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Grade Cl

10 90% <
¥ 80-89%
8 70-79%
7 60-69%
6 50-59%
5 40-49%
4 30-39%
3 20-29%
2 10-19%
1 <10%
0 Insufficient or inadequate

information to assign a grade

Description
Exceptional
Excellent

Very good

Good

Fairly good
Satisfactory
Quite satisfactory
Poor

Very poor
Failing

Incomplete

CI - Class intervals represent the difference between the upper class limit and the lower class

limits of available information
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Database Search syntax

Scopus title-abs-key(“physical activity” or “physical
excercise” or sedentar* or stting) and itle-

abs-key(esport) and title-abs-key(country)
PubMed/MEDLINE (“physical activity”[tw] OR “physical

exercise’[tw] OR sedentar*[tw] OR

sitting[tw]) AND (esport{tw] AND

country(tw])

Web of Science, SportDiscus (“physical activity” or “physical exercise” or
(through EBSCORost) Open sedentar* or sitting) and (esport) and
Access Theses and Dissertations  (country)

(OATD), Networked Digital

Library of Theses and

Dissertations (NDLTD)

Google “physical activity” or “physical exercise” or
sedentar® or sitting and esport* and country

Replace the word “country” with the specific name of the country being investigated.
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Database

Scopus title-abs-key(“physical activity” or
“physical excercise” or sedentar* or
sitting) and title-abs-key(esport)
and title-abs-key(country)

PubMed/MEDLINE (“physical activity”[tw] OR

“physical exercise”[tw] OR
sedentar* [tw] OR sitting[tw])
AND (esport[tw] AND
country[tw])

Web of Science, SportDiscus
(through EBSCOhost) Open
Access Theses and Dissertations
(OATD), Networked Digital
Library of Theses and Dissertations
(NDLTD)

(“physical activity” or “physical
exercise” or sedentar* or sitting)
and (esport) and (country)

Google

“physical activity” or “physical
exercise” or sedentar* or sitting
and esport* and country

Replace the word “country” with the specific name of the country being investigated.
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Questions

Country for which you are providing responses:
Total population (number of people):

Urban population (%):

Human capital index (number between 0 and 1):

GDP per capita (current USS):

GDP growth (annual %):

Unemployment, total (% of total labor force):

Literacy rate, adult total (% of people ages 15 and above):

Government expenditure on education, ttal (% of government expenditure):

Government expenditure on recreational and sporting services, total (% of
government expenditure):

Individuals using the Internet (% of population):
Mobile cellular subscriptions (per 100 people):

Fised broadband subscript

s (per 100 people):
High-technology exports (current USS):

Public health expenditure (% of GDP):

Life expectancy at birth, total (years):

Physical activity prevalence (%):

Deaths due to physical inactivity (%):

National physical actvity plan (Y/N):

Esports national federation (Y/N):
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Indicator Benchmar

Overall physi 9% of esports players who meet the Canadian Sedentary Behaviour Guidelines (15), which recommend that aged group 18-64 years old accumulate

activitylexercise at least 150 min of moderate to vigorous aerobic physical activity throughout the week; muscle strengthening activities using major muscle groups
at least twice a week; and several hours of light physical actvity, including standing.

Formal physical 9% of esports players who participate in organized (formal) physical activity/exercise programs within esports organization.

activitylexercise

Informal physical 9 of esports players who participate in unorganized (informal) physical activity/exercise at any intensity for more than 2h a day:

activitylexercise 9% of esports players who report being outdoors for more than 2h a day, without sitting or lying with low energy expenditure.

Active transportation | % of esports players who use active transportation, such as wheeling, walking and cycling, to get to and from places they visit on the daily bases.

Sedentary behaviors | % of esports players who meet the Canadian Sedentary Behaviour Guidelines (15), which recommend that aged group 18-64 years old spent at

most 8h a day sitting or lying with low energy expenditure, while awake, in the context of occupational, educational, home and community
settings, and transportation.

Physical performance | Average percentile values achieved on certain physical fitness indicators based on the normative published by Hoffmann et al. (16).

Esports organization | % of esports organization with active institutional policies such as daily physical activity/exercise programs.

