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WHAT IS ESPORTS?

Esports is essentially competitive video gaming, where people play against each other online and in-
person,. Esports can be comprised of tournaments or season-long league play. And it exists in the
professional landscape, on college campuses across the country, at the high school level, and even as
amateur events in communities through the United States.

WHAT ARE THE BENEFITS?

Multiple studies show that participating in esports, or competitive video gaming, has significant benefits to
a students cognitive abilities, including increased memory, problem solving and critical thinking. Also,
being part of an esports club or team builds leadership, communication skills and confidence. And those
students who play video games are more likely to pursue jobs in STEM fields, improving our workforce in
critical areas of need.
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