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Hi! Thanks for taking the opportunity to explore the new and exciting world of eSports! This pilot 
curriculum consists of a set of modules that cover a specific topic pertaining to esports. Each of 
these modules will have a written and video component to go along. The curriculum is 
structured so that you can choose the order in which you present modules after the 3 core intro 
modules, giving you and your club the freedom to go at your own pace. There are also 
recommended tracks, such as a track for clubs who are learning about esports for the very first 
time. Once finished with the core modules, there will be specialization modules covering 
advanced topics released over time, so look out for those as well. 
Be sure that each participant completes the survey via the link at the end of the 
curriculum. 

1) Esports is a form of sports primarily facilitated through electronic systems in which the
interactions between players and teams are enabled through human-computer
communication. eSports includes many video game genres as well as card games.

2 ) Studies have shown that esports provides many of the same benefits of other sports, minus 
the physical exertion. Those benefits include teamwork, communication, strategy, visual-
spatial skills, and sportsmanship. (Granic, Lobel & Engels, 2014)

3) University of Illinois Extension 4-H will follow the ESRB rating system (https://
www.esrb.org/) when selecting video to play with 4-H convened and hosted activities.

4) 4-H volunteers and staff leading e-sports clubs and events are required to follow ESRB
ratings in selecting video games that match the ages of the participating 4-H members. Under
no circumstances will video games with a Mature (M) rating be allowed during 4-H club
meetings or other 4-H hosted events.

5) In making decisions about what games their kids can play at home, parents may find value
in the following resources: Also in the appendix.

https://www.esrb.org/tools-for-parents/ (tips on parental controls and family discussion guide)     

https://www.commonsensemedia.org/game-reviews (game review site with details on presence 
of drinking, drugs and smoking, violence, sex, language, positive messages, positive role 
models and representations, consumerism and ease of play. )

6) eSport competitions can be a career and/or a pathway to college. See what the University of
Illinois at Urbana-Champaign Esports team is up to at: https://esports.illinois.edu/

https://www.esrb.org/
https://www.esrb.org/
https://www.esrb.org/tools-for-parents/
https://www.commonsensemedia.org/game-reviews
https://esports.illinois.edu/


We recommend following the progression below when using this 
material: 

1. Choose a recommended track or create your own module order
2. Watch instruction videos for each module to get a feel for how the

module should go
3. Either use the topic videos to run each module or do it yourself
4. Use specialization modules and/or team practices after all core modules

have been completed

Track 1: For clubs with youth who have never touched esports 
before. Recommended that club has a set of standardized computers  



Track 2: For clubs with youth that have 
already been exposed to eSports and play 
casually: 

Track 3: Accelerated Track for clubs 
who have esports players who want 
a team and deeper knowledge: 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

Solo/ Team 
GameSession 
1-2 h/wk 

FreeText
Disclaimer: While games such as Call of Duty have esports scenes, they are not appropriate for all audiences. As a facilitator, please prevent youth from playing games with a ESRB rating higher than T for teen, and only allow games that are age appropriate. For more information on ratings, please see the appendix. 



Intro Module 1 of 3 
eSports  
Time: Roughly 20 Min. 
Materials Needed: 

● Writing Utensils
● Notebooks

eSports has recently taken the world by storm. With videogame platforms including everything 
from PCs, traditional consoles, and even cell phones, videogaming has never been more popular 
than it is today. While you may know what eSports are, you may be surprised to know that very 
few people actually know what eSports are.  

In Module 1, you and/or your team will be tasked with examining the definition of eSports, and the 
differences between typical sports and eSports. Answer the following questions: 

1. Without looking it up, what is the definition of eSports? What games or type of games can
be classified under your definition? Write your response below:

Now, with your group, share each of your definitions. Try to be as specific as possible. 
Take a few minutes to discuss why you believe your definition is correct.  

2. Next, Break down the word “eSports”.

What does the “e” stand for?

What is the definition of Sports?  Feel free to use an online dictionary. 

3. Next, compare and contrast your definition to that found on online sources. Was your
definition close? What similarities and differences exist between traditional/physical sports
and eSports? After writing below, discuss as a group:
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4. Are there rules that govern eSports? Is there a national or international group/organization
that regulates eSports competition play? Find 3 and write what they do and where they
operate.

