
• Who is in the room?
• Please introduce yourself in the chat window:

– Your name

– Your position

– Your city/state

Welcome to our webinar!
eSports: Intersecting with CS/STEM and tips for 
getting started
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We want to HEAR from you! Please choose the first 
option in the Audio Conference window (Dial-out) in order 
to communicate verbally. If unable to receive an incoming 
call, please choose one of the other options listed.
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eSports: Meeting kids where they are
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Poll 1
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eSports is a form of 
competition using video 
games. eSports often takes 
the form of organized, multi-
player video game
competitions.

https://en.wikipedia.org/wiki/Esports

What is eSports?
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https://en.wikipedia.org/wiki/Esports


Why offer eSports?
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Video games and learning
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Improve visual acuity and 
attention (Green & Bevelier).

Accelerate language learning
(Young et. al.).

Foster scientific reasoning
(Clark; Steinkuehler & Duncan; 
NRC).

Increase problem solving skills
(Adachi & Willoughby).

Improve digital and print literacy
(Gee; Leander; Steinkuehler).

Strongly associated with 
technology fluency (Hayes).

Associated with higher math 
achievement (Bowers & 
Berland).

https://www.ics.uci.edu/~pattis/ICS-90/steinkuehler.pdf

https://www.ics.uci.edu/~pattis/ICS-90/steinkuehler.pdf


Sports and learning
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Associated with higher GPA for HS students (Fox et. Al.).

Fosters personal growth (Richard & Ares).

Increases satisfaction with school (Astin).

Associated with higher degree completion (Ryan).

Cultivates persistence - specifically, gains in “internal locus of 
attribution” (Pascarella et. al.). https://www.ics.uci.edu/~pattis/ICS-90/steinkuehler.pdf

https://www.ics.uci.edu/~pattis/ICS-90/steinkuehler.pdf
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Uncovered in UCI research



Quantitative analysis
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Unit of analysis: 
turn of talk,
field notes

Corpus:
Students: 3414
GMs: 1717
Coaches: 739

Interrater
agreement:
92.31%



Quantitative analysis
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Students

Coaches

GMs



Chat Discussion 1
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How would your students benefit by offering eSports?



How to get started
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You know you’re ready for eSports IF / WHEN

Space A specific area on campus or near campus (CBO) with 
consistent availability to allow for club activities

Hardware Computers of specific speed / RAM / video capability for the games 
to be played (typically 5-12 dedicated PCs), or consoles (XBox, 
Playstation, Nintendo Switch, etc.)

IT support Adequate Internet bandwidth and speed, security 
protocols, ability to manage in-game chat & audio

People
1 General Manager (the responsible adult)
Student Club members (at least 5 or 6)
Club Officers → manage Club affairs (with GM)

Teachable 
content

Most schools want MORE than the club / 
play aspect; collaboration and execution



Advice for beginners
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Start small Hold campus gaming tournaments to determine 
student interest

Reach out Ask industry representatives if you can use their 
videos.  They may respond with additional help.

Find funding Need adequate hardware and bandwidth to 
compete.

Parents Enlist the help of parents.  Hold a meeting 
to discuss the benefits of esports

Recruit Enlist students to shoutcast, create a 
website, create flyers and stream games



Chat Discussion 2
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What do you need to get an eSports club started at 
your school/institution?



Relationship to STEM and CS
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• Through eSports, students can develop STEM skills in topics such as 
coding, data analytics, probability, and math. For example, players 
calculating the best way to defeat an opponent or the rate of return in 
purchasing game items to help their avatar are making quick 
mathematical decisions. Students who find this portion of the game 
enjoyable are more likely to seek out more opportunities and ultimately, a 
career in which such strategizing skills are useful.1

• eSports and STEM go hand-in-hand. Students who are drawn to gaming 
are often equally captivated by the broader technology ecosystem. 
Sponsors at both the high school and college levels report that a 
substantial number of their esports participants are interested in science, 
technology, engineering, and math.2

• Recruiting creates awareness of computer science/STEM.

Develops STEM and computer science skills
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1 https://edtechmagazine.com/k12/article/2019/11/fact-or-fallacy-why-esports-are-here-stay-k-12-schools
2 https://www.viewsonic.com/library/education/esports-schools-good/

https://edtechmagazine.com/k12/article/2019/11/fact-or-fallacy-why-esports-are-here-stay-k-12-schools
https://www.viewsonic.com/library/education/esports-schools-good/


• Strong evidence of STEM problem-solving, argument, synthesizing 
information (CANGSS Standards)

Comparatively to like other games that I’ve played, I’ve never really analyzed a game more 
closely than I have with League. Mostly because of my coach. (League Student, School 2)

• Organic, unprompted creation of STEM subject area learning activities

§ At School 6,GM tasked students to produce their own website for the team.

§ At School 1, students made mini movies for their school’s TV station.

§ At School 4, the GM and coach gave homework assignments on learning various 
champions’ strengths and weaknesses and reporting back, such as screencapping the 
game load screen and analyzing the pros and cons of team composition.

Year one research findings: STEM
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• Strong evidence for self-management, social awareness, 
relationship skills, and responsible decision-making 
(CASEL)

“I feel like me personally, like I’ve become a lot more calm as a person. 
I’ve learned to like, not get angry when you’re doing something or you or 
your team messes up.” (League Student, School 3)

“I think [our coach] helped us to like, be more like introspective to like look 
at ourselves and try to see what we were doing incorrectly.  He also like, 
helped us kind of control our own toxicity.”(League Student, School 4)

Year one research findings: SEL
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Year two research findings
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North America Scholastic Esports Federation
(NASEF)
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NASEF ties scholastics with video game play for high 
schools, middle schools, and community-based 
organizations at no cost across the United States, U.S. 
Territories, Canada, and Mexico. NASEFR offers free 
support, services, and resources in the following areas:

Benefits of club activation 
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CLUBS COMPETITIONCURRICULUM COACHINGCAREERS



Questions?
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• As Esports Take Off, High School Leagues Get In The 
Game

• The Overlap Between STEM Education and Esports
• Esports Can Increase STEM Equity in Higher Education
• Maryland Turns to Esports to Push Students Toward STEM
• High School Need to Get Over It and Embrace Esports
• Schools Use Esports as Learning Platform

Want to know more?
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https://www.npr.org/2020/01/24/798172352/as-esports-take-off-high-school-leagues-get-in-the-game
https://www.sporttechie.com/stem-esports-league-of-legends-columbia-college-oregon-syracuse/
https://edtechmagazine.com/higher/article/2019/06/esports-can-increase-stem-equity-higher-education
https://www.govtech.com/education/Maryland-turns-to-Esports-to-Push-Students-Toward-STEM.html
https://www.wired.com/story/high-schools-need-to-embrace-esports/
https://www.usnews.com/news/stem-solutions/articles/2018-06-12/commentary-game-to-grow-esports-as-a-learning-platform




Membership is FREE! Sign up in order to:
• Connect with other CS teachers
• Participate in free webinars
• Access free resources
• Learn more about ECS and CSP curricula 
• Download the latest ECS assessments

https://csforallteachers.org/user/register

Are you a member of CS for All Teachers?

28

https://csforallteachers.org/user/register


CS for All Teachers
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Email: csforallteachers@air.org
Website: https://csforallteachers.org/ 
Twitter: @CSforAllTchrs

http://air.org


Thanks for attending today!
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