
MANAGERIAL
APPROACH

To implement esports in education requires a cultural
change and a new approach at the management level.
The project provides guidelines for local
implementation, which regard both organisational
strategy and infrastructure, and the involvement of
project staff at all levels, including the essential
commitment at the managerial level.

The EASIE project's aim is to develop a new esport-in-education pedagogical methodology. With
a general Adult Education and VET approach, the project proposes to improve social inclusion
and increase creativity, as well as digital and entrepreneurial competencies.
Thanks to the support of EASIE Advisory Board, the project will validate and disseminate its
results in a format that is easily and practically transferable and adaptable to other educational
organisations, regardless of their nationality, educational system or academic level.
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Want to know more?
 To find out more about the EASIE project and access its free resources,

please visit our Website and YouTube Channel or follow the project process 
on LinkedIn and join our Discord, to become part of our online community. 

For any questions or further information, feel free to contact us via email.

Project: 101086885 — EASIE — ERASMUS-EDU-2022-PI-FORWARD

To implement this new methodology in their
classrooms, teachers must be trained in
esports and enhance their own digital and
professional competencies. Through this
training, teachers will be able to acknowledge,
define and explore the possibilities of using
esports as a pedagogical strategy and method.
The training will also strengthen teachers'
ability in engaging their students both in and
out of the classroom, thus also increasing their
competencies, as well as social inclusion.

DIDACTIC
APPROACH

As part of the project's free accessible
resources, a wide range of peer-reviewed
learning designs will be provided, to be used
directly, as they are, or as an inspiration or
model for teachers to adapt and develop
their own material. In addition, we are
currently developing blueprints for other
institutions that wish to follow our path and
integrate esports in education. 
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