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Introduction 

This programme specification provides a summary of the main features of the Esports 
Management programme and includes the learning outcomes that you as a student are 
expected to have achieved on successful completion of the programme. 

Further detailed information related to this programme and the College can be found in the 
following resources: 

• Programme Handbook 
• B&FC Admissions Policy 
• Work based and placement learning handbook (for foundation degrees) 
• Student guide to assessment and feedback 

When undertaken as part of a Degree Apprenticeship additional information is available in the 
following resources:

• The Programme Delivery Plan
• The End Point Assessment Guide 
• B&FC Mentor Guide 
• B&FC Apprenticeship Strategy 

Key Programme Information 

Programme Code DEN-ESP-2025 

Programme Title Esports Management 

Teaching Institution Blackpool and The Fylde College 

Professional, Statutory and 
Regulatory Body (PSRB) 
Accreditation 

None 

UCAS Code 

Language of Study English 

Version 1 

Approval Status Approved 

Approval Date 08 Jul 2025 

JACS Code 

Programme Leader Lee Holroyd 

Programme Awards 

Award Award Type Level Awarding Body 

LU Foundation Degree in Science Foundation Degree 
(240 credits) Level 5 Lancaster University 

LU Bachelor of Science with Honours 
(Top-up) 

Honours Top-up 
Degree (120 credits) Level 6 Lancaster University 

Programme Overview 

To enrol in the eSports Management pathway within the Digital Enterprise programme, you 
must have successfully completed the Level 4 Certificate of Higher Education in Digital 
Enterprise. This pathway is designed to prepare you for leadership roles in the fast-growing 
eSports industry by equipping you with the skills and knowledge needed to excel in event 
management, player performance, broadcasting, and community engagement. 
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At Level 5, you will build on your foundational skills through modules such as Broadcasting, 
Competitive Gaming Culture, and eSports Analytics. These modules emphasise the practical 
application of skills, including planning and delivering live-streamed events, analysing player 
and team performance, and understanding the cultural aspects of competitive gaming. 
Additionally, Digital Marketing and Project Management modules provide the strategic skills 
necessary to market events effectively and manage complex projects within the industry. 

At Level 6, your studies will advance with modules like Player Performance & Management, 
Community Management, and Planning Digital Events. These modules focus on refining your 
leadership and organisational skills, as well as preparing you to manage player performance 
and community growth. A significant component of this year is the Dissertation, which allows 
you to research and develop innovative solutions to challenges in the eSports industry. 

Throughout the programme, you will engage with industry-standard tools and gain hands-on 
experience in simulated and real-world scenarios. By the end of your studies, you will have 
developed a professional portfolio that showcases your ability to lead and innovate in the 
competitive eSports sector. 

Programme Goals 

As a graduate of the eSports Management pathway, you will:

 Master Event Management: Learn how to plan, execute, and evaluate eSports tournaments 
and events, both online and in-person.
 Understand Competitive Gaming Culture: Develop a deep understanding of the cultural, social, 
and professional aspects of the eSports industry.
 Enhance Player Performance: Gain the skills to manage and support player development, 
including training schedules, performance analytics, and well-being.
 Analyse eSports Data: Learn to interpret data to improve gameplay strategies, team 
performance, and business decisions.
 Develop Leadership Skills: Build the confidence to lead teams, manage stakeholders, and grow 
community engagement.
 Conduct Research: Undertake independent research to solve real-world problems within the 
eSports industry. 

Core Skills and Competencies 

As a graduate of the eSports Management pathway, you will be equipped with:

 Event Planning Expertise: Proficiency in organising and managing eSports events, from small-
scale tournaments to large-scale competitions.
 Analytical Skills: The ability to gather and interpret data to inform decisions, improve 
performance, and create strategic plans.
 Digital Marketing: Skills in promoting eSports events and content through social media, live-
streaming platforms, and other digital channels.
 Player Management: Knowledge of effective leadership techniques for supporting player 
performance and team dynamics.
 Community Engagement: The ability to build and maintain strong relationships with fans, 
sponsors, and stakeholders.
 Professional Communication: Strong verbal and written communication skills tailored to diverse 
audiences within the eSports industry. 
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This pathway prepares graduates for roles such as eSports Event Coordinator, eSports Team 
Manager, Community Manager, and eSports Analyst. Whether you plan to enter the industry 
workforce or pursue further study at post-graduate level. 

