
Esports



What is Esports all about?

Esports is the professional world of competitive gaming, powered by a huge range of careers behind 

the scenes. It brings together event production, broadcasting, coaching, media, business and digital 

creativity. Our courses focus on developing the real skills that make the industry work, rather than 

promising to turn anyone into the next world champion. You will learn how to plan tournaments, 

manage audiences, create content and analyse performance, gaining experience that transfers far 

beyond the screen. It is exciting, collaborative and full of practical opportunities. 

Welcome To Esports



Introduction to the industries we feed into

Esports courses build a strong foundation for a wide range of digital and creative sectors. The skills 

developed in production, teamwork, communication, technology and project management are valued 

across media, events, marketing, graphic design, IT support, sports coaching and more. Students gain 

confidence working with professional software and equipment, solving real problems and delivering 

projects with deadlines and audiences. It opens pathways for growing industries that need people 

who can think quickly, collaborate well and adapt to new challenges.

Welcome To Esports



Skills and Knowledge Taught

Students in our courses are not just about playing games. They are 
gaining a thorough understanding of how the entire Esports industry 
operates. They'll learn to analyse gameplay, improve strategies, and 
also grasp the essentials of business planning and entrepreneurship 
within the Esports field. There’s a strong focus on health and well-

being, making sure that students understand the importance of 
physical and mental fitness.

Additionally, they’ll learn how to plan and manage Esports events, 
and they'll have additional units that cover areas like coaching, 

ethics, video production, and marketing.

In other words, it's a structured path into a wide range of 
professional skills, all delivered in a formal but engaging way around 

a subject they are passionate about, Esports.



Esports Module and Assessment Structure

 

Burnley College’s Esports Courses - Examples

Unit 1 - Esports Games, Teams and Tournaments

Students investigate different genres of esports games and the professional teams that play 

them. They will study the online and live tournaments and leagues in which these esports team 

compete. 

Unit 2 - Establishing an Esports Organisation

Students will investigate different types of global sports organisations; they will create a brand 

for an esports organisation as well as a plan to promote their chosen brand. 

Unit 3 - Streaming for Esports

Students will develop the knowledge, understanding and practical skills to produce and edit live-

streams.

Unit 4 - Plan an Esports Event

Students will develop a plan for an esports event and then pitch it to an audience who will 

provide feedback. Learners will use this feedback to revise their plan. 

Unit 5 - Start an Enterprise in Esports

Students will develop a plan for an enterprise within the esports industry, and pitch this to an 

audience. They will review their plan using feedback they receive. 

Unit 7 - Positive Health and Well -being in Esports

Students investigate aspects of physical and mental health and well-being, including the 

importance of a balanced diet, and apply this to esports players and their performance.



Esports

 

Your typical day will be filled with lessons and it might also include some 

1-2-1, PPD (Professional, Personal Development) and enrichment sessions. 

Our Esports courses are made up of

Main Course Hours

Enrichment

Personal and Professional Development Classes

Work Experience and Work Related Industry Classes

this all equates to about 3 and a half days spread over the week for just 

over 30 weeks a year

Burnley College’s Esports Courses

Typical day in this subject area



Trips
At Burnley College, we believe in providing our Esports students with unforgettable 
experiences that go beyond the classroom. Our trip to TwitchCon was a prime example, 
where students had the incredible opportunity to immerse themselves in the world of 
professional streaming and gaming. They interacted with top content creators, attended 
exclusive panels, and explored the latest gaming technology firsthand. This event allowed 
our students to gain valuable insights into the industry, network with professionals, and 
fuel their passion for a future in Esports.

Our students also embarked on an exciting Esports tour of Malaga and Gibraltar, where 
they experienced the vibrant gaming culture of Southern Europe. The tour included visits 
to top gaming hubs and Esports arenas, providing students with a unique perspective on 
how Esports is thriving internationally. They had the chance to meet with local teams, 
participate in friendly competitions, and learn about different career paths within the global 
Esports industry. This tour broadened their horizons and deepened their understanding of 
the diverse opportunities available in Esports.

Closer to home, our students visited the Bury Arcade Club, the largest arcade in Europe. 
This trip was not only a nostalgic journey through gaming history but also a chance to 
explore the evolution of gaming from retro arcades to modern -day Esports. Students had 
hands-on experience with a vast array of games, from vintage classics to the latest releases, 
giving them a well -rounded appreciation of gaming culture. The visit highlighted the 
importance of understanding gaming’s past to innovate in its future, leaving our students 
inspired and excited about the possibilities in the Esports industry.



Example Student Work

Level 3 Year 1 - Project 3 - Health, Well-being and 
Nutrition

Level 2 - Unit 2 - Establishing an esports 
brand



Example Student Work

Level 3 Year 2 - Project 6 - Ethical Issues in Esports and Video 
Production



Example Student Work

HNC in Esports 







Dedicated to developing the very best amateur esports talent across the UK and 
providing a platform for aspiring gamers to showcase their abilities, the British 

Esports Student Champs is the largest amateur grassroots esports tournament for 
students aged 12+, open to all secondary schools, further education colleges and 

alternative provision schools across the United Kingdom.

Providing a solid foundation for the development of competitive play, transferable 
digital skills and personal growth, the Student Champs is identifying the next 
generation of esports talent and developing player pathways from amateur 

grassroots esports to national representation at medal based events.

Featuring the biggest esports games, hundreds of institutions and thousands of 
amateur esports athletes, the Student Champs is the definitive competitive gaming 

platform for aspiring esports athletes in early education.

British Esports Student Champs



Esports Quiz
1 2 3 4 5

6 7 8 9 10

Answers: 1. Team Liquid, 2. Gen.G, 3. Fnatic, 4. FaZe Clan, 5. LOUD, 6. 100 Thieves, 7. Team Falcons, 8. OpticGaming, 9. Team Spirit, 10. Dignitas 



Research Task

• Choose your two favourite Esports games
• Conduct research using the internet into the following information about the 

games you have chosen
￭ When they were created?
￭ Why and how were they created?
￭ Which studio is responsible for them?
￭ How are the competitive competitions for these games 

organised? (e.g. Tournaments, Leagues, etc)
• With this research put together a presentation on the facts and information you 

have learnt

Task for you to do before you Start
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