5. Now that you have a firm grasp on the definition, take some time to watch a few videos
about the field of eSports, and some of the popular games being played at tournaments.
After watching the video (linked below), answer the following questions, and discuss as a
group:

Esports is growing into a $1B industry (7:47): 
https://www.youtube.com/watch?v=e0hlP84HeMU 

Most Popular Esport Games By Prize Money (2000-2019) (3:23): 
https://www.youtube.com/watch?v=rU19OFZ0vz4  

1. What was the most surprising thing you learned from the videos?

2. After watching the videos, has your opinion changed on the field of eSports? If so,
how?

3. Did you recognize any games on the list of most popular games? Which ones?
Were you surprised?
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Reflect and Apply: 

Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 

1. What were three key takeaways that stuck with you from this module?
1.

2. 

3. 

2. How would you explain eSports to someone that has never heard of it?

3. Give two reasons why youth should advocate for eSports?

4. How do eSports relate to your everyday life?
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Intro Module 2 of 3 
Exercise and Sleep  
Time: Roughly 30-45 Min. 
Materials Needed: 

● An internet capable device
● Paper and writing utensils

• Preferably, planners and/or notebooks

Although the stereotype of a gamer is one who stays up all night grinding and staying sedentary 
in their chairs, maintaining proper schedules for exercise and sleep makes for a healthy and 
competitive mindset.  
In Module 2, you and/or your team will examine what makes for healthy exercise and sleep 
habits, and how to incorporate this information into your daily life. 

1. In small groups, research the kind of exercise and sleep you need per day to maintain a
healthy lifestyle. Useful information can be found in the links below:

a. How long should they exercise daily?

b. What kind of exercise do you need?

c. How much sleep do they need nightly?

d. Helpful Links:
i.  https://www.cdc.gov/physicalactivity/basics/adults/index.htm
ii.  https://www.heart.org/en/healthy-living/fitness/fitness-basics/aha-recs-for- 

 physical-activity-in-adults
iii.  https://www.health.harvard.edu/newsletter_article/how-much-exercise-do- 

 you-need
iv.  https://www.sleepfoundation.org/articles/how-much-sleep-do-we-really-ne

 ed
v. https://www.cdc.gov/sleep/about_sleep/how_much_sleep.html
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2. Now that you have researched the required amounts of sleep and exercise you need,
incorporate this knowledge into your daily life by making a sleep/exercise schedule for the
next 10 weeks.

• Your schedule should include workout times and proper sleep times. Start off with
small workout goals, and build upon them over time.

• If you are already participating in a sport/P.E., catalogue the activities you are
involved in instead of blocking out extra exercise time.

• You should include times blocked off for personal responsibilities and
extracurricular activities.

• Make sure that some time is blocked off for future game time outside of regular
meeting times (max 1-2 hours per day, but at least 1 hour blocks for a few times
during the week). Discuss with your team/club what times work best for
everyone. These game sessions can be scheduled as early as your second
meeting. You will have another opportunity to modify and finalize your gameplay
schedule with teammates of your specific game in a later module (Secondary 4
of 9)

3. Once your schedule is complete, try your best to follow it! At the end of each meeting,
you should devote some time to briefly check in with each of your team/club members to
hold each other accountable to your schedules.

It is incredibly important that you get the proper amounts of exercise and sleep to be healthy, 
better ensuring you stay competitive in eSports. Accountability is an important element to 
building a strong, trusting team. Be sure to congratulate those that keep up with their 
schedules and encourage those that may have trouble sticking to them. As a team, you can 
help support each other to success! 
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Reflect and Apply: 
 
Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 
 
1. What were three key takeaways that stuck with you from this module? 

1.  
 
 

2.  
 

 
3.  

 
 

2. Do you sleep and exercise more, or less than what is recommended? 
 
 
 
 
 
 
 
 

3. What will be the most challenging part of sticking to your schedule? How might you    
prevent/overcome this?  

 
 
 
 
 
 
 

4. Are there other commitments or events in your life that you would benefit from making a 
schedule for? Do you already keep a schedule? 
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Intro Module 3 of 3 
Ethical Behavior 
Time: Roughly 30-45 Min. 
Materials Needed: 

● An internet capable device
● Paper and writing utensils

Preferably, planners and/or notebooks 

eSpots competitors come from all age groups and walks of life. It is not uncommon to find 
yourself playing with and/or against players that have no problem voicing their opinions and 
criticisms during a match. This can be extremely toxic and affect your gameplay. This module 
focuses on ethical behavior and applying this to a team or club. 

