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ABSTRACT 

E-sports is rapidly gaining popularity among young people and attracting significant interest from 

universities. However, there is still no consensus on what e-sports curricula should include, and a 

comprehensive framework for e-sports education has yet to be fully established. In this regard, the 

present study aimed to develop, implement, and evaluate an undergraduate-level e-sports curriculum 

in Turkey, designed to be adaptable within an international framework. The research was conducted 

using a mixed-methods design. The curriculum development process was structured in four main 

stages: Needs Analysis, Program Design, Program Implementation, and Program Evaluation and 

Revision. During the needs analysis phase, two distinct participant groups were consulted. A total 

of 100 stakeholders participated in a needs analysis workshop, and based on the data obtained, 

surveys were administered to 386 stakeholders across Turkey. For implementation, pilot testing 

involved 32 undergraduate students (7 weeks, 4 hours per week), while the main implementation 
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was carried out with another group of 32 undergraduate students (14 weeks, 2 hours per week). Data 

collection tools included interviews, surveys, observation forms, and performance tests. Descriptive 

statistics and qualitative content analysis were used to analyze the data. The results of the pilot and 

main implementations demonstrated that the program enhanced students’ awareness, knowledge, 

and skills in areas such as e-sports ecosystems, ethics, health and ergonomics, communication, and 

career planning. The study contributes to the establishment of educational standards for e-sports in 

Turkey. Given the international nature of e-sports, the curriculum developed in this study may also 

serve as a model for adoption in other countries. By maximizing the educational potential of e-

sports, it offers significant contributions to the enhancement of educational quality both nationally 

and internationally. 

Keywords: Curriculum, curriculum development, e-sports, higher education, sports sciences. 
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INTRODUCTION 

The origins of e-sports can be traced back to the 1980s with the increasing popularity of computer games. Since 

the 1990s, with technological advancements and the rise of online multiplayer games, e-sports has evolved into its 

current form. E-sports holds tremendous potential to inspire students in acquiring 21st-century skills and to include 

many students who are marginalized in traditional competitive activities. In many ways, it resembles conventional 

sports in its ability to foster competition (Falkenthal & Byrne, 2020; Montesano, 2019; Campbell et al., 2018). 

The rapid advancement of technology and developments in information and communication technologies have 

reshaped individuals’ quests for entertainment and competition. The swift rise of e-sports has not only gained 

popularity among younger generations but has also transformed into a major industry (Hilvoorde & Pot, 2016). As 

an industry driven by digital technology, the continuous expansion of e-sports (Harris et al., 2022; Scholz, 2019; 

Seo, 2013) has made it a unique and novel commercial phenomenon (Wong & Meng-Lewis, 2022). The global e-

sports ecosystem demonstrates collaboration among all stakeholders, including research and practice centers at 

universities. Particularly in Northern European countries, the United States, Korea, and China, most gaming 

companies operate in cooperation with universities (Rothwell & Shaffer, 2019). Universities have supported the 

growth of this field by establishing new associate, undergraduate, and graduate programs to meet the demands of 

e-sports’ tremendous growth and innovative practices (e.g., University of California Irvine, Ohio State University, 

and the University of Texas) (Monash University, 2019; Burton, 2019). For example, many schools and colleges 

in Indonesia have developed e-sports curricula and have pioneered e-sports education since the 2016–2017 

academic year. Similarly, in the Philippines, the first e-sports college began operations in 2021 (Marta et al., 2021). 

In several other countries (e.g., the United States, the United Kingdom, Canada, and Spain), e-sports education 

continues to develop actively (Burton, 2019; St. Andrews University, 2020; University of New Haven, 2024; 

Middle School Esports League, 2022; Hennick, 2019; NCSA Varsity Esports, 2024). 

As e-sports becomes more recognized worldwide, colleges and universities have also begun to identify previously 

untapped groups of students who excel in teamwork, critical thinking, and technical skills (Sng, 2021). In this 

context, more than 350 colleges and universities have moved toward offering e-sports scholarships (Kauweloa & 

Winter, 2019; NCSA Varsity Esports, 2024; Frank, 2017; Harris et al., 2022; Marta et al., 2021; Monash 

University, 2019; Heilweil, 2019; Sng, 2021; Szoldra, 2016; Lee et al., 2020; Amazan-Hall et al., 2018). Rothwell 

and Shaffer (2019) emphasize the future of e-sports in higher education with the following statement: “As 

universities or other post-secondary institutions begin their strategic planning, they should consider establishing 

e-sports teams and facilities. Given the achievements in K–12 environments, universities must pay attention to and 

invest in e-sports athletes to attract students with desired skills. The educational, career, and economic 

opportunities associated with e-sports far outweigh any objections to their inclusion in educational programs. 

Whether through the creation of a team, the funding of a scholarship, or the construction of a facility, e-sports 

represent a solid investment for any post-secondary institution.” 

Purpose and Significance of the Study 

Globally, there is not yet a standardized approach to integrating esports into curricula, and it can be argued that 

existing programs tend to focus solely on the technical aspects. For example, universities in countries like the 
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United States, Canada, the United Kingdom, and the Philippines offer undergraduate and graduate programs in 

areas such as esports management and entrepreneurship. However, a comprehensive teaching framework in this 

field has not yet been fully established (Kauweloa & Winter, 2019; Marta et al., 2021; Scott et al., 2021; Rothwell 

& Shaffer, 2019). An interdisciplinary academic and applied esports program developed by a small liberal arts 

college aims to foster community building and an entrepreneurial mindset. This curriculum combines theoretical 

knowledge with practical experience to help students develop both social connections and innovative thinking 

skills (King et al., 2021). Accordingly, the aim of this study is to develop, implement, and evaluate an 

undergraduate e-sports curriculum in Turkey that can also serve as a model internationally. 

The global growth of e-sports, the search by universities for potential student groups, the increasing availability of 

scholarships, and the rising inclination of university students toward e-sports, combined with the lack of advanced 

undergraduate-level e-sports courses (Marta et al., 2021; Monash University, 2019; Burton, 2019; University of 

New Haven, 2024; Middle School Esports League, 2022; NCSA Varsity Esports, 2024; St. Andrews University, 

2020), have created a scientific need to develop, implement, and evaluate an e-sports curriculum. In Turkey, while 

some initial steps have been taken in e-sports (Bahçeşehir University, 2022; Hürriyet Newspaper, 2019), these 

efforts remain at a non-scientific level. Therefore, this study aimed to develop, implement, and evaluate an 

undergraduate e-sports curriculum in Turkey that can also be adapted internationally. 

The significance of offering an e-sports curriculum at Turkish universities lies in raising students’ awareness of e-

sports, promoting their role as positive role models, increasing the number of informed e-sports players, and 

enhancing societal awareness of e-sports through university students. The development of such a curriculum is 

expected to generate broad societal impacts by fostering conscious awareness among university youth and 

addressing a social need. Ultimately, this research contributes to defining educational standards for e-sports in 

Turkey. Given the inherently international nature of e-sports, the program developed in this study has the potential 

to serve as a model for other countries. Moreover, by maximizing the educational potential of e-sports, it offers 

important contributions to the improvement of educational quality at both national and international levels. 

METHOD 

Research Model 

This study was conducted using a mixed-methods approach (Creswell, 2013; Johnson et al., 2007), specifically 

employing a multistage design (Creswell, 2013; Pardede, 2019). Within this framework, the development of the 

e-sports course curriculum was structured into four main phases, based on the “Curriculum Development and 

Evaluation Model” developed by Maviş-Sevim and Emmioğlu-Sarıkaya (2019). These phases were: Needs 

Analysis, Curriculum Design, Program Implementation, and Program Evaluation and Revision. 

