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Abstract. Esports are growing rapidly in terms of economic and social impact. This growth entails the evolution of clubs, leading to
the professional development of their players and coaches. Despite the prominence of players, coaches play a crucial role in controlling
health and performance variables in esports, giving them fundamental relevance. However, the perspective of coaches regarding these
variables is currently unknown. Therefore, this research aimed to design and validate, using the Delphi method, a questionnaire focused
on the viewpoint of coaches on health and performance aspects in esports. A group of eight experts, who met the validity criteria for
the research, was consulted. Subsequently, a 17-item questionnaire was developed, divided into the categories of "Health" and "Video
Game." The questionnaire was then validated through the Delphi method in two rounds of consultation. The Aiken's V coefficient was
applied with a 95% confidence interval, with a lower V limit of 0.75 and a minimum of 0.7 for the overall lower limit. The results
showed that all 17 items met the established criteria (V20.75, Lower limit > 0.7), confirming their validity. Based on the obtained
data, this questionnaire represents a valid tool for understanding the perspective of coaches on two fundamental aspects of esports:
health and performance keys. Additionally, this is the first questionnaire specifically focused on this target group.

Key Words: esports, coaches, performance, health, Delphi method.

Resumen. Los deportes electronicos estan creciendo rapidamente en términos de impacto economico y social. Este crecimiento con-
lleva la evolucion de los clubes, que lleva al desarrollo profesional de sus jugadores y entrenadores. A pesar del protagonismo de los
jugadores, los entrenadores desempefian un papel crucial en el control de las variables de salud y rendimiento en los deportes electro-
nicos, lo que les confiere una gran relevancia. Sin embargo, la perspectiva de los entrenadores respecto a estas variables es actualmente
desconocida. Por ello, esta investigacion se propuso disefiar y validar, mediante el método Delphi, un cuestionario centrado en el punto
de vista de los entrenadores sobre aspectos de salud y rendimiento en los deportes electronicos. Se consultd a un grupo de 8 expertos,
los cuales cumplieron con los criterios de validez de la investigacion. Posteriormente, se elaboré un cuestionario de 17 preguntas,
dividido en las categorias de "Salud" y "Videojuego". El cuestionario procedi6 a validarse mediante el método Delphi a través de dos
rondas de consulta. Se aplico el coeficiente V de Aiken con un intervalo de confianza del 95% y, con un limite inferior de V de 0.75 y
un minimo de 0.7 para el limite inferior global. Los resultados mostraron que los 17 items cumplian los criterios establecidos (V20.75,
Limite inferior > 0.7), lo que confirma su validez. Sobre la base de los datos obtenidos, este cuestionario representa una herramienta
valida para conocer la perspectiva de los entrenadores sobre dos aspectos fundamentales en los deportes electronicos: la salud y las
claves de rendimiento. Ademas, se trata del primer cuestionario especificamente enfocado a este colectivo.

Palabras clave: esports, entrenadores, rendimiento, salud, método Delphi.
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Introduction cagerness for success leads to a heightened interest in stud-

ying performance keys, identifying crucial variables to apply

The esports ecosystem shows significant growth from
various perspectives, including economic (Reitman et al.,
2020) and (Nagorsky &

Wiemeyer, 2020). Current data reveals figures exceeding

audience-related  aspects
530 million viewers, with a projected progressive growth
above 600 million by 2025 (Newzoo, 2022).

This prominence has led to the expansion of esports or-
ganizations and clubs in terms of numbers, infrastructure,
and quality. Present-day clubs are valued at multi-billion
amounts, fostering a continuous professionalization of their
employees (Pluss et al., 2019). The employment opportu-
nities arising from esports currently amount to nearly
300,000 in the United States alone, with a consistent annual
growth rate of over 8% (Newzoo, 2022). All of this con-
tributes to an increasingly demanding and competitive en-
vironment that shares a common goal: competitive success.

As mentioned earlier, the economic investment and
professionalization drive clubs to strive for victory in every
competition they participate in (Poulus et al., 2020). This
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during sessions, and examining external factors that impact
players' health and performance (Banyai etal., 2018; Lee et
al., 2021; Rohlcke et al., 2018; Rudolf et al., 2020; (Sanz-
Matesanz et al., 2024) Consequently, numerous publica-
tions focus on performance keys in esports (Gong et al.,
2019; Hulaj et al., 2020; Sérman et al., 2022), the most
common injuries (Difrancisco-Donoghue et al., 2019), and
players' daily routines (Lee et al., 2021; Madden &
Harteveld, 2021; Rudolf et al., 2020). These particularities
influence players' performance in the game and attract the
interest of clubs aiming to optimize their daily activities for
maximum competitive success.

