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Before we begin, let’s take a poll

What is the correct spelling?
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Poll Response

The =
sl!qul:ptINl!gecsut® We are talking about electronic sports, or eSports, or e-sports, or Esports.
Esports, or esports, or e-sports, or eSports: According to the Online Gamers Association (OGA), the first recorded
Words Matter for More Reasons than You Think instance of the term was “eSports” in a 1999 press release.

alters! AP STYLEBDOK

nter Mare ()

2017 American Copy Editors Society Convention in St.

Petersburg, Fla. The AP indicated for the AP Style Guide,
the correct spelling is “esports” due to “industry trends
and general usage” and capitalized as “Esports” if used at
the beginning of a sentence.

Source: shorturlat/gtH58



https://www.eurogamer.net/articles/oga
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What is Esports?

Esports Definition

Esports, electronics sports, competition gaming,
professional gaming, or any variation of those words is a

form of competition with the medium being video games.

Individuals use computers, or specific video game
consoles (PS5, Xbox, Nintendo, etc.) to play various video
game titles against each other.

Genres (Game Types)

. First Person Shooter (FPS)

. Fighting / Online Sports

. Real-Time Strategy (RTS)

. Multiplayer Online Battle Arena (MOBA)

. Collectible Card Game
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Future of Esports
INSIDER

INTELLIGENCE

Esports Ecosystem in 2022: Key industry
companies, viewership growth trends, and market
revenue stats

Source: https://www.insiderintelligence.com/insights/esports-ecosystem-
market-report/

US Esports Viewers, 2019-2023

millions, % change, and % of gaming video content
(GVC) viewers

3.4

2019 2020 2021 2022 2023
B Esporis viewers [l 3¢ change B % of gaming video content (GVC) viewers

Note: infernet users of amny age who wialch organized gaming compeatitions among
professiona! players and feams {e.q., Evaoiution Chaompianship Series, League of Legends
Championship Series, and Overwaitch League) hosted on digital video plotforms af least
once per month, read as "21.1 million esports viewers is £2.0% of gaming video content

laiars” cSUDN
Source: elMarketer, Feb 2027 5p )ts
2ETHHE eMarketer | Insidarintelligence
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The Economics

Forbes

How Esports Are Fueling The Data Economy

Source: https://www.forbes.com/sites/ibm/2020/01/08/how-esports-are-
fueling-the-data-economy/?sh=5048398e35e1

Television networks broadcast the competitions. In the US more
developing sitcoms are based on the sport. The combined online

audience of esports, according to Goldman Sachs, is larger than
HBO, Netflix and ESPN combined.

474
Million

2021
240 million occasional viewers
234 million esports enthusiast

S
NBC
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The Market

statista %a

Esports market revenue worldwide from 2019 to 2024

1617.7

2021
1.08

Billion U.S. dollars

Source: https://www.statista.com/statistics/490522/global-esports-market-revenue/

2019 2020 2021 2024*
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- CSUDH President Parham
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OUR HISTORY

Brief Overview

2020
CSUDH X LAEDC X Esports

RIOT Games Mentorship

Club Grows over
100 Students

10
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%= Esports career pathways & G NASEF

NORTH AMERICA SCHOLASTIC
—~ ESPORTS FEDERATION ..

TRANSFERABLE SKILLS DEVELOPED THROUGH PARTICIPATION IN ESPORTS:

Teamwork + Leadership « Communication « Strategic thinking + Problem solving + Decision making
Analytical skills « Cyber skills « Ability to multi-task « Dexterity « Improving processing ability and reaction times

O O

CAREERS IN TECH /
ROLES IN ESPORTS DIGITAL / STEM INDUSTRIES
Professional Player

Cyber Security

General Strategists

ACADEMIC LINKS Players

Coach Computer Science Software Development : Content
Shoutcaster / Host _]CT Big Data &Analytics Organlzers ﬁ Creators
Analyst Sciences Cloud Solutions
Journalist Technob_gy Network Engineering Games
Observer Engineering Mobile Technologies
- Admin (referee) Mathematics Digital Engineering
A B roadcast / Production C n?aﬁve Medi_a Artif cial Intelligence
f’;- Community / Social Media Manager Business StUd'?S UL/ UX Design Entre-
Team / Player Management & Operations Entrepreneurship Network Management preneurs
Streamer / Infuencer Games Development Virtual Reality

Video Editor / P hotographer Sport Software Engineering

GENERAL ROLES
Marketing « Sales « Advertsing « PR « Branding « Merchandising « Media
Event management « Social media + Design + Business development

11
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What the Research is Telling us

CSUDH WorkforceInt

gration Program
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Case Study

ViewSonic' | Case Study

Yy | .« \ ¥  esports.csudh.edu
_ g W s Academics/Resources
‘u, 7 Case Stuc

CSUDH Esporté""hssociation Grows with ViewSonic
Gaming Monitors and a Vision of Student Success

| couldn’t be happier with the ViewSonic team, they are terrific
to work with Their vision parallels ours. In addition to their

generous product and apparel support, ViewSonic is working
with us to develop an internship pipeline for CSUDH students,

which will allow themn to begin to transfer the skills they're
learning in esports to the workplace.”

— Rubkean Caputo, CSUDH Esports Academic Advisor

13
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Esports is a student
success strategy

Academics and Research

ESPORTS DESCRIPTION ESPORTS CONCEPT

Use Esports ta h

schaems los

Universal Design

Language Learme

Struggiing S sch
— with e-Sps

existing conte

ESPORTS FOUR MODULES

The eSpaorts Pr

m i four modules that can be

Gne course ar
Module 1

Interdisc

courses
evolution of eSports

emic and Lear

developm
Module 2
9 s and prox

CSUDH ESPORTS DOMAIN

the role of eSp

5 and g

@) ACADEMICS & RESEARCH

Introduction to Esports
Extended Education

FONTACT INENDAATION

14

TITLE :
GRAPHIC DESIGNER

MAJOR :

CSUDH Esports Internship Program

JL (s “Hut e | HIYP.5<
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Esports is a student
success strategy

@ Community Engagement

Collaboration wi;h Scholars Collective
Learning Center

15

"United and Together

Celebrating Qur Successes"

CSUDH Esports X CUEL
Peer-to-Peer Mentorship Program
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Esports is a student
success strategy

v Competition

e Bl il |

CSUDH Esports 3x/National Champions
National Esports Collegiate Conference
(NECCQ)

N — A

16

Earned 7%t Collegiate Campus to earn multiple

titlesin1year
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Esports is a student
success strategy

e Entertainment

Won LANFEST Battle for Charity Event
Professional Development Day to learn from the
industry professionals

7
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FOLLOW OUR SOCIALS

JERSEY UNVE

3.24.22 | 9:30AM

20707 S AVALON BLVD, CARSON, CA 90746 ~1LEVEL
FUNDRAISER T'SUPPORT UP
CALIFORNIA UMIVERSITY DOMINGUEZ HILLS L —
ESPORTS INCUBATOR LAB PRESENT THIS DURING THE APPAREL PARTNER

TIME OF THE UNVEILING TO ENTER INTO A RAFFLE
9:30AM - 10:30AM
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Ruben Caputo

Information Technol Consultant at
California State University Dominguez Hills &
Esports Academic Advisor and GM

THANK YOU

TECH BYTES
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