The process was carried out as follows: 

Needs Analysis: Conducted according to a phenomenological design, with licensed e-sports athletes, faculty 

members who had conducted research on e-sports, federation administrators or provincial representatives, and 

university students interested in e-sports. Needs were identified using a semi-structured interview form. The 

findings from these interviews were then transformed into a survey through a survey design, which was distributed 
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to e-sports stakeholders across Turkey. As a result, the most urgent needs were identified, and the primary content 

areas of the curriculum were established. 

Curriculum Design: Conducted with a phenomenological design, in which the views of the study and advisory 

groups were gathered through semi-structured interviews regarding learning outcomes, content, instructional 

experiences, and assessment components. 

Program Implementation: Conducted through a one-group pretest–posttest design. An “E-sports Achievement 

Test” was administered prior to the program to assess participants’ initial knowledge and skills, and re-

administered as a posttest after program implementation. In addition, observation and interview techniques were 

employed. 

Program Evaluation and Revision: Conducted through the use of observation techniques to assess the effectiveness 

of the curriculum. 

Study Group 

Participants in the needs analysis were drawn from two separate groups. The first group consisted of individuals 

who attended the needs analysis workshop, which was carried out both online and face-to-face. This stage of the 

project was conducted using the criterion sampling method. To ensure representation of different stakeholders, a 

total of 100 participants were included in the online focus group discussions: 30 licensed athletes registered under 

the Turkish E-sports Federation, 20 faculty members who had conducted research on e-sports, 20 federation 

administrators or provincial representatives, and 30 university students interested in e-sports. 

The demographic characteristics of this group were as follows: 24 participants were female (24.0%) and 86 were 

male (86.0%). The largest age group was 19–29 years (64 participants, 64.0%), followed by the 30–39 years group 

(18.0%) and the 40+ years group (18.0%). 

In the second stage of the needs analysis, based on the findings of the workshop, a survey form was created to rank 

identified needs. To reach a larger group of stakeholders, the survey was distributed online to 400 individuals who 

had not attended the workshop. Responses from 386 participants were evaluated. Their demographics were as 

follows: 126 female participants (32.64%) and 260 male participants (67.36%). The majority were 19–29 years 

old (288 participants, 74.61%), followed by 30–39 years (56 participants, 14.50%) and 40+ years (42 participants, 

10.88%). 

Participants in the implementation phase were selected from students enrolled at Fırat University, with two 

students chosen from each of the 16 faculties. Thus, 32 students were included in the pilot implementation and 

another 32 students in the main implementation. Criterion sampling was used to ensure that students had an interest 

in e-sports, while maximum variation sampling was applied to ensure representation from different faculties. 

The demographic characteristics of the pilot implementation group were as follows: 11 females (34.4%) and 21 

males (65.6%). The largest age group was 20–21 years (11 participants, 34.4%), followed by 18–19 years (31.3%), 
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22–23 years (25.0%), and 24+ years (9.4%). The majority were sophomore students (10 participants, 31.3%), 

followed by freshmen (28.1%), seniors (21.9%), and juniors (18.8%). 

For the main implementation group, the demographics were: 12 females (37.5%) and 20 males (62.5%). The 

largest age group was 20–21 years (17 participants, 53.1%), followed by 22–23 years (34.4%), 18–19 years (6.3%), 

and 26+ years (6.3%). The vast majority were sophomore students (31 participants, 96.9%), with only one 

freshman (3.1%). 

Data Collection Tools 

During the stages of needs analysis, curriculum design, program implementation, and program evaluation, the 

following data collection tools were utilized. These tools are summarized in Table 1. 

Table 1. Data Collection Tools Used in the Research. 

Data Collection Tool Description 

Needs Analysis Interview Form This form was used to describe the current situation regarding the esports course, to support 

the needs ranking with interviews, and to identify potential program objectives and 

content. 

Needs Analysis Survey It was used to identify relevant topics for the planned program for esports courses and to 

rank the features required for an effective esports curriculum, based on information 

gathered from online focus group interviews conducted through a needs analysis workshop 

Practice-Based Opinion 

Survey 

It was used to assess the perspectives of program implementers and students regarding the 

process. 

Practice-Based Observation 

Form 

It was used to identify the difference between the intended and implemented program. 

Result Evaluation Survey It was used to conduct an overall evaluation of the program following the pilot 

implementation of the esports course. 

Result Evaluation Interview 

Form 

It was used on five students to provide a more in-depth evaluation of the esports course 

curriculum. 

Esports Attainment Test It was used to reveal the difference between the pre-implementation and post-

implementation input behaviors of students participating in the esports course curriculum. 

Performance Evaluation 

Observation Form for E-Sports 

The games "AimLab" and "Valorant" were used for observation during the esports course 

curriculum implementation process. 

 

The development process of the achievement test began with the creation of an item pool of 115 questions 

reflecting the scope of e-sports. The item pool was reviewed by one language expert, two subject matter experts, 

and one assessment and evaluation expert, after which necessary revisions were made. 

In the pilot phase, the 115-item draft test was administered to 91 students within a 120-minute time limit. Following 

the pilot administration, item analysis was conducted, and the results are presented in Table 2. 

Table 2. Results Regarding İtem Analysis Results. 

M pj rj M pj rj M pj rj M pj rj 

1 0.92 0.00 30 0.90 0.04 59 0.92 -0.11 88 0.92 -0.07 

2 0.51 0.44 31 0.88 -0.04 60 0.91 -0.19 89 0.90 -0.04 

3 0.98 -0.22 32 0.52 0.26 61 0.51 0.30 90 0.51 0.26 

4 0.04 0.07 33 0.46 0.07 62 0.90 0.11 91 0.90 0.11 

5 0.57 0.26 34 0.89 0.07 63 0.93 0.00 92 0.96 -0.07 

6 0.10 0.15 35 0.92 -0.07 64 0.95 -0.11 93 0.93 -0.22 

7 0.01 -0.04 36 0.91 -0.04 65 0.89 0.07 94 0.91 0.00 

8 0.10 -0.07 37 0.90 0.04 66 0.04 0.00 95 0.93 0.00 

9 0.08 0.07 38 0.18 0.11 67 0.10 0.07 96 0.57 0.33 

10 0.04 0.07 39 0.09 0.04 68 0.93 -0.07 97 0.52 0.11 



IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

301 
 

 

 

11 0.09 0.15 40 0.05 0.19 69 0.91 0.00 98 0.60 0.19 

12 0.55 0.11 41 0.59 0.33 70 0.48 0.41 99 0.47 -0.19 

13 0.51 0.26 42 0.93 -0.15 71 0.53 0.33 100 0.95 -0.04 

14 0.07 0.07 43 0.95 -0.04 72 0.93 -0.07 101 0.49 0.04 

15 0.48 0.11 44 0.87 0.04 73 0.96 -0.07 102 0.91 -0.19 

16 0.55 0.11 45 0.43 0.07 74 0.89 -0.04 103 0.42 0.30 

17 0.08 0.11 46 0.88 -0.04 75 0.92 0.04 104 0.40 0.04 

18 0.03 0.11 47 0.40 0.19 76 0.90 0.00 105 0.53 0.22 

19 0.44 0.15 48 0.87 -0.19 77 0.88 -0.04 106 0.46 0.33 

20 0.86 0.04 49 0.93 -0.15 78 0.47 0.11 107 0.92 -0.11 

21 0.91 -0.11 50 0.46 0.04 79 0.95 -0.04 108 0.89 -0.07 

22 0.44 0.33 51 0.07 0.04 80 0.43 0.26 109 0.47 -0.11 

23 0.93 -0.07 52 0.92 -0.04 81 0.93 0.00 110 0.43 0.07 

24 0.07 0.15 53 0.42 0.00 82 0.54 0.11 111 0.86 0.00 

25 0.07 0.00 54 0.51 0.26 83 0.90 0.00 112 0.07 -0.07 

26 0.90 0.04 55 0.41 0.30 84 0.43 0.04 113 0.04 0.15 

27 0.04 -0.07 56 0.89 0.00 85 0.97 -0.11 114 0.05 0.19 

28 0.05 0.11 57 0.93 0.00 86 0.47 0.07 115 0.49 0.22 

29 0.47 0.20 58 0.13 0.11 87 0.40 0.22 - - - 

M: item, pj: item difficulty, rj: item discrimination 

 

The item analysis and finalization of the achievement test showed that items with a discrimination index of 0.19 

or lower were considered very weak and therefore removed from the test. Accordingly, 95 items from the draft 

form were eliminated, and the final version of the Achievement Test was formed with the remaining 20 items 

(items 2, 5, 13, 22, 29, 32, 41, 54, 55, 61, 70, 71, 80, 87, 90, 96, 103, 105, 106, and 115). The final set of items is 

accessible at https://espor1001.firat.edu.tr/page/31243 (Fırat University, 2025). 