This quest for competitive excellence leads to an in-
crease in the professionalisation of the entire esports’ eco-
system, particularly among players (Pluss et al., 2019). Es-
ports professionals currently devote themselves fully to the
video game and face competitive demands comparable to
traditional sports stars (Reitman et al., 2020). In recent
years, average salaries for players in the North American
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League of Legends exceeded $400,000 annually, approach-
ing the average salary of competitions like the American
MLS and experiencing a 400% increase in just three years,
with a continuing upward trend (Studholme & Joseph,
2020). This salary growth parallels the players' competitive
demands, with average daily training ranging between 5 and
10 hours (Lee et al., 2021; Nagorsky & Wiemeyer, 2020;
Rudolf et al., 2020).

In addition to the players' level of professionalisation,
high-level clubs increasingly rely on a group of specialists
from different areas focused on enhancing competitive per-
formance (Giakoni-Ramirez et al., 2022). These areas in-
clude specialists in psychology, physical training, medicine,
as well as specific game-related roles like analysts, assis-
tants, and, of course, coaches (Jenny etal., 2017). The role
of the coach has grown in terms of professionalisation,
matching the players' level in both economic aspects and
expectations. Similar to traditional sports, the coach is re-
sponsible for managing the team dynamics, having the final
say in decision-making, and coordinating the actions of the
rest of the staff (Raji¢ & Grubic, 2018).

Since coaches are responsible for making decisions re-
garding the players' daily dynamics, training hours, rest
days, and more, there is a need to understand the im-
portance they place on key aspects of esports, such as spe-
cific performance and player health, similar to what has
been done in other competitive disciplines (Difrancisco-
Donoghue et al., 2019; Oberg & Frank, 2011).

Studies focusing on understanding the most important
aspects of health (Gray et al., 2018; Mateo-Orcajada et al.,
2022; Sousa et al., 2020; Trotter et al., 2021) and perfor-
mance (Behnke et al., 2020; Freeman & Wohn, 2017;
Mora-Cantallops & Sicilia, 2019) in esports players are rel-
atively common, but they have primarily focused on play-
ers' perspectives (Sanz-Matesanz et al., 2023). While play-
ers are indeed the protagonists of the competition, both in
traditional sports and esports, most aspects related to per-
formance and health are not controlled by players them-
selves. Instead, there are specialists within the staff who are
responsible for making those decisions (Raji¢ & Grubic,
2018). Although a player may consider training a particular
variable of the game as the most important for their devel-
opment, it is ultimately the coach who decides the content
of the training sessions. These sessions often take players'
perspectives into account but also have a broader scope to
facilitate the overall growth of the team. Based on this,
without diminishing the importance of players' viewpoints,
there is a clear need to understand the opinions of coaches
regarding areas of great interest in esports, as they are the
key individuals responsible for implementing them (Difran-
cisco-Donoghue et al., 2019; Oberg & Frank, 2011).

Considering the evident interest of current research fo-
cused on health and performance knowledge in esports
(Gray etal., 2018; Rudolf et al., 2020), It is imperative to
gain insights into coaches' perspectives to compare the val-
ues obtained in two key dimensions for the development of
the esports industry (Sanz-Matesanz et al., 2023).
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However, given the absence of validated tools for the collec-
tion of such knowledge, it is deemed necessary to create a
questionnaire that provides prior assurance of quality and re-
liability for safe application in future research.

Therefore, the objective of this study is to design and val-
idate, using the Delphi method, a questionnaire that provides
information regarding coaches' perspectives on key aspects of
performance and health for esports players and coaches. As
they are the responsible for managing each of the key varia-
bles in the players' daily routine, their viewpoints will pro-
vide valuable insights for esports organizations to understand
the most important elements coaches consider when training
and the most relevant aspects related to health.

Material and Methods

Participants

In order to conduct the content validity analysis of the
questionnaire, a group of experts was selected. A non-prob-
abilistic and intentional sampling method was employed for
this purpose. The selection of experts was carried out follow-
ing Singh's (2007) approach using "expert sampling". Ac-
cording to this procedure, the selection of the expert group
should ensure a demonstrable specific experience in the area
of interest of the study, while also being relevant. Addition-
ally, Escobar and Cuervo (2008) assert that certain character-
istics must be met to be part of a panel of expert judges in a
validation procedure, such as level of experience, reputation,
availability, motivation, and impartiality. Based on these con-
siderations, the established criteria (C) for the selection of the
expert panel were as follows: (C1) being a member of a pro-
fessional esports club; (C2) having specific knowledge of
training and specific management in esports; (C3) having
competed as a coach at the national or international level;
(C4) performing or having performed sports management
tasks in teams; (C5) possessing specific knowledge oriented
towards research in sports science; (C6) having academic
studies related to sports science. The details of each of the
expert judges based on the established criteria can be found
in Table 1.

