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perception of: food and food supplements; non-medical use of prescription drugs; drugs with some social
acceptance (e.g. alcohol, nicotine, cannabis); drugs with lower social acceptance (e.g., psychedelics, opioids);
and non-invasive brain stimulation (e.g. transcranial direct current stimulation). A mixed-methods approach
was used to triangulate findings around three data sets, including both prompted and unprompted online
forum comments, as well as survey data. The studies evidence that players are willing to use or are already
using enhancers to increase their in-game performance, and that players are generally concerned about the
use of enhancers in professional esports contexts. Furthermore, the community perceives that a substantial
number of e-athletes use enhancers. The core contribution of this work is a comprehensive investigation into
perspectives of esports performance enhancement, which highlights the urgent need for further research, as
well as regulation by esports leagues.
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1 INTRODUCTION

The pressure for esports professionals to optimize their performance has reached new heights. The
prize pools of world class sports competitions, such as the Wimbledon’ tennis championship ($48M
[1]) and the Masters golf championship ($11.5M [5]), are now comparable with the prize pools
of esports competitions such as Dota 2’s The International ($40M [26]) and the Fortnite World
Cup Finals ($30.3M [104]. With prize money, college scholarship funding, celebrity status, and
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reputation at stake, professional players may feel pressured to explore opportunities that increase
their performance—including avenues that may put their own health at risk.

Extant research indicates that professional athletes accept greater occupational and medical risk
to facilitate their performance, and tend to be more willing to embrace novel methods of performance
enhancement [22, 82, 118]. As with traditional sports, esports leagues and communities have valid
concerns surrounding the use of performance enhancing drugs (PEDs). There have been disclosures
of esports professionals using performance enhancers [66, 94], but the full range of enhancers being
used in an esports context has not been established. Professional players have publicly disclosed
using stimulants such as Adderall™ to increase their performance in tournaments [66], prompting
esports organizations such as the Electronic Sports League (ESL) to randomly drug test players
[99]. In addition, while there is some evidence that acute caffeine intake can increase hit accuracy
and reaction time in first-person shooters [95], there is ongoing debate as to what constitutes a
PED in the context of esports. In this work, we both include and extend beyond PEDs to examine
a wide range of substances that may enhance performance—herein referred to as ‘performance
enhancers’ (PEs).

While the use of PEs in esports have been reported anecdotally [25, 77] or in specific contexts
like e-cycling [92], for the most part their use has not yet been examined empirically. The health
risks associated with enhancers, particularly PEDs, create ethical and legal barriers to investigating
their potential effects. Following this, the lack of empirical evidence on the benefits of stimulants
has been used to justify their use in professional esports leagues. For example, one Overwatch
League commissioner highlighted that Adderall is a legal prescription within the United States,
and that there is no scientific data to support that Adderall is a performance enhancing drug
in the context of esports [73]. It should be noted that medically unnecessary use of Adderall or
similar pharmaceuticals such as Ritalin can lead to severe, negative psychological and physiological
side effects such as nausea, loss of appetite, high blood pressure, and, in the worst case, death
[65, 88, 89]. Despite this, esports professionals have disclosed non-medical use of prescription
drugs (e.g., Adderall) to support performance in competitive gameplay [66], as well as disclosure
of their experience with other players’ usage—with some claiming widespread consumption at
the professional level [102]. Allowable use of prescription stimulants, coupled with their ready
availability for people who want a prescription [83], stands to obfuscate the prevalence of PE use in
professional esport contexts. To further complicate the landscape of PEs in esports, legal stimulants
in the form of food supplements or energy drinks are not only prevalent within competitive gaming
culture, but also comprise some of the major sponsors of both tournaments and professional teams
[27].

While the lack of transparency around prevalence of professional use of PEs is a noteworthy
problem in and of itself, it also gives rise to a more pressing issue—unfalsifiable assumptions of use
within the competitive gaming community. With the absence of visible drug testing protocols, and
a scarcity of organisational and academic discourse on the subject, the speculation and discussion
around PEs in esports is taking place mostly in online forums and social media sites. However, to
date, no research has examined how online gaming communities discuss the use of PEs, presenting
open questions around whether or not risky PE usage practices are being promoted and shared
within these spaces.

The general lack of evidence and understanding in this new research space reveals shortcomings
in the literature that should be urgently addressed. Importantly, the perceived reasons for PE usage,
as well as the perceived prevalence of PE usage, are unknown at both professional and amateur levels.
There are also general questions around both willingness to use PEs, and the circumstances under
which people may justify PE use. Such knowledge would represent a useful contribution for both
academic and organisational stakeholders as well as anti-doping agencies. By equipping esports
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regulatory bodies with community perceptions of the use of PEs in competitive play, they may be
able to engage more meaningfully with critical drug and performance enhancement legislature. We
regard this as a critical contribution to the body of esports research: PE usage may represent an
important variable to consider in study design and reporting; further, such knowledge may position
further research on player wellbeing in esports.

2 BACKGROUND
2.1 Esports: High Performance in Competitive Gaming

The term ‘esports’ (electronic sports) refers to formalized, competitive computer gaming [103]
or as “organized video game competitions” [57], and often involves expert players competing
within various sporting contexts such as leagues, sponsored teams, or bracketed tournaments in
the presence of spectators [35]. Global revenues from esports were estimated at $24.9B USD in
2020 [2], and spectatorship is growing, with an expected 646 million esports viewers by 2023 [90].
Esports are not just played by professionals; similar to how people can engage in competitive
play in physical sports as amateurs or professionals, recreational participation in esports is also
growing, including through amateur tournaments [31, 105, 107]. To complement the professional
and amateur scenes, there is now also a vibrant collegiate scene [75, 93, 110] that includes training,
coaching, and lucrative scholarships. Finally, esports is not limited by hardware platform. While
esports is often thought of as being PC based, gaming consoles and mobile devices are also being
used to play at a professional level. In 2019, mobile esports viewership increased by over 600% [79].

2.1.1  Performance in Esports. Given the competitive nature of esports—alongside the prize money,
sponsorships, celebrity, and improved social standing associated with winning—research into
high-level performance among esports athletes is growing. This research interest extends across
different disciplines. Psychologists have investigated performance facilitation, showing spaced
practice [58, 84], and to an extent live streaming [71], may increase performance in esports. Similarly,
on a physiological level, sleep can also affect performance [14, 15]. Given the importance of
performing well, players and coaches alike are interested in methods and approaches that aid
performance. Performing consistently well is especially critical in high-pressure situations, in
which some players succumb to strong negative attitude swings resulting in poor performance
and mental resignation [9, 63, 117]. Depending on a player’s ability to deal with the pressure, a
player may either ‘clutch’ (i.e., perform well under pressure [80]) or ‘choke’ (i.e., fail to maintain
performance under pressure [6]).

Groups that conduct drug testing, such as the Esports Integrity Commission (ESIC), have docu-
mented a list of prohibited substances, which is currently comprised of stimulants [30]. Notably,
many of the drugs on the prohibited substances list are legally obtainable with a prescription, and
the ESIC notes that the substances are prohibited unless the player has obtained a ‘therapeutic use
exemption’. This therapeutic use clause is not without flaw, as there is evidence that prescriptions
for enhancement rather than treatment can be easy to obtain [83]—with as many as 15 percent of
medical students disclosing non-medical prescription drug use to increase their study efficiency
[20]. More recently, a survey of 3,451 university students found that 12.5 percent (n = 429) disclosed
current or previous non-medical use of prescription stimulants [48]. Additionally, past research
shows that enhancement using transcranial direct current stimulation (tDCS) is potentially possi-
ble in games, sports, or settings resembling these application cases [37, 38, 40, 44]. Detection of
tDCS use is impractical without establishing multiple baseline measurements as a comparison for
potentially enhanced brain activity.
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2.1.2  Improvement Strategies in Esports. Esports players engage readily and frequently with strate-
gies explicitly intended to improve performance. In a survey of training and performance in esports,
active training represented 38.5% of players’ total playtime [76]. Visibly, players seek to improve
their performance in games through practice, training, and gameplay analysis. Such training man-
ifests in myriad ways: explicit actions towards performance improvement in esports consist of
reviewing both the player’s own gameplay, as well as other professional play; deliberate practice
during gameplay; gameplay analysis, discussion, and theorising with peers; and engaging in physi-
cal exercise to improve cognition [62]. In team-based esports, a crucial component of training and
performance improvement is ‘scrimming’ (i.e., having practice matches with) other teams, with
professional players reporting engaging in scrims two — five times a week [86]. Finally, players will
also seek external mechanisms for improving their performance: for first-person shooters, ‘aim
training’ games (of which the sole purpose is to practice routines, or drills, intended to improve
facets of a player’s aim) are popular, with prominent titles including Aim Lab and KovaaK 2.0.

Given the centrality of explicit performance improvement in esports, and the pressures associated
with achieving excellence in play, it stands to reason that players may also pursue less visible—and
possibly precarious—methods for enhancing their abilities. As such, we examine the use of PEs
such as supplements, substances, and stimulants in competitive gameplay.

2.2 Performance Enhancers: Their Effects and Usage

Food and food supplements that may be considered PEs are on the rise. Arguably the most popular
supplement used to enhance performance is caffeine, which can be consumed through various drinks
(e.g., coffee and energy drinks) or as pills. Caffeine increases the excitability of the sympathetic
nervous system [11, 46] and consequently is used to enhance alertness—although there are large
individual differences with regards to the response to caffeine and its effect on cognition or
physical performance [21, 23, 81]. However, there are many more foods and food supplements
that potentially enhance performance—and the market for such products exceeds 100 billion
USD, with an annual growth rate of 3-4% [87]. One such food supplement often hailed as a PE
is tyrosine: a chemical precursor to dopamine and norepinephrine, which play crucial roles in
cognition, sensory processing, and attentional control [34, 96]. In stressful situations or when
cognitive effort is required, dopaminergic neurons show increased activity and it is assumed that
tyrosine can be converted to dopamine to maintain an optimal performance level [59, 64]. In recent
years, several studies have investigated the effects of tyrosine on cognition—but results are largely
inconsistent [24, 45, 70].

Among the most popular pharmaceuticals used for performance enhancement purposes are
amphetamine salts (commonly known as Adderall) and methylphenidate (commonly known as
Ritalin), both of which are clinically used for the treatment of attention deficit hyperactivity disorder
(ADHD). For example, methylphenidate increases dopamine and norepinephrine release, which in
turn may lead to increased attention and wakefulness [68, 100]. The effect of such pharmaceuticals
is also the reason for their appeal as a PE. These pharmaceuticals, amongst others, are frequently
misused by students to enhance their academic performance [69, 72, 98]. Notably, these studies
account for people who require certain medication for medical reasons—instead focusing on
individuals who take a certain medication for the purpose of performance enhancement sans
medical need. Prior work [108, 109, 113] has studied the use of performance enhancing drugs in the
bodybuilding context and found that people disclose and discuss usage in online forums, suggesting
that online communities may represent a useful resource for studying PE use in gaming.

Drugs are substances that have an impact on either an individual’s physiology, psychology, or
both—without providing any nutrition. Further, drugs can refer to legal or illegal substances that
may cause addiction, habituation, or a marked change in consciousness [112]. Be it either by law or
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culture, some drugs are more and some less accepted in the general populace [29, 111]. For example,
the consumption of alcoholic beverages, or the smoking of tobacco and cannabis, is broadly socially
accepted and not strictly regulated—or is legal altogether—in many countries. On the other hand,
opioids, psychedelics, or stimulants such as cocaine are sometimes labelled as “hard drugs”, and their
usage, possession, or distribution is typically heavily regulated or illegal. Regardless of their social
acceptance and legality, some drugs have the potential to be used for performance enhancement
purposes. For example, in a meta-analysis from 2010, nicotine was reported to enhance attention
and memory [51]; however, this effect seems to be moderated by the intake dosage, the presence of
a nicotine addiction, and the general performance level [33, 49, 78, 85].

Non-invasive brain stimulation, specifically transcranial electrical stimulation, is a method by
which individuals may be able to enhance their performance in games and physical activities.
Transcranial electrical stimulation is an umbrella term referring to methods such as transcranial
direct and alternating current stimulation [12]. These brain stimulation methods rely on the
fixation of one or multiple electrodes to the scalp via a conductive gel or headband. Electrical
brain stimulation has been shown to potentially modulate cognitive processes such as working
memory [41, 42, 56, 74] and response inhibition [37, 39, 40, 43]; however, large individual differences
are observed [8, 67]. Importantly, recent technological advances make it possible for individuals to
carry out brain stimulation sessions from the comfort of their own home with either commercially
available or self-built devices [60, 115]. It should be noted that even though the devices may be
perceived to be safe, the usage at home is completely unregulated and thus there is no control over
whether or not people adhere to suggested safety parameters.

Taken together, there are many methods and substances that can potentially be used to enhance
performance in games, with varying degrees of strength and consistency with regards to their
effects on performance.

3 OUR APPROACH
To resolve gaps in the literature, we developed and addressed five exploratory research questions:

e RQ1. How do online communities discuss PEs in esports and gaming contexts?

e RQ2. Do users in online communities disclose using PEs to increase performance?
e RQ3. What are the perceived reasons for PE usage among top-level players?

e RQ4. What is the perceived prevalence of PE usage among top-level players?

e RQ5. How willing are players to use PEs, and under what circumstances?

With these questions in mind, we designed a set of mixed-methods studies that investigate
the perceptions of PEs in esports from a variety of perspectives. A combination of naturalistic
and survey data is used to investigate the perceptions and prevalence of enhancement from the
standpoint of online gaming communities.

In our first step, reddit posts and comments were analyzed to investigate the discussion about
PEs in the wild (hereafter: ‘reddit scraper’). Second, a survey about performance enhancement in
esports was deployed to gather information about the perception of performance enhancement in
gaming (hereafter: ‘survey’). This survey was advertised on reddit and via personal contacts. Third,
we analyzed the reddit comments made under the survey advertisements to investigate a prompted
discussion surrounding enhancers (hereafter: ‘ad comments’).

The combination of several streams of bottom-up data from the community results in a com-
prehensive dataset that joins qualitative and quantitative data. This approach ameliorates some
disadvantages each approach would have on its own; for example, every survey must contend with
social desirability bias, but in tailored subforums on reddit, people can participate in pseudonymous
discussions without fear of judgement. Put differently, each data stream differs along the dimensions
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of topic framing and whether or not the discussion was prompted. Specifically, the reddit scraper
deals with unprompted and unframed data, the ad comments were prompted but unframed data,
and the survey replies were prompted and framed with regards to the research topic.

