Sports Participation Motivation Scale: The E-Sports Participation Motivation Scale (EPMS), developed by Oz and Ustiin
(2019), was used. It consists of 47 items and includes 5 sub-dimensions named taxonomic domain (15 items), competence (10
items), relational self (7 items), competition and achievement (8 items), and leisure time evaluation (6 items). Participants
respond to the relevant items using a 5-point Likert scale, with the lowest possible score being 47 and the highest being 235.
Higher scores indicate that the relevant sub-dimension and elements are more effective in motivating the individual.

Table 2. Internal consistency coefficient (a) of the e-sports participation motivation scale

Scales and Sub-Dimensions Number of Items Cronbach Alpha (a)
E-Sports Participation Motivation Scale

(EPMS) 47 984
Taxonomic Domain 15 963
Competence 11 964
Relational Self 7 901
Competition and Achievement 8 925
Leisure Time Utilization 6 915

According to Tables 1 and 2, Cronbach a coefficients of .60 and higher for the physical activity and e-sports participation
motivation scales and their sub-dimensions are considered sufficient for the reliability of the test scores. In line with these
findings, it was concluded that the data obtained from the physical activity and e-sports participation motivation scales are
reliable (Kalayci, 2010).

Data Analysis

In the analysis of the obtained data, frequency and percentage distributions were examined to determine the individual
characteristics of the participants. It was determined that all data showed a normal distribution (Kurtosis and Skewness values
-1.5, +1.5) (Tabachnick & Fidell, 2013). At this point, the independent samples t-test was used to compare two variables. One-
way analysis of variance was used to compare more than two variables. Pearson Moment Correlation test was applied to
examine the relationship between the data. Statistical Analysis All statistical analyses were performed using SPSS 18.0 software
(Statistical Package for Social Sciences; SPSS Inc., Chicago, IL, USA). Correlation coefficient; Effect sizes were defined as follows:
0.00-0.19 indicates a negligible or insignificantly low correlation, 0.20-0.39 indicates a weak (low) correlation, 0.40-0.69
indicates a moderate correlation, 0.70-0.89 indicates a strong (high) correlation, and 0.90-1.00 indicates a very strong
correlation (Gamgam & Altunkaynak, 2008). In interpreting the comparisons, effect sizes were also considered, and Cohen's d
was calculated for this purpose. Thresholds for effect size statistics were accepted as follows: <0.20 insignificant, 0.20-0.59
small, 0.60-1.19 moderate, 1.20-1.99 large, and =2.00 very large effect (Hopkins et al,, 2009). For all analyses, p<0.05 was
considered statistically signific coach training.

Table 3 shows that skewness and kurtosis values were considered to evaluate whether the scores on the physical activity
and e-sports participation motivation scales and their sub-dimensions met the assumption of normal distribution. According to
this evaluation, it was determined that the skewness and kurtosis values of the total scores and sub-dimension scores of the
scales were within the #1.5 range and therefore showed a normal distribution (Tabachnick & Fidell, 2013).
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Table 3. Normal distribution values for scale and sub-dimension scores

Standard Deviation

Scales and Sub-Dimensions n Mean (SD) Skewness Kurtosis
Individual Reasons 206 24.88 4.24 -701 -.150
Environmental Reasons 206 21.23 5.49 -.535 -.115
Lack of Reason 206 14.94 4.32 -492 -.707
Motivation Scale for Participation in Physical Activity
(MSPPA) 206 61.06 11.50 215 .783
Taxonomic Domain 206 44.62 15.47 -325 -478
Competence 206 31.82 11.96 -125 -.602
Relational Self 206 18.17 6.83 .007 -.576
Competition and Achievement 206 22.75 8.38 -.060 -.645
Leisure Time Utilization 206 17.52 6.35 -.328 -.681
E-Sports Participation Motivation Scale (EPMS) 206 134.89 45.46 -.395 -.483

FINDINGS

The frequency and percentage values of the descriptive values for the individuals participating in the study are shown in
Table 4.

