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INTRODUCTION

Esports have a growing presence in popular culture and on the world stage for entertainment purposes, now 
expanding into academic learning environments as part of in-class and extracurricular programming. 

The connection between video games and school may at first seem counterintuitive for teachers and educators. 

In the past, video games have been deemed a distraction for idling students, or a reason to bunk off studying, 
effectively creating a challenge when keeping kids focussed on their schoolwork, for parents and teachers alike. 

But what if technology companies, game designers, teachers, and students, all joined forces to use gaming to 
create better education outcomes?  

Facilitating successful esports program in schools is a vision that Acer welcomes for the future of education, 
starting with inspiring students and teachers to organise esports initiatives within their community. 
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Play games – learn better!
Kids just want to have fun, and school is a great place to have fun by participating in esports, while also picking up 
valuable skills to last a lifetime. 

With the number of esports players on the rise globally, reaching more than 3 billion players world-wide in 
2021, schools around Australia are starting to adopt esports platforms as part of a more inclusive and engaging 
curriculum for positive learning outcomes.

The power of esports —inclusivity, diversity, and engagement for all
Studies have shown that competitive esports are a versatile learning platform for cultivating leadership, 
collaboration, problem-solving and cognitive abilities in students for better learning outcomes. 
No matter a student’s location, race, creed, or religion, esports welcome the development of team building skill and 
community by connecting players through shared goals and objectives.  
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How do esports work to achieve learning outcomes? 
Video games work by using dynamic content to create a reward system for players using their critical thinking 
skills, all in the name of fun, but at the same time requiring a great amount of practice, skill, and ability to excel at 
them. 

Esports manage this particularly well by adding team-based elements of competition, collaboration, and the 
concept of in-game sports seasons, which keep players coming back every year to participate in another season.  
In addition to social and emotional skills, educators have seen an uptick in practical learning abilities through 
playing esports. 

The practice of reading in-game text has proved to boost literacy in students who previously were not reading at 
their level. The esports platform welcomes game content that easily aligns with academic goals and building real-
world skills. 

Harnessing student interest in esports has also encouraged learning STEM related skills such as programming, 
robotics, graphic, and web design to be applied to future career pathways. 
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Starting an esports program at school 
Establishing the right teachers and mentors to manage an esports program is important for building a successful 
team. Educators should aim to promote teamwork, leadership, passion, commitment for the game, as they would 
in traditional sport. 

Engaging students and generating interest could involve inviting students to try the game after school in the 
school’s esports facilities and equipping these facilities with quality gaming hardware —laptops, desktops, and 
monitors designed for processing high frame rates. 

Acer is partnering with Australian schools to assist in developing their esports programs and supplying gaming 
hardware, so it may help to consult the experts on how to get started.  
Alternatively, the Australian Esports League has an organisational mission of making esports accessible to all 
students across Australia. 

The AEL has education-based leagues for students of all grade levels and regularly hosts tournaments for players 
to compete against other teams.  

If you would like to learn more about the esports landscape and develop an esports program in your school, read 
more in our Esports in Education brochure.

Alternatively, you can also reach out to our team at education.aca@acer.com to learn more about Acer’s esports 
solutions.
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