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A B S T R A C T  

This study aimed to examine the attitudes of e-sports participants toward artificial intelligence (AI) 
based on a variety of socio-demographic variables. A total of 206 e-sports participants selected through 
convenience sampling were administered the "Attitude Towards Artificial Intelligence Scale" adapted 
by Kaya et al. (2022). SPSS 29.0.1.0 (171) was used to analyse the data. For data analysis, the 
Whitney U and Kruskal Wallis tests were utilized. According to the results of the analysis, there was no 
significant difference in the age variable, whereas the gender variable produced results that favoured 
male e-sports participants. In addition, it was discovered that individuals who used technological 
devices during exercise more frequently had a more positive attitude towards AI. In conclusion, men 
participants have a more optimistic view of artificial intelligence than female participants. These results 
illustrate the connection between technology usage and perception of artificial intelligence. It can be 
hypothesized that individuals who frequently use technological devices during exercise are more 
conversant with technology and, as a result, have a more favourable attitude towards artificial 
intelligence. These results indicate that technology utilization influences the adoption and acceptance 
of AI technologies. 
 
 
Keywords:  Artificial Intelligence, E-Sports, Technology and Sports 

 

INTRODUCTION 

The rapid development of technology has 
spawned new innovations in athletics. The 
proliferation of competitive computer and video 
games has given rise to the concept of electronic 
sports (e-Sports) (Kirriemuir, 2021). In the sphere 
of sports, technological advancement has not only 
contributed to existing sports but also paved the way 
for entirely new sports disciplines. In this context, 
the term e-Sports (electronic sports) has emerged 
as a novel concept. E-sport competitions are typically 
held on online platforms or local area networks, and 
physical movement is not required. This sport brings 
players from all around the globe together using the 

opportunities offered by the digital realm, allowing 
them to compete in a competitive environment 
(Jenny et al., 2016). E-Sports offer a unique 
experience compared to traditional sports and 
introduce a thrilling technological dimension to the 
world of sports. 

LITERATURE REVIEW 

E-Sports 

The domain of e-Sports incorporates both 
physical and mental abilities. This sport is played in 
a virtual or computer environment and has 
characteristics such as being less expensive in terms 
of facilities or equipment than traditional sports, 
being easy to play anywhere in the world, allowing 
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for both individual and team participation, and 
utilizing specialized tools and equipment 
(Mustafaoğlu, 2018). E-Sports is a sport that 
requires both physical and mental exertion. E-Sports 
can be played by people from different parts of the 
globe over the internet, or by individuals from 
different regions in major electronic sports 
competitions. This new sports discipline breaks down 
boundaries, bringing together players from various 
cultures and geographies, while requiring e-sports 
athletes to use their mental skills and hand-eye 
coordination to develop strategies within the game. 
In addition, athletes must engage in consistent 
exercise and training to maintain their physical 
health and fitness. In addition, both sports offer the 
opportunity to participate in competitions in both 
individual and team disciplines (Güler, 2022). 

Consequently, e-Sports share similarities with 
traditional sports while utilizing the technological 
capabilities of the digital world to provide 
participants with a new and exciting experience 
(Argan et al., 2006). 

Artificial Intelligence 

Artificial Intelligence (AI) is a technology aimed 
at enabling computer systems to think and perform 
like humans. AI is the study of enhancing cognitive 
activities (both requiring and not requiring intellect) 
performed by natural systems to artificial systems, 
and even to higher levels of success (Say, 2018). 
Artificial Intelligence (AI) usage is on the rise, and 
its impact on various aspects of people's daily 
existence is growing. AI is utilized in numerous 
industries and disciplines as a result of rapid 
technological advancements (Makridakis, 2017; 
Olhede and Wolfe, 2018). Individuals' attitudes 
toward AI can significantly influence their adoption 
of AI (Schepman and Rodway, 2020). 

In this context, the Turkish Electronic Sports 
Federation (TESFED), which was founded in 2023 
with the intention of serving as the country's national 
and international representative, has partnered with 
the Turkish Artificial Intelligence Initiative 
SenpAI.GG, which operates globally with the same 
objective, to provide players with advanced 
algorithms and statistics. SenpAI.GG is an artificial 
intelligence-based gaming assistant created by 
Turkish entrepreneurs and engineers, making it the 
first native AI technology utilized in the esports 
industry. The mission of SenpAI.GG is not only to 
provide language support for players, but also to 
create a global impact by collaborating with players 
from all over the globe. SenpAI.GG's intelligent 
algorithms are demonstrated with an intuitive 
interface. Through this platform, players can identify 
areas for personal growth, acknowledge their 
mistakes, and benefit from videos compiled using 

SenpAI.GG technology, which include the 
experiences of professional players from around the 
globe. In this manner, they can enhance their 
gaming skills and participate effectively in the 
competitive gaming scene. 