This work makes landmark contributions to the games and play research area. We provide
empirical insight into the perspectives of PE usage in gaming and esports contexts. The article
contributes new understanding of how online communities discuss performance enhancers; the
perceived reasons for performance enhancer usage; the perceived prevalence of performance
enhancer usage; insight into the willingness to use performance enhancers; and insights into
disclosure of use. These contributions serve as a necessary foundation from which a future research
agenda around esports enhancement can be built.

4 METHODS

Data from each of the three aforementioned sources (i.e., reddit scraper, ad comments, and survey)
are used to answer each research question. However, RQ1 relies heavily on the reddit scraper as
well as the ad comments, whereas we posed specific questions in the survey to answer RQ2-5, and
the interpretation of the survey replies are informed by the comments made on reddit.

There are myriad beliefs about how to enhance and modify performance. In this work, we
focus on performance modifiers that have to be taken or administered, and are not inherent to the
athlete. Thus, PEs such as breathing or relaxation techniques are beyond the scope of this research.
Throughout this work, we focused on five different categories of PEs: (1) Food & Food Supplements
(e.g., caffeine, tyrosine, sugar), (2) Pharmaceuticals (e.g., Modafinil, painkillers, benzodiazepines),
(3) Drugs with some social acceptance (e.g., alcohol, nicotine, cannabis), (4) Drugs with lower social
acceptance (e.g., psychedelics, opioids), and (5) Non-Invasive Brain Stimulation (e.g., transcranial
direct current stimulation). We recognize that this classification system is not the only possible
way of classifying performance enhancement methods. For example, a classification system that
groups performance enhancing drugs into stimulants, depressants, cannabinoids, hallucinogens,
hypnotics, and dissociatives would also be possible, though categorizations of this nature create
undesirable ambiguities (e.g., both caffeine and methamphetamine are stimulants). Further, because
this work was conducted in a global context, and not in a specific jurisdiction, classification related
to legality was not appropriate as legalization and decriminalization of PEs varies between and
within countries.

Our work was approved by the Behavioural Research Ethics Board at the university of the last
author.

4.1 Content Analysis of Reddit Comments

Disclosure of performance enhancer use—particularly those that are in legal grey areas—may be
difficult to ascertain in online communities, particularly in communities in which users are directly
identifiable. To overcome the issue of willful disclosure of PE use, we conducted an inductive
content analysis of reddit comments. While reddit has known demographic biases (e.g., majority
male users from the United States), the pseudonymity of reddit’s forums affords users a sense of
privacy, and may afford increased willingness to disclose more than they normally would via the
online disinhibition effect [101].

Reddit Scraper. We selected 31 enhancement-focused and 66 game-focused subreddits to analyze.
The enhancement subreddits consisted both of forums devoted to specific PEs (e.g., r/steroids) as
well as general enhancement forums (e.g., r/Drugs). For gaming based subreddits, we searched for
reddit communities using reddit/t/ and the keywords ‘esport’ and ‘game’, as well as for specific
gaming-themed subreddits that potentially contained discussion related to competitive gaming.
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This list was amended with relevant subreddits known to the authors due to experience with
competitive gaming (e.g., r/OverwatchUniversity—a subreddit dedicated to improving performance
in Overwatch). The final list included subreddits with different focuses, such as general gaming (e.g.,
r/games), esports and speed running (e.g., r/esports and r/speedrunning), communities surrounding
competitive play of specific games (e.g., r/competitiveoverwatch), communities about specific
games in general (e.g., r/overwatch), and esports organizations (e.g., r/ OpTicGaming). We scraped
data from the top 500 posts from each subreddit with a Python scraper that we implemented
based on the Python Reddit API Wrapper (PRAW) [13]. Data collection took place on the 19th
November 2021. For a full list of subreddits, keywords, and search strings, please refer to the
supplementary material. Then, we loaded all comments for each of the posts and saved all data.
Using regular expressions, we searched for keywords (e.g., ‘enhancement’, ‘esports’) in the posts
and corresponding comments using the specified search strings. The initial search resulted in 18513
hits in enhancement subreddits and 6464 hits in gaming subreddits. This data collection approach
was taken with the understanding that data would need to be distilled into a relevant dataset.

Ad Comments. Comments made on the survey advertisement posts in all subreddits were collected
on 18th December 2021 using the same method as described above. In total, 294 comments were
collected for further processing. Notably, these comments were limited to subreddits that approved
the posting of the survey recruitment advertisement (see supplementary material).

4.1.1 Data Reduction.

Reddit scraper. Common and homonymic keywords, such as ‘play’, ‘LoL’, ‘dope’, and ‘speed’,
were filtered from the data. Duplicate posts were also removed. After initial filtering, the dataset
was reduced to 1715 comments in the gaming subreddits and 1815 comments in the enhancement
subreddit. The word count was comparable between the two comment subsets; 145147 words
(average number of words per comment = 84.6) drawn from gaming-related subreddits and 183040
words (average number of words per comment = 100.8) drawn from the enhancement-related
subreddits. Subsequently, the datasets were further refined; for a comment to be included in the
final dataset, it had to mention enhancement or performance modulations in a gaming context, or
represent a reply to a comment that refers to those topics. For example, if a person asked how to
keep their attention up while gaming, and another user suggests a certain PE because it works for
them, both comments would be included. Comments were also excluded for irrelevancy (e.g., if a
keyword was incidentally used in an idiom: ‘this is out of my league’). The final list of comments
contains 65 items from gaming subreddits (average word length = 91, total word count = 5916) and
66 comments from enhancement subreddits (average word length = 109, total word count = 7552).

Ad Comments. Comments were excluded from analysis if one or more of the following criteria
were fulfilled: (1) comment made by one of the authors in response to a question (e.g., asked to
explain something about the raffle), (2) topic of comment was not relevant to the analysis (e.g.,
asking about an aspect of the survey such as proof of moderator approval), or (3) discussing
something unrelated to the survey or the topic. After data reduction, 77 comments remained.

4.1.2  Analysis Procedure.

Reddit Scraper. The analysis process was split into 4 phases, combining inductive and deductive
methods in a so-called abductive approach [17, 28, 47, 50, 106]. In our first phase, four raters (the
first, second, third, and fourth authors of this paper) independently reviewed and coded all comment
data, generating individual coding sheets. These initial coding sheets were based on the data but
informed by the authors’ prior knowledge about the subject matter. In our second step, all raters
met to compare individual codes and in an iterative process discussed their results until a consensus
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about the codebook was reached. Following this, in a third step, two raters then re-coded the data
for a second time using the collective codebook: this allowed both raters to further refine the
codebook, merging relevant and similar codes into larger representative themes. This merger of
themes was based on connections within the data as well as higher-level considerations. To ensure
the final codebook was appropriate, the two raters undertook a final re-coding of all comment data
using a constant comparative analysis approach. Both latent (i.e., interpreting the commenters’
intended meaning) and semantic (i.e., the participant’s words, verbatim) codes were generated.
Responses could be assigned multiple codes, and the final themes are not exclusive: codes contribute
to multiple themes simultaneously.

Ad Comments. For analysis of ad comments, the codebook established in the analysis on the
reddit scraper comments was used as a baseline. Coding of each comment was iterated until authors
arrived at consensus.

4.2 Survey about the Perception of Enhancements in Gaming

4.2.1 Data Collection. The survey was advertised on selected subreddits (that is, subforums) on the
website reddit.com. Prior to advertising on a subreddit, the authors sought approval from subreddit
moderators. The list of contacted subreddits is identical to the subreddits that were searched in the
reddit scraper. In total, the survey was advertised on 27 subreddits (for a complete list, refer to the
supplementary materials) between the 1st and 15th December 2021. All participants could opt into
a raffle to win one of five $100 USD Amazon gift cards. Overall, 664 participants completed the
questionnaire.

4.2.2 Instruments. To assess overall perception of PEs in esports and the opinions about the topics
of fairness, regulation, and usage, we used a combination of closed and open-ended questions’.
Participants were asked about basic demographic information as well as their self-identified gamer
type (e.g., casual player, professional player, speedrunner) and the genre of games they typically
play (e.g., strategy, arcade fighter, shooter). Participants were given a brief description of the five PE
categories, including examples for each (e.g., for the category “Pharmaceuticals”, amphetamines like
Ritalin or Adderall). The survey was piloted internally to ensure ease of understanding and clarity.
The survey consisted of a total of five blocks: the first four blocks focused on items concerning
specific PEs, and the final block contained open-ended questions.

Reasons for PE Usage. Reasons for PE usage. For each of the PE categories, participants were
asked about why they think certain performance enhancers may be used. The options were: “To
stimulate the body”, “To stimulate the mind”, “To calm the body”, “To calm the mind”, “To enhance
perception of in-game stimuli”, “To reach a specific goal”, “Encouragement from others or social

pressure”, “Curiosity”, or “No opinion”. Multiple selections were possible.

Perceived Prevalence. Participants were asked to indicate the ratio of top-level players that use
PEs from each category on a scale from 1 to 100%.

Willingness to Enhance. In addition, we asked participants in an open question about their
willingness to use PE methods in general. In detail, we phrased it as: “Would you be willing
to use performance enhancing methods? If so, which would you use and why/why not?”. Each
statement was assigned a primary as well as potentially an additional classification. The three

possible primary classifications were "willing to use enhancers", "not willing to use enhancers"
and "conditionally willing to use enhancers". The primary rating was aimed at representing the

1Please note that we collected additional data in this questionnaire. However, this data is beyond the scope of the present
manuscript and will be reported elsewhere.
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principal meaning of the reply. Further, a set of secondary classifiers was also developed and all
replies rated independently by two authors. It should be noted that secondary classifiers could also
state conditionals to the person’s willingness to use PEs. For example, a fictional statement such as,
“I'm willing to do anything to enhance my performance, as long as I do not harm my body", would
be classified as willing to enhance, but also receive a secondary label that reflects the condition of
not being willing to harm their health to do so.

4.2.3 Data Reduction. Participants were excluded from further analysis based on the following
criteria: (a) time to completion was below 1.5 seconds per question; not counting the optional
open questions, (b) implausible data entry, or (c) duplicate replies indicative of bot or script usage,
specifically focusing on identical replies to open questions for multiple different questionnaire
instances in a short amount of time. Based on these criteria, 98 participants were removed, leaving
566 participants.

4.2.4  Analysis Procedure. The analysis of the questionnaire data was twofold. First, the quantitative
questionnaire data (i.e., responses to the closed questions) were analyzed in order to characterize
the sample and report quantitative findings (details within results section). Second, the open-ended
responses were analyzed using a thematic analysis approach in the same way as the reddit scraper
(see Section 4.1.2), with the following differences: two coders created the initial codebook, and
following independent coding, two coders discussed and resolved all discrepancies, resulting in full
agreement.

4.3 Ethical Considerations

As this study deals with potentially sensitive subject matter, the safety of participants needs to
be ensured. As previously mentioned, the present study comprises data gathered directly from
reddit—on which people can post comments under a pseudonym—and survey data. Neither data
stream gathered any personal information that may lead to the identification of the person. Further,
given the ever-changing nature of reddit, and the fact that we report data from many subreddits and
search results based on a multitude of keywords, it seems implausible that an individual statement
could be traced back to a specific user on a reddit forum. Additionally, even if something were to
be traced back to a reddit user, the specific person behind the reddit pseudonym would remain
anonymous. Finally, in case questions and topics during the survey caused stress, participants were
directed post-survey to pictures of baby animals to help alleviate negative emotions. Participants
were also provided contact information for crisis help lines.

5 RESULTS
5.1 Content Analysis of Reddit Comments

Through our inductive content analysis, we developed six themes that relate to performance
enhancer use in the context of gaming. The themes developed were Health Concerns, Recommenda-
tion Seeking and Giving, Effect on Gameplay, Use in Professional Contexts, Joke Commentary, and
Motivations for Use. See Table 1 for an overview.

5.1.1 Health Concerns. Importantly, we observed comments that discuss fears of, or experiences
with, performance enhancers’ negative impact on physical and mental health. Here, the comments
both sought information about potentially harmful side effects and relayed their own experiences
with negative side effects (e.g., “in 1 match of Overwatch, my high completely depleted and I felt like
10% of what I felt before. What’s the reasoning behind this?”), or divulged disharmonious use (e.g.,
“Im a polysubstance abuser, and got semi-hooked on stimulants quite a while ago, and fully dependent
on opioids not so long ago”).
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General Enhancement ~ Gaming Both

Subreddits Subreddits  Subreddits (Sum)
Health Concerns 21 (36.8%) 9 (13.6%) 30 (24.4%)
Side Effects 15 (26.3%) 8 (12.1%) 23 (18.7%)
Disharmonious Use 6 (10.5%) 8 (12.1%) 23 (18.7%)
Recommendations 25 (43.9%) 33 (50.0%) 58 (47.15%)
Recommendations For Usage 7 (12.3%) 21 (31.8%) 28 (22.8%)
Recommendations Against Usage 2 (3.5%) 5 (7.6%) 7 (5.7%)
Information Seeking 9(15.8%) 3 (4.5%) 12 (9.8%)
General Efficacy Discussion 7 (12.3%) 4(6.1%) 11 (8.9%)
Effect on Gameplay 35 (61.4%) 16 (24.2%) 51 (41.5%)
Improvement on Performance 19 (33.3%) 11 (16.7%) 30 (24.4%)
Impairment to Performance 3(5.3%) 2(3.0%) 5(4.1%)
Improvement on Play Experience 10 (17.5%) 3 (4.6%) 13 (10.6%)
Impairment to Play Experience 3(5.3%) 0(0.0%) 3(2.4%)
Professional Contexts 0(0.0%) 26 (39.4%) 26 (21.1%)
Discussion of Pro Player Usage 0 (0.0%) 15 (22.7%) 15 (12.2%)
Discussion of Regulations 0 (0.0%) 8 (12.1%) 8 (6.5%)
Moral Judgements 0 (0.0%) 3 (4.6%) 3 (2.4%)
Joke Commentary 0 (0.0%) 6(9.1%) 6 (4.9%)
Motivations for Use 29 (50.9%) 2 (3.0%) 31 (25.2%)
Desire to Improve Performance 8 (14.0%) 2 (3.0%) 10 (8.1%)
Desire to Improve Experience 4(7.0%) 0 (0.0%) 4(3.3%)
Use Incidental to Gaming 17 (29.8%) 0(0.0%) 17 (13.8%)

Table 1. Overview of the number and proportion of themes and subthemes across all collected comments,
and by subreddit type. Under each subreddit column, the percentage represents proportion per that subreddit
type. The ’Both Subreddits’ column examines total number and percentage across all data.