Admission Criteria 

Entry Requirements 

FOUNDATION DEGREE PATHWAY 

To gain access to the level five, foundation degree pathway a student must successfully 
complete the Certificate of HE in Digital Enterprise. 

HONOURS DEGREE PATHWAY 

Successful completion of the Foundation Degree in the eSports Management pathway of the 
Digital Enterprise programme. 

PROGRAMME VIABILITY 

Please note that each pathway within the Digital Enterprise programme is subject to minimum 
student enrolment numbers. Pathways may only be delivered if sufficient student demand is 
confirmed. Applicants will be informed of any changes to pathway availability at the earliest 
convenience. 

Career Options and Progression Opportunities 

Graduates from the Digital Enterprise degree programme’s eSports Management pathway have 
multiple options to either continue into the next level of study, or secure gainful employment in 
the Digital Sector; below is a list of some of the opportunities you may unlock when completing 
the degrees. 

FOUNDATION DEGREE (ESPORTS MANAGEMENT) 

eSports Content Creator: An eSports content creator develops and manages digital media 
content focused on eSports, including live streams, video highlights, and social media 
campaigns. With knowledge in broadcasting, digital content creation, and social media 
marketing, graduates can engage with audiences effectively and grow their presence across 
various platforms like Twitch, YouTube, and Instagram. 

eSports Event Coordinator: eSports event coordinators plan and execute tournaments, 
competitions, and related events in the eSports industry. Equipped with skills in project 
management, digital marketing, and competitive gaming culture, graduates can handle event 
logistics, market the events, and ensure smooth operations, while coordinating with sponsors, 
teams, and audiences. 

eSports Analyst: In this role, graduates use their knowledge of eSports analytics and 
competitive gaming culture to analyse team performance, track key metrics, and provide 
insights that support strategic decisions within eSports teams or organisations. By interpreting 
player and team data, eSports analysts help improve gameplay strategies, recruitment, and 
training plans. 

HONOURS DEGREE (ESPORTS MANAGEMENT) 

eSports Team Manager: An eSports team manager oversees the day-to-day operations and 
long-term strategies for competitive gaming teams. With skills in player performance & 
management, graduates in this role are responsible for recruiting and training players, 
organising practice schedules, and ensuring optimal team performance. Their knowledge of 
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community management helps in building a strong fanbase and managing external 
relationships, while forecasting abilities allow them to anticipate trends in the industry and plan 
accordingly. 

eSports Event Manager: An eSports event manager plans and coordinates large-scale eSports 
tournaments and events, both online and in-person. With expertise in planning digital events, 
graduates can manage every aspect of event logistics, from securing sponsors to coordinating 
live streaming and technical setups. Their forecasting and communication skills help them 
predict audience engagement and prepare for potential challenges, ensuring that events run 
smoothly and meet stakeholder expectations. 

Community Manager: A community manager in eSports focuses on building and nurturing a 
strong online fanbase for eSports teams, organisations, or platforms. Graduates with skills in 
community management and digital events planning are well-equipped to engage with fans, 
manage social media platforms, and organise fan-centric events. They also use forecasting 
skills to anticipate community trends and player performance insights to create content that 
resonates with the audience, fostering long-term community growth. 

PROGRESSION WITHIN EDUCATION 

Upon completion of the programme at honours level opportunities for post-graduate study will 
become available; these will likely be from major UK (and potentially international) Universities. 
Post-Graduate programmes in the UK regarding eSports Management can focus (but are not 
limited to) on the following: Human Resource Management, Leadership & Management & 
Coaching*. 