Table 4. Demographic information of participants

Variables Frequency Percentage
Gender Male 126 61.2
Female 80 38.8
Coaching Education 11 5.3
Department of Study Physical Education and Sports Teaching 87 42.2
Sports Management 108 524
1 36 17.5
2 41 19.9
Class 3 57 277
4 72 35.0
Total 206 100.0

Participants were 61.2% of the male and 38.8% female. The highest percentage of students was in sports management
(52.4%), while the lowest percentage was in coaching training (5.3%).

Table 5. Results of T-test analysis showing the sub-dimensions of the physical activity participation motivation scale
in terms of gender variable

Scales and Sub-Dimensions Variable n X SD f t p
oo S o Prctonn sl e 0 @990 895 ot oo
Individual Reasons Fl:[rigele 18206 ;zggg iggg 1.016 .662 .509
Environmental Reasons Fl:[riilele 18206 5141}(3)2)} 2(1)82 2.619 -.337 737
Lack of Reason F?;Lele 18206 1‘5‘:22 g:gég 3026 -881  .380

Table 5 shows that no significant difference was found in the comparison of physical activity participation motivation levels
ofthose exercising based on gender (p>0.05). There was no significant difference between male (X=60.90) and female (X=61.31)
students. This indicates that gender is not a determining factor in the physical activity motivation of students in the Faculty of
Sports Sciences.

Table 6 shows the t-test results regarding the level of e-sports participation motivation of participants according to the
gender variable. Accordingly, it was observed that there was a statistically significant difference in the total and sub-dimension
scale scores of e-sports participation motivation according to gender (p<0.05). Considering the effect size value, it was
determined that the male and female student variables had a small effect on the competence (n? = .533), relational self (n? =
.375), competition and achievement (n? = .381), leisure time evaluation (12 = .336) sub-dimensions and the total e-sports
participation motivation score (n? = .536), while a moderate effect was observed in the taxonomic domain (n? = .659) sub-
dimension.
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Table 6. Results of T-test analysis showing the sub-dimensions of the e-sports participation motivation scale in terms
of gender variable

Scales and Sub-Dimensions Variable n X SD F t P 1n?

E-Sports Participation Motivation Scale (EPMS) Fzﬁﬁe 18206 Eg'ggg ﬁg;? 1196 3.755 .000* .536

. . Male 126  48.396 14.920 "
Taxonomic Domain Female 30 38,687 14.530 .163 4,598 .000 .659

Male 126 34206 11916
*
Competence Female 30 28.062 11.108 142 3.702 .000 .533

Male 126  19.150 6.919

3 *
Relational Self Female 30 16.637 6.451 193 2.608 .010 375
Competence Male 126 23.976 8.254 637 2668 008* 381
Relational Self Female 80  20.825  8.270
Competition and Achievement Male 126 18357 5996 5.0 5387 018* 336

Female 80 16.212 6.714

*p<0.05

Table 7. ANOVA test analysis results showing the sub-dimensions of the physical activity participation motivation scale
in terms of the department variable

Department Source of Sum of Mean

Scales and Sub-Dimensions he/she studied n X Variance Squares Squares F p
al;/i?ctilv;\ttilgrrll 1srtlzalﬁ f;);;al Coach Training 11 61.090 Intergroup 24921 12.460 003 911
participa by Teacher. 87 61459 Inyagroup 2719259 133543 '
activity (MSPPA) Sports Man. 108  60.740
o Coach Training 11  25.545
Individual reasons Teacher. 87 24.804 ir;‘;gg;gﬁp 3658.3;68341 125;618527 148 863
SportsMan. 108 24.879 roup ' '
Coach Training 11 20.909 Intergroup 44585 22,292 37 480
Environmental reasons Teacher. 87  21.781 Intragroup 6142.760 30.260 ' '
Sports Man. 108 20.833
Coach Training 11  14.636 Int 2230 1115
ntergroup . .
Lack of reason Teacher. 87 14873 | iragroup  3833.071 18882 000 943
Sports Man. 108 15.027

According to Table 7, no statistically significant difference was found between the total and sub-dimension scores of physical
activity participation motivation in terms of the interdepartmental variable (p>0.05). Physical activity motivation is at a similar
level in all departments.

