How much Esports do adolescents with disabilities play?

Video gaming is a popular fast-growing leisure time activity that can be played by people with and without disabilities.
There is a lower threshold for people with disabilities to access high-level competitions by playing Esports. Esports is
just one type of video gaming, and it has gained global attention with its entry as a demonstration event at the 12th
ASEAN Para Games, Cambodia 2023. Following its success, it is on the official programme for the ASEAN Para Games
2025. More evidence of gaming habits around the world is needed to warrant inclusion into the Paralympic
programme. The aim of this study is to compare rates of video games, including esports, between adolescents with
and without disabilities.

Methods

The Finnish School-age Physical Activity (FSPA) study 2020 included questions on video games and disabilities in the
national monitoring study. Adolescents completed the self-reported questionnaire with items on disability status,
through the child functioning module — self-report version, and frequency of playing various video game genres on a 5-
point scale. Data were dichotomised into playing a lot or not, and for each genre, data were firstly analysed with a Chi-
square test to determine differences between adolescents with and without disabilities. To account for multiple genre
play, a binary logistic regression was conducted to find associations between video game genres (independent
variable) and disabilities (dependent variable), with no disability as the reference category.

Results

There were 4995 adolescents (females = 56%; Mage = 17.0, SD = 0.79) who completed the questions used for this
paper. Of which, 18% reported they had disabilities. More adolescents with disabilities (57.0%) than without
disabilities (52.3%) reported they played video games (p=.012), although fewer took part in daily physical activities
(13% v 10%, p &It;.001) or in organised sports (31% v 25%, p=.005). With this sub-sample of gamers (males = 67%), the
most common type of video games was Esports (41%), with notable increased play among females with disabilities
(15% v 21%, p = .049). After controlling for PA levels and involvement in organised sports, and gender, there were no
statistically significant differences in rates of playing a lot of video games between adolescents with and without
disabilities.

Conclusion

Adolescents with disabilities are engaged in Esports at a grassroots level in Finland, and potentially more among
females with disabilities. Future recommendations include collecting and reporting more data from different countries
to support the development of Esport environment for people with disabilities.



