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Abstract

If we were to make a scientific definition, electronic sports; “The field of sports activities, in which people develop
and train their mental or physical abilities using information and communication technologies, is one of the biggest
types of entertainment. The aim of this study is to reveal the relationship between esports players' life engagement
and their expectations from the future. A total of 243 people, 145 men and 79 women, aged 18.155 + 1.05 years,
residing in the Marmara region of Turkey, participated in the research, which was carried out as a descriptive and
relational survey. In the research, the Life Engagement Scale and the Adolescent Future Expectations Scale were
used. No difference was found between the overall score averages of the scale of life engagement and future
expectation of esports players and the variable of father's education and income levels (p> 0.05). It has been
determined that esports players whose mother's education level is secondary school have higher religion and
society levels (p< 0.05). According to the gender variable, it was determined that the level of life engagement and
future expectation of esports players differed between the sub-dimensions of the scale (p< 0.05). As a result of the
research, a positive correlation was found between the esports players' life engagement and the mean score of the
scale of future expectation and the sub-dimensions of the scale of future expectation (p< 0.05). It is recommended
that similar studies be conducted in larger groups and in different regions.
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Tiirkiye'de espor oyuncularinin yasama baghlik diizeylerinin ve gelecek beklentilerinin
cesitli degiskenler acisindan belirlenmesi

0z

Bilimsel bir tanim yapacak olursak elektronik spor, “Bilgi ve iletisim teknolojilerini kullanarak insanlarin zihinsel
veya fiziksel yeteneklerini gelistirip egittikleri spor faaliyetleri alani en biiyiik eglence tiirlerinden biridir. Bu
calismanin amaci, espor oyuncularmin yasam baghliklar ile gelecekten beklentileri arasindaki iliskiyi ortaya
koymaktir. Tammlayict ve iliskisel tarama tiirii olarak gergeklestirilen arastirmaya Tiirkiye'nin Marmara
bolgesinde ikamet eden 18,155 + 1,05 yaslarindaki 145 erkek ve 79 kadin olmak iizere toplam 243 kisi katilmustir.
Arastirmada Hayata Baghilik Olgegi ve Ergenlerin Gelecek Beklentileri Olgegi kullanilmistir. Esporcularin hayata
baghlik ve gelecek beklentisi olcegi genel puan ortalamalar ile baba egitim ve gelir diizeyi degiskeni arasinda
fark bulunmadi (p>0,5). Annesi ortaokul mezunu olan esporcularin din ve toplum diizeylerinin daha yiiksek oldugu
belirlenmistir (p<0,05). Cinsiyet degiskenine gore esporcularin yasama baglilik diizeyleri ve gelecek beklentileri
6lcegin alt boyutlar: arasinda farklilagngr belirlenmistir (p<0,5). Arastirma sonucunda esporcularin yasam
baghiliklari ile gelecek beklentisi 6lceginin ortalama puanlari ve gelecek beklentisi 6lceginin alt boyutlar: arasinda
porzitif yonde bir iligki bulunmustur (p<0,5). Benzer c¢alismalarin daha biiyiik gruplarda ve farkli bélgelerde
yapilmasi énerilmektedir.
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INTRODUCTION

The industrial revolution, technological developments and even the emergence of the
internet are known to affect sports as well as in many fields. Sports have emerged because of
these, many branches have emerged, they have used them in the change or application of the
rules or the development of the materials used by the athletes. The term “Espor” or “Electronic
Sports” became a part of our lives in the 1990s. It was first used in 1999 at the opening of
Gamer Association (Wagner, 2006). After the development of technology, games, internet
infrastructure and broadcasting systems over the internet, e-sports has become an increasingly
widespread and rapidly growing sector (Hamari & Sjoblom, 2017). While discussing the
present and future of Espor, it is necessary to determine the development of the sector and the
current status of the video game market. It is argued that the emergence of e-sports is a natural
result of globalization, neoliberalism and the spread of information technologies (Carter &
Gibbs, 2013). Especially in the last decade of e-sports, the rate of players with the audience has
increased (Leis & Lautenbach, 2020). If we make a scientific definition, electronic sports; “The
field of sports activities in which people develop and educate people's mental or physical
abilities by using information and communication technologies are one of the biggest forms of
entertainment” (Wagner, 2006). Since Espor and competitive video games are part of human
life, it is necessary to explain that video games are also part of human beings. On the other
hand, espor and traditional sports have many organizational and structural similarities. In the
study conducted on Espor players in 2021; Similar results were obtained for traditional athletes.
(Poulus et al., 2021). The closing and opening of Espor tournaments of the International
Olympic Committee is similar in many parameters (Hutchins, 2006). Espor means competing
with each other both mentally and physically through these game platforms. For this reason,
online games in the field of espor come to the fore. As an example of these games, Dota2,
League of Legends, Starcraft 2, CSGO, and Fortnite and PUBG, which have gained popularity
in recent years (Giil et al., 2019). In the academic community, the scientific research on
competitive computer games that are accepted in the academic community is still in the initial
stage (Sabtan et al., 2022). In the future, the esports sector will gradually grow within modern