1. Individually, search the internet and find an example of toxic behavior in video
games (i.e. “Gamer Rage” videos).  Answer then discuss the following questions
as a group:

1. Why does toxic behavior exist?

2. Does this happen often?

3. Has anyone ever acted this way towards you while gaming? How did it make you
feel? What did you do when it happened?

Now that you have seen how toxic behaviors can negatively affect eSports, you and your 
team/club will create a “Code of Conduct”. Answer the following questions and discuss as a group: 

1. Do you know of any athletic teams have their own “Code of Conduct” that states how
players should act? Find an example of one online, and note your key takeaways.

2. Why is it important to combat the negative stigmas that follow gamers, especially due to
negative behaviors like racist or sexist comments that crop up in online games.

7
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Toxic behavior may also include failing to separate the virtual world from the real world. A video game is just a game, and bringing the real world issues into the virtual and vice versa can be both unhelpful and toxic. Don't forget that playing a game is supposed to be fun!



3. What popular games have their own reporting/suspension systems for toxic players? List
three.

1. 

2. 

3. 

4. Compile a list of 5-10 suggestions on behavioral expectations for yourself and the
group to follow while online and in meetings.

• 

• 

• 

• 

• 

• 

• 

• 

• 

• 

5. What should some potential consequences for breaking the rules be?

6. Compile the suggestions of the group into one list and post it/hang it up in a visible
area near your gaming space.

As any competitive activity, losing can be frustrating. To be mentally healthy and positive 
members of the community, Youth should adhere to a code of conduct. While playing both solo as 
well as with your team, be sure to keep your Code in mind, and remember them that you and your 
team came up the list yourselves. 
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As a final consideration, be sure to emphasize that much like other forms of media, many of the activities and language in a game are not to be tried in real life, and that the virtual world is not the same as the real world. "Don't try this at home" applies to many things, and things such as violence in video games should never be emulated.



Reflect and Apply: 

Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 

1. What were three key takeaways that stuck with you from this module?
1. 

2. 

3. 

2. What motivates people to “rage” during eSports? How is it different than in physical sports?

3. What steps can you take to prevent yourself from “raging” while gaming?

4. How can your steps form question 3 help you outside of eSports?

9



Blank 
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                        These types of games employ a "last person standing" win condition. 
Most tend to be Third-Person or First-Person Shooters that require players to find 
resources and tools such as weapons to outlast opponents 

FPS (First Person Shooter) – These games are played from the first-person perspective
and typically involve shooting and operating various weapons to eliminate opposing
players. These can be played in single player campaigns or multiplayer online battles.
Game:

eSports allows people to play a large variety of games online with people from around the world. 
As time goes on, more and more kinds of games emerge new genres of games are created. This 
module focuses on elaborating on what kinds of games exist, and is a way to gauge the interest 
of your club in certain games and game types. 

Using the provided definitions, search online and find a game that interest you for each of the 
listed genres. Be sure to search both video and written sources. Then, find one game from a 
genre not listed here and write it below. Compare your list with your team/club members when 
complete and note what games and genres your team is most interested in. 

RTS (Real Time Strategy) - In this type of game, players are tasked with creating a base 
of some sort, creating an army, and eliminating the other player’s base to achieve victory. 
Game: 

Battle Royale -   

RPG (Role Playing Game) - Players choose a character to play through the entire game. 
Typically players must go through some sort of quest through an immersive world. 
Game: 

MMORPG (Massively Multiplayer Online Role Playing Game) - Similar to other RPGs, 
this type of game allows players to interact online with other players. 
Game: 

MOBA (Multiplayer Online Battle Arena) - This type of game typically involves two 
teams with characters that have a variety of different skills. As players level up in the 
game, their characters gain more skills and abilities, while becoming more powerful. 
Game: 

Additional Genre: 
Game: 
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More genres and definitions, as well as game examples with their ratings can be found in the 
appendix. Please prevent youth from selecting games that are age-inappropriate.

defeat

● An internet capable device
● Paper and writing utensils

Secondary Module 1 of 9 
Genres and Choosing a Game 
Time: Roughly 20-45 Min. 
Materials Needed: 



Reflect and Apply: 

Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 

1. What were three key takeaways that stuck with you from this module?
1. 

4. 

5. 

2. What genres or games are you the least interested in playing?

3. What games and genres are your team the most interested in playing?

4. Have you ever played any of the games listed in question 3? If not, what do you think you
can do to familiarize yourself with these games?
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Secondary Module 2 of 9 
Machine Specifications 
Time: Roughly 20-45 Min. 
Materials Needed: 

● An internet capable device

A computer is a collection of parts that work in tandem to run a program and show it onto a 
screen. There are several types of parts, however the basic parts are used in most gaming 
machines including both PCs and consoles (Xbox®, Playstation® Switch®, etc.). Many programs, 
especially games, require certain parts to function optimally. In this module you will explore and 
machines used to play video games and what is necessary for games to run smoothly. 

