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Abstract Survey Sample Questions and Tracker GG Data

Do you take any supplements either before or during gaming sessions to improve your

INTRODUCTION: Little is known about the training habits and supplementation practices

of Collegiate ESpOftS playerS. Supplements are Wldely used in the United States and in focus, concentration, hand eye coordination, alertness, reduce stress or fatigue, etc. SEASON 25 OVERALL e
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2021 eighty percent of the adult population used dietary supplements (1). Additionally, . 5747 108 2s00 kot

supplement use Is also high among athletes where one meta-analysis in 1994 showed
that of the 10,274 male and female athletes surveyed 46% of the college athletes and | | | e M o s p
59% of the elite athletes used dietary supplements (2). With this information it is e e % ;52'30/" :2':213 g:sg
interesting to ponder if a similar percentage of college Esports athletes are using . . . .
supplements. However, to date there has been no investigation into supplementation use
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Taking any supplements?

Game play statistics

Team based activities Time spent on video reviews

performance
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43.1%

#3,224,698

KILLS/MATCH
2.14

#3,750,198

TIME PLAYED
130H 14M 44S

#1,359,748

KILLS

755

#2,294,275
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#3,651,920

KILLS/MIN
0.11

#3,738,265
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#1,502,811
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#1,209,095
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DEATHS
1,745
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#5,009,263
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