The difficulty indices of the final 20 items ranged between 0.40 and 0.59, while their discrimination indices varied 

between 0.20 and 0.44. The KR-20 reliability coefficient for the final form was calculated to be approximately 

0.70, indicating that the scores obtained from the test were reliable. 

Validity-Reliability 

In order to ensure the validity of the data collection tools, expert opinions were obtained during the development 

process of the semi-structured interview forms, surveys, and the E-sports Achievement Test. The draft achievement 

test was reviewed by one language expert, two subject-matter experts, and one assessment and evaluation 

specialist, and necessary revisions were made accordingly (DeVellis, 2017; Fraenkel et al., 2012). Item analysis 

was conducted after the pilot implementation, and items with low discrimination indices were eliminated. As a 

result, a 20-item final form was created. The difficulty indices of these items ranged between 0.40 and 0.59, and 

the discrimination indices varied between 0.20 and 0.44, which are considered acceptable for achievement tests 

(Büyüköztürk, 2018). 

For the reliability of the test, the KR-20 coefficient was calculated as 0.70, indicating an acceptable level of internal 

consistency (Kline, 2013). In addition, the internal reliability of the surveys used in the needs analysis and program 

evaluation phases was assessed through Cronbach’s alpha values, which exceeded the 0.70 threshold accepted in 

the literature (Nunnally & Bernstein, 1994). These findings suggest that the scales and achievement test used in 

the study are both valid and reliable for measuring the intended constructs. 

https://espor1001.firat.edu.tr/page/31243?utm_source=chatgpt.com
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Data Analysis 

For the analysis of data obtained from interview and observation forms, qualitative data analysis techniques such 

as content analysis and the open coding method were employed. After transferring the data into digital format, 

coding was performed, and themes were identified based on commonalities among the codes. 

For quantitative analyses, SPSS 24 and AMOS 20 software were used. Descriptive statistics were applied to 

analyze the demographic information form and survey data. In addition, to assess the reliability of the surveys, 

Cronbach’s alpha coefficient was calculated. A Cronbach’s alpha value above 0.70 was considered evidence that 

the survey produced reliable results. 

Ethical Text 

This study entitled “The New Form of Sport: Developing a Curriculum for University Students in E-Sports” was 

reviewed and approved by the Ethics Committee of Social and Human Sciences Research at Fırat University 

(Decision No: E-50716828-100-276885). All procedures were conducted in accordance with ethical standards.  

Curriculum Development and Evaluation Process 

In designing and evaluating the program, a model was created by integrating different curriculum development 

and evaluation approaches (Tyler, 2013; Gredler, 1996; Varış, 1996; Maviş-Sevim & Emmioğlu-Sarıkaya, 2019). 

Based on the experts’ emphasis on the complementary nature of curriculum development and evaluation, both 

processes were carried out simultaneously. 

Given the importance of identifying needs for defining objectives and evaluating the program (Ornstein & 

Hunkins, 2009), the process began with a needs analysis. In the second stage, program objectives, content, 

instructional experiences, and assessment processes were designed according to the identified needs and the views 

of practitioners and experts. Stakeholder participation was ensured at every stage of the process. In this respect, 

the model drew upon Stake’s Responsive Model and Eisner’s Educational Criticism Model (Gredler, 1996). 

Furthermore, multiple data collection methods were utilized, inspired by Scriven’s Goal-Free Evaluation Model 

(Gredler, 1996), Demirel’s Analytical Curriculum Evaluation Model (Demirel, 2012), and Cronbach’s Scientific-

Humanistic Approach to Curriculum Development (Ornstein & Hunkins, 2009). 

The third stage involved pilot implementation, during which stakeholders’ feedback was collected to identify 

strengths, weaknesses, and areas for improvement. Before the main implementation, the deficiencies identified 

during the pilot phase were revised. The E-sports Achievement Test developed during the pilot phase was used to 

measure the effectiveness of the program in the main implementation. In this way, the fourth stage—Program 

Evaluation and Revision—was completed. 

The functionality of the model was enhanced by the active involvement of both an advisory group (experts in sport 

sciences, curriculum development, and assessment and evaluation) and a study group (field practitioners and 

experts in sport sciences, curriculum development, and assessment and evaluation). 
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Needs Analysis 

To determine needs regarding e-sports, a democratic approach (Demirel, 2012) was adopted. At Fırat University, 

both online focus group discussions and an in-person needs analysis workshop were conducted. In total, six 

meetings were held: four online focus group sessions followed by an in-person meeting with 20 randomly selected 

volunteers (five from each participant group). The results from these sessions were compiled and shared in a final 

meeting for participants’ validation. 

The “Needs Analysis Interview Forms” were structured based on existing literature (Custer & Russell, 2018; Craig 

et al., 2018; King et al., 2021; Lee et al., 2020; Nagorsky & Wiemeyer, 2020; Scott et al., 2021; Gibson, 2021; 

Wood, 2021). International experts were also consulted to identify goals, content, instructional practices, and 

assessment processes of e-sports curricula implemented abroad. 

Based on the workshop findings, a “Needs Analysis Survey Form” was developed and distributed online to 400 

stakeholders not involved in the workshop, receiving 386 valid responses. This process allowed for the 

prioritization of learning objectives and the establishment of the program’s primary content areas. 

Curriculum Design 

After identifying the needs, draft learning outcomes, content, instructional experiences, and evaluation components 

of the course were created. The process began with an educational philosophy, as in all stages of curriculum design, 

and was shaped by a progressivist philosophy (O’Connor, 2016). 

Drawing from the needs analysis data and international practices in e-sports education, draft components 

(objectives, content, learning activities, and evaluation) were formulated. The draft outcomes were refined through 

in-depth discussions to ensure alignment with progressivist philosophy. Expert opinions were also sought where 

necessary. The design emphasized student-centeredness, active participation, interest-driven topics, experiential 

learning through e-sports activities, and collaboration. 

A child-centered design approach was adopted, while a modular programming approach (Demirel, 2012; O’Neill 

et al., 2014) was used to structure the content. The draft program was reviewed by experts in curriculum 

development, assessment and evaluation, Turkish language, and sport sciences. Feedback from these experts 

informed revisions, and the final version of the draft program was produced. 

Program Implementation 

Two phases of implementation were conducted: pilot and main (Smith & Ragan, 2005). 

• Pilot Implementation: Conducted at Fırat University over 7 weeks (4 hours per week). 

• Main Implementation: Conducted over 14 weeks (2 hours per week). 
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In total, 64 students participated—32 in the pilot and 32 in the main implementation. A blended learning approach 

was adopted, with some sessions held face-to-face and others online. Each session was delivered by a field expert, 

ensuring systematic and high-quality instruction. 

Program Evaluation and Revision 

Throughout the pilot program, Researcher Observation Forms were used in every session. At the end of each 

session, “Implementation Evaluation Questionnaires” were administered to both instructors and students. 

Additionally, “Summative Evaluation Questionnaires” containing open-ended questions were distributed in the 

final week to collect students’ overall views. Five volunteer students from different programs were also 

interviewed using a “Summative Evaluation Interview Form.” 