sports clubs and organizations. It is predicted (Ugiinciioglu and Cakir, 2017).

The expectation of the future is a roadmap consisting of a bunch of perceptions that people
create and create about themselves (Rotter, 1975). The future is the part that has not yet been
experienced, but in which the individual dreams of living in line with his own thoughts, leading

to the point of life. The future expectations of individuals are mental situations that include
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thoughts, concerns and interests about the future (Simsek, 2012); It is one of the main factors

in the development-behavior of adolescent individuals (Seginer, 2003; Sipsma et al., 2012).

The vital expectations of human beings do not arise independently of society. These life
goals can be thought of as a social product with the expectations of other individuals.
Researchers often recommend studying the impact of social patterns and other individuals on
the average lifespan of young people. Especially in the socialization periods of individuals in
the youth period, socialization and the environment in which other individuals interact are
effective in the formation of these goals. Cultural norms and the written and visual media, which
are the carriers of these norms, determine what the desired and normal development goals can
be, and there are criteria for the future expectations of adolescents. (Greene, 1990; Kuebli et
al., 1998; Phinney et al., 2001). Future expectations are the determining factor affecting the
existence and later life of adolescents and adults. The experiences of the individual throughout
his life affect these expectations positively or negatively. Due to the stress experienced by

individuals, it also directly affects their quality of life (Meyer et al., 2021).

Successful experiences enable people to fulfill the tasks they have undertaken throughout
their lives in a positive way, increase their level of expectation for their next life and perform
at a higher level (Tuncer, 2011a). According to Sipma et al. (2012), the measurement of

adolescents' future expectations is mostly inconsistent and unconscious (Ramos et al., 2013).

Three basic theories regarding the future goals of young people were emphasized. It
encompasses cognitive and mental processes associated with self-determination, future time
perspective, and the development of future goals. Considering that individuals often have a
limited amount of time throughout their lives, it is important to plan the present time correctly
and make the right order in order to achieve future goals. Because people who face many
possible developmental crises and tasks (death of relatives, divorce, immigration status,
marriage and having children) throughout their lives may require a strong life commitment to
cope with this situation effectively. It is thought that individuals’ commitment to life is an
effective factor in reaching their future goals. The process of developing a commitment to life
includes an adventure that is directly or indirectly related to the individual's life goals (Erol &
Ahmet, 2015).

In our research, it was aimed to examine the future expectations and life commitment of

esports players residing in the Marmara region of Turkey according to various variables.
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MATERIALS AND METHOD

Sample

A total of 224 esports players which defined randomly, 145 male and 79 female, residing
in the Marmara region of Turkey participated in the study sample.

Data collection forms
A personal information form, future expectation and life commitment scales were used
on the participants. The environmental factors have ignored because the samples was

determined randomly

Life engagement scale

The Life Attachment Scale is a 6-item measurement tool developed by Scheier et al.
(2006) in order to evaluate the goals of individuals in their lives. The Turkish validity and
reliability study of the scale was conducted by Ugur and Akin (2015). The scale is a 5-point
Likert-type scale (“1” I strongly disagree and “5” I completely agree). Items 1, 3 and 5 in the
scale are reverse coded. Increasing score indicates a high level of life commitment. Cronbach
Alpha internal consistency reliability coefficient was 0.74 (Erol & Ahmet, 2015). In our study,

the Cronbach Alpha internal consistency coefficient was determined as 0.79.