9% of esports organizations where the majority of esports players are taught by a certified physical activity/exercise specialists

9% of esports organizations where the majority of esports players have regular access to failities and equipment that support physical activity/

exercise.
Community and 9% of esports players who report having physical activity/exercise facilites or programs available to them in their community and environment (e.g.,
environment home, neighborhood, school, work et cetera).
Government 9 of esports organization that report receiving any funds and resources for the implementation of physical activity/exercise programs for esports
players.
9 of esports organization that report any evidence of leadership in providing any specific type of physical activity/exercise opportunities for esports

players.
9 of esports organization that report any demonstrated progress through the key stages of public policy making,





OPS/images/fpubh-12-1493900/fpubh-12-1493900-t003.jpg
1. Group

Mean + SD
Flexion MS Dominant 99.94 £19.53 97.01 £9.63 0.673 0.504

Non Dominant 90.75 £ 19.33 91.85£12.82 —0.235 0.815
Hyperextension Dominant 80.34 £ 12.13 84.64 £7.19 —1.522 0.134
MS

Non Dominant 6825+ 11.52 78.62 & 10.79 —3.284 0.002
Abduction MS Dominant 89.44 £ 16.70 88.19 & 13.01 0.295 0.770

Non Dominant 81.154+17.78 83.53 & 13.04 —0.540 0.591
Internal Dominant 146.42 £ 32.76 150.74 £ 18.62 —0.573 0.569
Rotation MS

Non Dominant 138.47 £ 27.65 141.02 £ 15.87 —0.401 0.690
External Dominant 117.14 £16.26 126.81 £19.15 —1.924 0.500
Rotation MS

Non Dominant 11512 £17.57 120.94 £18.93 —1.128 0.265
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Dominant Non-dominant

Mean SD Mean SD

Flexion MS 99.94 19.53 90.75 19.33 0.002
Hyperextension 80.34 12.12 68.25 11.52 0.001
MS

Abduction MS 89.44 16.7 81.15 17.78 0.001
Internal 146.42 32.76 139.47 27.65 0.031
rotation MS

External 117.14 16.26 116.12 17.57 0.518
rotation MS
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1. Group (n = 25)

2. Group (n = 25)

Mean SD Mean
Age ‘ 17.36 330 2048 457
Height (cm) ‘ 177.92 5.09 181.00 687
Weight (kg) ‘ 63.98 625 67.76 7.51
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up 2. Group
Mean + SD Mean + SD

Flexion flexibility Dominant 192.065 £ 11.48 188.03 £10.89 1273 0.209
Non-dominant 194.7 £9.84 188.8 £10.09 2.092 0.042
Hyperextension flexibility Dominant 92.25 £ 15.67 85.67 &+ 14.06 1.562 0.125
Non-dominant 90.02 + 16.54 85.08 & 14.22 1132 0.263
Abduction flexibility Dominant 184.72 £19.84 186.72 £12.6 —0.425 0.672
Non-dominant 187.13 £27.01 186.42 £10.35 0.123 0.903
Internal rotation flexibility Dominant 66.62 £ 13.42 66.43 £12.67 0.051 0.960
Non-dominant 72.04 £ 14.9 71.7£924 0.070 9.450
External rotation flexibility Dominant 111.67 £11.23 11142 £11.64 0.077 9.390
Non-dominant 11173 £11.49 110.01 £10.63 0.546 0.586
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Dominant Non-dominant

Mean SD Mean SD

Reaction time 421.36 30.4 434.6 336 0.001
(ms)

Reaction hits 66.12 4.11 64.28 4.26 0.001
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24-hour activity cycle

Moderate-to-vigorous
physical activity

_@;}_ 35.6 £ 0.9 min/day
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Dominant Non-dominant

Mean SD Mean SD

Reaction time 440.08 31.57 457.00 30.71 0.002
(ms)

Reaction hits 63.36 4.13 61.68 391 0.004
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Dominant Non-dominant

Mean SD Mean SD

Flexion MS 97.01 9.63 91.85 12.82 0.014
Hyperextension 84.64 7.19 78.67 10.79 0.022
MS

Abduction MS 88.19 13.01 83.53 13.04 0.044
Internal 150.74 18.62 141.02 15.87 0.007
rotation MS

External 126.81 19.15 120.94 18.93 0.033
rotation MS
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1. Group
Mean + SD

2. Group

Mean + SD
Reaction time Dominant 42136 % 30.40 440.08 % 3157 —2.135 0.038
Non-Dominant 434.60 % 33.60 457.00 3071 —246 0.018
Reaction hits Dominant 66.12 +4.11 6336 +4.13 2366 0220
Non-Dominant 64.28 % 4.26 61.68 & 3.91 2245 0.029
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5

€SGO

FIFA

Lol

Valorant

‘Weekly e-sports playing time
5hand below

7h

8h

9h

10h or more

6

34

38

48

41

32

132

338

250

279

353

59

301

5.1

25





OPS/images/fpubh-13-1557022/fpubh-13-1557022-t003.jpg
Vigorous physical
activity (MET-min/

week)