5.1.2 Recommendation Seeking and Giving. Within the dataset, we observed comments that both
seek and provide information about performance enhancers, specifically relating to their use in
video game contexts. This theme includes general information seeking on usage (e.g., “How does
Huperzine A feel, and does it really make you play better while you are on it”), recommendations
given for and against PE usage (e.g., “I would say yes it [tDCS] should be able to help improve FPS
gaming precision”, and, “In short: No, Huperzine-A won’t make you play CoD better”), and a general
discussion about PE efficacy (e.g., “Caffeine can increase reaction time”).

5.1.3  Belief of Effect on Gameplay. This theme describes the effect of PEs on gameplay experiences.
These comments are often firsthand descriptions of perceived effects, and describe effects on both
performance and play experience. Comments discussing the influence of PEs on their performance
describe both positive and negative outcomes—for example, one user writes that, “I’m on adderall,
controlled meth is op for keeping you focused”; in contrast, another user states that, “But no, I actually
play noticeably worse on it” [Adderral], “and really any other drug as well, alcohol and weed included.”
Likewise, comments describing play experiences reported both positive (e.g., magnifying ‘fun’ or
entertainment value) and negative (e.g., listlessness, or lack of interest) consequences of PE use.
For example, one users writes, “Speed and weed for great gaming experience.”; in contrast, another
user writes, “i just wasn’t enjoying myself. Every game felt like a task i had to complete.”

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.



Enhanced Esports: Community Perspectives on Performance Enhancers in Competitive Gaming 231:11

5.1.4 Discussion of Use in Professional Contexts. In this theme, comments discuss the ethics,
regulations, and usage of PEs in esports. In particular, comments speculated as to professional
usage (e.g., “Adderall and other stuff has been used in e-sports forever, you’d be surprised the lengths
people will go to win”), discussed PE regulation in esports (e.g., “Esport Cheaters, they lose nothing
from a 12 month ban, they can go back to their day job.”), and passed ethical and moral judgements
relating to PE use (e.g., “wtf are you on mate. Of course competitive cheaters should be shunned by
society????”).

5.1.5 Motivation for Use. We also observed a set of comments that disclose a motivation or rationale
for using PEs. In particular, we observed a desire to improve performance, a desire to improve player
experience, and a belief that PE use will help to make up for a perceived performance limitation.
When discussing desire to improve their performance, commenters would disclose this when either
seeking recommendations or reporting their own experience-e.g., “With the Halo Sport 2 shutting
down [...] I find myself looking for a new tDCS headset with the intention of improving at eSports.” and
“I'm currently on vyvanse and I've been awake for 19 hours. I'm playing an FPS gaming tournament
$1000 prize pool.”. In regards to improving experience, comments were more interested in fun or
enjoyability: “Ts gaming on acid fun? Not too long ago a friend and I tried playing dark souls (he
was on acid and I was on 2C-B) and it went about as horrible as you’d expect. However I wonder if
more casual/easier games are doable?”. Finally, overcoming limitations was a substantial motivator
for use, with participants describing both cognitive and physical obstacles to high performance:
“T've recently started using Tdcs [...] to try to rein in my ADHD and improve my gaming, because
I'm convinced that my ADHD is actively preventing me from getting better competitively.”, and “T’ve
damaged my right hand and arm nerve and I think it’s in the later stages of the disease [...] it’s heavily
impacting my gaming performance [...] Looking for a stack or anything to help heal nerves, especially
in the right arm.” We also see some disclosure of incidental PE use in game contexts, where altering
performance or player experience is not a deliberate or intended outcome, but occurs anyway.

5.1.6 Joke Commentary. Within the content analysis data, we observed a culture of jokes relating
to stimulant use. These comments are often tongue-in-cheek accusations or recommendations (e.g.,
“Take Adderall, try again” in response to players complaining about poor in-game performance).
While the recommendations and accusations are largely sardonic, it does potentially belie an
underlying belief thatPEs are thought to influence player performance.

5.2 Ad Comments

Based on the inductive content analysis of reddit comments, the 77 ad comments were categorized
and divided into different categories. Note that in total 294 comments were made on our ad
postings, however most of those discussed things unrelated to the topic of interest. For example,
many commentators asked questions about the lottery (e.g., does the fulfillment of all the survey
questions contribute to a higher chance to win a code?). For a detailed overview see Table 2.

Broad Category Specific Topic Count Proportional
Weight

factual focus on performance effectiveness discussion 18 23%
enhancers

brain stimulation 1 1%
fairness call for harsher regulations 4 5%

general comment on regula- 6 8%

tions

moral disapproval 2 3%
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side effects no side effects 2 3%
negative physical 2 3%
negative mental 3 4%
disharmonious use 2 3%
unrelated usage incidental to gaming 6 8%
overcoming some limitation 5 6%
impact on gaming improved experience 3 4%
improved focus 3 4%
general improvement 2 3%
no effect on performance 2 3%
personal usage general comment 25 32%
pro-player usage 2 3%
tournaments & competitive 3 4%
pro play usage general prevalence 18 23%
focus on the individual 2 3%

Table 2. The table shows the categorization as well as the number of ad comments that fall into each category.
Additionally, the proportional weight shows how many comments (out of the analyzed 77) mentioned a
certain theme. Note that one comment could discuss multiple themes.

5.2.1 Personal Usage. Participants made the most comments in relation to personal usage (n =
30) with comments such as (e.g., T can safely say MDMA isn’t going to boost your performance
playing games. [...] Although stimulant highs often have the problem of making you *feel™ like you're
doing things better without necessarily improving your performance.”). Some commentators state
that they use PEs playing professionally (e.g., “Been making some cash as a semi competitive e-sports
athlete playing on LAN events. Traveling to other countries you don’t really have access to anything
but energy drinks.”) or in tournaments (e.g., ‘I like to take 10 mg adderall before comp[petition] it
helps me”). Note that the disclosure of personal usage was unprompted.

5.2.2  Usage in Professional Play. Participants discuss PE usage in professional play (n = 20). This
takes the form of comments speculating about the general prevalence of performance enhancement
(e.g., “From what I've heard from some pro players, this is a big issue tbh. In OWL [Overwatch League]
it’s been rumored that a large number of players [...] use PEDs [Performance Enhancing Drugs].
Ketamine in particular was a common culprit to enhance players’ awareness and reaction.”) or a focus
on a specific player that is known or rumored to have used PEs (e.g., “Coldzera who was the #1
player in CSGO for 2 years in a row took 500mg test for an unknown amount of time [...]”).

5.2.3  Factual Focus on performance Enhancers. Some comments objectively discussed PEs (n = 19);
mostly with a focus on general effectiveness (e.g., “Tbh steroids can help as well. Gaming is a lot of
mental. If you’re tired you’re gonna play like a grandpa. If you’re enhanced you’re gonna play like an
energized youngster who’s motivated to get that win”). However, one comment specifically discusses
non-invasive brain stimulation in detail (i.e., “That’s [brain stimulation] actually something I really
don’t know anything about, but hear there is actually a bunch of peer review about the concept and
trials using these devices actually doing something (personally they strike me as nonsense, but this is
due to my ignorance). When controlled for placebo, e-sports or not.. have these things actually been
shown to have any sort of effect as a performance enhancer of any sort?”)

5.2.4  Fairness of performance Enhancers. Comments also discussed fairness and regulations (n =
12) (e.g., “Twill say it’s hard to draw a line, but I believe any PED [performance enhancing drugs] or
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stimulant related to competition should be banned as it gives an unfair advantage to the team using it,
even if it’s just slight.”). Further, people made general comments on the difficulties of regulating PEs
(e.g., “And whats to happen with the likes of clay who gets it prescribed because he needs it?”) and
some showed moral disapproval of PE use (e.g., “literal cheat code for gamers”).

5.2.5 Side Effects. There are discussions surrounding side effects (n = 9) in the comments on the
survey ad. Side effects include physical (e.g., “Traveling to other countries [for LAN events] you don’t
really have access to anything but energy drinks. The urge to piss between each round sucked and the
extra anxiety while playing in front of a crowd doesn’t help either.”), mental (e.g., “Modafinil gave
me the worst kind of brain fog out there, it was also terrible for my productivity since I was too dumb
to do anything. Amphetamines clear my brain entirely and makes me productive af. Also doesn’t
dehydrate me like Modafinil does”) and other reports of disharmonious use (e.g., “Cheat code, yes.
But people should be very careful going this route. As someone who briefly struggled with it, Adderall
is an extremely addictive substance and a lot of people aren’t the same on it. Even worse, I have a
friend who takes competitive gaming a lot more serious than most and lost damn near everything
over his Adderall addiction just to win some fucking Overwatch and Siege games.”). However, some
people indicate they have no side-effects (e.g., “Tried addy and moda while in college, moda does not
compare to amphetamines. Significantly way more wired on adderall. Feel no sides on modafinil but it
also gave me none of the benefits”).

5.2.6 Unrelated performance Enhancer Usage. There were comments that report the usage of
potential PEs that are used not with the intent of enhancing gaming performance (n = 11). Some
people report incidental usage (e.g., “T’ve exclusively played games stoned for the last decade but I do
think it helps me concentrate”) and other report that they want to overcome a certain limitation
(e.g., “This is something that hits close to home for me, as someone who NEEDS Adderall for daily
living, including gaming (prescribed). My Adderall brings me to the level of everyone else playing, and
provides in my opinion zero competitive edge.”).

5.2.7 Impact on Gaming. Some individuals disclosed that a PE may have an impact of their gaming
performance or experience (n = 10). Some report an improved gaming experience (e.g., “THC
[Tetrahydrocannabinol]. Doesn’t enhance my gameplay but it helps me not get angry when i play”),
improved focus (e.g., “Not gonna lie I use cannabis to focus sometimes. I find my win rate goes way
up with the right cultivar.”) or a general improvement (e.g., “T’ll be honest though [...] having tried
playing fighting games at high level comparing with and without, on adderal it makes a very noticeable
difference. Not trying to promote usage or anything but I'm sure its used a lot more than most people
think.”). However, there are also reports of no impact on performance or experience (e.g., I still
suck ass, but I can break my controller in half”).

5.3 Survey About the Perception of Enhancement in Gaming

5.3.1 Characterizing the Sample. Participants were able to self-identify their gender: 477 identified
as men, 65 as women, 11 as non-binary, 8 preferred not to disclose and 4 preferred to self-describe
(e.g., trans woman). The mean age was 25.88 years (SD = 6.59, median = 25.00). With regards to
gamer identity, in descending order participants identified as competitive gamers (n = 325, 57.4%),
casual gamers (n = 121, 21.4%), amateur esports athletes (n = 74, 13.1%), part-time esports athletes
(n = 26, 4.6%), full-time esports athletes (n = 12, 2.1%), and speedrunners (n = 8, 1.4%). Participants
were asked what genre of games they played competitively; participants reported playing the
following genres in descending order competitively: shooters (n = 421), MOBA games (n = 190),
strategy (n = 179), MMO (n = 139), racing (n = 93), fighting (n = 75) and sports games (n = 43). Note
that it was possible for participants to indicate multiple genres.
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5.3.2  Reasons for performance Enhancer Usage. Participants reported the perceived reasons for
using different enhancement methods, in a check-all-that-apply question (see Table 3). Overall,
regardless of the PE type, participants thought PEs were most likely to be used to stimulate or calm
the mind or body as well as using them to enhance perception. Notably, stimulating the mind is
perceived as the most likely reason for PEs to be used. This makes sense in the context of esports
as it is more a mental and not so much a physical sport. Nevertheless, stimulating the body (e.g.,
maybe to be more awake?) or calming the mind and body (e.g., to combat stage fright and its
effects?) also seem to play a role. Although this pattern of results is observed when averaging
across all PEs and is especially pronounced in the Food & Food Supplements category, other PEs
are perceived differently. Both categories of Drugs—socially broadly accepted vs. not accepted—are
comparable in most categories, though in general, participants perceive drugs with less social
acceptance as being less likely to calm the body and mind, as compared to socially accepted drugs.
Further, the number of participants having no opinion on the topic of not accepted drugs is about
3.5 times larger compared to other drugs. In contrast to other PEs, participants believe that drugs
are more likely to be taken due to social pressure or curiosity. With regards to Brain Stimulation,
participants may not have a strong understanding of this PE type as indicated by the comparatively
high “no opinion” ratings. This is contrasted by almost half of all participants indicating that brain
stimulation can be used to stimulate the mind, which suggests that participants may have made
assumptions about what it can be used for based on its label. A further nuance is added to the data
by evaluating the overall sum of responses for each PE as well as each response option. For example
the number of responses in the PE categories Food & Food Supplements, Drugs (accepted) and
Pharmaceuticals is noticeably higher compared to the other two categories; even when considering
the “no opinion” responses. This could hint toward the fact that survey respondents have formed a
stronger opinion about those PE categories already. For more details see Table 3.

Food & Food  Brain Drugs Drugs Pharma- Overall Reasons
Supplements ~ Stimulation (accepted) (not accepted) ceuticals for usage [sum]

Stimulate Body 370 (65.4%) 114 (20.1%) 133 (23.5%) 157 (27.7%) 233 (41.2%) 1007

Stimulate Mind 411(72.6%) 255 (45.1%) 173 (30.6%) 185 (32.7%) 292 (51.6%) 1316

Calm Body 123 (21.7%) 84 (14.8%) 344 (60.8%) 176 (31.1%) 266 (47.0%) 993

Calm Mind 120 (21.2%)  119(21.0%) 338 (59.7%) 176 (31.1%) 249 (44.0%) 1002

Enhance Perception 224 (39.6%) 157 (27.7%) 141 (24.9%) 159 (28.1%) 223 (39.4%) 904

Reach Goal 105 (18.6%)  119(21.0%) 85 (15.0%) 100 (17.7%) 161 (28.4%) 570

Social Pressure 83 (14.7%) 42 (7.4%) 248 (43.8%) 184 (32.5%) 92 (16.3%) 649

Curiosity 75 (13.3%) 121 (21.4%) 163 (28.8%) 211 (37.3%) 100 (17.7%) 670

No Opinion 20 (3.5%) 201 (355%) 38(6.7%) 122 (21.6%) 58 (10.2%) 439

Total number of votes [sum] 1531 1212 1663 1470 1674

Table 3. Participants’ perceptions of the reasons why a certain PE is used with the sum of all cells in a
row or column added. The percentages in brackets indicate how many participants had this opinion, when
considering the whole sample. This makes a comparison across PEs possible. Note that for each PE type, the
selection of multiple fields was possible, the sum of all percentages does not equal 100.

