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What are Esports?

HIGHLY COMPETITIVE 
MATCHES USING VIDEO 
GAMES AS THE MEANS 

OF COMPETITION

LIVE EVENTS IN AN 
ARENA OR 

TOURNAMENTS HELD 
ONLINE

MOST OFTEN INVOLVES 
A SPECTATING 

AUDIENCE (VIA TWITCH 
OR OTHER MEANS)
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History of Esports

• 1972 – Intergalactic Spacewar Olympics

• 1980 – Atari Space Invadors Championship

• 1998 – Starcraft 2 

• 2009 – League Of Legends

• 2018 – Fortnite
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Esports by 
the numbers

• In 2019 the video game industry 
projected value is $138BN, three 
times the film industry

• The 2018 League of Legends 
World Championship had over 
99.6M unique viewers globally, 
comparable to the 103M viewers 
for the Super Bowl that Same 
year
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Why Esports in 
Higher 
Education?
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Why 
Esports in 
Higher 
Education?

• Career Development
• Support of Academic 

Programs
• Creating Community
• Recruitment and 

Retention
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Current State of Esports in 
Higher Education

• While there are thousands of 
schools that participate in collegiate 
esports competitions, in 2018, there 
were at least 73 college varsity 
esports programs, and by 2019 over 
130 college varsity programs.

• By Fall 2020 , with increasing 
publisher support, it is estimated 
that over 250 universities will have 
varsity programs
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Current State of 
Esports in Higher 
Education

• There is currently no 
group that has the power 
and authority to govern all 
of collegiate esports. Some 
groups like the National 
Association of Collegiate 
Esports (NACE) and 
Electronic Gaming 
Federation (EGF) publicly 
claim to be the governing 
body for collegiate esports 
but that is untrue. Because 
the games are intellectual 
property owned by private 
companies, no outside 
group is able currently to 
dictate how game 
companies operate leagues 
or run tournaments.
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Path to Pro

• Overwatch League

• League of Legends Championship Series

• Call of Duty World League
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Esports Program Development

• Form a vision statement about what your esports program 
will focus on, engaging students on campus already 
participating

• Championships?
• Increasing enrollment?
• Aid in retention?

• Develop KPI's to measure success
• Engage stakeholders , both on campus and off
• Consult industry professionals currently building or running 

programs
• BE FLEXIBLE
• Assessment



2020 ILAPPA Conference

Esports Facility 
Development
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Location Selection: 
Academic

University of Utah
Entertainment Arts and 
Engineering Program
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Location Selection: 
Academic  

Boise State 
Department of Educational 
Technology
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Location Selection: 
Recruitment

Butler University
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Space 
Requirements
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Esports Space 
Layout



Gaming Station 
Arrangement

Driven by titles and gameplay
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Infrastructure 
Requirements: 
Power

Green Gaming: Energy Efficiency without Performance Compromise

• Limit the number of 
gaming PCs to 3-4 
stations per 20A 
circuit
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Infrastructure 
Requirements: 
Networking

• Latency of the connection is 
just as important as 
bandwidth
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Gaming PC 
Requirements
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Furniture



Lighting Considerations
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Flexibility is Critical
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Esports 
Aesthetics
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Benchmarking 
Esports Facilities
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Illinois Wesleyan University
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Illinois Wesleyan University
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University of California-Irvine
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University of California-Irvine



2020 ILAPPA Conference

The Ohio State
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The Ohio State
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The Ohio State
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University of Akron Arena
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University of Akron Open Gaming
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University of Akron Club Facility
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Full Sail University – “The Fortress”
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Full Sail University – “The Fortress”
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Esports at Illinois 
State 



2020 ILAPPA Conference

Expanding Esports – Campus Efforts



Vision for 
the 
Redbird 
Esports 
program

•Build a competitive varsity team that 
represents Redbird excellence

•Support the academic mission by 
connecting related academic 

programs and building skills for 
students' future careers

•Create an inclusive community that 
fosters engagement and embraces 

gaming

•Have fun! Build recreation and club 
level gaming activities that allow for 

all students to participate
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Experiential 
Learning 
Opportunities

• Broadcast/Production

• Marketing/Content Creation

• Event Management

• Technology and 
Digital Development

• Community management

• League Management

• Coaching

• Player Development
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Academic Integrations

Developing competent industry professionals

• General Arts

• Arts Technology

• Physiology, Neuroscience, 
and Behavior

• Business Administration

• Communication Studies

• Computer Science

• Health Promotion and 
Education

• Information Systems

• Management

• Marketing

• Mass Media

• Music

• Network and Telecommunications
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Redbird Esports 
Arena Draft Renders

• 2nd largest collegiate 
esports arena in the 
world

• Capacity for 100+ PC’s

• Dedicated community 
lounge with consoles

• Dedicated broadcast & 
production room
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Questions?
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