Moderate to vigorous
physical activity
(MET

“min/week)

Walking (MET-min/

week)

Sitting time (min)

Total MET

VKI
18,5 kg/m' - 24.
9 kg/m’ [Healthy]
125 kg/m’ - 29.9 kg/
m? [Fatty]
30 kg/m* ile 39.
9 kg/m’ [Obesity]
A18.5 kg/m? - 24.
9 kg/m’ [Healthy]
125 kg/m’ - 29.9 kg/
m? [Fatty]
30 kg/m* ile 39.
9 kg/m’ [Obesity]
A18.5 kg/m? - 24.
9 kg/m’ [Healthy]
#25 kg/m? - 29,9 kg/
m? [Fatty]
30 kg/m* ile 39.
9 kg/m? [Obesity]
A18.5 kg/m? - 24.
9 kg/m’ [Healthy]
#25 kg/m? - 29,9 kg/
m* [Fatty]
30 kg/m? ile 39.
9 kg/m? [Obesity]
A18.5 kg/m? - 24.
9 kg/m’ [Healthy]
#25 kg/m? - 29,9 kg/
m* [Fatty]
30 kg/m? ile 39.
9kg/m? [Obesity]

X*Kruskal Wallis Test, * = p < 0.50.

59

47

30

59

a7

30

59

47

30

59

47

30

59

47

30

27130

12040

6115

11153

2133

1187.4

979.8

1068.1

613.4

5226

807.0

4685.1

5330.7

32924

20346

2047.4

20265

6166

1407.3

3668

7584

9124

13722

1373

1938

2785

25125

28143

30525

16500

12419

5.652

25195

12762

0.000*
B>C

0.002*
C<AB

0.059

0.000%
A>B<C
A<C

0.002¢
C<B
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Gender

Vigorous physical activity (MET-  Woman
min/week) Male
Moderate to vigorous physical Woman
activity (MET-min/week) Male

Woman
Walking (MET-min/week)

Male

Woman
Sitting time (min)

Male

Woman
Total MET

Male

*p<0.05.

21

115

21

115

2

115

21

115

2

115

Mean
1923
2557
8400
6718
8234
1379
5792
6454
34350

48139

Sd
15562
21393
5462
10524
6196
10173
1291
2320
19158

2175

~2.287

-2512

-2512

~0.955

~1.870

0.022%

0.012*

0339

0.638

0.061
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\VELEIES Sum of rank Test statistics P r/Cohen’s d
N/P/T
VR 12886+ 21.59
HR,,,, (BPM) 11.50/0.00/— 253.00/0.00/— 2=-4.109 0.001° 062
MO 95.00+9.31
VR 15291+ 24.10
HR,, (BPM) t 0.001° 203
MO 11605+ 8.80
VR 193455 % 323.53
HR, 11.50/0.00/— 253.00/0.00/— 2=-4.107 0.001° 062
MO 142427 % 14023
GidicVery it VR 01:40 + 03:06
e Yo 100/11.50/— 1.00/230.00/— 2=-3.980 0001° 060
(<%50) (mm:ss)
MO 09:24+ 05:07
. VR 03:45 £ 03:44
Very Light (%50-60) £=—1.055 0304
(mm:ss)
MO 05:29  05:00
VR 09:34 £ 05:39
Above Very Light
()9‘:;;) (:':“_;f) 10.50/0.00/— 210.00/0.00/— 2=-3.920 0001 059
) MO 00:05 + 00:11
0 A i Gndaid devintion: DT Saitiainosltveine BDM hoabiriooaniinne; taarss mlaibsanond;
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Pre-game Post-game  Test statistics
M SD M  SD p
VR 3663 | 001 | 3663 | 012 0.001 1.000
MO v 3664 | 007 | 3665 ‘ 011 | 0530 | 0602
t=-0513 .901
p=0613 p=0378

VR: virtual reality; MO: mobile; M: mean; SD: standard deviation.
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Descriptive statistics and reliabilities Correlations

Mean SD CR 3 4
Scales
1. Internet gaming disorder 333 083 088 052 072 -
2. Social aniety LI 067 095 046 067 051%* -
3. Insomnia severity 291 098 088 045 067  041** | 062 -
4. Weekly physical activity (days) 215 156 - - - —010% | 028" —029%* -
Control variable
5. Daily gaming duration (hours) 593 188 - - - 040%% | 036" | 034%F | -013* -
6. Caffeine consumption frequency 43 109 - - - 018" 014 004" 001 | 066 | -
7. Age 1901 286 - - - —022%% | -025%F | —015% | 018" -015% | 0.10% | -
Skewness - - - - - -095 | 062 | -021 00l 024 053 038
Kurtosis - - - - - 039 | -042 | -123  -063 | -040 036 ~-LII