1. Watch the following video about the differences between PC and Console gaming. After
watching the video (linked below), search the web to define each of the terms/components
listed below, and answer each of the questions. When done, discuss how each of these
parts works together to deliver smooth gameplay. Feel free to search video content to
better understand how each of these components works.

What Is A Gaming PC? - PC Gaming Explained. (7:22):
https://www.youtube.com/watch?v=yh4F6iEqz74

1. Graphics Card:

2. Processor:

3. Framerate:

4. What is a good framerate?

5. Resolution

6. What is a good framerate?

7. Latency

8. Mother Board

9. CPU

10. RAM

11. SSD

12. Monitor

Useful link: https://techterms.com/definition/system_requirements 13

https://www.youtube.com/watch?v=yh4F6iEqz74
https://techterms.com/definition/system_requirements


2. List the major differences and similarities between PC and Console gaming. Are the
games your team/club interested in playing on PC, Console, or Both? Do you and/or your
club have the appropriate machine(s) to play your game?

3. As a group, lookup the minimum specifications for the three top games your team plans on
playing and list them below. Additionally, look up the specs. of your own machine. At a
minimum, note the following:

• Operating system
• Minimum CPU or processor speed – Listed in GHz and generation number

GHz is gigahertz, which is a measure of processing speed
• Minimum GPU or video memory
• Model number and VRAM MB- MB is megabyte, or storage capability
• Minimum system memory (RAM)

Game: 

Minimum specifications: 

Game: 

Minimum specifications: 

Game: 

Minimum specifications: 

My Machine/Platform: 

Specifications: 
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In general, larger numbers mean better performance. With the CPU, if the generation and model 
number is higher, then it matters less of a difference what the GHz difference means, i.e. an i3 
3rd gen might have a 3.3 GHz processor, but it will not perform as fast as an i7 7th gen, which 
touts a 2.8 GHz speed. 
 
Similarly, newer generations of GPUs will generally perform better than older ones. 
Some games, like Chess run on basically every platform, and can be played on the 
competitive level as long as you have an internet connection. Speedrunning is a special 
competition in which an internet connection is not necessarily required. 

 
The internal parts of the computer affect the performance of programs, especially video games. 
You need to have the same or higher potential performance on your computer’s parts to be able 
to run certain programs optimally. Software for consoles are generally optimized for the 
hardware, so there’s less of a problem there. 
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Reflect and Apply: 

Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 

1. What were three key takeaways that stuck with you from this module?
1. 

2. 

3. 

2. Do you prefer PC or Console gaming? Explain your answer.

3. How do you think the differences between console gaming and PC gaming affect eSports
gameplay? Competitions?

4. What are some platforms that people use to play or access eSports online? What about to
communicate (e.g. Discord, etc.)
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Secondary Module 3 of 9 
Team Building 
Time: Roughly 40-60+ Min. 
 
 
 
Many games allow for, or are completely based on, small teams working together to win. 
Assuming each individual player has roughly the same skill level, a randomly generated team is 
going to do worse than a team who can communicate and work together well. Even if the game 
is meant to be played solo, being able to communicate with peers in order to come up with new 
strategies or counters, or even just to practice with is a skill that helps immensely on the path to 
be competitive in esports. 
 
This module is meant to foster teamwork and improve communication between your fellow 
team/club members, which is a must in many multiplayer team based games. You may choose 
any set of teamwork based activities, of which a few are listed below. If team/club size permits, 
try to mix and match groups every 10 minutes to ensure that everyone has had a chance to 
together. If none of the activities listed work for you, you may come up with your own, or play 
board/card games such as Clue, Codenames, or Mafia, so long as there is a team and 
communication based modifications done to each. Most of the suggestions are to be done in a 
physical setting, but there are some that can be done in a virtual meeting environment. 

 
 

Activity 1 
Turn the Tarp Over (Physical) 
Materials Needed: 
● A large bedsheet or tarp 

 
Place a large sheet on the floor. Have everyone stand on the sheet, then have them 
attempt to turn the sheet over without stepping off. The only rules: no one may step off the 
sheet, and no carrying other people. 