At the end of the 7-week pilot implementation, students completed the E-sports Achievement Test. Based on the 

analyses of these data, differences between the planned and implemented programs were identified, and revisions 

were made. 

In the main implementation, the E-sports Achievement Test was administered as a pretest and posttest, and 

researcher observations were conducted throughout the program. To assess performance, an “E-sports 

Performance Game” was also employed, in which participants’ e-sports performance was evaluated four times 

between Weeks 11 and 14. 

FINDINGS 

During the needs analysis process, participants were asked the following questions: 

• What problems do individuals face while engaging in e-sports activities, and how do you think these 

problems can be solved? 

• What objectives should be included in the e-sports course curriculum? 

• What should be taught in an undergraduate-level e-sports course? 

• What teaching methods and techniques should be used within the e-sports course curriculum? 

• How should assessment be conducted within the e-sports course curriculum? 

Based on the needs analysis, a draft e-sports course curriculum was designed and prepared for presentation in the 

pilot implementation. The course content headings are shown in Table 3. 

Table 3. Course Content Headings for an Undergraduate E-sports Course. 

Topic 

Order 

Title Topic a/b Topic 

Order 

Title Topic a/b 

1 Introduction to E-Sports a 14 Entrepreneurship and Innovation in E-Sports a 

2 History of E-Sports and Gaming 

Culture 

a 15 E-Sports Industry and Economy a 

3 Digital Game Types in E-Sports a 16 Career Planning in E-Sports a 

4 E-Sports Ecosystem a 17 Media and Partnerships (Sponsorship) in E-

Sports 

a 

5 Health and Ergonomics in E-

Sports 

a 18 Basic Information and Technologies in E-

Sports 

a 

6 Sports Law and E-Sports a 19 Terminology Used in E-Sports a/b 



IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

305 
 

 

 

7 Morality, Ethics, and Fair Play in 

E-Sports 

a 20 Skills Learning in E-Sports a/b 

8 Communication Skills in E-Sports a 21 Technical, Tactical, and Training Knowledge 

in E-Sports (Data Analysis and Coaching) 

a/b 

9 Developing Thinking Skills a 22 E-Sports Game Strategies and Strategic 

Thinking Skills 

a/b 

10 Management and Organization in 

E-Sports 

a 23 Implementation b 

11 Team Management a 24 Implementation b 

12 Time Management a 25 Implementation b 

13 E-Sports Psychology and Stress 

Management 

a    

a: Theoretical; b: Implementation 

 

The researchers carried out the pilot implementation of a 7-week program during the Fall 2023-2024 academic 

year, following the necessary planning. During the pilot process, the e-sports curriculum sessions were observed, 

and an “implementation observation form” was completed. While some strengths were noted, certain shortcomings 

were also identified. Firstly, theoretical sessions primarily relied on methods such as narration, question-and-

answer, and discussion. The use of alternative assessment tools, such as written exams, surveys, or short projects, 

was limited. In terms of time management, the short duration of the sessions often restricted a detailed treatment 

of the course content. 

During the implementation, a "Survey of Implementation-Related Opinions (for Program Implementers)" was 

completed. The evaluations by the program implementers involved in the pilot process were generally positive 

regarding the e-sports curriculum. However, they also pointed out significant deficiencies and areas needing 

improvement. Students complained about the excessive amount of theoretical content, and it was suggested that 

the implementation process should be faster and more practical. It was emphasized that the e-sports curriculum 

needed to be enriched with current developments, especially by providing more detailed information on topics like 

the e-sports ecosystem, ethics, health, and ergonomics. The need for more activities and hands-on training was 

highlighted to improve the balance between theory and practice. It was also stated that more activities and student 

support services should be provided to increase the program's effectiveness. 

A "Final Evaluation Survey (for Students)" was administered to the participant group during the e-sports course 

curriculum development process. It was found that a lack of equipment and certain technological infrastructure 

deficiencies were prominent during the program's implementation. Students requested higher quality equipment 

and computers, as well as more advanced technological infrastructure. The duration of the practical sections and 

the intensity of the course content were also criticized in the participants' feedback. Regarding the curriculum 

content, there was a focus on including more variety, adding topics such as social media and team management, 

and covering different game genres. Furthermore, it was stated that more education and awareness activities were 

needed to improve the public perception of e-sports. 

During this process, a "Final Evaluation Interview Form (for Students)" was used. Additionally, after the pilot 

implementation was completed, 5 students were asked questions based on this form. It was noted that the limited 

duration of the curriculum posed an obstacle to students gaining sufficient knowledge and developing their skills. 

Students mentioned that the practical part was too short, which led to an insufficient reinforcement of theoretical 
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knowledge. They also highlighted the inadequacy of the classroom's physical environment and technological 

infrastructure. The insufficient computer hardware and slow internet speed in the e-sports labs were found to affect 

the efficiency of the teaching process. 

In conclusion, the researchers evaluated the shortcomings mentioned above before the main implementation began. 

The necessary revisions were made to the draft e-sports curriculum, and the main implementation process was 

initiated. 

The results of the achievement test administered during the pilot implementation process showed that a 20-item 

test was given to 32 students in the main implementation, and a dependent samples t-test was used to examine 

whether there was a statistically significant difference between their pre-test and post-test scores. A dependent 

samples t-test was used to examine whether there was a statistically significant difference between the students' 

pre-test and post-test scores. It was found that the mean pre-test score was 11.22, while the mean post-test score 

was 14.16. The results of the dependent samples t-test (t = -5.591; p = 0.000) showed that there was a significant 

difference between the mean pre-test and post-test scores on the e-sports achievement test. In other words, the e-

sports training provided was found to have caused a significant increase in the students' average achievement in e-

sports. 

Table 4. Dependent Samples T-Test Results for Pre-test and Post-test Scores from the Achievement Test. 

 N 𝑿̅ SS t sd p 

Pre-test 32 11.22 3.54 -5.591 31 0.000* 

Post-test 32 14.16 2.36    

*p< 0.05 

 

The results from the main implementation process indicated that the main implementation phase began with a 14-

week program in the spring semester of the 2023-2024 academic year. During this process, course sessions for the 

e-sports curriculum were monitored, and an "implementation observation form" was completed. 

In the first session of the e-sports curriculum, the definition of e-sports and its key concepts were discussed. In all 

theoretical sessions, methods such as narration, question-and-answer, and discussion were used effectively, often 

with visual aids, to increase student interest. The course content provided students with information on the 

definition of e-sports, popular games, and the general structure of the industry. Students participated interactively, 

sharing their own e-sports experiences, which created a productive communication environment between the 

instructor and the students. The instructor recommended that students watch e-sports videos and tournament 

broadcasts to gain a deeper understanding of the topic. 

The session on the "E-sports Ecosystem" provided information on the topic. The instructor used question-and-

answer and observation methods to gauge student interest and knowledge levels. Students asked questions about 

the e-sports ecosystem and e-sports teams in Turkey. The instructor emphasized the importance of knowing the 

stakeholders within the ecosystem and provided advice on career opportunities in the field. 

During the session on "Digital Game Genres in E-sports," different game genres and their place in the e-sports 

ecosystem were explained in detail. Student interaction was very high. Students asked questions about whether 
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mobile games are included in e-sports. The instructor recommended that students visit e-sports venues to gain 

more hands-on experience. This session provided students with in-depth knowledge of digital game genres, 

resulting in a successful learning experience. 

The session on "Health in E-sports" and "Ergonomics in E-sports" provided detailed explanations of the health 

effects of e-sports and the ergonomic factors that players need to consider. The presentation, supported by visual 

materials using a projector and computer, facilitated a more effective transfer of knowledge. Students showed their 

interest in the course content by asking questions about common health problems in e-sports and ways to protect 

eye health. The instructor advised students to sit in the correct position at the computer and adopt a healthy lifestyle 

with physical activities. 

