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Abstracts

The global Esports Solutions for Education market size is predicted to grow from US$

1145 million in 2025 to US$ 2469 million in 2032; it is expected to grow at a CAGR of

11.8% from 2026 to 2032.

Esports Solutions for Education refers to the integration of competitive video gaming

into educational environments as a tool to enhance learning, engagement, and skill

development. These solutions leverage the popularity of esports to foster teamwork,

strategic thinking, problem-solving, and digital literacy among students. They often

include tailored programs, gaming equipment, curriculum development, and

infrastructure to support both competitive play and academic growth. By aligning

esports with education, schools and institutions can provide students with pathways to

careers in technology, media, and sports management while promoting inclusivity,

collaboration, and 21st-century skills.

In recent years, the esports industry has been booming, and its influence has gradually

extended to the education sector. Esports solutions for education have emerged as a

new and exciting field, presenting a unique blend of entertainment and learning.?

Educational institutions around the world are starting to see the value in esports

solutions. In some regions, esports has been integrated into the curriculum, not just as a

form of gaming but as a comprehensive learning tool. For example, in certain high

schools and colleges, esports courses are offered that cover aspects such as game

strategy, team management, and esports event organization. These courses attract a

significant number of students who are passionate about gaming and are eager to

explore the educational potential within this field.?
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The market for esports solutions for education is diverse. There are companies

that provide infrastructure solutions, including high-performance gaming computers,

specialized software for esports training, and network optimization tools to ensure lag-

free gaming experiences for students. Software and platform providers offer learning

management systems tailored to esports education. These platforms host courses on

various esports-related topics, from in-depth game analysis to understanding the

business side of the esports industry. They also often include features for student

assessment, peer-to-peer interaction, and instructor-led sessions.?

Parents, who were once skeptical about the value of gaming in education, are now

showing more acceptance. As they witness the development of soft skills such as

teamwork, communication, and strategic thinking in their children through esports-based

education, they are becoming more open to the idea. Schools and educational

authorities are also investing in esports programs, either to attract students and

enhance their educational experience or to prepare students for careers in the rapidly

growing esports industry.?

To meet the demand for relevant and up-to-date education, there is an increasing trend

of collaboration between the esports industry and academic institutions. Esports

companies are partnering with schools and universities to develop curricula, provide

guest lectures from industry experts, and offer internship opportunities for students. This

collaboration ensures that the education provided is closely aligned with the real-world

requirements of the esports market.?

The future of esports solutions for education will be significantly influenced by

technology. Virtual Reality (VR) and Augmented Reality (AR) are likely to play a major

role. For instance, VR could create immersive training environments where students

can practice game strategies in a more realistic setting. AI-powered analytics tools will

be used to provide detailed insights into student performance, helping instructors

identify areas for improvement and customize learning plans. Cloud-based solutions will

also become more prevalent, allowing students to access esports educational resources

from anywhere, at any time, without the need for high-end local hardware.?

As the understanding of esports in education deepens, the range of courses will

expand. In addition to the current offerings, we can expect to see courses on esports

psychology, focusing on topics like performance anxiety and motivation in esports

athletes. Courses on esports and social responsibility, which explore the impact of

esports on society and the ethical considerations within the industry, may also be

introduced. There will also be more specialized courses related to emerging esports
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trends, such as mobile esports and blockchain-based gaming.?

Esports is a global phenomenon, and its educational solutions will follow suit. There will

be an increase in international esports competitions for students, promoting cross-

cultural exchange and learning. Educational institutions will collaborate across borders

to share best practices, develop joint curricula, and offer study-abroad programs in

esports education. This globalization will also lead to the standardization of esports

education qualifications, making it easier for students to transfer their skills and

knowledge across different regions.?

In conclusion, the market for esports solutions for education is in a growth phase, with a

promising future ahead. It is set to revolutionize the way students learn and prepare for

careers, while also bringing a new level of excitement and engagement to the

educational landscape.

LPI (LP Information)' newest research report, the ?Esports Solutions for Education

Industry Forecast? looks at past sales and reviews total world Esports Solutions for

Education sales in 2025, providing a comprehensive analysis by region and market

sector of projected Esports Solutions for Education sales for 2026 through 2032. With

Esports Solutions for Education sales broken down by region, market sector and sub-

sector, this report provides a detailed analysis in US$ millions of the world Esports

Solutions for Education industry.

This Insight Report provides a comprehensive analysis of the global Esports Solutions

for Education landscape and highlights key trends related to product segmentation,

company formation, revenue, and market share, latest development, and M&A activity.

This report also analyses the strategies of leading global companies with a focus on

Esports Solutions for Education portfolios and capabilities, market entry strategies,

market positions, and geographic footprints, to better understand these firms? unique

position in an accelerating global Esports Solutions for Education market.

This Insight Report evaluates the key market trends, drivers, and affecting factors

shaping the global outlook for Esports Solutions for Education and breaks down the

forecast by Type, by Application, geography, and market size to highlight emerging

pockets of opportunity. With a transparent methodology based on hundreds of bottom-

up qualitative and quantitative market inputs, this study forecast offers a highly nuanced

view of the current state and future trajectory in the global Esports Solutions for

Education.
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This report presents a comprehensive overview, market shares, and growth

opportunities of Esports Solutions for Education market by product type, application, key

players and key regions and countries.

Segmentation by Type:

Infrastructure Solutions

Software and Platforms

Segmentation by Application:

K-12 Education

Higher Education

Vocational and Technical Education

Continuing Education

Others

This report also splits the market by region:

Americas

United States

Canada

Mexico

Brazil

APAC

China
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Japan

Korea

Southeast Asia

India

Australia

Europe

Germany

France

UK

Italy

Russia

Middle East & Africa

Egypt

South Africa

Israel

Turkey

GCC Countries

The below companies that are profiled have been selected based on inputs gathered

from primary experts and analyzing the company's coverage, product portfolio, its

market penetration.
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Dell

Bluum

Creation Networks

Lenovo

Intel

Logitech

Insight Public Sector

S3 Technologies

LG

Acer

CDW

ViewSonic

TOP-TEC

Eduporium

CreativeHUT

Roche AV

Stone Technologies

Getech

British Esports Federation

Valor Esports
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