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[Purposel

In recent years, research studies on e-sports have seen a notable increase. This trend is anticipated to
continue, encompassing various fields, including sports science. This study aimed to investigate the
anthropometrical and physical characteristics of e-sports players affiliated with professional teams.

[Methods]

The study included 14 e-sports players (10 men and 4 women) affiliated with professional teams, with an
average age of 22.1 + 2.0 years. The participants specialized in shooting games. Various anthropometric and
physical characteristics were evaluated, including height, weight, body fat percentage, grip strength, sit-and-
reach test measurements, duration of standing-leg stance with eyes closed, simple reaction time, visual acuity,
kinetic visual acuity, and depth perception. Additionally, participants completed a questionnaire regarding
their age at which they started competitive gaming and their past and present physical activity levels.

[Results]

For male e-sports players, the measurements yielded a mean height of 169.9 + 5.6 cm, weight of 64.7 + 16.1
kg, body mass index (BMI) of 22.3 + 4.7 kg/m2, body fat of 23.6 + 8.0%, grip strength of 35.9 + 7.3 kg, sit-and-
reach test measurement of 32.3 + 8.4 ¢cm, and duration of standing-leg stance with eyes closed of 57.3 + 45.6
sec. Regarding visual function, all athletes exhibited a simple reaction time of 0.182 + 0.023 sec, visual acuity
of 0.12 £+ 0.18, kinetic visual acuity of 0.57 + 0.27, and depth perception of 42.6 + 20.8 mm. Comparisons with
the average values among male Japanese individuals revealed no significant differences in height, weight,
and BMI. However, male e-sports players demonstrated significantly (p<0.05) lower values in grip strength,
sit-and-reach test measurements, and duration of standing-leg stance with eyes closed. Furthermore, their
simple reaction time was significantly (p<0.05) faster than the average values for the non-e-sport male
Japanese individuals. The findings of the questionnaire revealed an average competitive experience of 5.6 +
3.0 years among participants. Additionally, many respondents expressed a fondness for physical education
classes. All participants belonged to an athletic club during their junior high and/or high school years.

[Conclusion]

The findings of this study evaluated the anthropometrical and physical characteristics of professional e-sports
players specializing in shooting games. In the future, there is a crucial need to advance sports science research
by conducting large-scale studies on individuals specializing in various types of e-sports.