The topic of "Sports Law and E-sports" was addressed in this session. The legal aspects of e-sports, especially 

regulations in countries like Germany, South Korea, and Norway, were explained in detail. Students actively 

participated by asking questions about e-sports law in Turkey. The interaction between the instructor and students 

was positive. 

This session focused on "Communication Skills in E-sports," highlighting the importance of effective 

communication and how to develop these skills. Students actively participated by asking about the role of 

communication in e-sports and the traits of successful communicators. The instructor focused on concepts such as 

empathy, emotional intelligence, teamwork, and strategic planning to help students improve their communication 

skills. 

The session on "Morals, Ethics, and Fair Play in E-sports" provided a detailed explanation of the concepts of ethics, 

morals, and fair play. The discussion focused on what these concepts mean and how they are applied within the e-

sports context. Students asked questions about doping and fair play practices in e-sports. It was observed that the 

instructor successfully captured the students' attention using a question-and-answer approach. 

The session on "Developing Thinking Skills in E-sports" explained the definition, importance, and ways to develop 

thinking skills within the context of e-sports. Students actively participated by asking questions about the role of 

thinking skills in environments that require quick decision-making and strategic thinking, like e-sports. The 

instructor explained the importance of quick thinking and reaction times in e-sports games and suggested various 

techniques for students to improve their thinking skills. The interaction between the student and instructor was 

highly effective. 

The session on "Management and Organization in E-sports" provided detailed information on the management 

and organization of e-sports. Important topics such as sponsorship, the e-sports ecosystem, and federations were 

explained. Students showed their interest in the topic by asking questions about sponsorships and e-sports 

organizations. 
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The session titled "Leadership, Communication, Team Management, Stress Management" covered these topics. 

The interaction among students was at a good level, and they actively participated throughout the class. The 

instructor encouraged students to think by posing relevant questions. 

The presentation on "Entrepreneurship and Innovation in E-sports" focused on types of entrepreneurship and how 

innovation can be linked to sports. Students asked questions about what innovation in sports is and about process 

innovation. The instructor emphasized that students should continuously follow the topics of entrepreneurship and 

innovation. 

The session on "Time Management in E-sports" focused on types of time and the basic principles of time 

management. Technological materials like a projector and a computer were used to help with a better 

understanding of the subject. Students asked questions about the importance of time management in e-sports and 

the factors that influence it, and they also shared their thoughts on its advantages. 

The session on "E-sports Psychology and Stress Management" focused on the psychological effects on e-sports 

players' performance, stress management, and sports psychology. Students asked questions about the 

psychological effects of stress and the factors that cause it. The instructor provided explanations on topics such as 

external and internal factors. 

The presentation on "The E-sports Industry and Economy" thoroughly covered the industrial dimensions and 

economic impacts of e-sports. The use of presentation and narration methods reinforced student interest. The 

interaction among students was very positive due to the engaging nature of the topic. Students asked questions 

about the size of the e-sports economy and industry levels. The instructor provided detailed answers to these 

questions. 

During the "Career Planning in E-sports" session, student interaction was at a high level. Students asked questions 

about career opportunities in the field, and they received detailed answers from the instructor. 

The presentation on "Basic Knowledge and Technologies in E-sports" was fluid and engaging. Students asked 

questions about gaming and computer terms. They wanted to learn more about games and software. The instructor 

explained the topic in a way that was consistent with the course content. 

During the session on "Media and Partnership in E-sports," students actively interacted with the subjects being 

taught and asked relevant questions. Their questions about e-sports companies showed their interest in the 

professional world. As the instructor was also an e-sports player, students were more interested in the course 

content and received satisfying answers to their questions. 

The presentation on "E-sports Terminology" provided students with information about e-sports terminology. The 

interaction between the instructor and students was at a high level. Students questioned how the learned terms 

could be useful in in-game communication and received detailed answers from the instructor. 
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The session on "Skill Instruction in E-sports" provided information on skill development in e-sports. The 

interaction between students and between the instructor and students was at a good level. Students actively 

participated by asking questions about what they could do to improve their e-sports skills and about the benefits 

of e-sports. 

The session on "Technical, Tactical, and Training Knowledge in E-sports" provided comprehensive information 

on the technical, tactical, and training processes of e-sports. Students actively interacted with the content due to its 

engaging nature, and the interaction with the instructor was at a high level. Students specifically asked technical 

and tactical questions. The instructor provided professional feedback to these questions, taking into account the 

students' skill levels. 

In the e-sports application sessions, a hands-on training was conducted with the students. The session provided 

students with information about e-sports games. The session was run efficiently in terms of time management. The 

interaction among students and between the instructor and students was at a good level. Students asked detailed 

questions, especially about the game. Students showed their curiosity about the course content with short questions 

such as, "How do we play the game Valorant?" During the main implementation, students were given hands-on 

game training. Students asked various questions about in-game matchmaking and using weapons. The instructor 

answered these questions in detail. The instructor advised students to practice more to improve their in-game skills. 

For performance evaluation, the games "AimLab" and "Valorant" were used as tools to analyze students' 

development in detail. AimLab is a platform actively used by e-sports players and professionals. It is an ideal 

training ground for measuring and improving students' reflexes, hand-eye coordination, target tracking, and overall 

game skills. First, reflex shooting exercises were conducted to evaluate students' reflex speed and help them 

improve in this area. This initial stage was critical for measuring their reactions to sudden and unexpected 

situations. In the second stage, the focus was on shooting at moving targets. The main goal was to improve students' 

keyboard and mouse skills and to enable them to react more effectively and quickly to moving targets. These 

exercises were designed to increase students' in-game performance by simulating various scenarios they might 

encounter in games. In the third stage, exercises focused on circular targets were carried out to improve hand-eye 

coordination. The primary goal was to improve students' ability to make quick decisions, focus on the right target, 

and react effectively during action moments. Exercises such as plane shooting and micro-shooting were used to 

reinforce the skills students had gained in previous training sessions and to embed these skills in their visual 

memory permanently. 

In the later weeks of the training, the goal was to have students transfer the skills they gained in AimLab to the 

game Valorant. In this process, students were asked to kill "100 Bots" in the shortest time possible. This exercise 

was an ideal tool for measuring students' reflexes, focus, and quick decision-making abilities. In these weekly 

exercises, students showed a significant improvement in their performance. (Data for these applications can be 

found at https://espor1001.firat.edu.tr/page/31243 (Fırat University, 2025)). At the end of the 4-week intensive 

training period, students made significant progress each week, taking important steps toward understanding the 

games more deeply and continuously improving themselves. This process allowed students to develop not only 
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their in-game skills but also critical competencies such as strategic thinking, quick problem-solving, and 

teamwork. 

The results of the achievement test administered during the main implementation process revealed that when the 

pre-test and post-test scores of the students were compared, a statistically significant difference was found (p < 

0.05). The results revealed that the students' achievement post-test scores were significantly higher (Table 5). 

Table 5. Comparison of Achievement Pre-test and Post-test Scores. 

 Average N Ss t sd p 

 Pre-test 57.878 33 9.522 -10.989 32 0.000* 

Post-test 82.424 33 9.110    

* p< 0.05 

 

CONCLUSION and DISCUSSION 

Globally, there is not yet a standardized approach to integrating esports into curricula, and it can be argued that 

existing programs tend to focus solely on the technical aspects. For example, universities in countries like the 

United States, Canada, the United Kingdom, and the Philippines offer undergraduate and graduate programs in 

areas such as esports management and entrepreneurship. However, a comprehensive teaching framework in this 

field has not yet been fully established (Kauweloa & Winter, 2019; Marta et al., 2021; Scott et al., 2021; Rothwell 

& Shaffer, 2019). An interdisciplinary academic and applied esports program developed by a small liberal arts 

college aims to foster community building and an entrepreneurial mindset. This curriculum combines theoretical 

knowledge with practical experience to help students develop both social connections and innovative thinking 

skills (King et al., 2021). 