According to Table 8, no statistically significant difference was found between the total and sub-dimension scores of e-sports
participation motivation in terms of the interdepartmental variable (p>0.05). E-sports participation motivation is at a similar
level in all departments.

According to Table 10, no statistically significant difference was found between the total and sub-dimension scores of e-
sports participation motivation in terms of the inter-departmental variable (p > 0.05). No significant difference was found
between 1st, 2nd, 3rd, and 4th-year students (p >.05). Students' motivation towards e-sports does not change as they progress
through the grades. E-sports participation motivation is at a similar level in all departments.

According to Table 11, there is a positive and significant relationship between daily e-sports playing time and e-sports
motivation (r =.355, p <.01). No significant relationship was found between daily physical activity time and motivation. There
is a positive relationship between sports age and daily e-sports time (r =.145, p <.05). Students who play e-sports more often
also show increased motivation. However, physical activity time does not directly affect motivation.
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Table 8. ANOVA test analysis results showing the sub-dimensions of the e-sports participation motivation scale in
terms of the section variable

Scales and Sub-

Department

Source of

Sum of

Mean

Dimensions he/she studied X Variance Squares Squares F P
Coach Training 11 121.3636
E-Sports Participation
- Intergroup 2752.992 1376.496
Motl\(lgltjll\(j[r;)Scale Teacher 87 137.6552 Intragroup 421053.867 2074157 .664 516
Sports Man. 108 134.0556
Coach Training 11  41.1818
. . Intergroup 170.434 85.217
Teacher 87  45.2759
Taxonomic Domain Intragroup ~ 48949.784 241132 o5 703
Sports Man. 108 44.4537
Coach Training 11 28.3636
Intergroup 309.439 154.719
Competence Teacher 87 330575  [ngragroup 29036916  143.039 1082 341
Sports Man. 108 31.1759
Coach Training 11 16.2727
. Intergroup 52.510 26.255
Relational Self Teacher 87  18.5402 Intragroup 9529 198 46.942 559 572
Sports Man. 108 18.0741
Coach Training 11 19.7273
Competition and Teacher 87  23.0230 Intergroup 107.914 53.957 766 466
Achievement Intragroup 14298.460 70.436 ' '
Sports Man. 108 22.8426
Coach Training 11  15.8182
Leisure Time Teacher 87 17.7586  |ntersroup 36821 18410 453 636
Utilization Intragroup 8244.558 40.614
Sports Man. 108 17.5093

Table 9. ANOVA test analysis results showing the sub-dimensions of the physical activity participation motivation scale
in terms of the class variable

Scales and Sub- Source of Sum of Mean
. . Class n X . p
Dimensions Variance Squares Squares
Motivation Scale for L 36 63.7500
Participation in Physical 2 41 59.5366 iﬁgg;gﬂp ) 223'10 ?8 0 121'223 1427 236
Activity (MSPPA) 3 57 62.1930 group . -
4 72 59.6944
1 36 25.9722
Individual Reasons 2 41 24.0244  Intergroup 74.340 24.780 1384 249
3 57 249649  Intragroup 3616.864 17.905 ) ’
4 72 24.8835
1 36 21.8889
. 2 41 21.3171 Intergroup 171.697 57.232
Environmental Reasons 3 =7 922456  Intragroup 6015.648 29.780 1.922 127
4 72 20.0694
1 36 15.8889
2 41 14.1951  Intergroup 55.713 18.571
Lack of Reason 3 57 149825 Intragroup  3779.588 18.711 993397
4 72 14.8611