Understanding the attitudes of esports 
participants toward artificial intelligence is crucial, 
both for providing more effective services and 
solutions to the esports industry and for assessing 
the potential of AI technology in the sports industry. 
It is believed that the potential of artificial 
intelligence in esports offers significant advantages, 
such as enhancing players' tactical abilities, 
optimizing game strategies, and gaining a 
competitive edge. Examining the attitudes of esports 
participants toward artificial intelligence can provide 
insight into their thoughts and expectations, thereby 
guiding the application of this technology in the 
esports industry. In addition, considering esports 
participants' perspectives on artificial intelligence 
can help the esports industry develop more 
successful and efficient AI-based solution 
development and implementation strategies. 

METHOD 

This investigation is conducted using a descriptive 
methodology, the relational survey paradigm. The 
purpose of this model is to reveal the interrelationships 
between variables or how variables change in tandem 
(Karasar, 2018). Using the relational survey model, 
the study intends to provide a comprehensive 
comprehension of the factors that influence the subject 
of the study. Using this methodology, the study will be 
able to draw conclusions about the intricate 
relationships between the variables. 

Research Group 

In this study, data was collected from 206 esports 
participants selected using the convenience sampling 
technique. The survey participants were chosen based 
on their availability and willingness to participate. The 
scope of this study encompasses esports athletes who 
engage in professional competitive esports. The 
aforementioned athletes have developed and 
specialized talents that are directly relevant to the 
specific esports in which they participate. Moreover, 
they are actively involved in structured team-based 
and league-based settings. We engaged in a 
collaborative effort with federation authorities to 
identify possible survey respondents. The data was 
subsequently gathered via an online survey, 
specifically administered to professional athletes 
within the esports industry. 

Convenience sampling is a non-probabilistic 
technique used to collect data from individuals who 
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are readily accessible during the data collection 
process; in other words, this convenience accessibility 
principle is applied until the required sample size is 
attained (Coşkun et al., 2017). 

Data Analysis 

The data collected was analyzed utilizing the SPSS 
29.0.1.0 (171) software program. Descriptive 
statistical methods were employed to assess the 
demographic information of the individuals. The 
reliability of the Attitudes Toward Artificial 
Intelligence scale was assessed by the examination of 
Cronbach's Alpha coefficient values. Following that, a 
normalcy test was conducted. Non-parametric 
statistical methods were employed to analyse 
measurements that had non-normal distribution. The 
study employed the Kruskal-Wallis and Mann-
Whitney U tests to analyze the data, and subsequently, 
the results were interpreted. 

Data Collection Tools 

Personal Information Form 

The personal information form included inquiries 
aimed at gathering socio-demographic data from the 
research participants. These inquiries encompassed 
age, gender, the use of electronic devices during 
sporting activities, and the frequency of exercise. The 
purpose of the age question was to ascertain the age 
distribution of the participants, with the intention of 
gaining insights into potential generational disparities 
in their technological attitudes. Data on gender was 
gathered in order to examine potential disparities in 
technology usage in the context of sporting activities. 
The inquiry into the utilization of technological 
equipment sought to ascertain the degree to which 
individuals integrate technology into their physical 
fitness regimens. Finally, the inquiry regarding 
exercise frequency sought to assess the participants' 
comprehensive level of physical activity, which may 
conceivably impact their utilization of technological 
equipment during athletic pursuits. 

General Attitude towards Artificial Intelligence 
Scale 

The research group's perspectives on artificial 
intelligence were evaluated using the "General 
Attitude towards Artificial Intelligence Scale," which 
was originally established by Schepman and Rodway 
(2020) and then converted into Turkish by Kaya et al. 
(2022). Confirmatory Factor Analysis (CFA) was 
employed to evaluate the structural validity of the 
scale, while the Cronbach's Alpha Internal 
Consistency Coefficient was utilized to measure its 
reliability. The measurement instrument used to assess 
individuals' views towards artificial intelligence 
comprises two distinct subscales, namely 'positive 
attitudes towards artificial intelligence' and 'negative 

attitudes towards artificial intelligence'. Positive 
attitudes can be acquired by aggregating the items 
labeled 1 to 12, whilst negative attitudes can be 
obtained by summing the ones labeled 13 to 20 after 
reversing their scoring. The inclusion of reverse-
scoring for items 13 to 20 in the assessment guarantees 
the comprehensive and precise measurement of 
negative sentiments. The scale consists of a total of 20 
items and is administered using a 5-point Likert scale. 