#%p <001, *p <0.05, M, mean; Sd, standard deviation; CR, Composite reliab

s AVE, Average variance extracted.
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Variables

Std. err

2z-value

P (>|z])

Direct effect (Step 1)

Internet gaming disorder -
Internet gaming disorder -
Social anxiety -
Weekly physical activity -
Weekly physical activity -
Control variables

Daily gaming duration -

Caffeine consumption frequency | —

Age -
Daily gaming duration -
Age -

¥%p <001, *p < 0.05, Std. Err, Standard error; Standardized beta coefficients (B) are reported.

Social anxiety
Insomnia severity
Insomnia severity
Social anxiety

Insomnia severity

Insomnia severity
Insomnia severity
Insomnia severity
Social anxiety

Social anxiety

0.39%%
0.10%
0.47%%
0204

0134

0.10%
0.04
001

015+

—0.11%%

0303

0.005

0382

~0.283

-0213

0.008

~0.037

~0.064

0.066

~0.198

0.487

0.199

0.558

—0.128

—0.062

0.199

0124

0.099

0.246

-0032

0.04

0.05

0.04

0.03

0.03

0.04

0.04

0.04

0.04

0.04

839

205

1046

-5.20

-358

211

106

042

339

-272

0.00

0.04

0.00

0.00

0.00

003

028

067

0.00

0.00
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Mediator effect (Step 2)

Internet gaming disorder — Social anxiety — Insomnia Severity

Moderator effect (Step 3)

Weekly physical activity x social anxiety — insomnia severity

Weekly physical activity x internet gaming disorder — insomnia severity
High weekly physical activity
Low weekly physical activity

Weekly physical activity x internet gaming disorder — social anxiety
High weekly physical activity
Low weekly physical activity

¥%p <001, *p < 0.05, Std. Err, Standard Error; Standardized beta coefficients (P) are reported.

0.18%*

003
-0.10*

~0.00
0.21%%
~0.10°
0.29%%

0.49%%

0130

~0.065

~0201

-0.133

0.069

-0179

0173

0377

0241

0127

-0017

0118

0353

~0.025

0413

0617

Std. err

002

004
004
006
007
003
006
0.06

2z-value

657

063
-232
~011
291
~2.60
479
806

P (>z])

0.00

052

002

090

0.00

0.00

0.00

0.00
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Control
Variables

* Daily Gaming
Duration
*Age

*Caffeine

Consumption

Internet
Gaming
Disorder

Insomnia
Severity

Weckly
Physical
Activity
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Records identified from PubMed:
“Artificial intelligence and
physical activity” (n = 255)

“Artificial intelligence and fitness” Records removed before
(n=15) > screening:

“Artificial intelligence and Duplicates: (n = 768)
movement” (n = 260)

“Artificial intelligence and
training” (n = 756)
“Machine learning and physical

activity” (n = 36)
“Machine learning and fitness” (n
= 7)

“Machine learning and
movement” (n = 38)
“Machine learning and training™

(n =405)
!

Records screened:

Records excluded by:

= »| Title (n = 904)
0.29004) Abstract (n = 76)
Reports sought for retrieval: | 3| Reports not retrieved:
(n=24) (n=0)

!

Reports assessed for eligibility: »| Reports excluded:
(n=24) Full-text — not-eligible (n = 9)

Studies included in the review:
(n=15)
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Date and authot Participants

2021, Anan (38)
« Intervention group n = 48
+ Control group 1= 46

2023, Bates (52) Adults

» Controln=9

« Trainn=13

« Clinn=27

« Combon=20

2023, Bizhanova (39)
+ Self-monitoring of diet,

physical activity, and weight

(SM) n =251
Self- monitoring of diet,

physical activity, and weight

combined with daily tailored

feedback messages
(SM +FB) n =251

2023, Cao (40) Students (age range of 8-13)
+ Intervention group 1 = 60

« Control group 1 = 56

2024, He (47) Older adult
« Self-determined sequence
exercise program group

(SDSG) =34

« Strength training group
(STG) n=30

« Control group n =30

2021, Kristoffersen (41)

absent

+ Game group n =2

+ Conventional group n1=2

2021, Lao (48) Older adult

Exercising wearing the

bracelet n = 20

Exercising without the

bracelet n = 20

Control n =20

2023, Marcuzzi (19) Adults
+ Usual care group n =97

+ App group (sellBACK)