Table 1.
Identification of the criteria fulfilled by the expert judges

EJ/l EJ]2 E]3 E}4 EJ5 EJ6 EJ7 EJ8

Ci1 X X X X X X

C2 X X X X X X

C3 X X X X

C4 X X X

C5 X X

C6 X X X
Expertise (years) 7 5 9 17 20 20 12 11

Note: C=selection criteria; E]J=expert judge.

Legend: (C1) being a member of a professional esports club; (C2) having specific
knowledge of training and specific management in esports; (C3) having competed
as a coach at the national or international level; (C4) performing or having
performed sports management tasks in teams; (C5) possessing specific knowledge
oriented towards research in sports science; (C6) having academic studies related
to sports science.
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Examining Table 1 with the data of the eight experts, it
can be observed that all of them had experience ranging
from 5 to 20 years in arcas related to applied research and
specific training in esports. Among the profiles of the ex-
perts, different orientations can be observed, which collec-
tively provide a comprehensive research perspective: three
experts with specific training in sports science, two of them
focused on applied research methodology with extensive
research experience; three experts with experience in
sports management in both professional and semi-profes-
sional teams; four experts with experience in competition
as high-level coaches at the national and/or international
level; six experts actively involved in professional esports
teams. Following the guidelines of studies by Sourani & So-
hail (2015) and Zubillaga-Olague & Canadas (2021), the
specific knowledge applied to the questionnaire topic was
key to expert selection. Therefore, in this research, it was
considered necessary for the experts to meet at least 2 of
the 6 criteria to be included in the study, besides having
over 5 years of demonstrable experience.

Procedure

After a specific literature review, the questionnaire was
developed. In its initial version, the questionnaire, identi-
fied as "Health and performance in esports from the coach's
perspective (HPE-CP)," was organized into 2 dimensions

and 17 items as follows: the first dimension, called
"Health," consisted of items 1 to 12, and the second dimen-
sion, called "Videogame," consisted of items 13 to 17.

The justification for including these two dimensions is
based on a prior analysis of the scientific literature focused
on esports (Sanz-Matesanz et al., 2023). After conducting
this analysis, it was observed that within the research fo-
cused on the athletic and competitive area of esports, set-
ting aside marketing and business, the main research focuses
were on understanding the players” lifestyle and health, as
well as the key factors that affect their performance. Based
on this, the present article aimed to encompass both cate-
gories, thus creating the Health and Videogame dimensions,
centered on the two previously highlighted focuses.

The definition of each dimension is reflected in Table 2.

Table 2.
Dimensions of the questionnaire HPE-CP v.1. Definition and item distribution
DIMENSION DEFINITION ITEMS
HEALTH Defined as the health knowledge of esports From 1 to 12
coaches and players.
Defined as the coach's perception of the most
VIDEOGAME  important performance and training variables From 13 to 17

applied to esports.

Next, in Table 3, the 17 items are detailed, including
the complete wording of the first version of the HPE-CP

questionnaire.

Table 3.
Items of the first version of the questionnaire HPE-CP
ITEMS
1 Are you physically active? According to the WHO, an active person is a person who does at least 150 minutes of physical activity per week. (Yes or
No)

2 Weekly physical activity time (2-2.5 h, 2.5-5 h, 5-7.5 h, or more than 7.5 h)
3 Sedentary time, daily in hours
4 Sleep time, daily in hours
5 Your current health status is (being 1 poor and 5 excellent)
6 How important do you think nutrition, exercise and rest are for a coaches' performance?

(Being 1 Very negative and 5 Very positive)
7 How important do you think nutrition, exercise and rest are for a player's performance?

(Being 1 Very negative and 5 Very positive)
8 What are the most common esports injuries in your expertise?

(Eye fatigue, low back pain, neck pain, wrist pain, hand pain, psychological problems)
9 Do your players go to a health care professional if they have an injury? (Yes or No)
10 Do you have a physical trainer in your club? (Yes or No)
11 What do you think is the main reason why players do physical exercise?
[1) To maintain or improve their overall physical health, 2) To maintain or improve their physical capacity, 3) To lose weight, gain muscles or tone
their body (physical appearance), 4) For fun or enjoyment of exercising, 5) To be more successful in esports, 6) My players don't do any physical
training]

12 How do you perceive that doing physical training has affected players performance level in esport?

(Being 1 Very negative and 5 Very positive)
13 Your daily play time (in minutes)
14 Of the total time spent by players on video games, how much of it do you consider to be training and not just entertainment? (0-25%, 25-50%, 50-

75%, 75-100%)
15 How often do you take a break during training sessions with your players?
(1 hour, 2 hours, 3 hours, 4 hours, more than 4 hours)