According to Table 9, there was no statistically significant difference between the class levels in terms of total and sub-
dimension scores for motivation to participate in physical activity (p>0.05). Motivation for physical activity is at a similar level
in all classes. Students' motivation for physical activity is independent of class level.
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Tablo 10. ANOVA test analysis results showing the sub-dimensions of the E-sports participation motivation scale in
terms of class variable

Source of Sum of Mean

Sub-dimensions Class n X Variance Squares Squares F P
S 1 36 134.3889
E'Sﬁziit‘slai?;:‘;‘fizo“ 2 41 1397805  Intergroup 2836633 945544 ., 1
(EPMS) 3 57 137.4386 Intragroup 420970.226  2084.011 ' '
4 72 130.8981
1 36 44.8333
Taxonomic Domain 2 41 46.9756 Intergroup 359.553 119.851 497 685
3 57 44.5088 Intragroup 48760.666 241.389 ' '
4 72 43.2778
1 36 31.8889
Intergrou 64.639 21.546
Competence § ;}; iﬁjggé Intragroug 29281715 144959 149 930
4 72 31.0972
1 36 18.0278
Relational Self 2 41 18.9024 Intergroup 163.597 54.532 1.170 322
3 57 19.1404 Intragroup 9418.112 46.624 ' '
4 72 17.0694
1 36 21.7500
Competition and 2 41 23.9268 Intergroup 135.594 45.198 640 590
Achievement 3 57 23.2982 Intragroup 14270.780 70.647 ' '
4 72 22.1528
1 36 17.8889
) ) 2 41 17.8049 Intergroup 65.556 21.852
LE‘;‘IJIFZ‘;TIS:*’ 3 57 180526  Intragroup 8215823  40.672 537 657
4 72 16.7639

Tablo 11. Sports age, daily e-sports, daily physical activity participation times, and the relationship between e-sports
and physical activity participation motivations

Daily E- Daily Physical E-Sports Participation Motivation Scale For
Variable Sports Activity Motivation Scale Participation In Physical
Gaming Time  Participation Time (EPMS) Activity (MSPPA)
Sports Age .145* 128 -.082 .006
Daily E-Spprts Gaming i 000 35k 026
Time
Daily Phy51gal Ac.t1V1ty i 056 030
Participation Time

E-Sports Participation

Motivation Scale - .015

(EPMS)
DISCUSSION AND CONCLUSION

This study examined the levels of motivation for physical activity and e-sports participation among sports science faculty
students studying at a university. The findings of this research revealed significant results by examining the physical activity
and e-sports participation motivations of sports science faculty students in terms of different variables. The data obtained show
that there are significant differences in e-sports motivation, especially in terms of the gender variable, and that male students
have higher motivation than female students. This finding is consistent with studies in the literature (Ayas, 2020; Ustiin et al,,
2022; Tola and ilhan, 2025). Indeed, Argan, Ozer and Akin (2006) stated in their research that male individuals are more
dominant in e-sports participation, and that this may be related to gender roles and differences in interest towards digital
games. Hamari and Sjoblom (2017) stated that the competition and performance-oriented motivation of male individuals
increased e-sports participation, while female participants placed more importance on the social interaction dimension. This
result parallels the gender difference finding in the current study. Jenny et al. (2017) stated that e-sports is not a rival to physical
sports, but rather a complementary form of sport with cognitive, strategic, and social aspects. This interpretation supports the
emphasis on the digitalized sports culture highlighted in the research. The study by Taylan and Karakas (2021) also found that
male students had significantly higher motivation for participating in e-sports, with significant differences, particularly in the
"competition and skill development" sub-dimensions. This result supports the findings.
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No significant differences were found in the levels of motivation for physical activity and e-sports participation among
participants based on their departments of study. Data obtained from the scale developed by Tekkursun Demir and Cicioglu
(2018) also showed balanced results in the individual, environmental, and irrational sub-dimensions. When examined in terms
of department variables, the lack of significant differences in motivation for both physical activity and e-sports participation
indicates that students exhibit similar motivation profiles regardless of their academic level. However, this can be explained by
the fact that students studying in the field of sports sciences are in similar academic and sporting environments. The fact that
students studying in coaching education, physical education teaching, and sports management departments are raised within a
sports culture reveals the reason for the similarity of their motivation levels. In their research on students studying in the faculty
of sports sciences, Yavuz-Soyler and Bulut (2025) reported that there was a significant difference between teaching and sports
management only in the taxonomic sub-dimension, while no significant difference was found in other sub-dimensions and total
average scores. Taylan and Karakas (2021), in their study on university students, stated that the department variable was not
a determining factor in e-sports motivation. The results of this current research are consistent with the literature.

