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Discussion Item 

AAC – 2 Esports Update (Grieve, Borchert, Brown, Byrd) 

Background Information 

Bill Brown, Associate Dean in the Bryan School of Business and Economics and Erick Byrd, 

Associate Professor, Dept. of Marketing, Entrepreneurship, Hospitality & Tourism will give an 

update on the concentration in Esports Management.  Greg Grieve, Professor and Head of the 

Dept. of Religious Studies and John Borchert, Lecturer in the Dept. of Religious Studies will 

offer an update on The College of Arts & Sciences esports initiatives.  

Attachment: 

AAC 2.1 Esports Update Presentation (see below)

___________________________ 

Debbie Storrs 

Provost & Executive Vice Chancellor 
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Esports Management Concentration
Hospitality & Tourism Management Program

• Esports are competitive video 
games. Just like any competitive 
physical activity can be considered 
a sport, any video game played 
competitively can be an esport. 
(Collis, 2020)

• Esports is also a business. Where 
can we contribute?



Esports Management Concentration
Hospitality & Tourism Management Program

Esports Business Opportunities 

• Game Development

• Products (peripherals, apparel)

• Competitive Teams

• Event Organization

• Advertising and Promotions



Esports Management Concentration
Hospitality & Tourism Management Program

• Esports links to all areas of tourism & hospitality

- segment of the event industry

- venues of all sizes and alternative uses for    
venues

- communities (big and small) to host these 
events 

• North Carolina already a leader in Esports 
events and the state is looking to make further 
investments.



Esports Management Concentration
Hospitality & Tourism Management Program

However, all of this depends on sound planning, management, and 
execution of these events. This is what we will help our students learn.  Our 
Approach

• How businesses, organizations and communities develop, promote, 
manage, and host events.

• Training graduates to be able to make Esports profitable for businesses, 
organizations, and communities. 

• Concentration will prepare students for the field of Esports management by 
providing a robust business background through the foundation of business 
courses and specialized event and Esports courses.

• Provide opportunities for students to work with the UNCG Esports Arena 
and other local and regional events.



Esports Management Concentration
Hospitality & Tourism Management Program

• UNCG General Education requirements for foundations

• Bryan School Business core for required knowledge in business functional areas

• Required Major courses

• STH 103 Introduction to Esports Management

• STH 251 Diversity and Equity in Hospitality and Tourism

• MKT 421 Promotion Management in Esports

• STH 433 Esports, Meeting and Event Tourism

• STH 491 Tourism and Hospitality Strategic Management

• 2 Electives from related Hospitality and Marketing courses
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Academic Component of Esports Initiative 



What’s this have to do with Religious Studies?









* There are 2.7 billion gamers worldwide in 2020.
* 1.5 billion gamers are in the Asia-Pacific region.
* 75% of Americans have at least one gamer in their household.
* China, the US, and Japan are the top three gaming markets worldwide.
* 50% of game developers were born in the US.
* 40% of game developers in 2019 were University graduates.
* PlayStation 2 is the best-selling game console of all time with 157.68 million units sold since launch.
* In 2019, the US employed 53% of game developers.
* 66% of game developers are working on projects on PCs.
* Steam is the number one storefront for 47% of game developers.
* 48% of game studios work on VR and AR games.
* Counter-Strike: Global Offensive is the most-watched video game on Twitch with 66.5 million hours.

Video Game Industry Statistics





Cultural Study of 
Videogaming & Esports 



The evolution of a 
medium

Media evolutions follow 
surprisingly similar 
patterns across 
technologies 
(Bowman, 2019; Stober, 2004) 

Demonstration

Replication

Extension
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Cultural Study of Videogaming & Esports 
at UNCG

Three Projects within the Initiative:

1. Network
2. Curriculum
3. First Year Play



NETWORK FOR THE CULTURAL STUDY 
OF VIDEOGAMING (JAN 2022)



Cultural Study of Videogaming 
and E-Sports Minor (Fall 2023)



First Year Play (Fall 2022)



Game Studies Amongst Our Peers