16 How long the break is? (in minutes) (5-10, 11-15, 16-20, 21-25, more than 26 min)
17 Rate the importance of train these aspects (being 1 not applicable and 5 every day)

(Individual training, team training, reaction time, speed, mechanics, skills, accuracy, strategy, tactics, physical training, communication, rival analysis,

game analysis, psychological training)

To conduct the content validity study of the question-
naire designed by the research team, the Delphi method was
applied through a repetitive process, consulting the experts
in two rounds (Okoli & Pawlowski, 2004; Varela et al.,
2012). In this phase, the consulted experts provided
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annotations and suggested changes, allowing the research
team to analyse information from experienced judges and
develop a second version of the questionnaire to be
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validated. The second version was sent back to the same ex-
perts (Mediavilla & Garcia, 2013). In both the first and sec-
ond rounds, the experts participating in the process pro-
vided a quantitative and qualitative assessment of the items
comprising each dimension of the questionnaire. Regarding
the quantitative assessment, it was conducted using a Likert
scale ranging from 1 to 4, where 1 represented "none" and
4 represented "a lot" for each item. On the other hand, the
qualitative aspects to be evaluated for each of these items
were identified with the following criteria (Almonacid-Fi-
erro etal., 2018; Marave etal., 2017):

a) Degree of understanding or univocality. For each
question (item), it was determined whether: Is it under-
stood? And is its wording clear?

b) Degree of relevance or adequacy. In this case, it was
assessed whether the questions or items included in each di-
mension of the questionnaire had a logical relationship with
the objective intended to be studied for that dimension.

c) Degree of importance. This aspect was related to the
weight that the question or item holds in relation to the ref-
erence dimension.

d) Finally, there was a section for observations. Here,
the expert could indicate changes and even rephrase ques-
tions as they deemed necessary.

The consultation process was conducted in January and
February 2023. After receiving the responses from the ex-
pert judges, the questionnaires were reviewed and ana-
lysed, and appropriate modifications were made based on
the results and observations, resulting in the second version
of the questionnaire.

This second version of the questionnaire went through
the same process outlined above, resulting in the final ques-
tionnaire, consisting of a total of 17 items, as presented in
the results section. Figure 1 illustrates the process of de-
signing and creating the final questionnaire.

Table 4.

- - Establishment of the research group
Preliminary - Specific literature review to the research topic
phase - Questionnaire items formulation
- Drafting of the initial version of the questionnaire

$

- FIRST ROUND Sending the first version of the questionnaire to the
expert group

¥

Responses to the first version of the questionnaire

¥

Exploratory
phase

Statistical and qualitative analysis of the
experts' answers and modification of the
questionnaire

Drafting of the
questionnaire's
second version

SECOND ROUND Sending the second version of the questionnaire
to the expert group

| Responses to the second version of the

Statistical and qualitative analysis of the experts' answers

Definitive Questionnaire

Final phase

Figure 1. Flowchart of the questionnaire design process

Statistical analysis

To test the content validity of the instrument, a descrip-
tive analysis of the responses obtained from each expert was
conducted. The analysis was based on the application of Ai-
ken's V coefficient (V 2 0.75) (Formula 1) with a 95% con-
fidence interval and a critical level for the lower limit of
0.70 (Aiken, 1980, 1985; Charter, 2003; Cicchetti, 1994;
Penfield & Giacobbi, 2004). The confidence intervals were
obtained using the Score Method (Formulas 2 and 3) (Pen-
field & Giacobbi, 2004; Wilson, 1927).

Results

Table 4 presents the mean scores obtained from the ex-
pert judges' responses to the HPE-CP questionnaire.

Mean values of the first version of the HPE-CP questionnaire with Aiken's V and the critical levels in univocity, relevance and importance at 95% confidence

