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Several recently published international works engage with the psychology of es-
ports (e.g. Sharpe & Poulus, 2026; Al Noman, 2025; Hoffmann & Camara, 2024), however, 
Jakub Staněk’s publication fills a gap in the Czech and Slovak markets, where a compara-
ble work has so far been absent. A focus on this topic brings both epistemic and practical 
contributions. It shifts the discourse surrounding digital games from gaming as a leisure 
and recreational activity toward a performance-oriented system. It is the professionali-
zation, industrialization, globalization, and monetization of gaming that is increasing the 
importance of studying the psychological aspects of topics such as performance, play-
ers’ mental health, and career sustainability. In this context, the perspective shifts toward 
gamer ś functioning in what can be understood as somewhat extreme conditions (train-
ing demands, performance pressure, challenging team dynamics, working with mistakes 
and risks, as well as potentially toxic environment).

The central thesis of Psychologie esportu [Esports psychology] lies in the application 
of the psychological approaches traditionally used in sports to the context of esports, that 
is, in the assumption that methods derived from sport psychology may contribute to im-
proving esports performance. Fortunately, the author does not adopt sporting concepts 
uncritically. On the contrary, he approaches the topic with considerable reflection, and 
throughout the publication he continuously enriches the discussion with findings from his 
own doctoral research, which is described in greater detail in the last chapter.

The publication has the character of a well-structured and clearly organized overview 
with a strong didactic focus. Its chapters are coherently interconnected, yet the publica-
tion is constructed in a way that allows target audience to select topics according to their 
own preferences – the chapters do not necessarily need to be read sequentially. Various 
target groups may benefit considerably from its content: aspiring professional players are 
offered insights into themes and pitfalls they have likely not yet considered, while estab-
lished professional players are introduced to the background of training guidance, which 
may indirectly facilitate mutual understanding between players and their coach. At the 
same time, the author attempts to reduce the social stigmatization associated with seek-
ing psychological support in dealing with everyday/professional challenges. The publica-
tion also holds substantial potential as an introduction to the topic for parents of (aspiring) 
esports players, with opening chapters defining key concepts in a highly accessible man-
ner and introducing the most common esports game titles, thereby providing a strong 
foundation even for complete newcomers to the subject. For coaches, the book presents 
essential psychological concepts alongside thematically oriented goals and concrete 
strategies for working with players. Psychologists, in turn, are offered a comprehensive 
overview of the psychological dimensions of competitive gaming, as well as theoretical 
and practical insights into player performance, stress management, emotional regulation, 
motivation, and communication. Although the author himself does not explicitly identify 
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academics as a target audience, the publication also has the potential to expand tradition-
al approaches to game mechanics through the perspective of performance psychology 
and the functioning of player teams, and it could also serve as a learning tool in a range of 
courses within study programmes focused on digital games.

The book contains fourteen relatively concise chapters, which in the first half of the 
book are predominantly theoretical, while from Chapter eight onwards they also include 
clearly defined goals and procedures for teamwork. The author begins by defining key 
concepts (esports, pro gamer, semi-professional player) and discussing whether esports 
should be considered a sport, while naturally taking an affirmative stance on this issue. He 
further addresses esports games, which he correctly does not treat as a single homoge-
neous category, since differences between game genres significantly affect not only game 
mechanics but also the mental demands placed on players. In Chapter three, Player Ca-
reer, he describes the stages of a professional player’s career, various aspects of motiva-
tion towards professional play, and challenging situations in a player’s career, including their 
classification. The following chapter on the role of the psychologist in esports is, given the 
overall focus of the publication, rather brief; nevertheless, it interestingly summarizes pos-
sible expectations of players and coaches as regards an esports psychologist. Chapter five 
offers one of the main objectives of the author’s related research – the psychological pro-
file of Czech and Slovak professional players, which certainly deserves further academic 
attention and follow-up research. As with game types, the author appropriately highlights 
differences among professional players depending on the game in which they special-
ize. Later, factors affecting esports performance that can be actively shaped by players, 
referred to as performance competencies, are discussed. Another crucial element of the 
publication is the formulation of a Model of performance in esports based on five compo-
nents of maximum potential performance. Also noteworthy are the sections devoted to the 
social competencies of professional players, where the author once again presents find-
ings from his own research. These suggest that professional players achieve below-aver-
age scores in several dimensions of social functioning, which opens an important discus-
sion on the need for the systematic development of social skills in professional players.

Interesting insights are also provided in the chapters on emotions, communication, 
and discipline in esports. The author identifies happiness and anger as the most frequent-
ly experienced emotions during gameplay. In this context, the omission of frustration in its 
entirety is notable, as it may function either as a motivational factor or lead to stress, an-
ger, and even quitting. In the chapter on team communication Staněk notes that effective 
communication in esports differs from traditional communication models, as its primary 
function is not merely information transfer, but especially the support of team cohesion. 
In the context of the discussed issues, the author also highlights the importance of dis-
cipline as one of the fundamental prerequisites for long-term sustainable performance in 
esports. He particularly aptly illustrates the difference between motivation and discipline. 

Despite its undeniable qualities, the publication – by attempting to cover an ex-
ceptionally broad range of topics – at times treats certain areas too briefly. In the chap-
ter addressing challenging situations in a player’s career, insufficient attention is given 
to misunderstandings by close persons regarding the choice of an esports career, even 
though this represents a significant factor influencing player stability, motivation, as well 
as the temporal perspective of a career (i.e. how long player intends to pursue it). At the 
same time, the text would benefit from a clearer definition of how success is understood 
and perceived within the esports environment, and whether this perception is consistent 
across the team. Addressing issues such as gaming addiction, burnout syndrome, con-
flict resolution or gender aspects of esports should also be considered, as the publication 
treats the representation of women only marginally.
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Staněk’s publication represents an important step in the establishment of esports 
psychology within the Czech and Slovak context. Overall, the author delivers a profession-
ally valuable and up-to-date text that successfully connects theoretical knowledge with 
both the author’s own research and his practical experience as an esports psychologist, 
which lends the text a high degree of authenticity. The book offers an important perspec-
tive on esports as a complex phenomenon, while also demonstrating that professional 
gaming requires expert support. It can be recommended to students of game studies, 
researchers, coaches, players, psychologists, and all those interested in contemporary 
forms of digital culture and competitive gaming.
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