Ethics 

The Yalova University Human Research Ethics 
Committee granted ethical permission for this 
research. The ethical permission was officially 
obtained on July 20, 2023, under the protocol number 
2023/130. The study participants were informed that 
the utilization of their personal information, research 
title, and topic matter would be exclusively for 
scientific purposes. Furthermore, it was explicitly 
indicated that participants possessed the prerogative to 
discontinue their involvement in the study at any point 
in accordance with their own preferences.  

Prior to their participation in the trial, all individuals 
were offered with informed consent. The participants 
received comprehensive explanations regarding the 
research objectives and methodology. Furthermore, 
participants were provided with the assurance that 
their confidentiality and identity would be rigorously 
upheld during the entirety of the research endeavour. 
Prior to expressing their consent to participate, the 
participants were had sufficient time to inquire about 
any uncertainties and seek clarification. 
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RESULTS 

Table 1.Kolmogorov-Smirnov Test 

 

Kolmogorov-Smirnov 

Statistic 
               
df   Sig. 

AI MEAN .140 206 0.000 

*P<0.005  
 
The statistical analysis of the data using the 
Kolmogorov-Smirnov test revealed that the 
data did not exhibit a normal distribution. The 

statistical significance level was set at 
p<0.005. 

 
Table 2. Mann-Whitney U Test Results for Gender Variable 
Mann-Whitney U         3262.000 
Wilcoxon W 5032.000 
Z                                                              -2.795 
Asymp. Sig. (2-tailed) 0.005 
a. Grouping Variable: Gender 
*P<0.05  
 
The Mann-Whitney U Test yielded statistically 
significant results indicating that there was a 
variation in the overall views towards artificial 
intelligence among the participants based on 
their gender. Specifically, this difference was 

observed among male participants. There 
exists a disparity in the positive sentiments 
towards artificial intelligence between men 
and women, with males generally exhibiting 
higher levels of positivity. 

 
Table 3. Mann-Whitney U Test Results for the Frequency of Exercising Variable 
Mann-Whitney U  3327.500 
Wilcoxon W  10230.500 
Z  -4.461 
Asymp. Sig. (2-tailed)   0.000 
a. Grouping Variable: Frequency of exercise 
*P<0.05 

The Mann-Whitney U test revealed a 
significant difference between the participants' 
frequency of exercise and their general 
attitudes toward artificial intelligence. It was 

determined that as the frequency of physical 
activity increases, so does the positive attitude 
towards artificial intelligence. 

 
Table 4. Kruskal-Wallis Test Results for Age Variable 
 Test Statisticsa                                     AI MEAN 

 

Kruskal-Wallis                  0.861 
Df                  2 
Asymp. Sig.                 0.650 
a. Kruskal Wallis Test 
a. Grouping Variable: Age 
*p>0.05 
 
The Kruskall-Wallis Test revealed no 
statistically significant difference between the 

age variable and the general attitude towards 
artificial intelligence. (P>0.05). 

 
Table 5. Kruskal-Wallis Test Results for the Variable of Using Technological Devices While Doing 
Sports 
Test Statisticsa                         AI MEAN 

Kruskal-Wallis                          72.217 
df                         2 
Asymp. Sig.                         0.000 
a. Kruskal Wallis Test 
b. Grouping Variable: Frequency of using techonological devices when playing sports 
*P<0.05 
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The Kruskal Wallis Test revealed a statistically 
significant difference between the variable of using 
technological devices while participating in sports 
and the attitude towards artificial intelligence. Those 
who utilize technological devices while participating 
in sports have a more favorable view of artificial 
intelligence than those who do not 

DISCUSSION 

In this study, which sought to examine the 
attitudes of e-Sports athletes towards artificial 
intelligence, Mann Whitney-U and Kruskall Wallis 
Tests were used for the analysis of the collected 
data. According to the results of the analysis, there 
was no significant difference in the age variable, 
whereas the gender variable produced significant 
results in favor of male e-sports participants. In 
addition, the frequency of using technological 
devices while exercising was associated with a more 
positive attitude towards artificial intelligence. 