Aiken's V 95% Confidence Index
Item u P 1 G Lwl_U ul_u Lwl_P ulL_p Lwl_I ul_I Lwl_G ulL_G
1 1.00 0.92 0.96 0.96 0.82 1.00 0.71 0.98 0.76 0.99 0.76 0.99
2 0.96 0.92 0.92 0.93 0.76 0.99 0.71 0.98 0.71 0.98 0.72 0.99
3 1.00 0.96 0.96 0.97 0.82 1.00 0.76 0.99 0.76 0.99 0.78 1.00
4 1.00 0.92 0.92 0.94 0.82 1.00 0.71 0.98 0.71 0.98 0.74 0.99
5 0.96 0.96 0.88 0.93 0.76 0.99 0.76 0.99 0.66 0.96 0.72 0.99
6 1.00 0.96 0.96 0.97 0.82 1.00 0.76 0.99 0.76 0.99 0.78 1.00
7 1.00 0.96 0.96 0.97 0.82 1.00 0.76 0.99 0.76 0.99 0.78 1.00
8 0.96 1.00 1.00 0.99 0.76 0.99 0.82 1.00 0.82 1.00 0.80 1.00
9 0.96 0.96 0.92 0.94 0.76 0.99 0.76 0.99 0.71 0.98 0.74 0.99
10 1.00 1.00 0.96 0.99 0.82 1.00 0.82 1.00 0.76 0.99 0.80 1.00
11 1.00 0.88 0.88 0.92 0.82 1.00 0.66 0.96 0.66 0.96 0.71 0.98
12 1.00 1.00 1.00 1.00 0.82 1.00 0.82 1.00 0.82 1.00 0.82 1.00
13 0.96 0.92 0.92 0.93 0.76 0.99 0.71 0.98 0.71 0.98 0.72 0.99
14 0.96 0.96 0.92 0.94 0.76 0.99 0.76 0.99 0.71 0.98 0.74 0.99
15 0.92 0.92 0.96 0.93 0.71 0.98 0.71 0.98 0.76 0.99 0.72 0.99
16 0.92 0.92 0.92 0.92 0.71 0.98 0.71 0.98 0.71 0.98 0.71 0.98
17 0.96 0.96 0.96 0.96 0.76 0.99 0.76 0.99 0.76 0.99 0.76 0.99

As the results of the first version of the questionnaire
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show, all items exceeded the established criterion for V 2
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0.75 with a 95% confidence interval. Similarly, all items
had a value > 0.7 for the general lower critical level.

Furthermore, when studying the qualitative observa-
tions from the experts, certain questions were identified
that could be reformulated to improve the comprehension
and appropriateness of the questionnaire. Specifically, it
was identified that question 8, corresponding to the 'Health'
dimension, included a note about the need to specify psy-
chological pathologies more concretely, rather than group-
ing them in a single assessment, to obtain more specific re-
sults. Consequently, new pathologies such as 'anxiety’,
'stress', and 'depression’ were incorporated into the psycho-
logical branch. (Figure 2).

Question Comment

‘What are the most common esports injuries in your | I would specify the psychological part 3 bit more to make it

expertise’ more balanced, maybe placing it in brackets (anxiety, stress,
(Eve fatigue, low back pain, neck pain, wrist pain, | burneut...).
hand pain, p ) )

Figure 2. Expert comment on item 8

Likewise, referring to item 13, corresponding to the
"Videogame" dimension, two notes were observed regard-
ing the need to modify the structure of the question. First,
there was a reference to the need to label coaches' playtime
as work time, as players may quantify their daily activities
as playtime, but coaches do not play themselves; their work
involves directing training and gameplay. Secondly, it was
proposed to change the unit of measurement for work time
to hours instead of minutes, which would be more suitable
for the target sample. These observations can be seen in Fig-
ure 3.

Table 5.

Question Comment
Your daily play time (in minutes) The question should be rephrased as “training time per day in the
coach's role”, a3 coaches do not play, but it is working time

Based on the target sample, it would probably be better to quantify
the time in hours.

Figure 3. Comments by two experts on item 13

Continuing with the experts' observations, for item
number 15, belonging to the "Videogame" dimension, two
qualitative assessments of the question's content were ob-
served. One expert pointed out the need to include the pos-
sibility of having no breaks during training, as it was a viable
option not considered. Similarly, in the same comment, the
expert judge noted the need to specify what constitutes a
break more precisely in order to avoid confusion in the sam-
ple. On the other hand, another expert emphasized that,
based on the target sample, the quantification of break fre-
quency should be done in terms of matches rather than
hours, preferably indicating whether breaks occur after
cach match, every two matches, etc. The received remarks
can be seen in Figure 4.

Question Comment

How often do you take a break during training | In this question vou use hours as a measure of counting,
sessions with your players? 1 think it is more appropriate to use "games”. That is,
(1 hour, I hours, 3 hours, 4 howrs, mere than | how often do vou take a break with vour plavers?

4 hours) Possible ansvers should inchade the option of no breaks
Similarly, it should be defined what is considered a
training break, whether it is a imple stoppage of play, or
a short interTuption of training. Breaks between garnes
are very frequent and can lead to confusion.

Figure 4. Comments by two experts on item 15

After considering the expert judges' feedback and com-
pleting the restructuring of the first version of this question-
naire, Table 5 displays the changes made to the items based
on the experts' notes.

Most significant changes in the wording of the items between the first and the second version of the questionnaire HPE-CP

First version

Second version

What are the most common esports injuries in your expertise?
(Eye fatigue, low back pain, neck pain, wrist pain, hand pain,

psychological problems)

What are the most common esports injuries in your expertise.?