Adolescent future expectations scale

“Adolescent Future Expectations Scale” (EGDS) was used. The scale was adapted into
Turkish by Tuncer in 2011. Itis a Likert type scale and is a 25-item scale tool. The scale consists
of five factors: "education and work", "society and religion”, "family and marriage", "life and
health" and "the future of my children”. All items in the scale were encoded in a coding order
between the scale item scores (1) "I strongly believe™ and (7) "I strongly believe". The scale
consists of co-factors such as education and work, marriage and family, religion and society,
life and health. The Cronbach alpha coefficient of this four-factor structure was found to be
0.92 (Tuncer, 2011a). As a result of the data obtained from the participants, the Cronbach Alpha

internal consistency coefficient was determined as ,916.

Data collection

A questionnaire was applied to the esports players by the researcher. The scales collected
by the researcher were checked and transferred to the computer environment for analysis in the
SPSS 25 package program.

Data analysis

ANOVA, T test, Pearson correlation tests were applied to the data obtained from the
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participants in the study. Age of esports players participating in the research were 18.155 +
1.05.

RESULT
Table 1. Sociodemographic characteristics of esports players (N=224)
N %
Gender Male 145 64.7
Female 79 353
Primary Education 86 38.4
Father Educational Status Secondary Education 102 455
University 34 15.2
Primary Education 104 46.4
Mother Education Status Secondary Education 100 44.6
University 20 8.9
Low 26 11.6
Income status Middle 163 72.8
High 35 15.6
Pubg 125 55.8
Game Type Valorant 38 17.0
League of Legends 26214 272

Table 1 shows that 224 people participated in the research, 35.3% (N=79) were female,
64.7% (N=145) were male, and when father education was examined, 38.4% (N=86) It was
determined that he was a primary school graduate. primary school, 45.5% (N=102) secondary
school and 15.2% (N=34) university graduate. It was determined that 46.4% (N=104) of the
mothers were primary school graduates, 44.6% (N=100) secondary school graduates and 8.9%
(N=20) university graduates. taking into account the income status of the participants; It was
determined that 11.6% (N=26) had low income, 72.8% (N=163) had medium income, and
15.6% (N=35) had high income. When evaluating the type of game the participants played, it
was detected that 55.8% (N=125) PUBG, 17% (N=38) valorant, 27.2% (N= 61) League of
Legends (Table 1).
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Table 2. Comparison of the average scores of esports players in the engagement to life scale according to
their demographic characteristics (N=224)

Life Engagement Scale

Variables Group N(224) X £SD Testand
Signifcance
Male 145 3.8 £0.724 T:-1.914
Gender L
Female 79 4.15+0.505 p: 0.035
Primary education 86 4.01+0.651
Father Educational Status Secondary education 102 4.11+0.644 Ej éé%
University 34 3.92+0.679
Primary education 104 4.04+0.721
Mother Education Status Secondary education 100 4.08+0.593 Ej égzg
University 20 3.85+0.628
Low 26 3.77+0.817
Income status Middle 163 4.06+0.631 F‘_ 2.599
p:0.077
High 35 4.12+0.628
Pubg 125 4.13+0.682
Game Type F:3.139
Valorant 38 3.99+0.568 p0045
League of Legends 61 3.88+0.640

Bold values indicate statistical significance (p<0.05)

In Table 2, a statistically significant difference was found between the life commitment
of esports athletes and the gender variable (t=-1.914; p<0.05). It is said that the level of
commitment to life of the men participating in the study is lower than female participants. The
perceptions of commitment of Espor athletes to life have not found a significant relationship
according to the variable of the father's education status (F=1.161; p>0.05). It is seen that that
esports athletes' perceptions of commitment to life did not differ according to the mother's
educational status (F=1.076; p>0.05). It is seen that there is no significant relationship between
the perceptions of esports athletes about life commitment according to the income status
variable (F=2.599; p>0.05). According to the game type situation variable, a statistical
difference was found between the perceptions of esports athletes about commitment to life
(F=3.139; p<0.05).
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It has been determined that players who play Pubg have higher levels of life engagement than players who play league of legends (Table 2).