*n.b. eSports as a degree programme is still in its infancy, and as such more and more 
opportunities for post-graduate study will come online in the coming years. 
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Programme Aims 

This programme aims to: 

FOUNDATION DEGREE

 Ensure students can demonstrate both practical and academic practices involved the 
knowledge, skills and behaviours expected of digital industry.
 Prepare students to apply methods and techniques to review, consolidate, and extend their 
knowledge in practical, real-world contexts.
 Assist students in the use of established techniques to initiate and undertake analysis of 
information, proposing solutions to problems arising from that analysis. 
Enable students to communicate information, coherent arguments and analysis in a variety of 
forms to specialist and non-specialist audiences reliably.
 Practice the transferable skills necessary in the chosen field/pathway requiring the exercise of 
both personal and collaborative responsibilities which can be applied within further study and 
employment. 

HONOURS DEGREE

 Direct students to make synthesised, critical judgements, evaluations and insights in terms of 
the knowledge, skills and behaviours expected of digital industry.
 Facilitate students to apply effective methods and techniques to critically review, consolidate, 
and extend knowledge, enabling the initiation, execution and communication of professional and 
ethical projects.
 Empower students to employ a range of established techniques, proposing effective 
computational and non-computational solutions in the initiation and critical analysis of 
information.
 Enable students to strengthen their transferable skills, particularly intrapersonal and 
independent competencies, for academic and professional advancement. 

Blackpool and The Fylde College Page 6 of 14 



Programme Learning Outcomes 
Level 5 

Upon successful completion of this level, students will be able to: 

1. Demonstrate the ability to produce a solution to a complex problem sourced from a real-
world project or workplace. 

2. Apply eSports Management knowledge, skills and behaviours both individually and as part 
of a management team which are standard practice within further study and industry 
employment. 

3. Complete individual, long-form, iterative projects employing a range of transferable skills 
appropriate to the digital sector. 

4. Produce work involving problem identification, analysis, design, and development of 
eSports management, implementing appropriate documentation for broadcasting and 
management technologies. 

5. Appraise esports models and practices that underpin management, broadcasting, and 
cultural considerations within the esports industry. 

6. Exercise critical judgement in developing esports strategies, using structured arguments 
based on subject knowledge to justify the selection and use of management and 
broadcasting techniques. 

Level 6 

Upon successful completion of this level, students will be able to: 

7. Demonstrate the ability to ethically produce a significant piece of work from problem 
domain and literature review to implementation and results analysis through professional 
documentation and communicate findings to both technical and non-technical audiences 
with minimal guidance. 

8. Develop an artefact through problem identification and the critical analysis, design, and 
development of a system, with appropriate documentation, employing a range of industry 
standard, professional practical techniques. 

9. Apply a critical understanding of eSports management knowledge, skills and behaviours, 
using structured arguments based on subject knowledge to critically evaluate findings and 
justify the selection and use of tools and techniques employing a range of transferable skills 
appropriate to the digital sector. 

10. Critically analyse the professional, economic, social, environmental, moral, and ethical 
issues involved in the wider design and development of esports platforms, applications, and 
interfaces, recognising the impact of well-forecasted, digital events. 

11. Produce dynamic products involving user analysis, design, and the development of esports 
systems, with appropriate documentation, considering community, and player performance. 

12. Deploy accurately established techniques of the principal areas of eSports platform 
development, digital communications, and media, exercising critical judgement to develop 
and evaluate user-focused management techniques, ensuring accessibility and usability of 
information for all stakeholders. 
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Programme Structure 

Module Level Credits % Category Description Length/Word 
Count 

Grading 
Method 

Stage 1 

BSC501: Work Based 
Learning 
(Mandatory) 

5 20 
60% 

Coursework: 
Portfolio / e-

Portfolio 
n/a 2500 Letter Grade 

40% Coursework: 
Other 

CV & Interview 
Notes 1500 Letter Grade 

BSC502: Project 
Management 
(Mandatory) 

5 20 
40% Coursework: 

Report n/a 2000 Letter Grade 

60% Coursework: 
Project n/a 2000 Letter Grade 

BSC504: Digital 
Marketing 
(Mandatory) 