5.3.3  Perceived performance Enhancer Usage. To gauge perceived prevalence among professional
players, participants were asked to specify the percentage of top-level players taking certain
performance enhancers, using a slider from 0-100. In order to test whether the perceived prevalence
of different PE types in pro-play is different between PEs, we conducted a repeated measures
ANOVA. The results show an overall main effect of PE type (F4565 = 607.02, p < .001, r)f, =.52).
Descriptively, food supplements are perceived as being used the most (81.29%), followed by accepted
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drugs (49.06%) and pharmaceuticals (48.92%). Brain stimulation (26.62%) and not-accepted drugs
(21.72%) were perceived as least likely to be used. Subsequently, all likelihoods were rank-ordered
and post-hoc repeated contrasts calculated. Analysis revealed a difference between all PEs except
between accepted drugs and pharmaceuticals (p = .92). See Figure 1 for a visualization of results.
To briefly foreshadow the interpretation of results, this shows that in the public eye the majority of
professional players are perceived to use some form of PE, with approximately half of the players
using socially accepted drugs and pharmaceuticals. Further, although not potentially problematic
at first glance, the intake of energy drinks may negatively impact e-athlete health, especially in
situations where an esports team is sponsored by the company producing such drinks.

Perceived Enhancer Usage

Drugs (not accepted) = }
% % ¥
Brain Stimulation = :|

% % %k
Pharmaceuticals —

} n.s
Drugs (accepted) =

:| % %k *x
Food Supplements H
0 10 20 30 40 50 60 70 80 90 100

% of top-level players using a specific performance enhancement

Fig. 1. Visualization of the perceived PE usage in professional play in percent split by PE type. *** = p <.001.
Error bars represent standard error of the mean. For ease of understanding significance is only indicated for
subsequent PE categories, and all PEs are rank ordered with regards to their perceived usage.

5.3.4 Willingness to Use. Out of 566 participants, 195 (34%) left the response field empty and 8
comments were unintelligible responses. Through iterative coding, the remaining 363 comments
were grouped into three broad subcategories: (1) willing to use PEs (n = 218, 39%), (2) not willing to
use PEs (n = 127, 22%) and (3) conditional and context-specific willingness to use PEs (n = 18, 3%).
We also identified secondary classifiers to the open question responses that characterized specific
details (e.g., only caffeine or food supplements), justifications (e.g., because of potential side-effects),
or further clarifications (e.g., I have a prescription that is medically necessary”). For details on the
comment frequency based on the categories see Table 4.

Willing to Use. Over 2/3 of participants that reported a willingness to use PEs chose to elaborate
the reason(s) for their willingness. Most commonly participants said that they would be willing to
only enhance using caffeine, food (supplements) or other “natural” substances (e.g., ‘T would use the
enhancer ‘food and food supplements’, since I take them in everyday life anyway.”). Others stated that
they would be willing to use PEs within limits, although the limits varied among responses (e.g., ‘T
refuse to do anything with a needle or snorted due to addiction risk”; “cocaine: yes, meth: no.”). That
specified limit sometimes related to the legality of the substance (e.g., “T would not use illegal or
banned substances.”). Participants naturally made a distinction between certain enhancers and felt

that PEs can be characterized along a spectrum.
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Further, some participants said they would be fine with using PEs if the side effects were
manageable (e.g., “but only caffeine or perhaps amphetamines if they didn’t produce a negative
reaction (paranoia, shaking, etc).”), with these described side effects often relating to their gaming
performance (e.g., “About 10 years ago I used time-release Adderall capsules and found that they hurt
my ability to multi-task in Starcraft 2, but helped my reflexes and attention in shooter games.”). In
addition to general side effects, participants also placed limits specifically based on the risk to their
health (e.g., ‘T would be willing to try any that did not risk a long term impact on my health if tried
in moderation.”). The responses suggest that participants perceive PEs to have different risks and
side effects attached, but also that many participants would be willing to use enhancers if the risks
were manageable.

Many participants volunteered that PEs should be used if medically prescribed to them (e.g., T
would yes. I have ADHD and would struggle to compete without access to ritalin/adderall. I believe
it would be unfair for me to be on a lower level of play because of that.”), or others (e.g., “Those
who medically require an enhancer to lead a “normal” life should be allowed. They’re already at a
disadvantage, it would level the playing field.”. Participants tended to make a distinction between
medically necessary usage and usage for enhancement with reference to the unfair disadvantage
it would give players with prescriptions; however, there were also comments made about the
complexity of this distinction (e.g., “T am prescribed adderall due to my ADHD but I try not to use it
for playing games due to the stigma of performance enhancing drugs. It allows me play and think like
a “normal” person but I can play decent without it as well.”).

Willing to Use Conditionally, Based on Context. In addition to the caveats described above, there
were contextual or situational influences on willingness to use PEs. A number of participants noted
that they would use PEs, but not in tournaments or regulated play (e.g., “In regulated play, no, never.
Even though I'm prescribed modafinil, I still avoid it during regulated competitive play (and practice).
However, for fun in casual competitive play, I commonly run modafinil (for narcolepsy), and maybe a
bit of caffeine late at night. I've no issues with this, as it doesn’t hurt others - I play for fun, and am
happy to let others win if I feel that my advantage takes away from their experience.”, “Maybe but not
in an official match, so yes in scrim once or twice”). Further, participants also mentioned that they
would use a PE if everyone else was using it (e.g., ‘T heard that in proplay many players use such
substances and otherwise id not be able to keep up.”, “In high stakes scenarios, I think I would be more
willing to test the limits allowed by a tournament, especially if it’s well documented that other players
would be using them as well.”). This shows that the willingness to use a specific enhancer may not
always be just a choice made by a person in isolation, but also by other factors, such as the context
or the choices of their peers.

Not Willing to Use. People who are not willing to use PEs often cite health reasons, because either
they worry about the risk of addiction (e.g., ‘T just don’t like getting addicted to stuff. Especially if it
had a positive effect on my performance, I know I would spend far too much money on it.”) or they say
that their body is a temple (e.g., ‘T have never used anything - even the socially acceptable - enhancers
before. I firmly think my state of mind is my own and not one of a plant/drug/medicine.”). Further,
participants were concerned with the negative effects on their gaming performance (e.g., “Nothing
more than food, and painkillers. Anything else I've used has acted detrimental to performance.”). Many
of these responses implied that they have used PEs in the past, but are no longer willing.

Participants noted that PEs would reduce their enjoyment of victories because their wins should
be based on skill (e.g., ‘T want to know that what gave me the win was myself and not the drug I did
or the stimuli I used”). Another common avoidance reason is because they are considered as unfair
(e.g., “Twouldn’t be willing to use performance enhancing methods with the exception of food/drink,
because in I see them as an unethical and unfair advantage.”), or even as cheating (e.g., “No. If you
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Additional classifiers Willing to use en- Not willing to use en- Conditionally willing
hancers hancers to enhance
count % count % count %

Caffeine, food, supplements or "natural” 86 23.7% 0 0

If medical prescription 24 6.6% 1 0.3% 0

Within limits 27 7.4% 0 0

If legal (in tournaments) 9 2.5% 0 7 1.9%

If everyone else was using it 5 1.4% 0 2 0.6%

If there was no harm to my health 12 3.3% 0 2 0.6%

If side effects were manageable 6 1.7% 0 0

Competition only 0 0 5 1.4%

Not in tournaments 2 0.6% 0 4 1.1%

If it had benefits beyond gaming 1 0.3% 0 2 0.6%

Not now, but when I was younger I would 1 0.3% 2 0.6% 0

have

Unfairness 7 1.9% 15 4.1% 2 0.6%

My body is a temple 3 0.8% 16 4.4% 0

Addiction 5 1.4% 3 0.8% 0

Success would not feel the same 0 19 5.2% 1 0.3%

Negative effects on gaming 0 4 1.1% 0

Gaming is not worth it 8 2.2% 13 3.6% 0

Enhancer usage incidental to gaming 4 1.1% 4 1.1% 0

no additional qualifier & unrestricted 63 17.4% 60 16.5% 0

Table 4. Participants were asked to indicate their willingness to use enhancers in general. The table displays
the frequency of replies that fell into certain categories. Additional classifiers were used to further describe
the responses; for example, a person not willing to use PEs may state that the reason for this is, that they
consider performance enhancement unfair. Consequently, the secondary classifiers give nuance to the primary
meaning of a persons response to the question. For example, a person replying to the question with “yes, but
.2 would be classified as willing to enhance with a secondary classifier representing the stated conditional,
whereas a reply starting with “if | were to be a professional player, and if ..” would receive the primary
classification of conditionally willing to enhance.

Note that one response may be coded with more than one additional classifier. The percentage is defined by the ratio of
replies that fit that category divided by the total number of non-blank responses.

cheat once, you should be banned for life. I know people who have microdosed EPO and I have never
looked at them the same way.”).

Finally, participants noted that taking PEs may not be worth it due to their general skill level or
the lack of interest to play competitively (e.g., “Not really. I'm not a very competitor gamer and tend
to play more casually, so I am not looking to purchase enhancers or supplements for the purpose of
increasing my success in games.”). Some reported having done so in their youth, but that they had
outgrown the desire to do so (e.g., “I’'m not sure I'd try too much these days as I don’t think my body
would handle it, but when I was younger I would have tried anything that was tournament legal.”).
Additionally, comments referred to recreational PE usage as acceptable, but just not in a gaming
context (e.g., “I've done a lot of drugs tho just not for performance.”).

6 DISCUSSION

6.1 How do online communities discuss performance enhancers in esports and gaming
contexts? (RQ1)

When examining both sets of unframed data (that is, the ‘scraper’ and ‘ad’ datasets) within the online
communities, two contexts of rhetoric were evident: discussion about self-usage, and discussion
about professional usage.
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6.1.1 Self-Usage. One prominent context of discussion largely concerned information seeking,
exchange, and discussion—as described in the Recommendation Giving and Seeking scraper theme,
and the Factual Focus on Enhancers ad theme. As many forums and online gaming communities
are pseudonymous, users may feel empowered to openly exchange information on which illegal
drugs and pharmaceuticals fit perceived needs. Further, the scaffolding of online communities
allows users to easily identify spaces that may be less hostile to, or altogether welcoming of, this
discussion—encouraging candid discussion.

This may also be parallel to a “code of silence” that has been observed in PE usage of bodybuilders.
Prior work [91] found that bodybuilders who use anabolic steroids are less willing to disclose
usage outside of the scene (e.g., with non-bodybuilding family members or friends), while they are
open to talking about it with others inside of the scene. Specifically, this often involves discussions
with like-minded individuals on focused online forums [7, 91]. Partially, this behavior is associated
with being viewed negatively by outsiders, media highlighting usage as negative, and fear of more
stringent regulations. Thus, discussion around enhancement usage in esports may be subject to
similar fears (e.g., game companies that already are under scrutiny worrying about being associated
with drug use). Future work may be beneficial to explore if such a “code of silence” also exists for
performance enhancements in esports.

Further to this, the pseudonymous and tailored nature of online communities may have facilitated
user openness in the discussion of personal experiences and uses (as evidenced in scraper themes
Belief of Effect on Gameplay and Motivations for Use, and ad themes Personal Usage and Impact
on Gaming. While some users recounted neutral or negative effects on gameplay, many others
reported performance and experiential improvements. It is possible that such discussion begets
further usage, contributing to the high frequency of people who disclosed a willingness to take PEs
to give themselves a competitive edge in our survey study.

Users also broadly engaged in conversation about health concerns—in particular, fears concerning
and disclosure of negative side effects, the risk of addiction, and mental and physical drawbacks
(such as fatigue, decreased motivation, and decrements to wellbeing). These points of discussion
were identified in both the Health Concerns scraper theme, and the Side Effects ad theme. This is
supported by the survey data, in which participants who indicated that they were not willing to use
PEs largely cited health reasons. As such, despite a general perception of the widespread prevalence
of enhancement usage in competitive gaming, players remain hesitant to engage themselves—
and will seek advice about these concerns, or will disclose personal negative experiences. Such
disclosures may be motivated by a desire to warn others about the usage of specific enhancers, or
to seek reassurance and empathy from peers. Interestingly, in contrast, questions of legality did
not appear to motivate concerns about PE usage.

In the unprompted data, the most frequently occurring health concern related to caffeine addic-
tion’s prevalence within the gaming community. While caffeine addiction is likely a concern in the
general population, it is worth highlighting that many energy drink vendors have advertisements
targeted at esports players, in addition to tournament sponsorship. Further, there is evidence that
acute caffeine intake may increase performance in first-person shooting games [95], which may
motivate caffeine use among esports players. Future research should further explore the use of
caffeine within the gaming community, particularly with regards to health concerns, caffeine
consumption rates, the influence of energy drink sponsors, and prevalence of caffeine addiction. A
potential PE that will probably be on the rise in the next years is non-invasive brain stimulation
and transcranial direct current stimulation specifically [60, 115]. However, even if results show that
performance enhancements are possible the inter-individual differences are large, and there is a
lot of research needed before tailor-made stimulation protocols are developed [10]. Ideally, brain
stimulation may be used in a safe environment in order to enhance training effects and aid people
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in overcoming certain limitations (akin to how pharmaceuticals may be used to treat ADHD for
example). Future research should further investigate the effect of such tools on gaming performance
and game practice. However, there are also potential drawbacks to using such technology. Apart
from the obvious health risk and the uncertainty of results, it is also important to acknowledge
that such technology is potentially very expensive. Thus, this will inherently favor esports teams
and athletes which have more funding at their disposal, which again is a potential risk to fairness.
With that being said our data hints towards that, at large, non-invasive brain stimulation is not yet
wildly known or understood in the esports community.