Table 3. Comparison of the average scores of esports players in the scale of future expectations according to their demographic characteristics (N=357)

Future Expectation Business and Education Marriage and Family Religion and Society Health and Life
S Test and 5 Test and S Test and 5 Test and S Test and
N(224 + o + S + S + S + S
(224) X+SD Signifcance X+SD Signifcance X+8D Signifcance X+S8D Signifcance X+SD Signifcance
Gender Male 145 5.38+0.965 T: 0.595 5.55+1.20 T: -1.080 5.26+1.05 T:3.036 5.90+1.26 T:0.317 4.77+1.32 T:0.533
Female 79 531+0.901 p: 0.552 5.72+1.07 p: 0.298 4.79+1.13 p: 0.002 5.84+1.33 p: 0.752 4.68+1.13 p: 0.595
Primary 86  533+1.01 5.56+1.27 5.1141.25 5.84+1.25 470+1.33
Father education
Educational Secondary F: 0.544 B F:0.413 — F:0.261 — F: 1.727 — F:0.117
Status education 102 5.42+0.875 p: 0.581 5.69+1.03 p: 0.663 5.11£1.03 p: 0.771 6.00+1.11 p: 0.180 4.77£1.22 p: 0.890
University 34 5.23+0.985 5.52+1.25 4.96+0.898 5.53+1.79 4.67+1.18
Primary 104 5.39+0.883 5.63+1.14 5.86+1.11 5.09+1.24 4.92+1.20
Mother education o o o T
Education Secondary F: 1,587 F: 0.682 F: 1.707 F:3.198 F: 2.095
University 20 5.00+1.23 5.32+1.36 5.23+1.18 4.68+2.03 4.51+1.54
Low 26 5.160+1.05 5.240+1.29 5.150+1.10 5.920+1.04 4.410+1.29
- F: 0.669 I e— F: 1.534 I —— F:0.237 Vo S— F:0.677 BT e— F:1.121
Income status Middle 163 5.370+0.932 0 0.513 5.640+1.10 0 0.218 5.060+1.13 0 0.789 5.920+1.22 0- 0.509 4.760+1.20 D: 0.328
High 35  5.430+0.910 5.730+1.28 5.2000.970 5.640+1.69 4.870+1.45
Pubg 125  5.49+0.861 5.77+1.06 5.23+1.06 5.95+1.27 4.84+1.13
Game Type Valorant 38 5.04+1.14 F:0.669 5.36+1.33 F:2.749 451+1.17 F:0.895 5.84+1.26 F:0.514 4.49+1.45 F:1.173
League of p:0.027  —_  p:0066 —— _—  p:0001 < p:059 < p03il
Legends 61 5.28+0.923 5.44+1.19 5.19+1.03 5.75+1.34 4.69+1.35

Bold values indicate statistical significance (p<0.05)

While there is no difference in the future expectations of esports athletes, work and education, religion and society, health and life sub-
dimensions, there is a difference according to the gender variable in the sub-dimension of marriage and family (t =3.036; p<0.05). It is seen that

that male esports players have higher marriage and family levels than female esports players (Table 3).
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It was found that there was no relationship between the future expectation perceptions
of esports athletes and the father's educational status variable (F=0.544; p>0.05). It is seen that
the perceptions of esports athletes regarding the sub-dimensions of work and education were
not related to the variable of father's educational status (F=0.413; p>0.05). It is seen that there
was no relationship between the esports athletes' perceptions of marriage and family sub-
dimensions and the variable of father's education level (F=0.261; p>0.05). It is seen that
esports athletes' perceptions of religion and society sub-dimensions were not related to the
variable of father's educational status (F=1.727; p>0.05). It is seen that the perceptions of
esports athletes regarding the sub-dimensions of health and life were not related to the variable
of father's educational status (F=0.117; p>0.05) (Table 3).

It is seen that there is no relationship between the perceptions of the esports players
about the future expectation and the mother's education level variable (F=1.587; p>0.05). It is
seen that there is no significant relationship between the perceptions of esports athletes
regarding the sub-dimensions of work and education according to the mother's educational
status variable (F=0.682; p>0.05). There is no significant difference between the perceptions
of esports athletes regarding the sub-dimensions of marriage and family to the mother
education level variable (F=1,707; p>0.05). A statistical difference was found between the
perceptions of esports athletes about religion and society sub-dimensions according to the
mother's education status variable (F=3.198; p<0.05). The difference was that the sub-
dimensions of religion and society were higher in mothers who graduated from secondary
school compared to mothers who graduated from university. It is seen that that the perceptions
of esports athletes regarding health and life sub-dimensions are not related to the mother
education status variable (F=2.095; p>0.05) (Table 3).