« E-Help group n =98

2017, Mendoza (42) Fifth grade students
« Intervention n =24

« Control n =30

2022, Nakata (43) Adults
« Intervention n =71

« Control n =69

2023, Nordstoga (44) Adults
<12 weeks

+ Control n =93

« selfBACK n = 101
212 weeks

+ Control n =136

« selfBACK n =131
Low (<5)

« Controln=131

« selfBACK n = 145
Low (25)

+ Control n=98

« selfBACK n =87

2022, 0h (46) Children and adolescents with
obesity:

« SUKIA games group 1 = 12
« NINS group =12

2022, Overds (45) Adults
Multimorbidity NO

+ Usual care group n = 68

+ selfBACK group n =81
Multimorbidity YES

+ Usual care group n1 = 161

+ selfBACK group n = 151
No. of co.occurring
‘musculoskeletal pain sites 0-1
+ Usual care group n = 89

+ selfBACK group n = 101
No. of co.occurring
‘musculoskeletal pain sites 2+
+ Usual care group n = 140

+ selfBACK group n = 131

2022, Wei (50) Older adults

« YiJin Jing and resistance
training (YR) group =30

« Resistance training (RT)
group =30

+ Control group =30

2023, Wei (51) Older adults

Wu Qin Xi group
(WQX) =52

Strength and endurance

training group (SE) 71 = 57
WQXSE 1 =54

Middle Aged Women and Men

Adults with overweight or obesity.

Adults with unilateral upper limb

=9

Al

Texting messages and

ction Intervention

Stretching, maintaining good
notifications posture, mindfulness

Artificial intelligence guided | Moderat

ntensity resistance

training training

“Text generation and machine ~ Self-monitoring of diet, physical

learning prediction models | activity, weight and daily tailored
for the average percentage of | feedback messages
adherence to the physical

activity goal

Machine learning-based Functional strength training
approach for postural

recognition - back-

propagation neural network

(BPNN) in the context of

deep learning to analyze

soccer player’s actions

Machine learning Strength training and Yi Jin Jing

classification models - exercise
explainable artificial

intelligence (XAI) ~and a

stacking model to predict

whether sarcopenia could

regress in subjects after the

intervention

Control system composed by | Gaming training and conventional

feature extraction, regression | training usinga computer

between EMG featuresand | program
hand movement commands,
post-processing of movement

commands to improve

usability and suppress
possible errors and a feed-
forward neural network was
used asa regressor o
compute hand movement
commands from the pre-
processed EMG data

Data collect by artificial Cardiopulmonary endurance

intelligence sports bracelets | training, muscle strength training,

flexibility training, and balance

Texting messages and Video instructions for strength

notifications and flexibility exercises, daily
educational content, and
recommendations of physical

activity

Machine learning algorithms | Bicycle train program

to identify cycling behaviors

Texting messages and Advice based on the diet, exercise,

notifications sleep, mood, and weight recorded
by users

“Texting messages and Video instructions for strength

notifications and flexibility exercises, daily

educational content, and
recommendations of physical

activity

Convolutional neural network | Boxing, lunging, squatting, side-

(CNN) in a deep-learning bending, upper extremity
algorithm for gesture stretching, arm and jumping
recognition exercise (SUKIA game) and
Nintendo Switch (NINS) health-

oriented role-playing game

Texting messages and Video instructions for strength

notifications and lexibiliy exerciscs, daily
educational content, and
recommendations of physical

activity

Machine learning i Jin Jing exercise and resistance

classification models -

explainable artficial
intelligence (XAI) - and a
stacking model to predict
whether sarcopenia could
regress in subjects after the

intervention

Explainable artificial Wu Qin Xi exercise, strength and

intelligence (XAI) to predict  endurance training
whether subjects could

reverse frailty

Outcomes

Subjective assessment of the
degree of pain, subjective rate of

pain improvement

6-min walking test (6MWT),
Biering-Sorenson’s exam,
Numeric Pain Rating scale
(NPRS), Tampa scale of
kinesiophobia (TSK), Patient
Reported Outcomes
Measurement Information
System (PROMIS) physical
function, and PROMIS pain

interference

Fitbit tracker (MVPA), Self-
efficacy and Exercise Habits
Survey, Center for
Epidemiologic Studies
Depression (CES-D), and Tanita

scale

10- and 30-meter sprint tests
(speed), linois agility test and
5%25-meter shuttle run
(sensitvity), throws and set
Kicking drils (strength), analysis
of kicking actions (BPNN)