5 20 
60% 

Practical: 
Software 
Program 

n/a 2500 Letter Grade 

40% Coursework: 
Report n/a 1500 Letter Grade 

CDS501: Broadcasting 
(Mandatory) 5 20 

60% Practical: 
Artefact n/a 2000 Letter Grade 

40% Practical: 
Presentation n/a 30 Letter Grade 

CDS502: Competitive 
Gaming Culture 
(Mandatory) 

5 20 
40% Practical: 

Presentation n/a 1500 Letter Grade 

60% Coursework: 
Report n/a 2500 Letter Grade 

CDS503: eSports 
Analytics 
(Mandatory) 

5 20 
40% Practical: 

Artefact n/a 1500 Letter Grade 

60% Coursework: 
Report n/a 2500 Letter Grade 

Stage 2 

BSC601: Final Project 
(Mandatory) 6 40 100% Coursework: 

Report 

This module will 
include a single 

piece of 
coursework, 

which will serve 
as a summative 

assessment 
incorporating 

four key 
milestones: 

• Ethical and 
Research 
Proposal 

• Project Report 
• Artefact 

• Academic 
poster 

8000 Letter Grade 

BSC605: Forecasting & 
Communication 
(Mandatory) 

6 20 
60% 

Practical: 
Software 
Program 

n/a 2500 Letter Grade 

40% Coursework: 
Report n/a 1500 Letter Grade 

CDS601: Community 
Management 
(Mandatory) 

6 20 
60% Coursework: 

Report n/a 2500 Letter Grade 

40% Coursework: 
Report n/a 1500 Letter Grade 
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CDS602: Planning Digital 
Events 
(Mandatory) 

6 20 
60% Practical: 

Artefact n/a 2500 Letter Grade 

40% Coursework: 
Report n/a 1500 Letter Grade 

CDS603: Player 
Performance & 6 20 

40% Practical: 
Presentation n/a 30 Letter Grade 

Management 
(Mandatory) 60% Coursework: 

Report n/a 2500 Letter Grade 

Study Workload 

Each module of the programme requires 200 hours of study which is split between your in-class 
sessions and work away from the classroom. You will be expected to complete around nine 
hours of independent study weekly which you can do in your own time that should include wider 
reading, research and the completion of assignments. You will be provided with an assessment 
schedule at the start of the academic year which you can use to plan your study time in each 
term. Progress tutorial sessions will also be included to support you in your organisation and 
time management helping you meet all deadlines. 

Most modules follow a pattern including scheduled learning, independent study and career 
development; these elements are defined as such: 

Scheduled Learning 

Scheduled time relates to the time you spend in directed study with the guidance and support of 
our academic tutors. Scheduled learning can take a variety of forms and will vary from one 
course to the next, but may include lectures, seminars, tutorials, project supervision, 
demonstrations, studio or workshop time, practical tasks / labs and external visits. 

Independent Study 

Higher education courses rely on students undertaking work outside of formal, scheduled 
sessions and this is generally categorised as independent study. Independent study might 
include preparation for scheduled sessions, follow-up work, wider reading or practice, 
completion of assessment tasks and revision. 

Placement 

Within your foundation degree year, you will either seek or be given an opportunity for work 
placement which will provide you with the chance to link your studies to relevant professional 
practice in a real work environment. Our programme teams are able to offer support in securing 
an appropriate work placement where it forms part of your programme and will work closely with 
you during the placement to ensure that the opportunity allows you to develop personally, 
professionally and academically. 
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Programme Delivery: Learning and Teaching 

The Teaching and Learning Strategy is how we at B&FC define our interaction with you. 
Through this strategy, we aim to provide you with the knowledge, skills, and experiences 
necessary to achieve your academic and career goals. Where possible, we integrate 
experiential learning opportunities to help you reflect on your experiences and continually 
improve your skills. For the eSports Management pathway, this strategy incorporates specific 
methods tailored to the unique demands of the eSports industry. 