It was found that the future expectation perceptions of esports athletes did not differ
according to the income status variable (F=.669; p>0.05). In addition, it was found that the
esports players' perceptions of work and education, marriage and family, religion and society,
health and life sub-dimensions did not differ according to the variable of income status (Table
3).

It was found that the perceptions of esports players about the general averages of future
expectations are different according to the game type situation variable (F=3.669; p<0.05). It is
seen that the perceptions of marriage and family sub-dimensions differ according to the game
type variable (F=6,895; p<0.05). It is seen that the perceptions of esports athletes regarding the
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sub-dimensions of work and education did not differ according to the game type situation
variable (F=2.749; p>0.05). It was detected that esports players playing pubg have higher future
expectation levels than esports players playing valorant. Esports players playing Pubg and
League of Legends were found to have higher marriage and family sub-dimensions than players
playing valorant. It is seen that the perceptions of esports athletes about the sub-dimensions of
health and life, work and education, religion and society, health and life were not statistically
different according to the game type situation variable (Table 3).

Table 4. The relationship between the mean score of the scale of life engagement of esports players and the
future expectation of the scale and its sub-dimensions

Future

cpecion S Mo Rejgonnd e

Scale (Total)
Life Engagement ' 0.515™ 0.572™ 0.293* 0.246™ 0.323"
(%?:j) P 0.000 0.000 0.000 0.000 0.000

Bold values indicate statistical significance (p<0.05)

According to Pearson correlation analysis, it was determined that there is a moderately
positive (r: 0.515 p<0.50) relationship between esports players' life engagementand their future
expectations. It has been determined that there is a moderately positive relationship between

life commitment and future expectation sub-dimensions (p<0.5) (Table 4).

DISCUSSION AND CONCLUSION

It is a sport that is accepted and supported in many countries today. This value is also
developing rapidly in our country. While discussions continue around the world whether e-
sports are a sport or not, e-sports has already created its own ecosystem has completed. With
the development of technology, the internet and video games have become indispensable in our
lives has become a part of it. However, millions of people in Turkey have online and offline

they have been involved in e-sports on platforms and gyms (Atici et. al., 2023).

Within the scope of this research, a total of 224 people, 145 male and 79 female
esportsmen, were examined in terms of their commitment to life and future expectations and

various variables.

In our study, it was observed that there was a significant relationship between the
adolescent's future expectation, marriage and family sub-dimensions according to the gender
variable of the esports players in our sample (p<0.05). It is seen that the difference between
marriage and family sub-dimensions is in favor of male esports players. A significant difference
was found between their perceptions of their level of commitment to life in terms of gender
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variable (p<0.05). According to the results obtained from the participants, it was determined
that the level of commitment to life of male individuals was lower than that of females. It was
observed that there was no relationship with the future expectation in terms of gender variable
of the esports players participating in the research (p>0.05). In a study, it was determined that
fathers' levels of life satisfaction were lower than mothers' perceptions of life satisfaction
(Yavuz & Glimiiskaya, 2021). In the study conducted by Tuncer in 2011, it was determined that
there was a significant difference between the gender variable and the levels of future
expectation. The difference was found to be in favor of female participants. (Tuncer, 2011b). It
is seen that there is no significant relationship between the father's education level variable and
the levels of commitment to life and future expectation (p>0.05). In the study conducted by
Tuncer in 2011, it was determined that there was no difference between the father's educational

status and the level of future expectation of the participants (Tuncer, 2011b).