Esports programs within higher education institutions have the potential to enhance the positive impact of a 

university education by offering students various learning opportunities. These programs provide chances to 

develop analytical thinking, problem-solving skills, and an increased interest in technology. They also contribute 

to the development of social skills such as teamwork, leadership, and communication (Barber, 2012; Rothwell & 

Shaffer, 2019; Geneva, 2023). Covering a wide range of topics, these programs prepare students for various career 

paths, including live event management, psychological research, sports science, marketing, public relations, and 

community management (Scott et al., 2021; King et al., 2021). 

In this study, a 20-item multiple-choice achievement test was developed to determine the difference in knowledge 

levels of students before and after participating in the esports course program. As stated above, the fact that the 20 

items on the final test form had sufficient discrimination and appropriate difficulty levels showed that the test was 

effective in measuring students' achievement. Additionally, the sufficient reliability coefficient of the test 

supported the reliability of the scores obtained from it. Based on the pre-test and post-test results, a significant 

increase was found in students' achievement levels after the esports training. This result indicated that the provided 

esports education significantly increased students' knowledge and skills. In conclusion, the findings of the study 

revealed that significant steps were taken in test development and that the esports education led to a meaningful 

increase in students' achievement levels. It was concluded that the curriculum contributed to students' academic 

success. 
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According to the survey results from esports curriculum practitioners, the program's content was generally 

evaluated positively. However, it was noted that students expected to move into practical application quickly. It 

was determined that the curriculum contributed to topics such as the esports ecosystem, ethics, health, and 

ergonomics, and that the content was internationally appealing. Although the implementation process was heavily 

theoretical, it was found to be a comprehensible and effective process. It was stated that the program should be 

recommended because it provides students with personal and professional development. The program's strengths 

included offering a wide range of knowledge, increasing students' awareness, and contributing to their career 

development. Weaknesses were identified as the heavy theoretical focus and the need to offer more supportive 

services to students. 

During the pilot application, students who took the esports courses stated that the program generally contributed 

to their development, particularly in areas like awareness, decision-making, and increased self-confidence. In the 

main application, the sessions within the esports curriculum were planned and implemented in a way that would 

attract students' interest, using various teaching methods and technological tools. Throughout the program, a wide 

range of topics was covered, from basic esports concepts to digital game genres, health and ergonomics, and 

communication skills. Presentations supported by effective time management, interactive teaching methods, and 

visual materials ensured active student participation. Students' contributions with individual questions related to 

their interests and the productive interaction between instructor and student significantly contributed to the 

successful implementation of the program. 

During this process, it was determined that students gained awareness of the esports ecosystem and acquired in-

depth knowledge of different aspects of the subject, becoming more conscious of career planning, technical-tactical 

knowledge, and ethical issues related to esports. Furthermore, a noticeable improvement was observed in students' 

performance. Students showed more development each week, taking significant steps toward a deeper 

understanding of games and continuously improving themselves. This process allowed students to develop not 

only their in-game skills but also critical competencies like strategic thinking, quick problem-solving, and 

teamwork. 

It was determined that the developed esports curriculum has the potential to meet the current needs in Turkey and 

fill a gap in the literature. Therefore, it is crucial to adapt and develop the esports curriculum in Turkey according 

to the country's specific needs. The inclusion of esports in educational curricula has received great interest due to 

its potential to develop various competencies and skills among students. This developed curriculum demonstrated 

that its content is universally applicable. Related studies have also reached similar conclusions. For example, 

Chang et al. (2023) presented a systematic framework for esports education, identifying cognitive, metacognitive, 

academic, and professional competencies and proposing various educational approaches to support these 

competencies in different contexts. Another study (Ibda et al., 2023) reveals that esports games in primary schools 

can have both positive and negative potential effects on students. Lee et al. (2020) stated that an integrated 

curriculum including esports could effectively incorporate literacy and reading skills into the learning process 

while connecting students to academic and career opportunities. Such a curriculum can help students develop these 

skills and improve their educational success. 
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In conclusion, these results demonstrate the need for an esports course curriculum in Turkey and affirm that the 

developed program is applicable. To meet students' expectations for quick practical application, it is important to 

increase the number of applied sessions and to keep the program current in collaboration with industry experts. 

Moreover, adapting the curriculum to different learning levels based on the achievement test results will meet the 

needs of a wider student population. The development and implementation of the esports curriculum as a national 

and international model will provide long-term contributions to students' personal, academic, and professional 

development. 

RECOMMENDATIONS 

Future esports curricula should prioritize a stronger balance between theoretical content and applied learning 

opportunities, ensuring that students can quickly engage in practical experiences alongside conceptual knowledge. 

Collaboration with industry professionals is essential to keep the program content current and aligned with real-

world needs, while also offering mentorship and networking opportunities for students. Additionally, adapting the 

curriculum to different learning levels will expand its accessibility and effectiveness, supporting a wider student 

population. Finally, continuous updates in areas such as ethics, health, and ergonomics should be integrated to 

promote both personal and professional development, ensuring that esports education contributes meaningfully to 

students’ academic success and career readiness. 

REFERENCES 

Adams, T. M., & Smith, C. A. (2018). E-sports and the university curriculum: An examination of the impact of e-

sports on higher education. Higher Education Research & Development, 37(2), 123-135. 

Amazan-Hall, K., Chen, J. J., Chiang, K., Cullen, A. L. L., Deppe, M., Dormitorio, E., Haynes, D., Kernan, J., 

Quanbeck, K., Romine, M., Ruberg, B., Song, J., Stepan-Norris, J., Steinkuehler, C., & Trammell, A. 

(2018). Diversity and inclusion in esports programs in higher education: Leading by example at UCI. 

International Journal of Gaming and Computer-Mediated Simulations, 10(2), 71-80. 

https://doi.org/10.4018/IJGCMS.2018040104 

Bahçeşehir Üniversitesi. (2022, Ekim 1). Bahçeşehir üniversitesi'nden Türkiye'de bir ilk: Espor bursu. Hürriyet. 

http://www.hurriyet.com.tr/teknoloji/1-milyon-tllik-e-spor-bursu-40660809 

Barber, J. P. (2012). Integration of learning: A grounded theory analysis of college students. American Educational 

Research Journal, 49(3), 590-617. https://doi.org/10.3102/0002831212437854 

Burton, M. (2019). 10 colleges with esports degree programs. Animation Career Review. 

https://www.animationcareerreview.com/articles/10-colleges-esports-degree-programs 

Büyüköztürk, Ş. (2018). Sosyal bilimler için veri analizi el kitabı: İstatistik, araştırma deseni, SPSS 

uygulamaları ve yorum (24. baskı). Pegem Akademi. 

Campbell, M. J., Toth, A. J., Moran, A. P., Kowal, M., & Exton, C. (2018). eSports: A new window on 

neurocognitive expertise? Progress in Brain Research, 240, 161-174. 

Chang, Y., Chen, K., & Li, Z. (2023). Systematic framework for esports training: Informing esports training with 

the learning sciences. Simulation & Gaming. https://doi.org/10.1177/10468781231219938 

https://doi.org/10.4018/IJGCMS.2018040104
http://www.hurriyet.com.tr/teknoloji/1-milyon-tllik-e-spor-bursu-40660809
https://doi.org/10.3102/0002831212437854
https://www.animationcareerreview.com/articles/10-colleges-esports-degree-programs
https://doi.org/10.1177/10468781231219938


IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

313 
 

 

 

Craig, G. A., Tsaasan, A. M., Reitman, J., Lee, J. S., Wu, M., Steel, H., Turner, T., & Steinkuehler, C. (2018). 

Understanding esports as a STEM career ready curriculum in the wild. 10th International Conference on 

Virtual Worlds and Games for Serious Applications (VS-Games), 1-6. https://doi.org/10.1109/VS-

Games.2018.8493445 

Creswell, J. W. (2013). Research design: Qualitative, quantitative, and mixed methods approaches (4th ed.). 