Our well-equipped computer labs and dedicated spaces for broadcasting and event 
management support modules such as Broadcasting, Competitive Gaming Culture, and eSports 
Analytics. During these sessions, tutors will guide you through the process of planning, 
delivering, and analysing eSports events and broadcasts, building your confidence in using 
industry-standard tools and troubleshooting challenges as they arise. To complement these 
activities, we also offer a dedicated workshop space three days a week, staffed by professionals 
who can provide additional guidance and encouragement to refine your skills. 

You will have remote access to much of the software used in your studies, allowing you to work 
on projects and experiment with tools for analytics, streaming, and digital event planning from 
your personal devices. For example, in Planning Digital Events, you will practise organising and 
managing online tournaments, learning the technical and logistical skills necessary for success. 
This flexibility ensures you can revisit concepts, refine techniques, and explore innovative 
approaches at your own pace. 

Collaboration with peers is another essential component of the programme. Modules such as 
Community Management provide opportunities for group work, where you will develop key 
communication and teamwork skills. These experiences mirror the collaborative environments 
you will encounter in professional roles. Later in the programme, at Level 6, you will participate 
in more formalised team projects, such as those within Player Performance & Management, 
allowing you to apply these skills in practical, pathway-specific scenarios. 

Our teaching staff also make extensive use of video technology and resources such as LinkedIn 
Learning to support your independent study. These resources are often recommended 
alongside reading lists, providing additional opportunities to deepen your understanding of the 
material. By Level 6, you will undertake a Dissertation project, designed and researched 
independently under the guidance of staff. This project is the culmination of your learning 
journey, demonstrating your ability to address a complex challenge in the eSports industry 
through innovative research and practical application. 

By the time you graduate, you will have gained a wealth of transferable skills, including 
teamwork, analytical thinking, effective communication, time management, and self-motivation. 
These skills, combined with your industry-specific expertise, will provide a strong foundation for 
your career in the dynamic and rapidly evolving eSports sector. 
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Programme Delivery: Assessment 

Your performance in each module is assessed through a variety of approaches. There is week-
to-week formative assessment, and then there is summative or final assessment. There are two 
categories of summative assessment within the Digital Enterprise eSports Management 
pathway: Coursework and Practical. The number and type of assessments depend on the 
module, and there are usually one or two, each assessment having a pre-defined weighting. For 
example, in a typical module, you may have a piece of coursework handed in halfway through 
the semester worth 60% of the module and another piece of coursework involving writing an 
evaluative report worth 40%. To ensure that the assignments are valid, fair, and consistent, one 
team member writes the assessment, and another verifies the subject matter and structure fit 
the required criteria. Additionally, when our Programme Consultant (PC) and External Examiner 
(EE) visit, they review the assessments to ensure they are fit for purpose. 

Coursework 

On the eSports Management pathway, you may be asked to produce a variety of coursework 
types. The most common form is a structured report written with reference to a supplied 
scenario, where you research the requirements. You may also be required to write essays or 
create assessments that involve no writing at all, such as designing event plans, creating 
marketing strategies, or analysing player performance data. Some assessments may require 
you to produce presentations or participate in group discussions, while others involve creating 
strategic proposals, technical diagrams, or a portfolio of event management plans. 

Practical 

Practical assessments often involve the design and development of an “artefact” (which means 
an end product). These artefacts can range from comprehensive event plans to live-streamed 
broadcasts or team performance management strategies. For example, in modules like 
Broadcasting or Planning Digital Events, you might develop a fully operational eSports 
tournament or prepare a live-streamed broadcast that meets professional standards. In 
preparation for the practical element, you will learn how specific software and equipment can 
enhance your project. Scenarios are commonly provided, and your job will be to meet the 
requirements of the brief while demonstrating creativity and technical proficiency. 

Feedback 

In every session with your tutors, you will receive formative feedback designed to help you 
improve and for tutors to gauge your progress. This feedback may come in various formats, 
such as conversations where the tutor highlights an organisational flaw in your event plan or 
provides advice on refining a broadcast setup. In practical sessions, feedback might involve 
suggestions for improving the engagement or technical quality of your project. Tutors can also 
support you remotely through platforms like Microsoft Teams, sharing screens to provide real-
time feedback on your work. 