Hydraulic hand dynamometer,
6-meter gait speed, appendicular
skeletal muscle mass (ASM) -
13 skeletal muscle area
(L3SMA), L3 skeletal muscle
density (L3SMD), L3 skeletal
muscle interstitial fat area
(L3SMEA), L3 skeletal muscle
interstitial fat density
(L3SMED), relative skeletal
muscle mass index (RSMI),
muscle fat infiltration (MFI)

Southampton Hand Assessment
Procedure (SHAP), The
Clothespin Relocation Test
(CRT)

Exercise motivation scale
(EMS), and Borg rating of
perceived exertion scale (RPE

scale)

Musculoskeletal Health
Questionnaire (MSK-HQ),
Roland-Morris Disability
Questionnaire (RMDQ),
Numeric Rating Scale (NRS),
Pain Self-
(PSEQ), Brief lliness Perception
Questionnaire (BIPQ), EuroQol

5-dimension questionnaire and

Efficacy Questionnaire

Global Perceived Effect scale

Questionnaire to assess the
percentage of trips made to
school by cycling and MVPA
(accelerometer and GPS)
Weight scale, test kit (blood),
brief self-administered diet
history questionnaire (BDHQ),

wial accelerometer (for the

intensity of physical activity
based on metabolic equivalents
from published algorithm)
Roland-Morris Disability
Questionnaire (RMDQ),
Numeric Rating Scale (NRS),
Pain Self-Efficacy Questionnaire,
and Global Perceived Effect

scale

Calorie consumption, VO2max,
6-min walking test (6MWT),
body mass index (BMI), and the
Borg rating of perceived
exertion scale (RPE), post-
questionnaire questions on
perceived exercise effectiveness,

motivation and fun

Roland-Morris Disability
Questionnaire (RMDQ),
Health-related quality of lfe
(EQ-5D), Perceived Stress Scale,
Patient Health Questionnaire-8,
General Health, Brief Illness
Perception Questionnaire
(BIPQ), Pain Self-Efficacy
Questionnaire (PSEQ), Saltin-
Grimby Physical Activity Level
Scale, and Patients Global
Perceived Effect (GPE)

Hydraulic hand dynamoneter,
6-meter gait speed, and
appendicular skeletal muscle
mass (ASM) - L3 skeletal
muscle area (L3SMA), 13
skeletal muscle density
(L3SMD), L3 skeletal muscle
interstitial fat area (L3SMFA),
13 skeletal muscle intersttial fat
density (L3SMED), relative
skeletal muscle mass index
(RSMI), muscle fat infiltration
(MET)

Unintentional weight loss, self-

reported fatigue, physical

activity scale for older adult in
Chine (PASE-C), Timed up-
and-go test (TUGT), hydraulic
hand dynamometer, 6 min walk
test (GMWT), 10 m maximum
walking speed (10 m MWS), and
10 m walking time (gait

velocity)
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Age of participants N 3

18-19 years old 17 125
20-21 years old 57 419
22-23 years old 7 5.1
24-25 years old 2 206
26-27 years old 16 ns
28 years and older i 8.1
Gender

Woman 21 154
Male 15 846

Total 136 1000
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Scales and Gender

sub-
dimensions

International Female 42 713.01 531.08
physical activity <0.001
- Male L 160918 109751
questionnaire
Body appreciation Female 2 2810 1035
0.015
scale Male 141 3206 8.80
General body Female 42 2148 846
L 0015
appreciation Male 141 2470 7.11
Body image Female 42 6.62 211
0.033

investment Male 141 737 194
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International
physical activity

questionnaire

Body appreciation
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General body

Body image

investment

Income
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28282
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937
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Evaluation

Body appreciation scale
General body
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Short international physical activity questionnaire

Inactive Minimal active ~ Very active Total
Gender (%) n(%) (%) (%) i I3
Female 17 (405) 22(52.4) 30.0) 42(100)
220 <0.001
Male 23(163) 56 (39.7) 62 (44) 141 (100)
Income (%) (%) (%) (%)
Low 34(37.8) 47(52.2) 9(10) 90 (100)
Mid 4(63) 25(39.1) 35(547) 64 (100) 60.183 <0.001
High 2(69) 6(20.7) 21(724) 29(100)
E-sport license age n(%) n (%) n(%) n (%)
1-2 8(108) 27(36.5) 39(52.7) 74 (100)
35 12(30) 20 (50) 8(20) 40 (100) 18.791 <0.001
5and above 20(29) 31(44.9) 18 (26.1) 69(100)