(Eye fatigue, low back pain, neck pain, wrist pain, hand pain, anxiety, stress, depression,

others)

Your daily play time (in minutes)

Your daily work time (in hours)

How often do you take a break during training sessions with
your players?

(1 hour, 2 hours, 3 hours, 4 hours, more than 4 hours)

How often do you take a break during training sessions with your players? Considering break
when the coach pauses the practice, not when a review is carried out.

(After each game, every two games, every three games, [ think it is not necessary to take

breaks)

Following the observation of both the quantitative and
qualitative evaluations from the experts, the described

items were reformulated, resulting in the new structure of
the questionnaire as described in Table 6.

Table 6.
Items of the second version of the questionnaire HPE-CP
ITEM
1 Are you physically active? According to the WHO, an active person is a person who does at least 150 minutes of physical activity per week. (Yes or
No)
2 Weekly physical activity time (2-2.5 h, 2.5-5 h, 5-7.5 h, or more than 7.5 h)
3 Sedentary time, daily in hours
4 Sleep time, daily in hours
5 Your current health status is (being 1 poor and 5 excellent)
6 How important do you think nutrition, exercise and rest are for a coaches' performance?
(Being 1 Very negative and 5 Very positive)
7 How important do you think nutrition, exercise and rest are for a player's performance?
(Being 1 Very negative and 5 Very positive)
8 ‘What are the most common esports injuries in your expertise?
(Eye fatigue, low back pain, neck pain, wrist pain, hand pain, anxiety, stress, depression, others)
9 Do your players go to a health care professional if they have an injury? (Yes or No)
412-
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10 Do you have a physical trainer at your club? (Yes or No)

11 What do you think is the main reason why players do physical exercise?

[1) To maintain or improve their overall physical health; 2) To maintain or improve their physical capacity; 3) To lose weight, gain muscles or tone

their body (physical appearance); 4) For fun or enjoyment of exercising; 5) To be more successful in esports; 6) My players don't do any physical

training]
12 How do you perceive that doing physical training has affected players performance level in esport?
(Being 1 Very negative and 5 Very positive)
13 Your daily work time (in hours)
14 Of the total time spent by players on video games, how much of it do you consider to be training and not just entertainment? (0-25%, 25-50%, 50-
75%, 75-100%)
15 How often do you take a break during training sessions with your players? Considering break when the coach pauses the practice, not when a review is
carried out.

(After each game, every two games, every three games, I think it is not necessary to take breaks)
16 How long is the break? (in minutes) (5-10, 11-15, 16-20, 21-25, more than 26 min)
17 Rate the importance of training these aspects (being 1 not applicable and 5 every day)

(Individual training, team training, reaction time, speed, mechanics, skills, accuracy, strategy, tactics, physical training, communication, rival analysis,

game analysis, psychological training)

After creating the second version of the questionnaire,
it was sent to the experts again, as detailed in Figure 1, for
anew quantitative and qualitative assessment. After the sec-
ond round of questionnaire submissions, none of the ex-
perts modified their evaluations regarding the univocality,
pertinence, and relevance of the items, preserving the data
from the previously displayed Table 4, which met the se-
lected critical levels within a 95% confidence interval
(20.7) and V20.75. Additionally, in this second round,
none of the experts made any qualitative contributions to
the formulated items.

Discussion

The objective of this study is to design and validate the
HPE-CP questionnaire using the Delphi method, aiming to
collect relevant information regarding coaches' perspectives
on key aspects of performance and health in esports. Based
on the analysis conducted by the expert judges, the levels of
univocality, pertinence, and importance were satisfactory
in both the first and second evaluation rounds. In both cases,
all 17 questionnaire items had an Aiken's V value above
0.75. Despite finding satisfactory results in the first round
of evaluation, the qualitative corrections suggested by the
experts were considered, leading to the modification of
questions 8, 13, and 15. After these modifications and the
second round of evaluation, the expert judges decided not
to change their initial scores, confirming their validity
within the critical limits and a 95% confidence interval.

The items were classified into two dimensions: those re-
lated to the health of esports coaches and players, and those
related to performance and competitive training. The inclu-
sion of both dimensions and their focus from the coach's
perspective is essential due to the significance given by cur-
rent research to understanding health and performance in
this influential competitive field of esports (Difrancisco-
Donoghue etal., 2019; Pluss et al., 2019; Sanz-Matesanz et
al., 2023). Esports players and coaches dedicate long train-
ing sessions, which are controlled by the timing of compe-
titions and the team's competitive state, always under the
supervision and decisions of the coach (Lee etal., 2021). As
coaches are responsible for both their own and players'
health care and the content of training sessions aimed at
competitive improvement, understanding their perspective
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in this domain is crucial (Kokko et al., 2015).

