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150 Years ago…
Cars
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Phones
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Computers
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College/University 
Enrollment

• Competition from online programs

• Tuition costs increasing

• Micro credentialing

• Struggle to retain instructors

• Students looking for culture

educationdata.org



What can be done to 
acquire and retain students? 
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What is esports

2023

Not



What is esports?
(Short for electronic sports)

2023

Endurance
Self Esteem

Problem Solving
Objectives

Relationships
Teamwork

Stamina



Professional Esports
● Competition +Gaming

○ Most commonly, esports take the form 
of organized multiplayer online video 
game competitions.

● Massive and rapidly growing industry
● Live broadcast w/ commentary
● Awards + Prize money to competitors
● Rivals' traditional American sports, especially 

in viewership 



2023

• There were close to 3.0 billion players across the globe in 2021. This is up +5.3% year on year from 2020

• Globally, the market will grow with a compound annual growth rate since 2019 of +8.7% to reach $218.7 
billion in 2024, passing the coveted $200-billion threshold in 2023.

• Esports has the 2nd highest viewership in the world (NFL is 1st)

• The top 100 public game companies produced a combined revenue of $166.3 billion in 2020.

• The lines between esports and traditional sports will continue to blur

• Metaverse anticipation will drive both investment and VR sales

Esports market analysis data courtesy New Zoo



2023                                                    Link

In November 2018, the World 
Championship finals of League of 

Legends, also a MOBA, drew in 100 
million unique viewers online. By 

comparison, that year's Super Bowl 
had about 98 million viewers. 

In 2022, Statista reported the global 
esports market was valued at just 

over $1.38 billion, projected to grow 
to as much as $1.87 billion in 2025

https://www.govtech.com/education/higher-ed/how-ohio-schools-and-businesses-are-capitalizing-on-esports?utm_campaign=Newsletter%20-%20CDE%20-%20Higher%20Ed&utm_medium=email&_hsmi=245058643&_hsenc=p2ANqtz-8ACVlYatORtJRSPcHs2qmhT6zexBh3A93Kcj30OYX4HqmeeP7y-eU519Jc1fqxwwGiyddolHTrQ7MXoqBu2biNPrAZ9g&utm_content=245059970&utm_source=hs_email


Esports Statistics









More than games
Within K12 and Higher Education

Competitive video gaming 
and the community that 

supports it

The Scholastic Esports Ecosystem



Click to edit title
Click to edit subtitle

Insert date here



Esports Curriculum
Customized to fit you school’s individual goals



Opportunities
List of Colleges/Universities Scholarships

https://docs.google.com/spreadsheets/d/1g7quAp2BQ-fwjYhBZgqhrRU3_I-k53FkBSRlJH_rx3o/edit
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Mixed Reality
Microsoft Hololens

• Hololens video that can be found at 
https://www.youtube.com/watch?v=h4M6BTYRlKQ&t=1s

https://www.youtube.com/watch?v=h4M6BTYRlKQ&t=1s


Visible Body
Health Care

• Visible Body video that can be found here: https://www.youtube.com/watch?v=D1rpPR6hfUw



Your Virtual Campus
for Online Learning



Drive
Engagement

Engage, Collaborate, Belong – Virtually

Enhance
Collaboration

Foster a Sense of
Belonging



How does ViewSonic Transform the Online 
Learning Experience?

Immersive Learning 
Environment

Encouraging Collaborative 
Learning

Meaningful 
Community Building



How do We Teach and 
Learn in ViewSonic's 
Virtual Campus?



Teach in Ways You’re Already Familiar With

Presenting content 
from your device

Casting from your camera Monitoring discussions 
and providing feedback in 

real- time



Multiple Options for Student Collaboration

Open space classroom

Breakout rooms 

Group worktables 



Encourage Social Interactions 

Chat and emojis 

Natural audio 

Self-expression via avatars



There is a UNIVERSE 
of Possibilities 

How do you envision your UNIVERSE? 

To learn more, visit our website:
https://universe.viewsonic.io

https://universe.viewsonic.io/
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Esports management
Software

Senet

8508986685089866



ViewSonic Confidential

Manager by ViewSonic
AV Management of Display Technology

40

ViewSonic Manager is an AV 
device manager designed to 
access all you display 
technology in one place.

Attaching the VBS-200 to 
existing projectors or displays 
via RS-232, you can control 
discrete functions available from 
the manufacturer.

Power cycle devices for energy 
savings or switch inputs to 
leverage our campus 
communication package inside 
of Manager.



Thank You

Q & A