These results indicate that men participants have 
a more optimistic view of artificial intelligence than 
their female counterparts. It also emphasizes the 
relationship between the use of technology and the 
perception of artificial intelligence. It can be 
hypothesized that individuals who frequently use 
technological devices during exercise are more 
conversant with technology and, as a result, have a 
more favourable attitude toward artificial 
intelligence. These findings emphasize the 
significance of technology usage as a significant 
factor in the acceptance and adoption of artificial 
intelligence technologies. This contributes to our 
comprehension of the factors that influence the 
opinions of e-Sports athletes and sports consumers 
in general regarding artificial intelligence.  
According to research on gender differences in 
technology usage and attitudes (Rosen et al., 2013; 
Lozano et al., 2021), male participants have a more 
optimistic view of artificial intelligence than their 
female counterparts. Studies on trust in AI (Yakar 
et al., 2022) and perception levels regarding 
artificial intelligence applications (Khalf et al., 2022) 
also support the relationship between technology 
usage and the perception of artificial intelligence. 
These results suggest that societal factors and 
gender biases may influence how people perceive 
and interact with artificial intelligence. It is essential 
to address these disparities and work toward 
creating a more inclusive and equitable 
environment for the development and deployment 
of AI technologies. In addition, additional research 
is required to investigate the specific causes of 
these gender differences and to identify methods for 
bridging the divide in perceptions and attitudes 
towards AI. 

The current era is characterized by the rapid 
consumption of what is produced, the rapid 
adoption of discoveries, and a heightened interest 
in new and different things, which is frequently 
motivated by a desire to be popular. Individuals' 
requirements, curiosities, and pursuits of 
satisfaction have served as the foundation for 
exploration and innovation throughout human 
history. AI is currently one of the most significant 
initiatives (Aydın and Değirmenci, 2018), 
comparable to the importance of the discovery of 
fire in the past. 

Rapidly advancing technology is widely adopted 
by societies in the modern world, and this process 
of adoption is causing profound changes in the field 
of sports. It is believed that the rapid advancement 
of technology, specifically the use of Artificial 
Intelligence (AI) in sports, presents new and 
thrilling opportunities (Atasoy et al., 2021). 

In 2017, the global market for digital games 
generated revenues of $109 billion. This figure 
represents a substantial increase in the digital 
gaming market's revenue, which was approximately 
$70 billion in 2012 and has increased by 56% over 
the past five years. This growth can be attributed 
not only to the introduction of new customer-
entertainment techniques by gaming companies, 
but also to their adoption of new commercial 
business models in the digital age. Many games 
provide entertainment on three distinct levels: 
participating, observing, and creating. As a result, 
gaming companies are rapidly transforming into 
entertainment businesses. Games are distorting the 
lines between traditional industries such as media, 
telecommunications, and sports, attracting interest 
in new partnerships, mergers, and acquisitions 
(NewZoo, 2017). 

In games such as PUBG and League of Legends, 
big data is used for significant processes, such as 
matching players and teams based on their abilities, 
storing, and analyzing game and player data, and 
generating online statistics. The purpose of these 
processes is to create personalized and authentic 
gaming experiences. In addition, realistic 
simulations are utilized in games such as FIFA and 
NBA to construct characters, fields, and items that 
closely resemble reality (Çağlayan and Uygur, 
2022). 

In addition to these advancements, the e-sports 
industry increasingly employs artificial intelligence 
(AI) technologies. AI is utilized for a variety of 
crucial duties, such as analyzing player behavior, 
optimizing in-game decisions, and providing players 
with personalized recommendations. As a result, the 
e-sports industry is becoming increasingly 
competitive, entertaining, and engrossing. AI is 
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becoming a significant factor that will influence the 
future of e-sports by enriching and enhancing the 
gaming experience. Additionally, the impact of AI 
may vary depending on e-sports branches. But 
overall, there are many application areas where AI 
can assist athletes across the training and 
development spectrum and improve the 
performance of teams. Artificial intelligence has the 
potential to improve individual and team 
performance, but this depends on how players and 
teams use it. 

New technologies such as AI have had a 
substantial impact on the expansion and 
development of the digital gaming industry. Here 
are some relevant considerations: 

• Personalized Experiences: AI aids game 
developers in comprehending player preferences 
and play patterns, allowing games to provide more 
personalized experiences. For instance, games can 
alter enemy difficulty or recommend in-game 
content based on the player's skills and preferences. 