Furthermore, it is essential to include questions con-
cerning the health of both coaches and players in esports, as
these factors are integral to their performance and quality
of life, according to Sanz-Matesanz et al. (2023). This
method is consistent with research on similar populations,
such as athletes and university students who are of similar
ages to those involved in esports, as demonstrated in studies
by Gonzalez-Campos et al. (2017), Medina et al. (2024),
and Tobar ctal. (2023). Injuries are common in the esports
environment and can significantly impact the team's overall
performance (Madden & Harteveld, 2021). Similarly, is-
sues related to excessive training hours and lack of rest are
highly relevant in the industry, justifying their inclusion
(Kari & Karhulahti, 2016; Lee et al., 2021; Rudolf et al.,
2020; Smith et al., 2022).

This focus on monitoring the health and performance of
players is not exclusive to esports but applies to any com-
petitive discipline (Fruchart & Rulence-Paques, 2022;
Gouttebarge et al., 2015; Grunseit et al., 2012). Similarly,
understanding the coach's perspective has been studied in
traditional sports to observe its influence on young athletes,
which aligns closely with the approach of this questionnaire
(Kokko et al., 2015).

Based on these considerations, the present question-
naire incorporates the dimensions of health and perfor-
mance with the aim of gaining in-depth knowledge of the
two areas that have the greatest impact on esports competi-
tion from the perspective of coaches.

This justification is not solely based on the internal rel-
evance of health and performance for esports players and
coaches, but also on the scientific significance of under-
standing performance keys in any population. Certain stud-
ies focused on analyzing performance in workplace environ-
ments and the risk of pathologies have sparked such scien-
tific interest that specific tools overseen by the WHO have
been developed (Kessler et al., 2003; Rice et al., 2020).
This highlights the significant value of knowledge focused
on the performance and health of any group, making it cru-
cial to create applicable and validated monitoring tools for
different populations. Since existing tools are not well-
suited to the esports environment, it is a major strength of
this research to develop a new questionnaire that studies the
two most relevant dimensions in other fields such as the

Retos, niimero 56, 2024 (julio)



2024, Retos, 56, 408-418

© Copyright: Federacién Espaniola de Asociaciones de Docentes de Educacién Fisica (FEADEF) ISSN: Edicién impresa: 1579-1726. Edicion Web: 1988-2041 (https:/ /recyt.fecyt.es/ index. php / retos/ index)

workplace, which should be transferred to the esports set-
ting.

Additionally, the analysis of the questionnaire data fo-
cuses on both qualitative and quantitative evaluations of
cach question. By examining the collected information, we
can make comparisons with players' perspectives (Lee et
al., 2021; Rudolf et al., 2020), which aids in enhancing in-
ternal team dynamics and aligning on the most critical
health and performance issues. Furthermore, a deeper anal-
ysis of the study sample provides insights into their views
on players, which clubs can use to strengthen their compet-
itive frameworks. These insights can also be compared with
other surveys to draw significant conclusions that may in-
fluence coaches' perspectives.

With the knowlcdgc spccifically derived from the re-
sults of this questionnaire, esports teams will be able to im-
prove the quality and effectiveness of their sessions by se-
lecting the most important elements in training. Thus, they
will ensure conditions in the players' and coaches' life habits
that maximize their well-being, which will contribute to an
improvement in their performance (Banyai et al., 2019;
Sanz-Matesanz et al., 2023).

Regarding the questionnaire validation methodology,
the Delphi method has been established as a reliable ap-
proach for analyzing and synthesizing expert judges' opin-
ions (de Meyrick, 2003; Nasa et al., 2021). Within this
methodology, an acceptable number of experts typically
ranges between 7 and 10 participants (Reguant—Alvarez &
Torrado-Fonseca, 2016; Sourani & Sohail, 2015). Based on
these findings, having 8 experts is considered an acceptable
number of opinions for questionnaire validation.

This selection of experts has been employed in other
questionnaire validations (Shinners et al., 2021), revealing
that the Delphi method is a highly reliable approach for val-
idating specific questionnaires focused on health aspects
across various groups, with 8 experts from different fields.

After considering an adequate number of experts, a
qualitative analysis was conducted to complement the quan-
titative data presented earlier. In this case, the modifica-
tions to specific items aimed to improve question compre-
hension and item suitability for the target sample. Specifi-
cally, for question 8, the modifications focused on including
specific psychological pathologies. The initial version of the
questionnaire encompassed all psychological pathologies in
a single category. After analyzing the suggestion from one
of the experts and recognizing the relevance of psychologi-
cal pathologies in the world of esports and gaming (Lee et
al., 2021; Myrseth et al., 2017) and their significance in the
competitive field in general (Gerber et al., 2018; Souter et
al., 2018), the inclusion of certain pathologies such as
stress, anxiety, and depression was considered to provide a
more accurate description of the questionnaire data.