Other methods of feedback include recorded video or audio feedback, as well as online quizzes 
available on our Virtual Learning Environment (VLE), Canvas. Before you submit coursework for 
marking, you will have the opportunity to share your work with tutors for review. This often leads 
to improvements based on their advice. Once your assessments are marked, you will receive 
summative feedback, which includes a grade. The lessons learned from summative feedback 
should be applied to future assessments to ensure continuous improvement. 
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Programme Delivery: Work Based and Placement Learning 

At level 5 there is an emphasis on the nature of contemporary work-based learning 
opportunities that can occur in different contexts in terms of where you are in your professional 
career or learning journey. The practice of work-based learning relates to your academic and 
professional development to prepare you for graduate employment and career development. 

We recognise that for some students, work-based learning will be linked directly to their 
employment or a structured work placement, for others, it may relate to a specific live-brief or 
scenario which has been co-created with an employer. Your work-based learning experience 
may fall in to one of the following categories or it could be a combination of all three. 

Learning through work: structured work placements or internships undertaken for a minimum of 
30 hours (equivalent to a 5-day industry placement) as part of the module to provide you with an 
experience of an employment situation where the work you undertake will provide a key source 
for your learning, including remote working and work undertaken in non-employed settings i.e. 
volunteering 

Learning at work: if you are employed in an appropriate setting and your subject discipline is 
embedded in the workplace. Learning for work: live work-based project which involves 
employers in the commissioning of industry briefs, projects or research. Similar to learning 
through work, it provides you with a work-based experience of your industry, where the work 
you undertake will provide an opportunity to connect theory and practice to work-based 
learning. 

Work-Based Learning Activities 

There are a variety of work-based learning activities which you can engage, including (where 
required) work placements. For you to learn from your experiences it is recommended that you 
should engage in a minimum of 30 hours of work-based learning activities. These activities can 
include:

 Researching a company or organisation a student may wish to join as an employee.
 Attending a careers interview, job application and interview skills
 Understanding the job market, skills and attributes sought by employers.
 Developing a graduate employability profile e.g. LinkedIn
 Career planning, professional development and target setting
 Evaluating role and responsibilities in the workplace
 Incorporating formative and summative feedback in to professional and academic targets 

You can discuss the range of activities available to you and these can be incorporated to your 
learning experience with your Work-based Learning Module Tutor and Progress Tutor. 

Programme Delivery: Graduate Skill Development 

Upon entering Higher Education and studying an undergraduate programme, there are 
particular skills you will be building in addition to the subject-specific skills within the Digital 
Enterprise programme. These attributes, which are termed Graduate Skills, are outlined below 
alongside how they relate to the eSports Management pathway. 

A Commitment to Lifelong Learning and Career Development: Developing your own personal 
and professional goals through a strong reflective PDP thread throughout the programme is key 
to your success. At Level 4, you studied modules such as Contemporary Issues and Digital 
Practice, which encouraged you to reflect on your learning and the application of skills within 
eSports contexts. At Level 5, the Work Based Learning module will build on this by 
incorporating reflective logs on applied skills, particularly in meeting client needs or delivering 
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eSports events. By Level 6, the Dissertation module enables you to independently research and 
develop projects closely aligned with your career goals in eSports. Throughout the programme, 
tutorials aligned with B&FC’s Partners for Success framework provide regular one-to-one 
support, focusing on CV development, professional networks, and transferrable workplace skills. 

Collaborative Teamwork and Leadership Skills: Collaborative skills are essential in the eSports 
industry, where teamwork is critical for event planning, team management, and broadcasting. At 
Level 4, you were introduced to teamwork through in-class sessions and formative activities. At 
Level 5, you will engage in assessed group work in modules such as Broadcasting, where you 
and your peers will collaboratively design, market, cast, and deliver live-streamed eSports 
events. These experiences are further refined at Level 6 in modules such as Player 
Performance & Management, where you will work in teams to manage players and strategise 
for competitive success. 

