
Limits
Cross-sectional study, convenience sampling
method, not all considered games are e-Sport games.

Theoretical implications
The S.F.E.R.A. factors seem to be connected to
more classical psychological dimensions. The model
can be used specifically for e-sports performance.

Practical implications
The e-S.F.E.R.A. Questionnaire represents a tool
that can be used by mental coach psychologists for
the evaluation and monitoring of the S.F.E.R.A.
psychological dimensions in the mental preparation
of professional e-sporters.
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Theoretical background
E-Sports are a new sport activity involving athletes playing games
highly competitively and for monetary rewards (Pedraza-Ramirez et
al., 2020). Among the psychological dimensions capable to improve
performance in e-Sports, the “e-S.F.E.R.A. questionnaire” (Caputo
et al., 2022) detects the Activation (i.e. the motivation, pleasure and
enjoyment to engage in an activity; Vercelli, 2005), which is a
significant predictor of Engagement and Flow at Sport.
Furthermore, considering that, for positive psychology, enjoyment
“leads to personal growth and long-term happiness” (Seligman &
Csikszentmihalyi, 2000, p. 12), this factor represents the basis on
which daily training and good performance in e-Sport competitions
are built.

Method
Online self-report “e-S.F.E.R.A. questionnaire”

Objective

This work shows correlations and regressions of the five e-
S.F.E.R.A. dimensions (i.e. Syncrony, Strengths, Energy, Rithm,
Activation) on Engagement, Flow and Gameaholism (i.e. tendency
to develop videogame addiction).

Sample
211 e-players completed the questionnaire

Results
Activation predicts Engagement and Flow, while it is not
related to the Gameaholism.

Regressions

Correlations

E – S.F.E.R.A. Questionnaire
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