
1

Dr. Thomas CHUNG 
Consultant Community Medicine 

Student Health Service
Department of Health

Hong Kong 

8 Dec 2018 

Public Health Implications of eSports



What is eSports? 

Å{ƘƻǊǘ ŦƻǊƳ ƻŦ άŜƭŜŎǘǊƻƴƛŎ {ǇƻǊǘǎέ 

ÅNo consensus on the definition

ÅDŜƴŜǊŀƭƭȅ ŀƎǊŜŜŘ ŀǎ άŎƻƳǇŜǘƛǘƛǾŜ ǾƛŘŜƻ ƎŀƳƛƴƎέ
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Global Players (million)  
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Reference: (Fortune, 2017; Statista, 2017) 
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Global Audiences (million)  
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191 millions 
eSports
enthusiasts

194 millions 
occasional 
viewers 

Year

Reference: (Newzoo, 2017) 

ά[ƛǾŜ {ǘǊŜŀƳƛƴƎέ ǘŜŎƘƴƻƭƻƎȅ ŀƭƭƻǿǎ ǾƛŜǿŜǊǎ ǘƻ ǿŀǘŎƘ eSportscompetitions 
in anytime, anywhere



Increased Popularity of eSports

ÅA lot of different tournaments organized by gaming 
companies all over the world with huge prize pools

Å It will be an official medal event in the 2022 Hangzhou Asian 
Games

ÅLike in many other places, HK government (Innovation and 
Technology Bureau, Tourism Board) is supporting the 
development of eSports

ÅThe community is also gearing up to prepare for the blooming 
market in Hong Kong 
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International Concerns on Problematic 
Internet Use and Gaming

ÅWorld Health Organization (WHO) has been organisingannual 
expert meeting since 2014

Å In June 2018, WHO included Gaming Disorder and Hazardous 
Gaming in the 11th Revision of theInternational Classification 
of Diseases(ICD-11) 
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Gaming Disorder (GD)

Å Impaired control over gaming (e.g. onset, frequency, intensity, 
duration, termination, context, etc.)

Å Increasing priority given to gaming over other activities

ÅContinuation or escalation of gaming despite the occurrence 
of negative consequences 

ÅSignificant impairment in personal, family, social, educational, 
occupational or other important areas of functioning

ÅDuration of at least 12 months

7Reference: (World Health Organization, 2018)



Hazardous Gaming (HG)

Å Increases the risk of harmful physical or mental health 
consequences to the individual or to others around this 
individual

ÅThe pattern of gaming is often persists in spite of awareness 
of increased risk of harm to the individual or to others

8Reference: (World Health Organization, 2018)



Negative Consequences of 
Excessive Video Game Use 

ÅPsychosocial health correlates  

ïSacrificing study, hobbies, socializing , time with family  

ïAn absence of real life relationship

ïLower psychosocial well-being and loneliness

ïPoor social skills  

ïMaladaptive coping 

ïDecreased academic achievement 

Reference: (Griffiths, Kuss, & King, 2012) 
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Negative Consequences of 
Excessive Video Game Use 

ÅPsychosocial health correlates  

ïDecrease in verbal memory performance

ïMaladaptive cognitions

ïLower attention span 

ïIncreased stress

ïAggressive/oppositional behavior and hostility

ïSuicidal ideation 
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Reference: (Griffiths, Kuss, & King, 2012) 



Negative Consequences of 
Excessive Video Game Use 

ÅPhysical & mental health correlates 

ïObesity

ïSleep abnormalities 

ïWrist pain, neck pain, repetitive strain injuries 

ïNumbness of fingers 

ïTenosynovitis (Nintendinitis), sore tendons

ïBlisters, calluses
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Reference: (Griffiths, Kuss, & King, 2012) 



Negative Consequences of 
Excessive Video Game Use

ÅPhysical & mental health correlates 

ïHand arm vibration syndrome

ïPsychosomatic challenges

ïAuditory hallucinations 

ïEnuresis, encopresis 

ïEpileptic seizures
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Reference: (Griffiths, Kuss, & King, 2012) 