• Player Behavior Analysis: AI can analyze player 
behaviors in order to improve the gaming 
experience. Understanding where players may be 
getting stuck in certain sections or struggling to 
complete specific duties can be used to optimize 
game design. 

• Creative Games: Artificial intelligence can 
assist game designers in developing inventive game 
mechanics and narratives. For instance, games can 
create narratives that are more complex and 
dynamic, or they can include systems that recognize 
players' creative concepts. 

• AI Difficult and intelligent opponents: AI that 
provides players with more difficult and intelligent 
opponents contributes to the competitiveness and 
enjoyment of video games. This encourages players 
to utilize additional strategies and enhances the 
engagement of games. 

• Game Development Process AI can accelerate 
and simplify the game development process. 
Specifically, the use of autonomous AI characters 
during game testing makes it simpler to detect and 
correct imbalances. 

These considerations highlight the importance of 
artificial intelligence in shaping the digital gaming 
industry by enhancing user experiences, fostering 
creativity, and enhancing development processes. 

In this context, artificial intelligence is crucial to 
the digital gaming industry because it can make 
games more immersive, interactive, and 
individualized. This technology not only provides 
game developers with new opportunities, but also 
enhances the player experience. Therefore, artificial 

intelligence has contributed significantly to the 
expansion and development of the digital gaming 
industry. 

Their approach to technology and in-game AI is 
determined by how they feel about artificial 
intelligence. A positive outlook suggests that e-
sports participants can utilize artificial intelligence to 
enhance their strategies, comprehension of the 
game, and performance. A positive outlook can 
assist e-sports players in utilizing artificial 
intelligence to obtain a competitive advantage over 
their opponents and enhance the gaming 
experience. A negative attitude, on the other hand, 
may entail biases and concerns regarding artificial 
intelligence. Concerned that artificial intelligence 
may negatively impact the gaming experience or 
upset the competitive balance, E-sports participants 
may reject or avoid using the technology. 

Consequently, the attitudes of e-sports 
participants toward artificial intelligence are a 
crucial factor that can influence the gaming 
experience and competitive performance. For future 
success and growth, the e-sports industry should 
prioritize this relationship by integrating artificial 
intelligence technology according to the 
requirements of players and promoting a positive 
attitude. Additionally, it is essential to educate and 
enlighten e-sports players about artificial 
intelligence in order to help them understand and 
implement it. 

RECOMMENDATIONS 

This study is essential for comprehending the 
relationship between e-Sports players and artificial 
intelligence and for highlighting the potential of this 
field. The findings can aid in tailoring solutions to 
the requirements of e-sports players and propelling 
the e-sports industry forward. 

The e-Sports industry is a sector that is 
continuously expanding and changing. 
Understanding the attitudes of e-sports players 
toward artificial intelligence can help the industry 
evaluate its potential and provide better services to 
meet the requirements of players. 

AI based data analysis can assist e-sports 
players in analyzing rival teams and individuals. 
These analyses can provide valuable insight into the 
game strategies and performances of opponents. 
Based on this information, teams and athletes can 
gain greater insight into their opponents, make 
more informed decisions, and better prepare for 
matches. 

An e-Sports team can obtain a competitive 
advantage by utilizing an analysis and training tool 
based on artificial intelligence. This tool can analyze 
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the game performance of the team, process data to 
determine game strategies, and identify the team's 
assets and weaknesses. Therefore, the team can 
perform more effectively and strategically than its 
competitors. 

E-Sports participants can gain a competitive 
edge using solutions based on artificial intelligence. 
This study can serve as a guide for enhancing 
competitiveness by incorporating the perspectives 
and expectations of e-sports participants regarding 
artificial intelligence technology. 

LIMITATION AND FUTURE STUDIES 

The sample size and composition of the study 
were relatively limited, concentrating on a particular 
age group and level of esports participation. As a 
result, the findings may not provide a complete 
picture of attitudes toward AI in the e-Sports 
community. Future research efforts should prioritize 
larger and more diverse samples to capture a more 
comprehensive perspective on AI-related attitudes 
in e-Sports. This may entail diversifying the age 
groups, experience levels, and backgrounds of 
esports enthusiasts and professionals included in 
the study. 

Ethical Approval  

For this type of study, formal consent is not 
required. 
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