While there was no difference between maternal education status and commitment to
life, a difference was found between religion and society sub-dimensions (p<0.05). The
difference is that there is a difference in the religion and society sub-dimension of secondary
school graduate mothers compared to university graduate mothers. When the literature is
examined, as a result of the research conducted in 2015, it is seen that the education level of the
university and high school graduate mothers is higher than the secondary and primary school
graduate mothers according to the religion and religion sub-dimensions (Topaktas, 2015).
When examined in the literature, it shows parallelism with our results. It is seen that there is no
determinant relationship between the level of commitment to life and future expectation from
the income status variable (p>0.05). As a result of the test made in terms of game type variable,
a difference was found between the perceptions of the esports players participating in the
research on the sub-dimensions of commitment to life, future expectation, marriage and family
(p<0.05). It has been determined that the level of commitment to life of those who play League
of Legends game is higher than those who play pubg. It was determined that those who play
Pubg have higher future expectations than esports players who play League of Legends. Esports
players who play Pubg game have higher perceptions of marriage and family sub-dimensions
than valorant players, and League of Legends players compared to valorant players. It has been
determined that there is a strong positive relationship between esports players' commitment to
life and their perceptions of future expectations (r: 0.515 p<0.50). In addition, it has been
determined that there is a positive relationship between the sub-dimensions of the future

expectation scale and the level of commitment to life.
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As a result, it is noteworthy that there are changes in the levels of life and future
expectations of the individuals' work and education sub -dimensions according to the gender
variable of individuals. Espor players are thought to give importance to marriage and family
dimension. It is seen that there is no change in the level of loyalty to life in the level of father's
education level and the future expectation in all sub -dimensions. It is seen that there is no
change in terms of loyalty to life in mother education situations. It was observed that there is
no difference between the family income of espor players. differences have been determined
according to the type of game played by espor players. in the field, there was no study of the
relationship between the life commitment of espor players in the literature and the expectations

of the future. It is thought that our study will give priority to the following studies.

As a result, it is noticed that there are changes in the level of life engagement and future
expectations in the sub-dimension of work and education of esports players according to the
gender variable of individuals. It is thought that esports players give importance to the marriage
and family dimension. It is seen that there is no change in the level of life engagement and in
all sub-dimensions of future expectation in the father's education level variable. It seems that
there is no change in the maternal education status of the individuals in terms of commitment
to life, but only in the dimensions of religion and society. It has been determined that there is
no difference in the family income status of esports players. Differences have been determined
depending on the type of game played by esports players. As a result of the literature review,
no study was found in the literature that directly indicates the relationship between esports
players' life engagement and future expectations. For this reason, it is thought that our research

will be an example for future studies.

GENISLETILMIS OZET

GIRIS

Sanayi devrimi, teknolojik gelismeler ve hatta internetin ortaya ¢ikigmin birgok alanda oldugu
gibi sporu da etkiledigi bilinmektedir. Spor da bunlardan dolay1 bircok brans ortaya ¢ikmis, kurallarin
degistirilmesinde ya da uygulanmasinda veya sporcularin kullandigi malzemelerin gelistirilmesinde
bunlardan yararlanmilmistir. “Espor” ya da “Elektronik Spor” tabiri 1990’11 yillarda hayatimizin bir
pargasi oldu (Wagner, 2006). Teknolojinin, oyunlarin, internet altyapisinin ve internet iizerinden yayin
sistemlerinin gelismesiyle birlikte e-spor giderek yayginlagan ve hizla biiyiiyen bir sektor haline geldi
(Hamari & Sjoblom, 2017). Ozellikle e-sporun son on yilinda oyuncularin seyirciyle bulugma orani artt
(Leis ve Lautenbach, 2020). Bilimsel bir tanim yapacak olursak elektronik spor, bilgi ve iletisim
teknolojilerini kullanarak insanlarin zihinsel veya fiziksel yeteneklerini gelistirip egittikleri spor

faaliyetleri alan1 en biiyiik eglence tiirlerinden biridir (Wagner, 2006). Espor ve rekabet¢i video oyunlart
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insan yasaminin bir pargasi olduguna gore video oyunlarinin da insanin bir pargasi oldugunu anlatmak
gerekir. Ote yandan espor ile geleneksel sporlarin organizasyonel ve yapisal olarak pek ¢ok benzerligi
bulunmaktadir. Gelecekte espor sektorii modern spor kuliipleri ve organizasyonlar1 biinyesinde giderek
biiyliyecegi tahmin edilmektedir. Literatiir taramasi sonucunda, literatiirde espor oyuncularinin yasam
bagliliklar ile gelecek beklentileri arasindaki iliskiyi dogrudan gdsteren bir ¢caligsmaya rastlanmamistir.

Bu nedenle aragtirmamizin bundan sonraki ¢alismalara 6rnek olacag: diisiiniilmektedir.