1 (%) = Frequency (percentage)

i-square test statistic.
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Screening

] [ Eligibility

Included

Records identified through
database searching
(n=86572)
PubMed:24725
Scopus:56509
‘Web of Science:5338

Additional records identified
through other sources (google
scholar)

(n=1)

Records after duplicates removed

(n =59014)

Records screened by Title

and Abstract

Records excluded for

(n=42)

irrelevant to study
(n=58972)

Full-text articles assessed

for eligibility
(n=19)

Studies included in
qualitative synthesis
(n=6)

Full-text articles excluded,
with reasons
(n=13)
Irrelevant text(n=8)
Not related to study

outcome(n=5)
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Study Research locati Document Type of study Participants

Daouk-Oyry etal. (3) Lebanon Original article Qualitative Executive managers

Newman etal. (15) [US Original article Qualitative Chief executives, directors of
nursing and quality assurance,
business managers, and medical
directors.

White etal. (16) us Original Article Quantitative Managers participating in the
health administration program

Martins and Isouard (17) Australia Review Review -

Cowling etal.(13) UK Original article Mix method Doctors, nurses, midwives,

senior managers

Liang etal. (14) Australia Original article Cross-sectional Middle-level managers
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1 Professional and technical knowledge (3, General management, financial management and digital skills, national and international standards, process
13-17) management and quality assurance (3), writing evidence-based protocols and audit skills to monitor the effectiveness

of the new model (17), solving job problems, designing and Project management, time management and computing
skills (15), identifica

identification of alternatives and processes, identification of the conditions and scale of operations, evaluation of the

1 of risks and problems, identification of internal and external units of the organization,
impact of nurses, definition of the scope of professional standards Financial capabilities, writing clinical protocols,
applying processes to increase sustainability in human resources, measuring performance/output and matching

evaluation/achievement, organizing effective protocols, orga

zational design to consider the needs of different levels
of staff, organizational access and using capital/cost effectiveness and organizing corrective action, srategic thinking in

organizi

1g personnel (1), related skills and knowledge necessary to access, adapt and apply EBM (13), understanding
the role of the main stakeholders in health and treatment and how they work, understanding how specialized health
and treatment forces work, creating a special accountability structure for the health and treatment structure and
effectively identifying organizational structures, roles and communications to achieve the organization’ goals,
interpreting basic financial conditions, determining budgets based on Organizational goals, designing and creating
appropriate roles and describing the structure in line with organizational goals and creating mutual performance
reviews (16)

2 Leadership (3, 14-17) Role modeling, motivating others, sharing information and experiences and effective transfer of information (3),
adaptability, self-confidence, empowerment and commitment to empowerment and safe change (17), leadership and
management of others, planning and Implementation of change, honest self-evaluation ability and professional and
managerial ethics (15), leadership of change, organizational awareness, strategic adaptation, social adaptation,
evaluation of organizational characteristics that lead to fluctuation in employees (1), balance of values and priorities

Organizational and professional, leadership, guidance and performance evaluation to build an effective team, adapting

the leadership style to suit the conditions and creating and maintaining a professional and individual support network,
defining the need for change in an effective way, assessing readiness for change and implementation It, process

evaluation and change output (16)

3 Personal characteristics and attitude (3, Adapting to change and adapting to priorities, openness to stakeholders’data and openness to a persoris change of

13,14,16,17) mind (3), personal styl, atitude, and essential characteristis to apply EBM (13, 17), and ereative thinking, work

interdependence (14), recognizing and tolerating ambiguity (16)

4 Communication (3, 13-17) Emotional inteligence, conflict management skill, relationship building skills, open door policy, accepting the

mistakes of others (3), essential abiities to communicate with others, communication skills to communicate with peers
and stakeholders, negotiation skills to ensure partnership and commitment from colleagues. And other professions,
effective knowledge to motivate others and the abiliy to work closely with other professions (17), interpersonal
communication, writing abilit; speaking with groups, presentation skills and working in teams (15), Establishing

constructive communication between new departments (14), the necessary ability to communicate and act effectively

with others (13), parti

ing confidently and constructively in verbal and non-verbal interactions with others,

1
preparinga report that is suitable for both the audience and the purpose. Spending time and effort to work and interact

with the stakeholders and show awareness and sensitivity towards the feelings of others (16)