 
Activity 2 
Artic Survival (Physical or Virtual) 
Materials Needed: 
● Whatever is necessary in building a set sculpture, a semi viable 

shelter or scale model of one, or a deck of cards 
 

Break your team/club into groups of four or five. Each group acts as though they are 
stranded in the Arctic. Each group must elect a leader and erect a shelter or small 
sculpture in order to survive. The catch is, the leader is suffering from frostbite and cannot 
physically help in building the shelter. Additionally, the other team members are suffering 
from snow blindness and must be blindfolded. The leader must describe how to build the 
shelter and the team must do so without being able to see. You may modify this activity 
from “erecting a shelter” to something as simple as making a small sculpture or sorting a  
set of cards. 
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Activity 3 
Electric Fence (Physical) 
Materials Needed: 
● A length of string or rope 
● Two chairs or stable objects the string can be tied across 

 
In this activity, you will create an “electric” fence. Teams must cross over without 
touching it. The fence can be created by tying a rope or shoe string to two chairs or other 
objects, as long as it is elevated to about waist-height. Members cannot go under the 
fence and must be touching another member of the group with at least one hand at all 
times. This activity will motivate you to brainstorm ideas, problem solve and put your 
proposed plans into action. 

 
Activity 2 
Tied Together (Physical) 
Materials Needed: 
● Whatever materials are needed for the activity you’ve chosen 

 
For this activity, divide your team/club into teams of 2 to 4. Form into circles facing each 
other and use rope or shoe strings to tie your hands together. Then, have your coach/club 
leader give you a task that you must complete together with your hands tied. A few 
examples of tasks that you can try to complete are: 

• Make a sandwich.  
• Tie a ribbon. 
• Navigate through an obstacle course.  
• Complete a jigsaw puzzle. 

Because everyone’s hands are tied, it will require the effort of each person to complete the 
task. The constraints can increase their creativity and push them to think outside-of-the-
box. 

 
 

Being able to work as a team is important, especially since lots of esports competitions 
require teams. In particular, communication methods, group roles, and the overall 
congeniality of the group affect performance. Even in solo competition games, teamwork 
can still be a driving force for improvement. At the end of your session answer and 
discuss the Reflect and Apply questions as a group. 
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Reflect and Apply: 

Now that you have completed the module, take some time to answer the following questions. 
When you are done, discuss your answers with the group. 

1. What were three key takeaways that stuck with you from this module?
1.

2. 

3. 

2. How well did your group cope with this challenge?

3. What creative solutions were suggested and how were they received?

4. What skills did it take to be successful as a group?

5. What would somebody else have seen as the strengths and weaknesses of the group?

6. What roles did each person play? Were there any roles assigned?

7. How well did the group communicate?

8. What did you learn about yourself through this activity?
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Secondary Module 4 of 9 
Team Creation 
Time: Roughly 40-60+ Min. 
Materials Needed: 

● Activity Logs/Schedules
● An internet capable device

*Recommended for clubs/teams who have begun playing games.

This module is geared towards linking you and your teammates/club members to your 
game of choice. This is your chance to create teams for your respective games in this 
peer group. Try to intermix skill levels because as a team you can develop into better, 
more versatile players, especially if you can assist with another, lower-skilled player’s 
growth. If you play solo based games, remember that being able to share strategies 
and practice with known players is a method for getting better. 

1. Sort your team by the game you each wish to play. Form tentative teams or partnerships
for your respective games. For example, teams of 5 or duos for League of Legends,
Teams of 6 or smaller for Overwatch, Duos for Fortnite, small practice groups for solo
games like chess or Hearthstone, etc. If there are imbalances, have a member be an
alternate as well as a coach or observer and have each member swap through roles as
needed

2. With your team, answer the following questions

a. What role or playstyle does you prefer?

b. How experienced are you in the game you selected? How experienced are you
in your desired role or playstyle?

c. Would you be willing to try new roles or strategies? If so, are there any members
in the team/group that can help guide you?

d. Does everyone’s schedule line up? Can you make it line up as much as
possible?

e. What’s the best way for each member to communicate? Discord, Zoom, Skype,
In game chat, etc.

3. Once done, exchange your contact information with the group so that you can get
together and play before the next meeting. (Discord handles, friend each other in
game, etc.)
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Between now and the next meeting devote at least one day in your schedules before 
the next meeting to hold a team practice session of 1-2 hours. If possible, repeat the 
process with the second or third game preference and repeat the process. This way 
each member has the chance to form new teams with new games. 

If your team/group is focused on a game meant for solo players, have the 
group members spectate each member's performance as you play. If your 
group contain alternates, be sure to remember that every member should 
participate actively in the game. 