YONTEM

Tanimlayici ve iligkisel tarama tiirli olarak gergeklestirilen aragtirmaya Tiirkiye'nin Marmara
bolgesinde ikamet eden 18.155 + 1.05 yaslarindaki 145 erkek ve 79 kadin olmak iizere toplam 243 kisi
katilmistir. Arastirmada yasama baglilik dlcegi ve ergenlerin gelecek beklentileri 6lgegi kullanilmistir.
Arastirmaci tarafindan toplanan dlgekler SPSS 25 paket programinda kontrol edilerek analiz edilmek
iizere bilgisayar ortamina aktarilmistir. Arastirmaya katilanlardan elde edilen verilere ANOVA, T testi,

Pearson korelasyon testleri uygulandi.

BULGULAR

Arastirmaya katilan espor oyuncularinin yaglar1 18.155 £ 1.05'tir. Esporcularin hayata baglilik ve
gelecek beklentisi 6lgegi genel puan ortalamalari ile baba egitim ve gelir diizeyi degiskeni arasinda fark
bulunmadi (p>0,5). Annesi ortaokul mezunu olan esporcularin din ve toplum diizeylerinin daha yiiksek
oldugu belirlenmistir (p<0,5). Anne egitim durumunun din ve toplum diizeyleri iizerinde 6nemli etki
oldugu diistiniilmektedir. Cinsiyet degiskenine gdre esporcularin yasama baglilik diizeyleri ve gelecek
beklentileri 6lgegin alt boyutlar1 arasinda farklilagtigi belirlenmistir (p<0,5). Arastirma sonucunda
esporcularin yasam bagliliklan ile gelecek beklentisi 6l¢eginin ortalama puanlari ve gelecek beklentisi
Olceginin alt boyutlar1 arasinda pozitif yonde bir iligki bulunmustur (p<0,5). Arastirmaya katilan
bireylerin yasama olan baglilik diizeyleri arttikca gelecege ait beklenti diizeylerinde arttig1

diisilmektedir.

TARTISMA VE SONUC

Espor giiniimiizde birgok iilkede kabul edilen ve desteklenen bir spordur. Bu deger tilkemizde de
hizla gelismektedir. Diinya capinda e-sporun bir spor olup olmadigi tartismalar1 devam ederken, e-spor
zaten kendi ekosistemini olusturmus durumda. Teknolojinin gelismesiyle birlikte internet hayatimizin
vazgecilmezi haline gelmis ve video oyunlart da onun bir parcasi haline gelmistir. Ancak Tiirkiye'de
milyonlarca insan ¢evrimi¢i ve ¢evrimdisi olarak platformlarda ve spor salonlarinda e-spor etkinliklerine
katilmaktadir (Atict vd., 2023). Bu arastirma kapsaminda 145'i erkek, 79'u kadm olmak {izere toplam
224 esporcunun hayata bagliliklar1 ve gelecek beklentileri ve gesitli degiskenler agisindan incelenmistir.
Sonug olarak espor oyuncularinin ¢aligsma ve egitim alt boyutunda bireylerin cinsiyet degiskenine gore
hayata baglilik diizeyleri ve gelecek beklentilerinde degisim oldugu fark edilmistir. Espor oyuncularinin

evlilik ve aile boyutuna 6nem verdigi diisiiniilmektedir. Baba egitim diizeyi degiskeninde hayata baglilik
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diizeyi ve gelecek beklentisinin tiim alt boyutlarinda bir degisiklik olmadigi goriilmektedir. Bireylerin
anne egitim durumlarinda hayata baglilik acisindan bir degisiklik olmadigi, sadece din ve toplum
boyutunda bir degisiklik oldugu goriilmektedir. Espor oyuncularinin aile gelir durumlarinda herhangi
bir farklilik olmadig belirlendi. Espor oyuncularinin oynadigi oyun tiiriine gore farkliliklar belirlendi.
Literatiir taramas1 sonucunda literatiirde espor oyuncularinin hayata bagliliklari ile gelecek beklentileri
arasindaki iliskiyi dogrudan gosteren bir c¢aligmaya rastlanmamistir. Bu nedenle arastirmamizin

gelecekte yapilacak ¢aligmalara 6rnek olacag diistiniilmektedir.
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