SAGE. 

Creswell, J. W. (2013). Steps in conducting a scholarly mixed methods study. 

https://digitalcommons.unl.edu/cgi/viewcontent.cgi?article=1047&context=dberspeakers 

Custer, K., & Russell, M. (2018). Gaming concepts: A video gaming curriculum for schools. Accredited 

Educational Experience. 

Demirel, Ö. (2012). Eğitimde program geliştirme: Kuramdan uygulamaya. Pegem Akademi. 

DeVellis, R. F. (2017). Scale development: Theory and applications (4th ed.). SAGE. 

Ertürk, S. (1998). Eğitimde program geliştirme. Meteksan Yayınları. 

Falkenthal, E., & Byrne, A. M. (2020). Distributed leadership in collegiate esports. Simulation & Gaming, 52(2), 

185-203. https://doi.org/10.1177/1046878120958750 

Fırat University. (2025). Espor. https://espor1001.firat.edu.tr/page/31243 

Fraenkel, J. R., Wallen, N. E., & Hyun, H. H. (2012). How to design and evaluate research in education (8th 

ed.). McGraw-Hill. 

Frank, A. (2017, Mayıs 8). Overwatch helped pave the way for the first women's college in eSports. Polygon. 

https://www.polygon.com/2017/5/8/15508816/college-eSports-overwatch-stephens-college 

Geneva, D. (2023). Esports for the youth: Fostering skills and empowering minds. International Journal of Science 

and Society. https://doi.org/10.54783/ijsoc.v5i3.738 

Gibson, A. K. (2021). Urban education esports for equity and access: A case study. In M. M. Harvey & R. Marlatt 

(Eds.), Esports research and its integration in education (Chapter 3). IGI Global. 

https://doi.org/10.4018/978-1-7998-7069-2.ch003 

Gredler, M. E. (1996). Program evaluation. Prentice-Hall. 

Hamari, J., & Koivisto, J. (2015). Why do people play games? A review of motivations for playing digital games. 

Computers in Human Behavior, 50, 253-263. 

Harris, B. C., Hansen, J., Can, O., Rahman, W., Foxman, M., Cote, A. C., & Fickle, T. (2022). Starting from 

scratch to looking really clean and professional: How students' productive labor legitimizes collegiate 

esports. Critical Studies in Media Communication, 39(2), 141-153. 

https://doi.org/10.1080/15295036.2022.2030484 

Heilweil, R. (2019, Eylül 18). College esports players are cashing in big. Wired. 

https://www.wired.com/story/infoporn-college-esports-players-cashing-in-big/ 

Hennick, C. (2019, Ocak). eSports programs start to pop up in K–12 schools. EdTech Magazine. 

https://edtechmagazine.com/k12/article/2019/01/eSports-programs-start-pop-k-12-schools 

Hilvoorde, I., & Pot, N. (2016). Embodiment and fundamental motor skills in eSports. Sport, Ethics and 

Philosophy, 10, 14-27. https://doi.org/10.1080/17511321.2016.1159246 

https://doi.org/10.1109/VS-Games.2018.8493445
https://doi.org/10.1109/VS-Games.2018.8493445
https://digitalcommons.unl.edu/cgi/viewcontent.cgi?article=1047&context=dberspeakers
https://doi.org/10.1177/1046878120958750
https://espor1001.firat.edu.tr/page/31243
https://www.polygon.com/2017/5/8/15508816/college-eSports-overwatch-stephens-college
https://doi.org/10.54783/ijsoc.v5i3.738
https://doi.org/10.4018/978-1-7998-7069-2.ch003
https://doi.org/10.1080/15295036.2022.2030484
https://www.wired.com/story/infoporn-college-esports-players-cashing-in-big/
https://edtechmagazine.com/k12/article/2019/01/eSports-programs-start-pop-k-12-schools
https://doi.org/10.1080/17511321.2016.1159246


IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

314 
 

 

 

Hürriyet Gazetesi. (2019, Şubat 19). Eğitim sektörü sessiz kalmadı. Espor dersleri başladı. Hürriyet. 

https://www.hurriyet.com.tr/sporarena/egitim-sektoru-sessiz-kalmadi-espor-dersleri-basladi-41122239 

Ibda, H., Hakim, M., Saifuddin, K., Khaq, Z., & Sunoko, A. (2023). Esports games in elementary school: A 

systematic literature review. JOIV: International Journal on Informatics Visualization. 

https://doi.org/10.30630/joiv.7.2.1031 

Johnson, R. B., Onwuegbuzie, A. J., & Turner, L. A. (2007). Toward a definition of mixed methods research. 

Journal of Mixed Methods Research, 1(2), 112-133. 

Johnson, R. B., Onwuegbuzie, A. J., & Turner, L. A. (2007). Toward a definition of mixed methods research. 

Journal of Mixed Methods Research, 1(2), 112–133. https://doi.org/10.1177/1558689806298224 

Karakaya, Y. E., Dikmen, M., Yenen, E. T., Maviş Sevim, F. Ö., Demir-Ayçiçek, S., Devecioğlu, S., & Gelbal, S. 

(2024). A needs analysis study towards developing an e-sports course curriculum for university students. 

The Africa 5th International Conference on New Horizons in Science, Cairo. 

Kauweloa, N., & Winter, J. (2019). Taking college esports seriously. Loading, 12(20), 35-50. 

https://doi.org/10.7202/1065896ar 

King, M. R., Conner, K. G., Johnson, L. L., Trojak, T., & Cho, T. (2021). The implementation of an academic and 

applied esports program in higher education: A case of diversity, inclusion, and building community. In 

M. M. Harvey & R. Marlatt (Eds.), Esports research and its integration in education (Chapter 11). IGI 

Global. https://doi.org/10.4018/978-1-7998-7069-2.ch011 

Kline, P. (2013). Handbook of psychological testing (2nd ed.). Routledge. 

Lee, J. S., Wu, M., Lee, D., Fleming, L., Ruben, L., Turner, T., Brown, K., & Steinkuehler, C. (2020). Designing 

an interest-based integrated curriculum around esports. International Journal of Designs for Learning, 

11(3), 78-95. https://doi.org/10.14434/ijdl.v11i3.27663 

Liu, W. (2020). E-sports education: The role of the university in preparing the next generation of e-sports 

professionals. Journal of E-Sports Studies, 2(1), 33-45. 

Marta, R. F., Fernando, J., Sampurna, A., Jarata, J. R., & Syarnubi, K. L. (2021). Interactivity in e-sport future 

learning from the choices and attributes perspectives of online news. Review of International 

Geographical Education (RIGEO), 11(4), 1192-1202. https://doi.org/10.48047/rigeo.11.04.114 

Maviş-Sevim, Ö., & Emmioğlu-Sarıkaya, E. (2019). Doktora eğitiminde araştırma üretkenliği: Bir program 

geliştirme çalışması. Pegem Akademi. 