Finally, as evidenced by scraper theme Use Incidental to Gaming and ad theme Unrelated Enhancer
Usage, users would also discuss the effects of enhancements on games in passing—that is, the
unintended and incidental influence of their PE usage on gameplay. This is likely because a
significant contingent of enhancement users may be using enhancements for different, or more
general, purposes (e.g., to study, or for improving overall productivity), and it is only when prompted
that they may reflect on the influence of the enhancement on gaming.

6.1.2  Professional Usage. When discussing professional play, one prominent mode of conversation
concerned the perceived frequency of PE usage in professional esports contexts. As evidenced in
scraper theme Professional Contexts and ad theme Usage in Professional Play, this discussion took
form both speculatively and matter-of-factly; commenters would either speculate as to individual
or general usage (i.e., conjecture about a specific player, or about widespread usage in professional
play or tournaments), or would reflect on confirmed cases of use in esports. Commenters were
largely of the opinion that PE usage was widespread in esports. This is supported by scraper data’s
Humour theme, in which users would frequently make sardonic or tongue-in-cheek comments
situating PE usage as an ‘open secret’. As such, it would appear that popular perception of PE usage
in professional esports play is that it is common, or standard practice.

These results fit with the quantitative results from the survey question about the perceived PE
usage in professional play. The survey results revealed that it is perceived that 50% of top-level
players use pharmaceuticals or socially accepted drugs. In contrast, brain stimulation and socially
not accepted drugs are perceived to be used by approx. one in five to one in four players. Food and
food supplements are perceived to be used by 80% of all top-level players. While this unregulated
usage of freely accessible substances may seem fine at first glance, it may have unintended negative
consequences. For example, the consumption of high-sugar, caffeinated drinks with increased
frequency can be detrimental to athletes’” health [3, 18], and this issue may further be compounded
when the esports team is sponsored by an energy drink company.

Interestingly, discussions of morality, fairness, and regulations were limited to professional play
in the unframed comment data—although, when prompted directly in the survey, players who
self-described as ‘Not Willing to Use’ did also cite concerns about fairness, or hollow victories. As
such, it may be that those who openly divulge or discuss personal usage, especially in public fora,
are unconcerned by questions of fairness (or do not consider their own personal usage problematic).
When discussing professional use in scraper theme Usage in Professional Play and ad theme Fairness
of Enhancers, commenters were concerned about regulations and discipline (often calling for PEs
to be regulated against, and users of PEs to be disciplined), and morality and fairness (largely
suggesting that PE use is akin to cheating). It should be noted that this discussion was usually in
the context of PED and stimulant usage, e.g., Adderall; other PEs, such as tDCS or caffeine, were
typically omitted (if not explicitly) from this conversation.

The community discussions surrounding the topic of (illicit) performance enhancement in the
scientific literature have so far not been in the spotlight, even though scandals and discussions
about performance enhancement are a common occurrence. Allegedly, the use of some specific PEs
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such as Adderall is so wide-spread that professional athletes in interviews either have admitted to
it openly or state that everybody is using it. For example, in 2015 a Counter Strike athlete named
Semphis said in an interview with VICE “I don’t even care. We were all on Adderal”. and in 2020
the former Call of Duty World Champion KiLLa stated “Nobody talks about it because everyone
is on it”. The esports lifestyle and the way the industry is structured may further incentivize PE
abuse. Only the top few percent of players in a small subset of competitive games are able to make
a living wage in esports and consequently, it may even be perceived to be worth the risk to get
caught cheating or give in to an unhealthy esports lifestyle to reach the top [61, 97]. As pointed
out by our commenters as well as researchers, there is another problem with pharmaceuticals
such as Adderall that are legitimately prescribed to individuals if medically necessary. Allowing
therapeutic use exemptions could potentially threaten the whole drug testing system as it can be
taken advantage of [53].

6.2 Do Users in Online Communities Disclose Using Enhancers to Increase
Performance? (RQ2)

Yes. The content analysis of unprompted reddit comments evidences disclosure of PE usage in
online forums. We also received a set of highly relevant comments on the survey recruitment posts.
A large number of comments (30 out of 77) disclosed the use of some form of PE without being
prompted to do so. Across each data set, comments included disclosures of pharmaceutical, drug,
and food supplement use, with the specific goal to enhance performance.

In both the reddit scraper data and the survey data, we observed disclosures from people claiming
to play at a competitive or professional level (e.g., participation in tournaments with prize pools). Due
to the stakes of disclosure, we had initially considered willful disclosure of PE use by professionals
to be somewhat unlikely to occur. These disclosures evidence that content analysis can serve
as a valid method of gaining in-the-wild insight into PE use in the context of esports, even at
professional levels. Perhaps more consequentially, it also suggests that the barriers surrounding
willful disclosure of PE use can be sidestepped through assurances of anonymity, and recruitment
on pseudonymous platforms.

This also touches on the usage of PEs, specifically pharmaceuticals, as a form of medically
necessary treatment. Commentators discuss whether or not, for example pharmaceuticals such as
Adderall, are truly unfair if a person with ADHD is prescribed the drug. This raises the broader
question whether or not performance enhancement, in general, should be allowed or not to level the
playing field in terms of neurophysiological measures. From an ethical standpoint, enhancement to
overcome a prior disadvantage is different compared to performance enhancement without such a
prior disadvantage. Whereas technological PEs are comparatively simple to control for and enforce,
enhancers such as brain stimulation or certain pharmaceuticals are difficult to detect, track, and
enforce. Another problem pointed out by commentators is the large inter-individual variability in
PE usage and that using an enhancer does not necessarily directly lead to a tangible performance
improvement.

6.3 What Are the Perceived Reasons for Enhancer Usage Among Top-Level Players?
(RQ3)

Generally speaking, participants in the survey believed that PEs are most likely used to stimulate or
calm the mind and body as well as enhance perception. However, there are nuances in the perceived
reasons for PE usage that differ based on the type of enhancer being discussed.

Unsurprisingly, survey participants believe that pharmaceuticals are being used for the purpose
of performance enhancement. Several of the top-level players disclosed using PEDs in tournament
contexts, supporting the idea that performance pressures are a major factor of pharmaceutical
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use. Several people highlighted that they would be willing to take PEs if they knew that their
competition were using them. Adding to this idea, the perceived social pressure to take drugs is
higher compared to other forms of enhancement. There is a general perception that people may
feel forced to use drugs that they do not feel comfortable with.

Comparing the pattern of results for food supplements and brain stimulation, there is a marked
contrast in perceptions of use. Due to the high familiarity with food supplements, many people
form a clear opinion about their use, with only 3.5% of all replies being “no opinion”. On the flipside,
for brain stimulation, 35.5% of all answers fell into the “no opinion” category. This indicates a poor
understanding of this enhancement method in the wider population, which is something regulators
and gamers alike need to be cautious of. Commercial devices for at-home usage can be bought and
unregulated usage of such devices could not only potentially benefit players but also in the worst
case be detrimental for player health and esports integrity. One reason for the increased perception
of the use of more common PEs in pro-play (e.g., food supplements) may be a higher degree of
familiarity (see also mere exposure effect [16]).

6.4 What Is the Perceived Prevalence of Enhancer Usage Among Top-Level Players?
(RQ4)

Based on our observations of the survey data, there is a perception that PE usage is relatively
widespread. On average, participants estimated that 48.92% of top-level players are using pharma-
ceuticals as PEDs. With regards to pharmaceuticals, this high level of perceived use is indicative of
a general lack of trust in the drug testing processes that exist at professional levels. While we stress
that the gap between perceived use and actual use is unclear, this perception of use likely informs
willingness to use enhancers—if players perceive that their opposition is using enhancers, it may
encourage them to take enhancers to remain competitive. Notably, survey participants estimate that
81.29% of all professional players use food supplements. This likely reflects the concerns of caffeine
addiction’s prevalence observed in the reddit scraper data. Participants estimate that 81.29% of all
professional players use food supplements, and that every other professional player uses accepted
drugs like alcohol, nicotine and cannabis (49.06%) or pharmaceuticals such as methylphenidate or
amphetamine salts (48.92%). This reflects a perception of rampant enhancer usage. This problem
only gets amplified when other enhancers are also considered. The commenters on reddit also
share this general sentiment that enhancer usage among top-level players is pervasive (e.g., “This
generation literally might as well call it [Adderall] water. [...] I would guess the numbers are insane
now unfortunately.”). Consequently, the perceived integrity of esports and player achievements will
be scrutinized and the pressure to enhance in order to stay competitive will rise.

6.5 How Willing are Players to Use Enhancers, and Under What Circumstances? (RQ5)

Despite the prevalence of health concerns outlined in the reddit scraper data, the survey data shows
that between 50-60% of respondents would be willing to use performance enhancers to various
degrees.

Some survey responses gave very clear recommendations for use (e.g., specific drugs for specific
modes of games). It is likely safe to assume that participants offering recommendations of this
nature are willing to use enhancers. More typically, participants disclosed their willingness to use
PEs if the cost-benefit ratio was favorable (e.g., “T would be willing to try any that did not risk a long
term impact on my health if tried in moderation.” or “If the benefits outweighed the risks”) or if the
game was important enough (e.g., “largely yes, I would use enhancers if something was important

enough”).
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Some of the participants that indicated that they would not take PEs conceded that the only
thing inhibiting them is the legality of enhancer use. Several went on to say that they would take
PEs in order to keep up with the competition if they were also using PEs.

6.6 Implications for Regulators and Perspectives on Fairness

We observed players at all skill levels being aware of PE usage. First, various PEs are perceived
to be used in all levels of play. Many participants chose to disclose their own enhancer usage,
evidencing that PE use is not just being perceived, but is actually occurring at all levels. Second,
participants seem to be aware of the inherent health risk certain PEs pose. Third, as evidenced by
the discussions surrounding fairness, the community seems to be concerned about the potential
impact illicit performance enhancement may have on esports. Consequently, it is important to
consider whether or not certain PEs should be allowed and if so, which and why?

The state of regulation is partially guided by whether or not the wider player base, consumers of
esports, and esports athletes recognize illicit enhancement as a problem. By demonstrating that
players are concerned about the use of PEs in esports, this work helps to path the way for additional
regulation by esports leagues. This aligns with previous work on traditional sports, evidencing
that people tend to favor stronger, as compared to weaker, regulations [98, 116]. Future research
should aim to understand how enhancement with regards to fairness and its regulation in esports
is perceived.

Researchers in governance and the legal field suggest that a centralized and effective regulation is
necessary for esports to be legitimized alongside traditional sports [19, 54, 99]. However, currently,
the governance structure in esports is still forming and in constant change with regards to policies
against illicit performance enhancement [4, 32]. This is also complicated by the fact that game
publishers are the biggest players in esports and, as they are competing businesses, it may be
difficult to unite all publishers under one banner. Nevertheless, some tournament organizers such
as the Electronic Sports League (ESL) have stated that they view doping similarly to other cheating
practices such as match-fixing and that they will punish players accordingly if caught [55]. In
a 2021 article, Fashina investigated the possibility of adapting WADA guidelines in esports [32].
According to the author, a PE needed to be regulated if it has the potential to boost performance,
it poses a health risk to athletes and if it violates the spirit of the sport. However, even though
organisations like the Esports Integrity Commission (ESIC) are trying to establish a anti-doping
code, the infrastructure necessary (e.g., testing facilities) is not available yet. One possible way to
facilitate this process would be for ESIC to become a WADA signatory, which would in turn allow
ESIC to access WADA resources.

On a more practical and directly actionable level, two PEs are arguably the most prominent
in esports: Adderall (and similar ADHD medications such as Ritalin) as well as energy drinks.
If overused, both are bad for the athletes’ health [3, 18] and both pose problems for regulators.
Regulating ADHD medication is faced with the abuse of the therapeutic use exemption problem as
well as the possibility that testing procedures are insufficient [53]. Energy drinks may seem less
problematic at first glance, but the connection of energy drink companies and esports is a special
case to consider as the continued partnership may be harmful to esports in the long run [36]. Frias
(2022) argues that the relationship between energy drink companies and esports organisations
undermines the foundations of any potential anti-doping policy [36]. The author argues that the
aggressive marketing of energy drinks towards gamers, coupled with a sedentary lifestyle and the
pressure to succeed creates a potentially large public health risk (see also [52, 55]).

Another possibility is the implementation of an esports equivalent of the WADA’s biological
passport for every athlete. WADA continuously monitors primarily an athlete’s blood and their
steroid levels as well as their performance over time. A similar procedure could be adapted for
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esports, wherein an athlete’s performance together with urine, blood or saliva samples to detect
misuse of certain pharmaceuticals such as Adderall [114]. Apart from the technical and logistical
difficulties this approach also has other problems. For example, if an indication for forbidden
performance enhancement was a peak in performance on a specific day, that does not allow for
people performing exceedingly well under pressure [80] and, in a more general sense, performance
variance across time needs to be expected.

In sum, we echo past research, and recommend that esports teams, game developers, esports
organization, and researchers engage in an ongoing dialogue to better establish effective regulations
and legitimate use cases of performance enhancers.

6.7 Limitations

6.7.1 Reddit Scraper. Multiple terms used in the reddit scraper’s keyword search proved to be
terms with additional meaning in the context of certain games or esports communities, which led
to a sizable number of false positives. To achieve a high data quality, we applied various filters
and restrained our search to the top 500 posts and the top 500 comments (see Method section for
details). While we believe that our data sample was sufficient for thematic saturation, there are
likely some nuanced perspectives that this data set does not represent.

6.7.2  Survey. Beyond the typical limitations of survey methodology, we note several limitations
and areas for future work. We maximized inclusion of professional players by recruiting from
subreddits dedicated to esports, including esports teams (which are predominantly men). This has
several implications on the demographics of the work. First, performance level in the sample ranges
substantially, ranging from self-identified professionals to self-identified casual players. Second, the
gender distribution of the survey is skewed towards men, limiting the range of perspectives disclosed.
Future research and governing efforts, should aim to further investigate women’s perspective on
the topic of esports enhancement, as women may have different risk tolerances or health concerns.
In addition to demographic limitations, we opted to use broad categories of PEs. This approach
focused on breadth rather than depth. As there are many pharmaceuticals and drugs available that
may impact the individual in different ways (e.g., stimulants vs. depressants vs. psychedelics), future
work with a focus on pharmaceuticals and drugs should use a more fine-grained approach. Another
important limitation is the self-selection that may have taken place. Potentially only those with
concerns or personal use of PEs participated in the survey. With regards to the question about the
perceived prevalence of PEs in professional play, there is a possibility of a regression to the mean,
and as a consequence the absolute values of the perceived prevalence may not be fully accurate.
Nevertheless, there is a statistically significant difference between the PEs and as each enhancer
was evaluated by every survey respondent, the relational values are more credible.

