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What is e-Sports
E-Sports, like basketball, football, or any other athletic or academic team, is an activity that enables schools and
students to play video games competitively. With over 75 higher education institutions now offering e-Sports
scholarships, and over 500 colleges and universities forming teams, this movement is one of the fastest-growing
trends in education. That opens up many other options for getting your student into college without the worry of
how to pay for it!

Benefits of e-Sports in K-12

The e-Sports market is booming, and according to one report, more than 70% of schools are considering adopting an e-Sports
program. E-Sports is a growing trend in K-12 and here’s why we think you should take note.
A Path to College & Careers
Increasingly colleges are offering e-Sports scholarships. Not only that, but e-Sports programs expose students to technology and activities that lead
to promising and much-needed career opportunities.
Teambuilding
E-Sports offers students the opportunity to collaborate, strategize, problem solve, and work together towards a common goal.
Expansion opportunities
Schools can expand e-Sports programs to include non-gaming activities such as marketing, scheduling, broadcasting, and advertising.
Exposure to STEM
Because of the technology used in gaming, many e-Sports participants take an interest in STEM fields and pursue advanced computer sciences and
programming courses.
Innovation hubs
When combined with the right vision, the same technology used for e-Sports equates to a multi-functional innovative learning hub that can be used
for virtual vocational training, augmented reality, virtual reality, engineering, and more. The possibilities are endless, as are the opportunities for
scalability in the future. E-Sports is so much more than gaming. It leads to high-tech careers as well!

Benefits of e-Sports in Higher Education

As e-Sports grows in popularity, colleges and universities, such as South Carolina’s Clemson University, are now establishing
e-Sports programs, with many even offering scholarships! Here’s why you should take note!

Recruitment tool
E-Sports is wildly popular among college-aged students, and colleges and universities that offer e-Sports can use it as a
recruitment tool. Beyond that, e-sports is huge in the entertainment world, as many popular artists, such as Drake, own
e-sports teams.
Dedicated spaces for e-Sports teams
Many institutions are setting up e-Sports practice rooms and arenas, creating opportunities for technology integration.
Integration into campus life
A growing number of college and universities are installing gaming centers on campus, be it in dorms or in student
centers.
Workforce Development
E-Sports is about more than just the games, it’s about exposure. Participation in e-Sports leads to promising and much
needed career opportunities in such fields as software and web development, network engineering, IT, graphic design,
media, broadcasting, public relations, marketing, advertising, and more!

Getting Started
Steps to establishing an e-Sports program
• Gain school administration approval and find faculty sponsor/coach.
• Establish network policies and procedures as well as team culture.
• Decide on games and license options. This will determine the type of hardware needed.
• Obtain the proper hardware (gaming PCs, keyboards, mice, headsets, etc.).
• Determine whether to connect gaming PCs to ethernet or reliable wireless access.
• Select and design a location for the school’s e-Sports team.
• Determine if the program will be for fun or part of a greater league with tournaments.
• Involve e-Sports parents in the school’s athletic booster club and athletic activities.

Getting Started: Things to Consider
• Determine if there’s enough interest from the student body.
• Figure out how the program or facility will be funded.
• Decide what department will manage the program. For example, athletics, student life, the computer science
department, etc.
• Find a coach - ideally an educator in the computer science department, or an educator savvy in IT and/or
gaming.
• Determine what space will house the program. For example, will the school convert an existing space, build a
computer lab for live matches, use a common space for all students, etc.?
• Decide on gaming license options.
• Determine what leagues or associations the program will participate in.

Getting Started: Additional Considerations
• Schools should consider picking core gaming titles with longevity and others that are experimental based on
student interest.
• When purchasing e-Sports technologies, decision makers should use a criterion that gets the best value for
current games balanced with the greater demands of future games.
• As more colleges and universities offer scholarships for e-Sports, higher education institutions will need to
update spaces more frequently to keep up with gaming and e-Sports standards. Because of this, the device-asa-subscription (DaaS) model may be a good fit.

E-Sports Resources
High School E-Sports League
• Largest and longest-running competitive gaming organization, with over 1,500 high school members across
North America
• https://www.highschoolesportsleague.com
National Association of Collegiate e-Sports
• Non-profit membership organization for varsity collegiate e-Sports with over 130 member institutions.
• http://nacesports.org
North America Scholastic e-Sports Federation
• Organization committed to providing opportunities for all students to use eSports as a platform to acquire
• critical skills.
• http://www.esportsfed.org
NCSA (Next College Student Athlete)
• List of colleges and universities with e-Sports programs
• https://www.ncsasports.org/college-esports-scholarships/varsity-esports
PlayVS
• High School e-Sports league with several game titles, colleges offering scholarships, and a team-creation guide.
• https://www.playvs.com/

Why Vertic USA?
•

Field Services – Together with our vendor partners, Vertic USA can help with site surveys, configuration,
installation, and pre-sales/post-sales consultation

•

E-Sports Lab Design – Our vendor partners have teamed up with interior and office space design firms to design
optimal e-sports spaces from K-12 small classroom layouts to large university campus labs.

•

Financing – Through our partners, we can help fund e-sports solutions via several funding options: Device-as-aSubscription (DaaS), pay-on-pay, credit, and more. Whatever your budget, we can accommodate your needs.

•

Consultation – Request a consultation with our highly technical staff to learn more about e-Sports and how your
school or district can benefit from participation.

Learn More about us – https:/www.verticusa.com/about-us

Contact Us
•

IT Sales Team
• Sales: sales@verticusa.com
• Inquiries: info@verticusa.com
• Phone: 855-837-8421
• https://www.verticusa.com/quick-quote