5 Information management (13, 14, 17) Ability to obtain, manage, and optimal use of information, awareness, and evaluation of resources including economic

profit and loss (17), information technology management (1), management and effective use of information (13)

6 Self-management (3, 13, 17) Self-empowerment and process and quality improvement (3), time management, effective organization and
responsibiliy for personal tasks in the workplace (17), organization and responsibiliy for individual actions in the
workplace (13)

7 ‘Way of thinking (3, 14, 16) Systemic thinking, comprehensive thinking, long.term thinking, analytical thinking, systematic thinking, innovation
and resourcefulness (3), development of talents (14), determining and using criteria to evaluate the results of decisions,
and supporting and encouraging colleagues and subordinates to use evidence. to make a decision (16)

8 Research and use of evidence (3, 13, 16, | Ethics in research, knowledge in searching and understanding data, knowledge in data collection, knowledge in data

17) analysis and practical application (3), statistical knowledge to calculate the risk related to research findings and their

conceptualization on the patient (17), including Timely and appropriate use of question/evaluation to determine the
nature of the problem, issue or opportunity, use of evidence to question and improve current practices and processes,
determine and use criteria to evaluate the results of decisions (16), identify valid research, evaluate Criticizing the

validity of research evidence and judging the validity of research findings and arguments (13)
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All published primary and secondary
sources collected using search syntaxes

detailed in the protocol

N=:
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The electronic database (SportDiscus,
Scopus, PubMed/MEDLINE, and Web of
Science)

N=2

N =

A,

Google (governmental and
nongovernmental reports and online
content)

N=1

New =
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Questions Answers

Country for which you are providing responses: Serbia
Total population (number of people): 7,149,077
Urban population (%): 57
Human capital index (number betsween 0 and 1): 08
GDP per capita (current USS): 9537.7
GDP growth (annual %): 25
Unemployment, total (% of total labor force): 95
Literacy rate, adult total (% of people ages 15 and above): 9

Government expenditure on education, total (% of government

expenditure): .
Government expenditure on recreational and sporting services, o4
total (% of government expenditure):

Individuals using the Internet (% of population): 81
Mobile cellular subscriptions (per 100 people): 124
Fixed broadband subscriptions (per 100 people): 2619
High-technology exports (current USS): 5
Public health expenditure (% of GDP): 873
Life expectancy at birth, total (years): 7
Physical activity prevalence (%): 61
Deaths due to physical inactivity (%): 10
National physical activity plan (Y/N): Y
Esports national federation (Y/N): Y

Data were collected from the following website: The World Bank (14) and Global
Observatory for Physical Activity (15).
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Indicator

Overall physical

Activity/Exercise

Formal physical

activity/exercise

Informal physical

activity/exercise

Active transportation

Sedentary behaviors

Physical performance

Esports organization

Community and

environment

Government

Grade

0

Benchmark

9% of esports players who meet the Canadian Sedentary Behavior Guidelines (16), which recommend that aged group 18-64 years old

accumulate at least 150 min of moderate to vigorous aerobic physical activity throughout the week; muscle strengthening activities

using major muscle groups at least twice a week; and several hours of light physical activity, including standing.

9% of esports players who participate in organized (formal) physical activity/exercise programs within esports organization.

9% of esports players who participate in unorganized (informal) physical activity/exercise at any intensity for more than 2 h a day.

9% of esports players who report being outdoors for more than 2 h a day, without sitting or lying with low energy expenditure.

9% of esports players who use active transportation, such as wheeling, walking and cycling, to get to and from places they visit on the
daily bases.

9 of esports players who meet the Canadian Sedentary Behavior Guidelines (16), which recommend that aged group 18-64 years old
spent at most 8 h a day sitting or lying with low energy expenditure, while awake, in the context of aceupational, educational, home and

community settings, and transportation.

Average percentile values achieved on certain physical fitness indicators based on the normative published by Hoffmann etal. (17).

9% of esports organization with active institutional policies such as daily physical activity/exercise programs.
9% of esports organizations where the majority of esports players are taught by a certified physical activitylexercise specialists.

9% of esports organizations where the majority of esports players have regular access to faclities and equipment that support physical
activity/exercise.

9% of esports players who report having physical activity/exercise facilites or programs available to them in their community and
environment (e.g. home, neighborhood, school, work, et cetera).

9% of esports organization that report receiving any funds and resources for the implementation of physical activity/exercise programs
for esports players.

9 of esports organization that report any evidence of leadership in providing any specific type of physical acti

tylexercise
opportunities for esports players.

9 of esports organization that report any demonstrated progress through the key stages of public policy making.