6.7.3 Ad Comments. The sample that we draw from for our ad comments observations is limited in
size and it is possible that a vocal minority is over-represented in the data. While we endeavoured
to filter out irrelevant and untruthful comments, the pseudonymous nature of Reddit increases
the likeliness of fabricated disclosures being erroneously included. Future research should aim to
complement our in-the-wild data by conducting interviews with a few, trusted individuals.

6.8 Conclusion

This work is the first detailed investigation into the perceptions of performance enhancer usage in
esports contexts. Our findings were triangulated around three data sets, including both prompted
and unprompted reddit comments, as well as survey data. Through a mixed-methods approach, we
answer five exploratory research questions. First, we evidence that users in online communities
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disclose using performance enhancers to increase performance. Second, we contribute new un-
derstanding into how online communities discuss performance enhancers in esports and gaming
contexts. Specifically, we describe a set of six themes that are further discussed in the context of
self-usage and professional usage. Third, we provide evidence that some typical members of the
esports community would be willing to use performance enhancers—particularly caffeine, food
supplements, and PEs that are considered ‘natural’—and describe several circumstances under
which PE usage may be considered justified (e.g., if there is no risk to health; if legal in tourna-
ments; if medically prescribed). Notably, although not asked about personal usage of performance
enhancers, many individuals disclosed the use of PEs both in a casual and a highly competitive
setting. Fourth, we discuss the perceived reasons for enhancer usage among top-level players. Fifth,
the data reveals a tangible consensus in the community, that professional esports athletes enhance
their performance on a regular basis. This suggests a lack of trust in current drug testing practices.

Cumulatively, the core contribution of this work is a comprehensive investigation into community
perspectives of performance enhancer usage in competitive gaming and esports. By evidencing that
players are using PEs, and that players are concerned about the use of PEs in professional contexts,
this work highlights the urgent need for further research, as well as regulation by esports leagues.

ACKNOWLEDGMENTS

Thanks to all the moderators on reddit that allowed us to post the survey. We also thank all the people
that commented on the survey post and took part in the survey. MF was supported by the German
Academic Exchange Service (DAAD). RM was supported by the Natural Sciences and Engineering
Research Council of Canada (NSERC). The research is supported by the Max-Planck-Society.

REFERENCES

[1] Wimbledon 2021. 2021. Prize Money and Finance - The Championships. https://www.wimbledon.com/en_GB/
about_wimbledon/prize_money_and_finance.html

[2] Joseph Ahn, Willam Collis, and Seth Jenny. 2020. The one billion dollar myth: Methods for sizing the massively
undervalued esports revenue landscape. International Journal of Esports 1, 1 (2020). https://www.ijesports.org/article/
15/html

[3] Laila Al-Shaar, Kelsey Vercammen, Chang Lu, Scott Richardson, Martha Tamez, and Josiemer Mattei. 2017. Health
effects and public health concerns of energy drink consumption in the United States: a mini-review. Frontiers in
Public Health (2017), 225. https://doi.org/10.3389/fpubh.2017.00225

[4] Graham Ashton. 2019. Governing the Wild West: An Introduction to Esports Federations and Associations. The
Esports Observer (2019). https://archive.esportsobserver.com/esports-federations-intro/

[5] Masters.com Tournament Awards. 2021. Awards & Trophies. https://www.masters.com/en_US/tournament/awards.
html

[6] Roy F. Baumeister. 1984. Choking under pressure: Self-consciousness and paradoxical effects of incentives on skillful
performance. Journal of Personality and Social Psychology 46, 3 (1984), 610-620. https://doi.org/10.1037/0022-
3514.46.3.610

[7] Emma Begley, Jim McVeigh, Vivian Hope, G Bates, R Glass, ] Campbell, and J Smith. 2017. Image and performance
enhancing drugs: 2016 National Survey Results. Liverpool: Liverpool John Moores University (2017). https://ims.Jjmu.
ac.uk/PublicHealth/reports/themed/IPEDs-Survey2016.pdf

[8] Sarah Beth Bell, Brian Turner, Lumy Sawaki, and Nathan DeWall. 2020. When brain stimulation backfires: the
effects of prefrontal cortex stimulation on impulsivity. Social Cognitive and Affective Neuroscience (2020). https:
//doi.org/10.1093/scan/nsaa049

[9] Nicole A Beres, Madison Klarkowski, and Regan L Mandryk. 2021. Under Pressure: Exploring Choke and Clutch
in Competitive Video Games. Proceedings of the ACM on Human-Computer Interaction 5, CHI PLAY (2021), 1-22.
https://doi.org/10.1145/3474666

[10] Til Ole Bergmann and Gesa Hartwigsen. 2021. Inferring causality from noninvasive brain stimulation in cognitive
neuroscience. Journal of cognitive neuroscience 33, 2 (2021), 195-225. https://doi.org/10.1162/jocn_a_01591
[11] L Biaggioni, S. Paul, A. Puckett, and C. Arzubiaga. 1991. Caffeine and theophylline as adenosine receptor antagonists

in humans. Journal of Pharmacology and Experimental Therapeutics (1991). https://pubmed.ncbi.nlm.nih.gov/1865359/

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://www.wimbledon.com/en_GB/about_wimbledon/prize_money_and_finance.html
https://www.wimbledon.com/en_GB/about_wimbledon/prize_money_and_finance.html
https://www.ijesports.org/article/15/html
https://www.ijesports.org/article/15/html
https://doi.org/10.3389/fpubh.2017.00225
https://archive.esportsobserver.com/esports-federations-intro/
https://www.masters.com/en_US/tournament/awards.html
https://www.masters.com/en_US/tournament/awards.html
https://doi.org/10.1037/0022-3514.46.3.610
https://doi.org/10.1037/0022-3514.46.3.610
https://ims.ljmu.ac.uk/PublicHealth/reports/themed/IPEDs-Survey2016.pdf
https://ims.ljmu.ac.uk/PublicHealth/reports/themed/IPEDs-Survey2016.pdf
https://doi.org/10.1093/scan/nsaa049
https://doi.org/10.1093/scan/nsaa049
https://doi.org/10.1145/3474666
https://doi.org/10.1162/jocn_a_01591
https://pubmed.ncbi.nlm.nih.gov/1865359/

Enhanced Esports: Community Perspectives on Performance Enhancers in Competitive Gaming 231:25

[12] Marom Bikson, Zeinab Esmaeilpour, Devin Adair, Greg Kronberg, William J. Tyler, Andrea Antal, Abhishek Datta,

[13
(14

(15

(16
(17

(18

[19

[20

[21

[22
[23

[24

[25

[26
[27

(28
(29
(30

[31
(32

(33

(34

(35

(36

—_

]
]

=

]

]

=

—

[ e

]

]
]

=

]

[ R ]

—_

]
]

—

Bernhard A. Sabel, Michael A. Nitsche, Colleen Loo, Dylan Edwards, Hamed Ekhtiari, Helena Knotkova, Adam ]J.
Woods, Benjamin M. Hampstead, Bashar W. Badran, and Angel V. Peterchev. 2019. Transcranial electrical stimulation
nomenclature. https://doi.org/10.1016/j.brs.2019.07.010

B Boe. 2012. PRAW: The Python Reddit API Wrapper. https://github.com/praw-dev/praw/ Online; accessed
2022-02-14.

Daniel Bonnar, Benjamin Castine, Naomi Kakoschke, and Gemma Sharp. 2019. Sleep and performance in Eathletes:
for the win! Sleep Health 5, 6 (12 2019), 647-650. https://doi.org/10.1016/j.sleh.2019.06.007

Daniel Bonnar, Sangha Lee, Michael Gradisar, and Sooyeon Suh. 2019. Risk factors and sleep intervention
considerations in esports: A review and practical guide. Sleep Medicine Research 10, 2 (2019), 59-66. https:
//doi.org/10.17241/smr.2019.00479

Robert F. Bornstein and Paul R. D’Agostino. 1992. Stimulus Recognition and the Mere Exposure Effect. Journal of
Personality and Social Psychology (1992). https://doi.org/10.1037/0022-3514.63.4.545

Virginia Braun and Victoria Clarke. 2006. Using thematic analysis in psychology. Qualitative Research in Psychology
(2006). https://doi.org/10.1191/1478088706qp0630a

Joao Joaquim Breda, Stephen Hugh Whiting, Ricardo Encarnacéo, Stina Norberg, Rebecca Jones, Marge Reinap, and
Jo Jewell. 2014. Energy drink consumption in Europe: a review of the risks, adverse health effects, and policy options
to respond. Frontiers in public health (2014), 134. https://doi.org/10.3389/fpubh.2014.00134

Adam Brickell. 2017. ADDRESSING INTEGRITY AND REGULATORY RISKS IN ESPORTS: THE RESPONSIBILITY
OF THE WHOLE ESPORTS COMMUNITY. Gaming Law Review (2017). https://doi.org/10.1089/glr2.2017.21810
Paul A. Kudlow M.D. B.Sc., Karline Treurnicht Naylor B.Sc., Bin Xie Ph.D., and Roger S. McIntyre M.D. FR.C.P.C.
2013. Cognitive Enhancement in Canadian Medical Students. Journal of Psychoactive Drugs 45, 4 (2013), 360-365.
https://doi.org/10.1080/02791072.2013.825033 arXiv:https://doi.org/10.1080/02791072.2013.825033 PMID: 24377176.
Simone Cappelletti, Piacentino Daria, Gabriele Sani, and Mariarosaria Aromatario. 2014. Caffeine: Cognitive and
Physical Performance Enhancer or Psychoactive Drug? Current Neuropharmacology (2014). https://doi.org/10.2174/
1570159x13666141210215655

Yanbing Chen, Conor Buggy, and Seamus Kelly. 2019. Winning at all costs: a review of risk-taking behaviour and
sporting injury from an occupational safety and health perspective. https://doi.org/10.1186/s40798-019-0189-9
Emma Childs and Harriet De Wit. 2006. Subjective, behavioral, and physiological effects of acute caffeine in light,
nondependent caffeine users. Psychopharmacology (2006). https://doi.org/10.1007/s00213-006-0341-3

Lorenza S. Colzato, Bryant J. Jongkees, Roberta Sellaro, and Bernhard Hommel. 2013. Working memory reloaded:
Tyrosine repletes updating in the N-back task. Frontiers in Behavioral Neuroscience (2013). https://doi.org/10.3389/
fnbeh.2013.00200

Abhimannu Das. [n.d.]. Drug Use in Esports: Why Nobody Talks About It. https://afkgaming.com/premium/esports/
drug-use-in-esports-why-nobody-talks-about-it

Dota 2 Prize Pool Tracker. 2022. Dota 2 Prize Pool Tracker. https://dota2.prizetrac.kr/

H.B. Duran. 2020. A guide to: Energy drinks in esports. https://esportsinsider.com/2020/12/energy-drinks-esports-
guide/

Satu Elo and Helvi Kyngés. 2008. The qualitative content analysis process. Journal of Advanced Nursing (2008).
https://doi.org/10.1111/j.1365-2648.2007.04569.x

EMCDDA. [n.d.]. Classification of controlled drugs — topic overview | www.emcdda.europa.eu. https://www.emcdda.
europa.eu/publications/topic-overviews/classification-of-controlled-drugs/html_en

Esports Integrity Commission. [n.d.]. ESIC Prohibited list. https://esic.gg/codes/esic-prohibited-list/

FACEIT. [n.d.]. FACEIT. https://www.faceit.com/en

Oluwatamilore Fashina. 2021. Doping in Esports: How and to What Extent Can We Look to WADA for Guidance.
Sports Law. J. 28 (2021), 19. https://heinonline.org/HOL/Page?handle=hein.journals/sportlj28&collection=journals&
id=24&startid=24&endid=53

Derek J. Fisher, Richelle Daniels, Natalia Jaworska, Amy Knobelsdorf, and Verner ]J. Knott. 2012. Effects of acute
nicotine administration on behavioral and neural (EEG) correlates of working memory in non-smokers. Brain Research
(2012). https://doi.org/10.1016/j.brainres.2011.10.029

Stan B. Floresco and Orsolya Magyar. 2006. Mesocortical dopamine modulation of executive functions: Beyond
working memory. https://doi.org/10.1007/s00213-006-0404-5

Guo Freeman and Donghee Yvette Wohn. 2017. ESports as an emerging research context at CHI: Diverse perspectives
on definitions. Conference on Human Factors in Computing Systems - Proceedings Part F1276 (2017), 1601-1608.
https://doi.org/10.1145/3027063.3053158

Francisco Javier Lopez Frias. 2022. The “big red bull” in the esports room: Anti-doping, esports, and energy drinks.
Performance Enhancement & Health 10, 1 (2022), 100205. https://doi.org/10.1016/j.peh.2021.100205

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://doi.org/10.1016/j.brs.2019.07.010
https://github.com/praw-dev/praw/
https://doi.org/10.1016/j.sleh.2019.06.007
https://doi.org/10.17241/smr.2019.00479
https://doi.org/10.17241/smr.2019.00479
https://doi.org/10.1037/0022-3514.63.4.545
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.3389/fpubh.2014.00134
https://doi.org/10.1089/glr2.2017.21810
https://doi.org/10.1080/02791072.2013.825033
https://arxiv.org/abs/https://doi.org/10.1080/02791072.2013.825033
https://doi.org/10.2174/1570159x13666141210215655
https://doi.org/10.2174/1570159x13666141210215655
https://doi.org/10.1186/s40798-019-0189-9
https://doi.org/10.1007/s00213-006-0341-3
https://doi.org/10.3389/fnbeh.2013.00200
https://doi.org/10.3389/fnbeh.2013.00200
https://afkgaming.com/premium/esports/drug-use-in-esports-why-nobody-talks-about-it
https://afkgaming.com/premium/esports/drug-use-in-esports-why-nobody-talks-about-it
https://dota2.prizetrac.kr/
https://esportsinsider.com/2020/12/energy-drinks-esports-guide/
https://esportsinsider.com/2020/12/energy-drinks-esports-guide/
https://doi.org/10.1111/j.1365-2648.2007.04569.x
https://www.emcdda.europa.eu/publications/topic-overviews/classification-of-controlled-drugs/html_en
https://www.emcdda.europa.eu/publications/topic-overviews/classification-of-controlled-drugs/html_en
https://esic.gg/codes/esic-prohibited-list/
https://www.faceit.com/en
https://heinonline.org/HOL/Page?handle=hein.journals/sportlj28&collection=journals&id=24&startid=24&endid=53
https://heinonline.org/HOL/Page?handle=hein.journals/sportlj28&collection=journals&id=24&startid=24&endid=53
https://doi.org/10.1016/j.brainres.2011.10.029
https://doi.org/10.1007/s00213-006-0404-5
https://doi.org/10.1145/3027063.3053158
https://doi.org/10.1016/j.peh.2021.100205

231:26 Maximilian A. Friehs et al.