Another finding of the study is that there was no significant difference in physical activity and e-sports motivation according
to the class variable. Another study stated that there was no significant difference in the total mean scores when the class
variable of the participants was considered (Yavuz-Séyler & Bulut, 2025). The fact that students maintain similar motivation
levels in different periods of their university lives can be related to the continuous nature of sports science education.
Furthermore, the widespread adoption of digital gaming and e-sports culture among young individuals may have led to students
having similar digital habits regardless of their class level.

One of the findings of the study is the significant positive correlation between daily e-sports playing time and motivation to
participate in e-sports. Accordingly, it is observed that as individuals' e-sports playing time increases, their motivation towards
e-sports also increases. This situation shows that e-sports has become not only a leisure activity but also an arena of
competition, success, and social interaction for individuals. Giakoni-Ramirez et al. (2022) state that there is a positive
relationship between the motivation levels of e-sports players and their playing time. Similarly, Tola and ilhan (2025) state that
increasing the playing time increases individuals' e-sports motivation. Another study, which revealed the digital game playing
motivation levels of esports players and individuals who play digital games, showed a positive but weak relationship between
daily digital game playing time and digital game playing motivation (Cinar, 2020). The research findings are similar to these
studies.

No significant relationship was found between daily physical activity duration and motivation for physical activity. It is
thought that an increase in physical activity duration does not directly affect motivation, as sports science students view
physical activity as a natural part of their educational process. In other words, for these students, physical activity is not only an
individual preference but also an academic responsibility and a way of life. This situation may have caused the relationship
between physical activity duration and motivation to remain limited.

This research was conducted only on students studying in the sports science faculty of one university, and therefore the
generalizability of the findings to different cities or faculties is limited. The responses regarding the participants' physical
activity levels, e-sports playing times, and motivations were based on their personal assessments and may have been affected
by factors such as recall bias. No significant relationship was found between daily physical activity duration and motivation for
physical activity. It is thought that an increase in physical activity duration does not directly affect motivation, as sports science
students view physical activity as a natural part of their educational process. In other words, for these students, physical activity
is not only an individual preference but also an academic responsibility and a way of life. This situation may have caused the
relationship between physical activity duration and motivation to remain limited. Furthermore, the data was limited to scales
measuring motivation for participation in e-sports and physical activity. Therefore, using qualitative methods in addition to
quantitative methods could provide a more in-depth explanation of students' motivations for participation.

Conclusion

When the research results are evaluated generally, it is seen that the physical activity motivation of sports science students
is balanced and at a high level, while their e-sports motivation is particularly affected by variables such as gender and playing
time. The increasing impact of digitalization on sports culture today has led to e-sports having an important place in the lives of
young individuals. Therefore, it is considered important for institutions providing education in the field of sports science to
support students' physical activity habits while simultaneously raising awareness about digital sports culture. Furthermore, it
is thought that future studies with larger sample groups from different universities and examining different variables such as
psychological well-being, quality of life, or digital addiction will contribute to the literature.
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