After your first session, answer the following Reflect and Apply Questions as 
a team, and bring them to your next meeting to discuss as a group: 

1. Did the team work well together? If no, why not?

2. Were there any difficulties in getting together to play?

3. Were there any difficulties in communication between members?

4. What was the overall highlight of the session? (best play, best strategy, etc.)

5. How could each member work better in the team?

6. What are ways that the team could do better? (Are there better
strategies, team compositions, extra communication methods or practice
times, etc.)

7. Did each member of the team adhere to the Code of Conduct created?

8. Did the team have fun?
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After the session, privately write your responses to the following Reflect and Apply 
questions and bring them to the next meeting. 

1. Did the team work well together? If no, why not?

2. Were there any problems between you and the other team members?

3. What was your favorite moment of the session? (best play, best strategy, tensest
moment, Best show of teamwork, etc.)

4. How could you work better in the team?

5. What are ways that the team could do better? (Are there better strategies, team
compositions, extra communication methods or practice times, etc)

6. Did you have fun?
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Secondary Module 5 of 9 
Trying Out The Games 
Time: 50 Min. 
Materials Needed: 

● Game-capable Computers/ Console
● Paper + writing Utensils

This Module is solely for you and your team to play the games that they’ve chosen in front 
of/with the rest of your group. If you have a small group, vote on which game you will play, and 
rotate between games. Spend the next 50 minutes playing and competing against one another 
across each of your chosen games. For new players to the game, run through the tutorial, and if 
playing a solo competitive game, strategize as a team while one person controls. Warning: some 
games may take longer than the allotted 50 minutes. 

This module is specifically meant to allow you to play your game for the first time in a club 
 meeting, rather than on their own as a team. 

At the end of your session, answer and discuss the Reflect and Apply questions below. Before 
your next game session with your team or meeting as a group, find and share with your group 
members at least one video discussing strategy for your particular game:  

1. Did the group work well together? If no, why not?

2. Were there any problems between you and the other group members?

3. What was your favorite moment of the session? (best play, best strategy, tensest
moment, Best show of teamwork, etc.)

4. What were your favorite parts of the game?

5. Did you have fun?

6. Do you think you would want to play this competitively?
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Secondary Module 6 of 9 
Online Communication Methods 
Time: Roughly 20-50 Min. 
Materials Needed: 

● An internet capable device
● Paper + writing Utensils

Given the often remote or virtual nature of eSports, it is possible, and often necessary to be able 
to communicate with teammates within the game to optimize your chances for a win. There are 
many ways that gamers communicate in game. This module will give you a brief introduction to 
the communication methods used by esports teams. Answer the following questions with your 
team and compare your responses with the entire group when you are done.  

1. What equipment or software do you need to coordinate as a team in-game? (e.g.
microphone, headset, voice call program)

2. If you’re playing a team game, what sorts of communication do you need
to work as a team? If you’re playing a solo game, what sorts of
communication do you need to collaborate with peers?”

a. Voice chat?

b. Text chat?

c. Communication pings? (in-game notifications to draw attention to an area,
objective, or object)

3. Does your game have native in-game communication methods?

a. Voice chat?

b. Text chat?

c. Communication pings?
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4. Do an online search to find out information on the services below. Write the
capabilities, pros and cons of each and discuss with the group. Then, with your
team, select a service you will use based on your specific game. Feel free to
search online videos and content to better inform your decision. If you do not have
login credentials for that service, set up an account and share your username with
your team and the group as a whole.

a. Discord:

b. Skype:

c. Teamspeak:

d. Zoom:

5. How will your team communicate in-game? Is there a service involved?

6. Why did your team choose this method? What are potential pros and cons of your
decision?

7. How will you be able to gauge whether or not your chosen communication method is a fit
for you and your team?
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Secondary Module 7 of 9 
Goal Setting 
Time: Roughly 50 Min. 
Materials Needed: 

● Paper + writing Utensils
● Internet Capable Devices
● Activity Logs/Schedules

As an eSports team you will always need to find ways to improve to defeat your competition. 
The best way for humans to improve on performance is to deliberately set and monitor goals. 
This is no different for esports players, everyone needs a goal to strive for, whether it’s high 
ranks or consistent win rates. 