[37] Maximilian A. Friehs, Lisa Brauner, and Christian Frings. 2021. Dual-tDCS over the right prefrontal cortex does not
modulate stop-signal task performance. Experimental Brain Research (2021). https://doi.org/10.1007/s00221-020-
05995-5

[38] Maximilian A. Friehs, Martin Dechant, Sarah Vedress, Christian Frings, and Regan L. Mandryk. 2021. Shocking
advantage! Improving digital game performance using non-invasive brain stimulation. International Journal of Human
Computer Studies (2021). https://doi.org/10.1016/j.ijhcs.2020.102582

[39] Maximilian A. Friehs and Christian Frings. 2018. Pimping inhibition: Anodal tDCS enhances stop-signal reaction time.
Journal of Experimental Psychology: Human Perception and Performance (oct 2018). https://doi.org/10.1037/xhp0000579

[40] Maximilian A. Friehs and Christian Frings. 2019. Cathodal tDCS increases stop-signal reaction time. Cognitive,
Affective and Behavioral Neuroscience (2019). https://doi.org/10.3758/s13415-019-00740-0

[41] Maximilian A. Friehs and Christian Frings. 2019. Offline beats Online: Single-session tDCS influences on working
memory. (2019). https://doi.org/10.1097/wnr.0000000000001272

[42] Maximilian A. Friehs and Christian Frings. 2020. Evidence Against Combined Effects of Stress and Brain Stimulation
on Working Memory. Open Psychology (2020). https://doi.org/10.1515/psych-2020-0004

[43] Maximilian A Friehs, Christian Frings, and Gesa Hartwigsen. 2021. Effects of single-session transcranial direct current
stimulation on reactive response inhibition. Neuroscience & Biobehavioral Reviews 128 (2021), 749-765.

[44] Maximilian A. Friehs, Eric Whelan, Iris Giildenpenning, Daniel Krause, and Matthias Weigelt. 2022. Stimulating
performance: A scoping review on transcranial electrical stimulation effects on olympic sports. Psychology of Sport
and Exercise 59 (mar 2022), 102130. https://doi.org/10.1016/J PSYCHSPORT.2021.102130

[45] Christian Frings, Gregor Domes, Maximilian A. Friehs, Christoph Geifller, and Kerstin Schneider. 2019. Food
for Your Mind? The Effect of Tyrosine on Selective Attention. Journal of Cognitive Enhancement (2019). https:
//doi.org/10.1007/s41465-019-00146-3

[46] Michael J. Glade. 2010. Caffeine-Not just a stimulant. https://doi.org/10.1016/j.nut.2010.08.004

[47] Ulla H. Graneheim, Britt Marie Lindgren, and Berit Lundman. 2017. Methodological challenges in qualitative content
analysis: A discussion paper. Nurse Education Today (2017). https://doi.org/10.1016/j.nedt.2017.06.002

[48] Jon E Grant, Sarah A Redden, Katherine Lust, and Samuel R Chamberlain. 2018. Nonmedical use of stimulants is
associated with riskier sexual practices and other forms of impulsivity. Journal of addiction medicine 12, 6 (2018), 474.

[49] Jessica Grundey, Rosa Amu, Géza Gergely Ambrus, Georgi Batsikadze, Walter Paulus, and Michael A. Nitsche. 2015.
Double dissociation of working memory and attentional processes in smokers and non-smokers with and without
nicotine. Psychopharmacology (2015). https://doi.org/10.1007/s00213-015-3880-7

[50] Greg Guest, Kathleen MacQueen, and Emily Namey. 2014. Introduction to Applied Thematic Analysis. In Applied

Thematic Analysis. https://doi.org/10.4135/9781483384436.n1

Stephen J. Heishman, Bethea A. Kleykamp, and Edward G. Singleton. 2010. Meta-analysis of the acute effects of

nicotine and smoking on human performance. https://doi.org/10.1007/s00213-010-1848-1

[52] John T Holden, Anastasios Kaburakis, and Ryan M Rodenberg. 2018. Esports: Children, stimulants and video-gaming-
induced inactivity. Journal of paediatrics and child health 54, 8 (2018), 830-831.

[53] John T Holden, Anastasios Kaburakis, and Joanna Wall Tweedie. 2019. Virtue (al) games—real drugs. Sport, Ethics
and Philosophy 13, 1 (2019), 19-32. https://doi.org/10.1111/jpc.13897

[54] John T. Holden, Ryan M. Rodenberg, and Anastasios Kaburakis. 2017. Esports Corruption: Gambling, Doping, and
Global Governance. SSRN Electronic Journal (2017). https://doi.org/10.2139/ssrn.2831718

[55] John T Holden, Ryan M Rodenberg, and Anastasios Kaburakis. 2017. Esports corruption: Gambling, doping, and
global governance. Md. §. Int’l L. 32 (2017), 236.

[56] Norbert Jausovec, Ksenija Jausovec, and Anja Pahor. 2014. The influence of theta transcranial alternating current
stimulation (tACS) on working memory storage and processing functions. Acta Psychologica (2014). https://doi.org/
10.1016/j.actpsy.2013.11.011

[57] Seth E. Jenny, R. Douglas Manning, Margaret C. Keiper, and Tracy W. Olrich. 2017. Virtual(ly) Athletes: Where
eSports Fit Within the Definition of “Sport”. Quest 69, 1 (2017), 1-18. https://doi.org/10.1080/00336297.2016.1144517

[58] Colby Johanson, Carl Gutwin, Jason T Bowey, and Regan L Mandryk. 2019. Press pause when you play: Comparing
spaced practice intervals for skill development in games. In Proceedings of the Annual Symposium on Computer-Human
Interaction in Play. 169-184. https://doi.org/10.1145/3311350.3347195

[59] Bryant J. Jongkees, Bernhard Hommel, and Lorenza S. Colzato. 2014. People are different: Tyrosine’s modulating
effect on cognitive control in healthy humans may depend on individual differences related to dopamine function.
https://doi.org/10.3389/fpsyg.2014.01101

[60] Anita Jwa. 2016. Early adopters of the magical thinking cap: A study on do-it-yourself (DIY) transcranial direct current
stimulation (tDCS) user community. Journal of Law and the Biosciences (2016). https://doi.org/10.1093/jlb/1sv017

[61] Tuomas Kari and Veli-Matti Karhulahti. 2016. Do e-athletes move?: a study on training and physical exercise in
elite e-sports. International Journal of Gaming and Computer-Mediated Simulations (IJGCMS) 8, 4 (2016), 53—-66.

—

(51

—

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://doi.org/10.1007/s00221-020-05995-5
https://doi.org/10.1007/s00221-020-05995-5
https://doi.org/10.1016/j.ijhcs.2020.102582
https://doi.org/10.1037/xhp0000579
https://doi.org/10.3758/s13415-019-00740-0
https://doi.org/10.1097/wnr.0000000000001272
https://doi.org/10.1515/psych-2020-0004
https://doi.org/10.1016/J.PSYCHSPORT.2021.102130
https://doi.org/10.1007/s41465-019-00146-3
https://doi.org/10.1007/s41465-019-00146-3
https://doi.org/10.1016/j.nut.2010.08.004
https://doi.org/10.1016/j.nedt.2017.06.002
https://doi.org/10.1007/s00213-015-3880-7
https://doi.org/10.4135/9781483384436.n1
https://doi.org/10.1007/s00213-010-1848-1
https://doi.org/10.1111/jpc.13897
https://doi.org/10.2139/ssrn.2831718
https://doi.org/10.1016/j.actpsy.2013.11.011
https://doi.org/10.1016/j.actpsy.2013.11.011
https://doi.org/10.1080/00336297.2016.1144517
https://doi.org/10.1145/3311350.3347195
https://doi.org/10.3389/fpsyg.2014.01101
https://doi.org/10.1093/jlb/lsv017

Enhanced Esports: Community Perspectives on Performance Enhancers in Competitive Gaming 231:27

=

flan)

https://doi.org/10.4018/IJGCMS.2016100104

Tuomas Kari, Miia Siutila, and Veli-Matti Karhulahti. 2019. An extended study on training and physical exercise in
esports. In Exploring the cognitive, social, cultural, and psychological aspects of gaming and simulations. IGI Global,
270-292. https://doi.org/10.4018/978-1-5225-7461-3.CH010

Yubo Kou and Xinning Gui. 2020. Emotion Regulation in ESports Gaming: A Qualitative Study of League of Legends.
Proc. ACM Hum.-Comput. Interact. 4, CSCW2, Article 158 (Oct. 2020), 25 pages. https://doi.org/10.1145/3415229
Richard Kvetnansky, Esther L. Sabban, and Miklos Palkovits. 2009. Catecholaminergic systems in stress: Structural
and molecular genetic approaches. https://doi.org/10.1152/physrev.00042.2006

Shaheen E Lakhan and Annette Kirchgessner. 2012. Prescription stimulants in individuals with and without attention
deficit hyperactivity disorder: misuse, cognitive impact, and adverse effects. Brain and behavior 2, 5 (2012), 661-677.
https://doi.org/10.1002/brb3.78

lau. 2015. ESWC ’15: Interview with "semphis"” (Nihilum). https://www.youtube.com/watch?v=XFMY5RQxCpw
Lucia M. Li, Kazumasa Uehara, and Takashi Hanakawa. 2015. The contribution of interindividual factors to variability
of response in transcranial direct current stimulation studies. Frontiers in Cellular Neuroscience (2015). https:
//doi.org/10.3389/fncel.2015.00181

A. MW. Linssen, A. Sambeth, E. FP.M. Vuurman, and W. J. Riedel. 2014. Cognitive effects of methylphenidate in
healthy volunteers: A review of single dose studies. https://doi.org/10.1017/S1461145713001594

Kathryn Graff Low and A. E. Gendaszek. 2002. Illicit use of psychostimulants among college students: A preliminary
study. Psychology, Health and Medicine (2002). https://doi.org/10.1080/13548500220139386

Caroline R. Mahoney, John Castellani, F. Matthew Kramer, Andrew Young, and Harris R. Lieberman. 2007. Tyrosine
supplementation mitigates working memory decrements during cold exposure. Physiology and Behavior 92, 4 (2007),
575-582. https://doi.org/10.1016/j.physbeh.2007.05.003

Akira Matsui, Anna Sapienza, and Emilio Ferrara. 2020. Does Streaming Esports Affect Players’ Behavior and
Performance? Games and Culture 15, 1 (1 2020), 9-31. https://doi.org/10.1177/1555412019838095

Sean Esteban McCabe, Christian J. Teter, and Carol J. Boyd. 2004. The use, misuse and diversion of prescription
stimulants among middle and high school students. Substance Use and Misuse (2004). https://doi.org/10.1081/JA-
120038031

Ozzie Mejia. 2018. Overwatch League commissioner Nate Nanzer on stage 2 changes, fantasy, drug testing, and
more.  https://www.shacknews.com/article/103541/overwatch-league-commissioner-nate-nanzer-on-stage-2-
changes-fantasy-drug-testing-and-more

O. W. Murphy, K. E. Hoy, D. Wong, N. W. Bailey, P. B. Fitzgerald, and R. A. Segrave. 2020. Transcranial random noise
stimulation is more effective than transcranial direct current stimulation for enhancing working memory in healthy
individuals: Behavioural and electrophysiological evidence. Brain Stimulation (2020). https://doi.org/10.1016/j.brs.
2020.07.001

NACE. 2021. Home - Varsity Collegiate Esports - NACE. https://nacesports.org/

Eugen Nagorsky and Josef Wiemeyer. 2020. The structure of performance and training in esports. PloS one 15, 8
(2020), €0237584.

Condé Nast. [n.d.]. IeSF: Doping is ’definitely’ a problem in eSports. ([n.d.]). https://www.wired.co.uk/article/iesf-
responds-doping-esports Section: tags.