Middle School Esports League. (2022). Middle school esports league. https://middleschoolesports.com/ 

Monash University. (2019, Eylül 18). The esports revolution is here—what does it mean for education? Monash 

Lens. https://lens.monash.edu/@education/2019/09/18/1376462/the-esports-revolution-is-here-what-

does-it-mean-for-education 

Montesano, P. (2019). Valenza educativa e preventiva dell'educazione fisica e sportiva. Formazione & 

Insegnamento, XVII, 157-168. https://doi.org/10.7346/-FEIS-XVII-03-19_13 

Nagorsky, E., & Wiemeyer, J. (2020). The structure of performance and training in esports. PLoS ONE, 15(8), 

e0237584. https://doi.org/10.1371/journal.pone.0237584 

NCSA Varsity Esports. (2024). Find colleges with esports teams. https://www.ncsasports.org/college-esports-

scholarships/varsity-esports 

https://www.hurriyet.com.tr/sporarena/egitim-sektoru-sessiz-kalmadi-espor-dersleri-basladi-41122239
https://doi.org/10.30630/joiv.7.2.1031
https://doi.org/10.7202/1065896ar
https://doi.org/10.4018/978-1-7998-7069-2.ch011
https://doi.org/10.14434/ijdl.v11i3.27663
https://doi.org/10.48047/rigeo.11.04.114
https://middleschoolesports.com/
https://lens.monash.edu/@education/2019/09/18/1376462/the-esports-revolution-is-here-what-does-it-mean-for-education
https://lens.monash.edu/@education/2019/09/18/1376462/the-esports-revolution-is-here-what-does-it-mean-for-education
https://doi.org/10.7346/-FEIS-XVII-03-19_13
https://doi.org/10.1371/journal.pone.0237584
https://www.ncsasports.org/college-esports-scholarships/varsity-esports
https://www.ncsasports.org/college-esports-scholarships/varsity-esports


IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

315 
 

 

 

Nunnally, J. C., & Bernstein, I. H. (1994). Psychometric theory (3rd ed.). McGraw-Hill. 

O'Connor, D. J. (2016). An introduction to the philosophy of education. Routledge. 

O'Neill, R. E., Albin, R. W., Storey, K., Horner, R. H., & Sprague, J. R. (2014). Functional assessment and 

program development: A practical handbook (3rd ed.). Cengage Learning. 

Ornstein, A. C., & Hunkins, F. P. (2009). Curriculum: Foundations, principles and issues (5th ed.). Pearson 

Education. 

Pardede, P. (2019). Mixed methods research designs in EFL. 

http://repository.uki.ac.id/933/1/Mixed%20Methods%20Research%20Designs%20in%20EFL.pdf 

Rothwell, G., & Shaffer, M. (2019). eSports in K-12 and post-secondary schools. Education Sciences. 

https://doi.org/10.3390/EDUCSCI9020105 

Scholz, M. (2019). Understanding e-sports: A framework for higher education curriculum development. Journal 

of Gaming and Virtual Worlds, 11(4), 329-343. 

Scholz, T. M. (2019). eSports is business. Palgrave Macmillan. 

Scott, M. J., Summerley, R., Besombes, N., Connolly, C., Gawrysiak, J., Halevi, T., Jenny, S., Miljanovic, M., 

Stange, M., Taipalus, T., & Williams, J. P. (2021). Towards a framework to support the design of esports 

curricula in higher education. 26th ACM Conference on Innovation and Technology in Computer Science 

Education V. 2, 1-2. https://doi.org/10.1145/3456565.3461440 

Seo, Y. (2013). Electronic sports: A new marketing landscape of the experience economy. Journal of Marketing 

Management, 29(13-14), 1542-1560. https://doi.org/10.1080/0267257X.2013.822906 

Smith, P. L., & Ragan, T. J. (2005). Instructional design (3rd ed.). John Wiley & Sons. 

Sng, N. (2021, Eylül 22). 7 schools that offer eSports programmes. Red Bull. https://www.redbull.com/sg-en/7-

schools-that-offer-eSports-programmes 

St. Andrews University. (2021). 2020-2021 academic year university catalog number 80. 

https://www.webber.edu/wp-content/uploads/2020/09/MASTER-2020-2021.pdf 

Szoldra, P. (2016, Mart 18). UCI is building a competitive gaming arena. Business Insider. 

https://www.businessinsider.com/uci-gamers-arena-2016-3 

Tyler, R. W. (2013). Basic principles of curriculum and instruction. University of Chicago Press. 

University of New Haven. (2024). Bachelor of science in esports and gaming. 

https://www.newhaven.edu/business/undergraduate-programs/esports/ 

Varış, F. (1996). Eğitimde program geliştirme: Teori, teknikler. Alkım Yayınları. 

Wong, D., & Meng-Lewis, Y. (2022). Esports: An exploration of the advancing esports landscape, actors and 

interorganisational relationships. Sport in Society. https://doi.org/10.1080/17430437.2022.2086458 

Wood, J. R. (2021). Esports program development: Building scholastic esports programs, why and how. In M. M. 

Harvey & R. Marlatt (Eds.), Esports research and its integration in education (Chapter 15). IGI Global. 

https://doi.org/10.4018/978-1-7998-7069-2.ch015 

Wright, T. (2020). Developing a comprehensive e-sports curriculum: Best practices and future directions. 

Education and Information Technologies, 25(3), 1835-1852. 

 

http://repository.uki.ac.id/933/1/Mixed%20Methods%20Research%20Designs%20in%20EFL.pdf
https://doi.org/10.3390/EDUCSCI9020105
https://doi.org/10.1145/3456565.3461440
https://doi.org/10.1080/0267257X.2013.822906
https://www.redbull.com/sg-en/7-schools-that-offer-eSports-programmes
https://www.redbull.com/sg-en/7-schools-that-offer-eSports-programmes
https://www.webber.edu/wp-content/uploads/2020/09/MASTER-2020-2021.pdf
https://www.businessinsider.com/uci-gamers-arena-2016-3
https://www.newhaven.edu/business/undergraduate-programs/esports/
https://doi.org/10.1080/17430437.2022.2086458
https://doi.org/10.4018/978-1-7998-7069-2.ch015


IJETSAR (International Journal of Education Technology and Scientific Researches)  Vol: 10,   Issue: 31,   2025   

316 
 

 

 

Ethics Statement: In this article, the journal’s writing rules, publication principles, research and publication 

ethics, and journal ethical guidelines have been followed. The authors are responsible for any violations that may 

arise in relation to the article. The ethical approval for the article was obtained from the Ethics Committee for 

Social and Human Sciences Research of Fırat University, with the decision dated 10.01.2023 and numbered E-

50716828-100- 276885. 

Declaration of Author(s)’ Contribution Rate: The contribution of the first author is 20 %, the second author’s 

contribution is 15%, the third author’s contribution is 10%, the fourth author’s contribution is 10%, the fifth 

author’s contribution is 10%, the sixth author’s contribution is 15%, and the seventh author’s contribution is 20%. 

CONTRIBUTION RATE CONTRIBUTORS 

Idea or Notion Yunus Emre KARAKAYA, Sebahattin DEVECİOĞLU, Selahattin 

GELBAL 

Literature Review Fazilet Özge MAVİŞ SEVİM, Seda Demir AYÇİÇEK 

Method Melih DİKMEN, Emin Tamer YENEN, Selahattin GELBAL 

Data Collecting  Yunus Emre KARAKAYA, Emin Tamer YENEN 

Data Analysis Melih DİKMEN, Fazilet Özge MAVİŞ SEVİM 

Findings Yunus Emre KARAKAYA, Sebahattin DEVECİOĞLU 

Discussion and Commentary Melih DİKMEN, Seda Demir AYÇİÇEK, Selahattin GELBAL 

 

Funding: No contribution and/or financial support was received during the writing process of this study. 

Informed Consent Statement: Informed consent was obtained from all participants involved in the study. 

Data Availability Statement: The data that support the findings of this study are available from the corresponding 

author upon request.  

Acknowledgments: This study was supported by Scientific and Technological Research Council of Türkiye 

(TUBITAK) under Grant Number 122K965. The authors thank TUBITAK for their support 

Conflict of Interest: The authors declare that there is no conflict of interest between the authors themselves and 

with any other individuals, institutions, or organizations related to the research. 

 

This study is licensed under CC BY (https://creativecommons.org/licenses/by/4.0/deed.en). 

Disclaimer/Publisher’s Note: The statements, opinions and data contained in all publications are solely those of 

the individual author(s) and contributor(s) and not of IJETSAR and/or the editor(s). IJETSAR and/or the editor(s) 

disclaim responsibility for any injury to people or property resulting from any ideas, methods, instructions or 

products referred to in the content. 

 