1. As a group, watch the following videos related to SMART goals and goal setting, and answer
the questions below:

TED Talk- John Doerr, The Secret to Success (11:42): 
https://www.mindtools.com/pages/article/smart-goals.htm 

What is a SMART goal? (2:52): 
https://www.mindtools.com/pages/article/smart-goals.htm 

1. What does the Acronym S.M.A.R.T. stand for?

2. Have you ever set and /or achieved a SMART goal? If so, what was it?

2. Come up with one or two SMART goals you want to achieve related to your eSports play.
For example, “I want to have X consistent score in my average game within a month”, or, “I
want to increase my win-loss ratio by X by next week.”

3. As a team, define 3 SMART goals for everyone to achieve such as the team reaches a
certain level/rank, or each member of the group meets a certain goal or milestone by a
specific date.
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Secondary Module 8 of 9 
Gaming Careers 
Time: Roughly 30-45 Min. 
Materials Needed: 

● Paper + writing Utensils
● Internet Capable Devices

Did you know that there are many different careers in eSports that do not require you 
to be a gamer? While some are more involved with actual hands on gameplay than 
others, each role is essential to supporting the quickly growing field of eSports. In this 
module, you will explore the many careers within eSports, and gaming in general.  

1. Using online search tools, write down 5-10 jobs that you think relate to the field of eSports.
Next pick three that you think you would be interested in, and answer the following
questions for each.

Title of the Career? 

1. 

2. 

3. 

Job Description? 

1. 

2. 

3. 

What’s the average pay for this job? 

1. 

2. 

3. 

What do you like the most about this job? 

1. 

2. 

3. 
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What do you dislike about the job? 

1. 

2. 

3. 

What type of education is required? 

1. 

2. 

3. 

Where can you get this education? 

1. 

2. 

3. 

What is the job outlook like? 

1. 

2. 

3. 

Why is this job related to eSports? 

1. 

2. 

3. 

Is there an analogous job in physical sports? 

1. 

2. 

3. 

2. Share your top profession with your team or your group when complete.
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Secondary Module 9 of 9 
Gaming for the Community 
Time: Roughly 50 Min. 
Materials Needed: 

● Paper + writing Utensils
● Internet Capable Devices

Advocating for different initiatives and positions not only can crucially aid your community, but it 
can also provide you an amazing opportunity to develop your leadership skills. In this module you 
and your team will devise ways to use your eSports to benefit your community. While the field is 
relatively new, there are still several ways that eSports can be used as a force of change. 

1. Within your team, discuss and write down 10-15 ways eSports can benefit your in
life, or society in general.

2. Spend 10 minutes searching for examples of how eSports has been used to benefit an
individual or a community. Give an example.

3. Discuss your answers to questions 1 and 2 as a group. Are the suggestions realistic, or
doable? As a group, select one of the suggestions, and propose how you and your
team/group would make it happen. Develop a tentative plan that you and your group
could potentially put into action in the future. What will you need to get the ball rolling on
your idea? Will it cost money? What resources do you currently have access to that could
help enable your work? Be as specific as possible.
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Thanks for completing the eSports Pilot Curriculum! Please use the following link to complete a 
short survey: www.go.illinois.edu/esportseval   
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Appendix
Game Ratings: The ESRB is a a rating board that rate games based on content. For 
every game that is playable in the US, there is an associated ESRB rating.

Games chosen and played should be no higher than T for teen, and games in the 
culminating esports tournament will reflect this. Most free esports games will also 
go no higher than T for teen, and many Mature games require purchase.

Game Rating Examples:
Fortnite - T for Teen
Call of Duty - M for Mature
Halo - M for Mature
League of Legends - T for Teen
Super Smash Brothers Ultimate- E10+  for Everyone 10+ 
Chess - E for Everyone
Rocket League - E for Everyone

For more information or tools, visit these sites: 
https://www.esrb.org/tools-for-parents/

https://www.commonsensemedia.org/game-reviews 

https://www.esrb.org/tools-for-parents/
https://www.commonsensemedia.org/game-reviews
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Appendix
Game Genres and Rating examples:(not a comprehensive list)

RTS (Real Time Strategy) - In this type of game, players are tasked with creating a base 
of some sort, creating an army, and eliminating the other player’s base to achieve victory. 
Example:  StarCraft 2 -Rated T for Teen - usually 1v1 esports

RPG (Role Playing Game) - Players choose a character to play through the entire game. 
Typically players must go through some sort of quest through an immersive world. 