Paul A. Newhouse, Alexandra Potter, and Abhay Singh. 2004. Effects of nicotinic stimulation on cognitive performance.
https://doi.org/10.1016/j.coph.2003.11.001

Newzoo. 2020. Newzoo Global Esports Market Report 2020 | Light Version | Newzoo. https://newzoo.com/insights/
trend-reports/newzoo-global-esports-market-report-2020-light-version/

Mark Otten. 2009. Choking vs. Clutch performance: A study of sport performance under pressure. Journal of Sport
and Exercise Psychology 31, 5 (2009), 583-601. https://doi.org/10.1123/jsep.31.5.583

Francesco Panza, V. Solfrizzi, M. R. Barulli, C. Bonfiglio, V. Guerra, A. Osella, D. Seripa, C. Sabba, A. Pilotto, and G.
Logroscino. 2015. Coffee, tea, and caffeine consumption and prevention of late-life cognitive decline and dementia: A
systematic review. Journal of Nutrition, Health and Aging (2015). https://doi.org/10.1007/s12603-014-0563-8
Panayiotis J. Papagelopoulos, Andreas F. Mavrogenis, and Panayotis N. Soucacos. 2004. Doping in ancient and modern
Olympic Games. https://doi.org/10.3928/0147-7447-20041201-05

Margit Anne Petersen, Lotte Stig Norgaard, and Janine Marie Traulsen. 2015. Going to the doctor with enhancement
in mind-An ethnographic study of university students’ use of prescription stimulants and their moral ambivalence.
Drugs: Education, Prevention and Policy 22, 3 (2015), 201-207. https://doi.org/10.3109/09687637.2014.970517
Brandon Piller, Colby Johanson, Cody Phillips, Carl Gutwin, and Regan L Mandryk. 2020. Is a change as good as a
rest? Comparing breaktypes for spaced practice in a platformer game. In Proceedings of the Annual Symposium on
Computer-Human Interaction in Play. 294-305. https://doi.org/10.1145/3410404.3414225

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://doi.org/10.4018/IJGCMS.2016100104
https://doi.org/10.4018/978-1-5225-7461-3.CH010
https://doi.org/10.1145/3415229
https://doi.org/10.1152/physrev.00042.2006
https://doi.org/10.1002/brb3.78
https://www.youtube.com/watch?v=XFMY5RQxCpw
https://doi.org/10.3389/fncel.2015.00181
https://doi.org/10.3389/fncel.2015.00181
https://doi.org/10.1017/S1461145713001594
https://doi.org/10.1080/13548500220139386
https://doi.org/10.1016/j.physbeh.2007.05.003
https://doi.org/10.1177/1555412019838095
https://doi.org/10.1081/JA-120038031
https://doi.org/10.1081/JA-120038031
https://www.shacknews.com/article/103541/overwatch-league-commissioner-nate-nanzer-on-stage-2-changes-fantasy-drug-testing-and-more
https://www.shacknews.com/article/103541/overwatch-league-commissioner-nate-nanzer-on-stage-2-changes-fantasy-drug-testing-and-more
https://doi.org/10.1016/j.brs.2020.07.001
https://doi.org/10.1016/j.brs.2020.07.001
https://nacesports.org/
https://www.wired.co.uk/article/iesf-responds-doping-esports
https://www.wired.co.uk/article/iesf-responds-doping-esports
https://doi.org/10.1016/j.coph.2003.11.001
https://newzoo.com/insights/trend-reports/newzoo-global-esports-market-report-2020-light-version/
https://newzoo.com/insights/trend-reports/newzoo-global-esports-market-report-2020-light-version/
https://doi.org/10.1123/jsep.31.5.583
https://doi.org/10.1007/s12603-014-0563-8
https://doi.org/10.3928/0147-7447-20041201-05
https://doi.org/10.3109/09687637.2014.970517
https://doi.org/10.1145/3410404.3414225

231:28 Maximilian A. Friehs et al.

(85]

(86]

(87]
(88]

(89]

[90]

[91]

[92]

[93
[94]

—_

[95]
[96]
[97]

(98]

[99]

[100]

[101]
[102]
[103]
[104]

[105]
[106]

[107]
[108]

[109]

[110]
[111]

Proc.

Dmitri V. Poltavski, Thomas V. Petros, and Jeffrey E. Holm. 2012. Lower but not higher doses of transdermal nicotine
facilitate cognitive performance in smokers on gender non-preferred tasks. Pharmacology Biochemistry and Behavior
(2012). https://doi.org/10.1016/j.pbb.2012.06.003

Dylan R Poulus, Tristan J Coulter, Michael G Trotter, and Remco Polman. 2021. A qualitative analysis of the perceived
determinants of success in elite esports athletes. Journal of sports sciences (2021), 1-12. https://doi.org/10.1080/
02640414.2021.2015916

PwC Deals. 2020. Vitamins & Dietary Supplements Market Trends Overview. (2020). https://www.pwc.com/it/it/
publications/assets/docs/Vitamins-Dietary-Supplements-Market-Overview.pdf

Marsha D Rappley. 1997. Safety issues in the use of methylphenidate. Drug Safety 17, 3 (1997), 143-148. https:
//doi.org/10.2165/00002018-199717030-00001

Mark D Rapport and Catherine Moffitt. 2002. Attention deficit/hyperactivity disorder and methylphenidate: a review
of height/weight, cardiovascular, and somatic complaint side effects. Clinical psychology review 22, 8 (2002), 1107-1131.
https://doi.org/10.1016/s0272-7358(02)00129-0

Mariel Soto Reyes. 2021. Esports Ecosystem Report 2021: The key industry companies and trends growing the esports
market which is on track to surpass $1.5B by 2023. https://www.insiderintelligence.com/insights/esports-ecosystem-
market-report/

Andrew Richardson and Georgios A. Antonopoulos. 2019. Anabolic-androgenic steroids (AAS) users on AAS use:
Negative effects, ‘code of silence’, and implications for forensic and medical professionals. Journal of Forensic and
Legal Medicine 68 (2019), 101871. https://doi.org/10.1016/].jflm.2019.101871

Andrew Richardson, Phillip Smith, and Nicolas Berger. 2022. Zwift’s Anti-Doping Policy: Is it open to Cheating?
International Journal of Esports 1, 1 (2022). https://www.ijesports.org/article/90/html

RIOT. 2021. Collegiate LoL Taiwan. https://schoolrank.lol.garena.tw/

James Robertson. 2021. Weight Doping, eBikes, and Bots: the Zwift Cheating Survey. https://zwiftinsider.com/zwift-
cheating-survey/

Ignacio Sainz, Daniel Collado-Mateo, and Juan Del Coso. 2020. Effect of acute caffeine intake on hit accuracy and
reaction time in professional e-sports players. Physiology & Behavior 224 (2020), 113031. https://doi.org/10.1016/j.
physbeh.2020.113031

Susan J. Sara. 2009. The locus coeruleus and noradrenergic modulation of cognition. https://doi.org/10.1038/nrn2573
Vlad Savov. [n.d.]. Meet the pro "Dota 2’ gamers competing for $10 million. https://www.theverge.com/2014/7/21/
5919973/inside-the-life-of-a-pro-gamer

Harry Arne Solberg, Dag Vidar Hanstad, and Thor Atle Thoring. 2010. Doping in elite sport-do the fans care? Public
opinion on the consequences of doping scandals. International Journal of Sports Marketing and Sponsorship (2010).
https://doi.org/10.1108/ijsms-11-03-2010-b002

Colby Stivers. 2017. The First Competitive Video Gaming Anti-Doping Policy and Its Deficiencies Under European
Union Law. (2017). https://perma.cc/U4DF- APP5].

Petra Studer, Susanne Wangler, Martin S. Diruf, Oliver Kratz, Gunther H. Moll, and Hartmut Heinrich. 2010. ERP
effects of methylphenidate and working memory load in healthy adults during a serial visual working memory task.
Neuroscience Letters (2010). https://doi.org/10.1016/j.neulet.2010.07.030

John Suler. 2004. The online disinhibition effect. Cyberpsychology & behavior 7, 3 (2004), 321-326. https://doi.org/10.
1089/1094931041291295

Nick Summers. 2015. Top 'counter-strike’ player admits esports has a doping problem. https://www.engadget.com/
2015-07-17-esports-adderall-doping.html

Tina Lynn Taylor. 2012. Raising the stakes: E-sports and the professionalization of computer gaming. Mit Press.
https://doi.org/10.7551/mitpress/8624.001.0001

The Fortnite Team. 2019. The Fortnite World Cup: A record-setting tournament. https://www.epicgames.com/
fortnite/en-US/news/the-fortnite-world-cup-a-record-setting-tournament

The ESL Gaming Network. [n.d.]. ESLGaming. https://www.eslgaming.com/

Stefan Timmermans and Iddo Tavory. 2012. Theory construction in qualitative research: From grounded theory to
abductive analysis. Sociological theory 30, 3 (2012), 167-186. https://doi.org/10.1177/0735275112457914
Toornament. [n.d.]. Toornament - The esports technology. https://www.toornament.com/en_US/

Luke A. Turnock. 2021. Exploring user narratives of self-medicated black market IPED use for therapeutic & wellbeing
purposes. Performance Enhancement & Health (2021), 100207. https://doi.org/10.1016/j.peh.2021.100207

Luke A Turnock et al. 2021. Supplying Steroids Online: The cultural and market contexts of enhancement drug supply
on one of the World’s largest fitness & bodybuilding forums. (2021). https://eprints.lincoln.ac.uk/id/eprint/44103/
UEM. 2021. University European Masters. https://uemasters.com/

United Nations. 1961. 1961 Convention. https://www.incb.org/incb/en/narcotic-drugs/1961_Convention.html

ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://doi.org/10.1016/j.pbb.2012.06.003
https://doi.org/10.1080/02640414.2021.2015916
https://doi.org/10.1080/02640414.2021.2015916
https://www.pwc.com/it/it/publications/assets/docs/Vitamins-Dietary-Supplements-Market-Overview.pdf
https://www.pwc.com/it/it/publications/assets/docs/Vitamins-Dietary-Supplements-Market-Overview.pdf
https://doi.org/10.2165/00002018-199717030-00001
https://doi.org/10.2165/00002018-199717030-00001
https://doi.org/10.1016/s0272-7358(02)00129-0
https://www.insiderintelligence.com/insights/esports-ecosystem-market-report/
https://www.insiderintelligence.com/insights/esports-ecosystem-market-report/
https://doi.org/10.1016/j.jflm.2019.101871
https://www.ijesports.org/article/90/html
https://schoolrank.lol.garena.tw/
https://zwiftinsider.com/zwift-cheating-survey/
https://zwiftinsider.com/zwift-cheating-survey/
https://doi.org/10.1016/j.physbeh.2020.113031
https://doi.org/10.1016/j.physbeh.2020.113031
https://doi.org/10.1038/nrn2573
https://www.theverge.com/2014/7/21/5919973/inside-the-life-of-a-pro-gamer
https://www.theverge.com/2014/7/21/5919973/inside-the-life-of-a-pro-gamer
https://doi.org/10.1108/ijsms-11-03-2010-b002
https://perma.cc/U4DF-APP5].
https://doi.org/10.1016/j.neulet.2010.07.030
https://doi.org/10.1089/1094931041291295
https://doi.org/10.1089/1094931041291295
https://www.engadget.com/2015-07-17-esports-adderall-doping.html
https://www.engadget.com/2015-07-17-esports-adderall-doping.html
https://doi.org/10.7551/mitpress/8624.001.0001
https://www.epicgames.com/fortnite/en-US/news/the-fortnite-world-cup-a-record-setting-tournament
https://www.epicgames.com/fortnite/en-US/news/the-fortnite-world-cup-a-record-setting-tournament
https://www.eslgaming.com/
https://doi.org/10.1177/0735275112457914
https://www.toornament.com/en_US/
https://doi.org/10.1016/j.peh.2021.100207
https://eprints.lincoln.ac.uk/id/eprint/44103/
https://uemasters.com/
https://www.incb.org/incb/en/narcotic-drugs/1961_Convention.html

Enhanced Esports: Community Perspectives on Performance Enhancers in Competitive Gaming 231:29

[112] USADA. [n.d.]. Effects of Performance-Enhancing Drugs. https://www.usada.org/athletes/substances/effects-of-
performance-enhancing-drugs/

[113] Katinka van de Ven and Rosa Koenraadt. 2017. Exploring the relationship between online buyers and sellers of image
and performance enhancing drugs (IPEDs): Quality issues, trust and self-regulation. International Journal of Drug
Policy 50 (2017), 48-55. https://doi.org/10.1016/j.drugpo.2017.09.004

[114] Alain G Verstraete. 2004. Detection times of drugs of abuse in blood, urine, and oral fluid. Therapeutic drug monitoring
26, 2 (2004), 200-205. https://doi.org/10.1097/00007691-200404000-00020

[115] Anna Wexler. 2018. Who Uses Direct-to-Consumer Brain Stimulation Products, and Why? A Study of Home Users of
tDCS Devices. Journal of Cognitive Enhancement (2018). https://doi.org/10.1007/s41465-017-0062-z

[116] Toby Woolway, Lambros Lazuras, Vassilis Barkoukis, and Andrea Petroczi. 2020. “Doing What Is Right and Doing It
Right”: A Mapping Review of Athletes’ Perception of Anti-Doping Legitimacy. International Journal of Drug Policy
(2020). https://doi.org/10.1016/j.drugpo.2020.102865

[117] Minerva Wu, Je Seok Lee, and Constance Steinkuehler. 2021. Understanding Tilt in Esports: A Study on Young
League of Legends Players. In Proceedings of the 2021 CHI Conference on Human Factors in Computing Systems
(Yokohama, Japan) (CHI °21). Association for Computing Machinery, New York, NY, USA, Article 321, 9 pages.
https://doi.org/10.1145/3411764.3445143

[118] Charles Yesalis and Michael Bahrke. 2002. History of doping in sport. International Sports Studies (2002). https:
//www.doping.nl/media/kb/6495/Yesalisetal2002.pdf

Received February 2022; revised June 2022; accepted July 2022

Proc. ACM Hum.-Comput. Interact., Vol. 6, No. CHI PLAY, Article 231. Publication date: October 2022.


https://www.usada.org/athletes/substances/effects-of-performance-enhancing-drugs/
https://www.usada.org/athletes/substances/effects-of-performance-enhancing-drugs/
https://doi.org/10.1016/j.drugpo.2017.09.004
https://doi.org/10.1097/00007691-200404000-00020
https://doi.org/10.1007/s41465-017-0062-z
https://doi.org/10.1016/j.drugpo.2020.102865
https://doi.org/10.1145/3411764.3445143
https://www.doping.nl/media/kb/6495/Yesalis et al 2002.pdf
https://www.doping.nl/media/kb/6495/Yesalis et al 2002.pdf

	Abstract
	1 Introduction
	2 Background
	2.1 Esports: High Performance in Competitive Gaming
	2.2 Performance Enhancers: Their Effects and Usage

	3 Our Approach
	4 Methods
	4.1 Content Analysis of Reddit Comments
	4.2 Survey about the Perception of Enhancements in Gaming
	4.3 Ethical Considerations

	5 Results
	5.1 Content Analysis of Reddit Comments
	5.2 Ad Comments
	5.3 Survey About the Perception of Enhancement in Gaming

	6 Discussion
	6.1 How do online communities discuss performance enhancers in esports and gaming contexts? (RQ1)
	6.2 Do Users in Online Communities Disclose Using Enhancers to Increase Performance? (RQ2)
	6.3 What Are the Perceived Reasons for Enhancer Usage Among Top-Level Players? (RQ3)
	6.4 What Is the Perceived Prevalence of Enhancer Usage Among Top-Level Players? (RQ4)
	6.5 How Willing are Players to Use Enhancers, and Under What Circumstances? (RQ5)
	6.6 Implications for Regulators and Perspectives on Fairness
	6.7 Limitations
	6.8 Conclusion

	Acknowledgments
	References

