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Abstract

Introduction and Aim: Gaming is not simply a competitive activity, but a
psychological experience which motivation, stress, and social identity play a role in it.
Therefore, investigating and researching about the characteristics of professional gamers
helps to better understand this group. As a result, the aim of this research was investigate
the phenomenology of motivation, stress, and social identity of professional gamers.

Methodology: This study was a descriptive from type of review. The research
population was all research related to the research field in Scopus, PubMed, Web of
Science, PsycINFO, and Google Scholar databases between 2020 to 2025 years. Number
of 52 articles after reviewing the inclusion criteria were selected as a sample. The data of
this study were collected by taking notes from the articles and analyzed using thematic
analysis.

X Findings: The results of the present research indicated that the motivation of

professional gamers included intrinsic motivation (desire to mastery, challenge, and
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Conclusion: According to the results of this study, professional gamers had

characteristics in terms of motivation, stress, and social identity that their interaction
shows a dynamic pattern of professional growth and psychological adjustment. As a
result, to improve the characteristics of professional gamers, it is necessary to design
educational, supportive, and psychological intervention programs based on the
combination of motivation, stress, and social identity characteristics.

Keywords: Game, Professional Gamers, Motivation, Stress, Social ldentity.

i(oXOLN

Copyright: © 2025 by the authors. Published under the terms and conditions of Creative Commons
Attribution-NonCommercial 4.0 International (CC BY-NC 4.0) License.



http://creativecommons.org/licenses/by-nc/4.0
https://orcid.org/0009-0007-4123-5833
https://orcid.org/0000-0003-0490-5440
https://orcid.org/0000-0002-4684-3375
http://creativecommons.org/licenses/by-nc/4.0

Professional Gamers: A Phenomenological Investigation of ... (Ahmadi et al)

Extended Abstract

Introduction and Aim

The growth of the digital gaming industry, especially
in the form of international electronic competitions,
continues at a remarkable pace, and millions of
gamers and viewers from all over the world are
involved in it; so much so that many viewers follow
professional gamers as cultural role models and even
digital heroes (Su et al, 2025). Today, professional
gaming is not just an activity for entertainment and
recreation, but has become a tool for building and
redefining social status, reputation, and a sense of
worth (Cote et al, 2023). The difference between
professional and recreational gaming lies in the level
of psychological and social involvement of gamers.
People who play recreationally are more likely to seek
pleasure, entertainment, and leisure, while
professional gamers are involved in competition with
strict rules, long practices, and external expectations
(Fayyaz et al., 2025). Professional gamers are not only
content producers, but also actors who participate in a
network of meaning-making, symbolic capital, and
digital identity systems (Cook et al., 2023).

In the past decades, games and professional gamers
have been studied from various perspectives,
including physiological, cognitive, social, emotional,
and cultural. In terms of psychologically, professional
gaming is a complex situation in which gamers are
simultaneously exposed to internal and external
motivations, multiple stresses from competition, and
social pressure (Ahn & Kim, 2024). Self-determination
theory provides a framework for understanding the
behaviors of professional gamers. According to this
theory, basic human needs include autonomy,
competence, and relatedness, and when these needs
are satisfied in a professional gaming environment,
intrinsic motivation is enhanced, but when exposed to
external pressures or excessive stress, intrinsic
motivation becomes extrinsic and the gaming
experience is accompanied by anxiety (Fayyaz et al.,
2025). In professional gamers, motivation is directed
towards achieving success, fame, and financial
reward, creating a complex interplay between intrinsic
motivations such as mastery and skill and extrinsic
motivations such as social approval or income. The
dual combination of intrinsic and extrinsic motivation
sometimes leads to burnout and sometimes to
satisfaction (Russell, 2025).

Stress is one of the most prominent aspects of
professional gamers’ lives. The pressure of
competition, constant audience scrutiny, and the need

to maintain high performance are all factors that
contribute to their stress. In some studies, professional
gamers’ stress has been compared to that of Olympic
athletes and is almost equal, with the difference that
professional gamers usually benefit from organized
physical and psychological supports (Leis et al., 2024).
According to the theory of coping strategies, stress is
the result of an individual’s cognitive appraisal of the
situation and the resources available for coping. When
a (Qgamer perceives a competitive situation as
threatening, stress levels increase; however, if the
same situation is perceived as a challenge, stress can
be transformed into positive motivation (Palanichamy et
al., 2020). Gamers' stress eventually causes them to
burn out, and in recent years, gamer burnout has been
widely studied, and this issue is not only caused by
the pressure of training, but also by media pressures
and expectations (Russell, 2025).

In recent decades, attention to professional gaming
and electronic gaming has grown significantly
compared to the past and has become one of the most
prominent manifestations of digital culture and a
lifestyle. Although video games were initially
designed for entertainment purposes, today they have
become a billion-dollar industry in which gamers
view it not only as a pastime, but also as a job,
profession, competition, and social identity (Behnke et
al., 2022). From a social psychology perspective, social
identity in professional gamers can have contradictory
effects and consequences, and on the one hand,
belonging to a group increases social support,
motivation, and a sense of meaning, but on the other
hand, the pressure to maintain a group image or fan
expectations can lead to stress and anxiety (Sharpe &
Birch, 2024). In addition to the individual dimensions of
gaming, games have social and cultural dimensions.
Games and their virtual space have created networks
of identity and meaning in which gamers represent
themselves in the form of groups, teams, or nations,
which has given rise to concepts such as cultural
capital and digital social identity (Su et al., 2025).

Gaming is not simply a competitive activity, but a
psychological experience which motivation, stress,
and social identity play a role in it. Therefore,
investigating and researching about the characteristics
of professional gamers helps to better understand this
group. As a result, the aim of this research was
investigate the phenomenology of motivation, stress,
and social identity of professional gamers.

Methodology




This study was a descriptive from type of review. The
research population was all research related to the
research field in Scopus, PubMed, Web of Science,
PsycINFO, and Google Scholar databases between
2020 to 2025 years. Number of 52 articles after
reviewing the inclusion criteria were selected as a
sample.

Inclusion criteria included publication of relevant
articles between 2020 and 2025 in reputable scientific
databases, related to one of the three areas of
motivation, stress, and social identity in professional
gamers, using qualitative, phenomenological, and
mixed methods in analyzing professional gamers'
experiences, and presenting empirical or interpretive
results about lived experiences and psychological
factors related to gaming and professional gaming.
Also, exclusion criteria included research related to
gamers and recreational games with the general
population of players, systematic reviews without
interpretive content, non-scientific reports from blogs
and news reports, and articles related to technical,
managerial, and business reviews of e-sports.

The data of this study were collected by taking notes
from the articles and analyzed using thematic
analysis.
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Findings

The results of the present research indicated that the
motivation of professional gamers included intrinsic
motivation (desire to mastery, challenge, and
enjoyment from game) and extrinsic motivation
(fame, income, and social acceptance), the stress of
professional gamers included health threatening
(competitive stress, media pressure, long-term
exercises, and performance anxiety) and health
protective  (mindfulness, social support, and
resilience), and the social identity of professional
gamers included belonging to teams, virtual
communities, and media interactions.

Discussion and Conclusion

According to the results of this study, professional
gamers had characteristics in terms of motivation,
stress, and social identity that their interaction shows
a dynamic pattern of professional growth and
psychological adjustment. As a result, to improve the
characteristics of professional gamers, it is necessary
to design educational, supportive, and psychological
intervention programs based on the combination of
motivation, stress, and social identity characteristics.
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