For item 13, the modification aimed to improve the pre-
cision of the question. While it was initially focused on gam-
ing, coaches do not engage in gameplay but rather oversee
the gameplay performed by the players on their team.
Therefore, the question regarding the time spent playing
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would be logical if the questionnaire were focused on play-
ers, but it required modification when applied to coaches.
Similarly, item 13 was modified to quantify coaches' work
time in hours instead of minutes, based on the analysis of an
expert judge's opinion and considering the average training
time in esports (Kari & Karhulahti, 2017; Lee et al., 2021;
Madden & Harteveld, 2021; Rudolf et al., 2020).

Finally, for item 15, the modification aimed to clarify
what constitutes a break within the questionnaire's objec-
tives. In the world of esports, training is conducted through
simulated matches against virtual/online opponents (Sanz-
Matesanz et al., 2023). Based on this and the dependence
on internet connections and servers, the time between
matches can be longer than desired, often used for analysis
by coaches or studying gameplay methodologies (George &
Sherrick, 2019). Therefore, since these breaks cannot be
considered rest periods as players remain focused on game-
related aspects, a clarification was added to this item that a
break is defined as an interruption of training where players
do not engage in game-related activities, neither in compe-
tition nor in analysis. Additionally, given that training is
based on playing simulated matches against opponents
(George & Sherrick, 2019; Sanz-Matesanz etal., 2023), fol-
lowing the analysis conducted by the experts, the frequency
of breaks was quantified in terms of matches rather than
hours. This approach was chosen because the duration of
matches is not fixed, and breaks are always taken between
them.

All the aforementioned modifications in the question-
naire were made to improve its quality and address the ex-
perts' feedback, despite the quantitative results of all items
meeting the researchers' criteria in the first evaluation
round. Therefore, to emphasize the importance of expert
opinions, a second round of evaluation was conducted, in
which the initial scores were not modified, and no qualita-
tive contributions to the questionnaire were made. Thus, it
was decided not to include additional Delphi rounds or ex-
clude any of the proposed items.

Limitations and Future Research Directions

It should be noted that the application of this question-
naire was conducted solely in English, necessitating poten-
tial future adaptation and evaluation should there be a need
to translate it into other languages. Although English is the
most representative language globally within the esports
environment, which justifies its use, adapting it to other
predominantly Asian languages, such as Chinese or Korean,
could be highly beneficial, given that these are two of the
most significant regions globally in the esports context
(Sanz-Matesanz et al., 2023).

Similarly, it is noted that the inclusion of questions in
this questionnaire is based on an extensive bibliographic re-
view aimed at consolidating the most relevant issues appli-
cable to esports players, but from the perspective of
coaches. These questions are influenced by the limited sci-
entific development within esports and could be expanded
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in the future with the inclusion of new elements deemed
fundamental as the sector evolves. Finally, the potential of
this questionnaire as a tool applied to the understanding of
a sample that has been scarcely studied is highlighted. Based
on this potential, the current study is part of a larger project
aimed at the analysis and application of the questionnaire to
a sample of esports coaches, which will yield the initial con-
clusions focused on the esports coaches’ role.
Conclusions

The relevance of the questionnaire designed in this re-
search and validated through the Delphi method is funda-
mental in the context of esports. Current research focused
on understanding the importance of health and key perfor-
mance elements in esports solely focuses on players, disre-
garding the opinions of coaches. However, coaches are re-
sponsible for organizing players' daily routines, including
their training, meals, sleep hours, physical activity, therapy,
and nutrition. Players rely on their recommendations and
guidelines. Therefore, understanding the perspectives of
esports coaches regarding the most important elements for
specific training and key aspects of their lifestyle that they
apply to their players provides valuable information for pro-
fessional esports teams, which are increasing in profession-
alism year after year.

Similarly, by referring to the relevance that this ques-
tionnaire brings to the coach’s role, understanding their
specific perspective can provide the esports sector with two
key elements: on the one hand, identifying the most im-
portant aspects for coaches in order to provide the neces-
sary means and infrastructure to implement them, thus im-
proving their working conditions and those of the players.
On the other hand, by analysing their viewpoint, clubs can
bring in specialists to complement the most crucial tasks in
performance and health within esports, contributing to the
professionalisation of this sector and opening up job oppor-
tunities for analysts, psychologists, or physical trainers.

The HPE-CP questionnaire has met the necessary stand-
ards in the first round to consider each of its items valid,
making it suitable for application among esports team
coaches. Its applicability is based on a thorough analysis of
the sector's characteristics and the most relevant issues that
apply to players, which should be transferable and adaptable
to the coaches' perspective. This approach enables research
that combines both viewpoints, thereby enriching the sci-
ence applied to the sector.
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