Game: Legend of Zelda: Breath of the Wild -Rated E10+ - usually speedrunning esports

MMORPG (Massively Multiplayer Online Role Playing Game) - Similar to other RPGs, 
this type of game allows players to interact online with other players. 
Game: World Of Warcraft -Rated T for Teen- Esports would revolve around pvp arenas, 
but does not currently have a large scene, if any

MOBA (Multiplayer Online Battle Arena) - This type of game typically involves two 
teams with characters that have a variety of different skills. As players level up in the 
game, their characters gain more skills and abilities, while becoming more powerful. 
Game: League of Legends -Rated T for Teen- Team competition esports

FPS (First Person Shooter) – These games are played from the first-person perspective 
and typically involve shooting and operating various weapons to defeat opposing players. 
These can be played in single player campaigns or multiplayer online battles. Game: 
Overwatch - Rated T for Teen- Team competition esports

Any Call of Duty is rated M for Mature and is therefore not encouraged

RPG (Role Playing Game) - Players choose a character to play through the entire game. 
Typically players must go through some sort of quest through an immersive world. 

Game: Legend of Zelda: Breath of the Wild -Rated E10+ - usually speedrunning esports

MMORPG (Massively Multiplayer Online Role Playing Game) - Similar to other RPGs, 
this type of game allows players to interact online with other players. 
Game: World Of Warcraft -Rated T for Teen- Esports would revolve around pvp arenas, 
but does not currently have a large scene, if any

MOBA (Multiplayer Online Battle Arena) - This type of game typically involves two 
teams with characters that have a variety of different skills. As players level up in the 
game, their characters gain more skills and abilities, while becoming more powerful. 
Game: League of Legends -Rated T for Teen- Team competition esports

FPS (First Person Shooter) – These games are played from the first-person perspective 
and typically involve shooting and operating various weapons to defeat opposing players. 
These can be played in single player campaigns or multiplayer online battles. Game: 
Overwatch - Rated T for Teen- Team competition esports

Any Call of Duty is rated M for Mature and is therefore not encouraged

Battl        e Royale-
Most tend to be Third-Person or First-Person Shooters that require players to find 
resources and tools such as weapons to outlast opponents 

Game: Fortnite Battle Royale - Rated T for Teen- solo or team competition for "last team/
player standing"

Tetris 99 -Rated E for everyone- solo competition for last player standing

DCCG (Digital Collectible Card Game) - This type of game emulates physical card 
games like MTG or YuGiOh, though typically it is easier to obtain cards. Players make 
custom decks to duel other players.
Example:  Hearthstonje -Rated T for Teen - usually 1v1 esports
MTG: Arena- Rated T for Teen - usually 1v1 esports

Fighting Game - In this type of game, players play characters with usually fantastical 
movesets to attempt to knock each other off a stage or reduce hp to zero.
Example:  Super Smash Bros Ultimate - Rated E10+- up to 8 Player esports
Street Fighter 5 - Rated T for Teen - Rated T for Teen- 1v1 matches
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Common Keywords:
Here are some Keywords the youth should know about their systems and games 
Crossplay - also known as cross platform play or cross-play, is the capability for player to play 
with each other simultaneously while on different hardware platforms, i.e Xbox with PS4 or PC 
and vice versa. 

Cross-save - the capability for progress to be saved remotely to a server, so players can 
continue on a different hardware platform. For example, a player could play a game on Xbox, 
and their character data would be available for them to play with on PC later 

FPS - also known as “Frames per Second” or the framerate, is the mainstream measure for 
graphical consistency. This number is the rate at which consecutive images are displayed. In 
most cases, a higher FPS is desirable, and this number will generally fluctuate based on 
graphical settings and how hard the platform is working. Major decreases in FPS can result in 
lower performance, as many games can only take inputs on certain frames, or time things 
based on frames. 

Resolution - width and height dimension of an electronic display, such as a computer monitor 
or TV, in pixels. The resolution is generally used as a measure of how good a PC can display 
games, as more pixels means more details. Also a measure of aspect ratio. 

Hard Drive - the main storage device of their systems. Although “hard drive” is the general term 
for storage,there are two types of storage, hard disk and solid state. Solid state tends to be far 
better for games, as games will load and save faster, but are more expensive. Hard Disk drives 
are readily accessible and cheap, and tend to come with far more storage, but are generally 
slower. 

Ping - a measure of the round trip time for communication between the origin computer to the 
destination computer. The higher the ping, the more time it takes for a multiplayer game to 
update, which results in a phenomenon called “lag”. Lower ping is desirable, and can be done 
through better internet connections, better hardware, and in some cases, proximity to the actual 
game servers. 

Latency - the time delay for communication between origin computer and destination 
computer. See Ping. 
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