Personal And Intellectual Autonomy: The eSports Management pathway encourages creative 
and independent thinking. Assessment briefs often provide structured freedom for you to 
approach problems from different perspectives, fostering creativity and self-management. At 
Level 4, you explored these skills in the Digital Practice module, where you designed and 
developed projects combining individual initiative with collaborative inputs. By Level 6, the 
Dissertation module will serve as a capstone for intellectual autonomy, enabling you to 
independently research and develop solutions to complex challenges within the eSports 
industry, demonstrating self-management, problem-solving, and critical thinking skills. 

Ethical, Social, And Professional Understanding: Ethical considerations are integral to the 
eSports Management pathway. At Level 4, the Contemporary Issues module introduced you to 
ethical challenges in digital industries, including fairness and integrity in competitive gaming. 
These themes were expanded in Digital Practice, where you explored ethical and professional 
considerations in managing eSports events and online communities. At Level 5, the Work 
Based Learning module will emphasise the importance of professional conduct, including DBS 
checks where applicable. Ethical research practices are central to the Level 6 Dissertation, 
where projects must align with the College’s Ethical Approval Process before proceeding. 

Communication, Information, And Digital Literacies: Strong communication and digital literacy 
skills are vital for success in eSports. Across all levels, you have engaged with tools and 
techniques for effective communication, including presentations, reports, and digital media 
production. Modules such as Broadcasting teach you to use live-streaming platforms, video 
editing tools, and audience engagement strategies. Reflective practices in several modules 
encourage you to document your development through written reports, videos, or soundbites. 
Industry-standard tools like Trello, OBS, and Teams are integrated into the curriculum to 
replicate professional workflows and enhance digital literacy. 

Global Citizenship: The eSports industry is inherently global, with tournaments, teams, and 
audiences spanning multiple countries. The programme addresses this through modules like 
Digital Practice, which introduced global collaboration and cultural considerations. At Level 5, 
modules such as Community Management will help you explore how to engage diverse 
audiences and foster inclusive environments within eSports communities. These skills prepare 
you to navigate the global eSports landscape, enhancing your cultural awareness and 
adaptability in international contexts. 

Research, Scholarship, and Enquiry Skills: Research and enquiry underpin the eSports 
Management pathway. You have already developed critical research skills through the 
programme’s “transferrable skills” thread, which includes Contemporary Issues and Work Based 
Learning. These modules taught you to evaluate the reliability and validity of sources, whether 
analysing player performance data or exploring marketing strategies for eSports events. At 
Level 6, you will conduct independent research projects in the Dissertation module, applying 
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rigorous methodologies to address real-world challenges in the eSports sector. The 
programme’s academic staff, many of whom hold advanced qualifications, actively promote 
scholarship and enquiry. 

Enterprise And Entrepreneurial Awareness and Capabilities: The eSports industry offers diverse 
career opportunities, from working within established organisations to freelance and 
entrepreneurial roles. At Level 5, modules such as Work Based Learning will introduce you to 
the entrepreneurial aspects of eSports, including event planning and sponsorship acquisition. 
These skills are further developed in bespoke Level 6 modules like Planning Digital Events, 
which emphasise strategic thinking and innovative problem-solving. The programme’s focus on 
practical application ensures you are well-equipped to seize opportunities in this dynamic and 
rapidly growing field. 

Study Costs: Equipment Requirements 

The equipment needed for this programme is accessible through B&FC and a Remote Desktop 
Connection. It is advised that any student who undertakes this course has a PC or Laptop with 
which to complete module assessment work however this is not a necessity; if you can access 
the onsite resources regularly, or head into college and attend workshops. 

Study Costs: Additional Costs 

There may be opportunities for field trips to conferences, exhibitions or for other interests. This 
is done so through negotiation as new venues / locations / trips must be Risk Assessed and 
approved. There is often room in the budget to subsidise costs so discounted contributions can 
be made however this will depend on several factors, including entry fees / travel. 

Related Courses 

Current Programmes (as of September 2025): The programmes below consider the wider range 
of more practically applied computer science subjects in contract to the Digital Enterprise. The 
other programmes are based on a two-year foundation degree, and single year honours top-up.

 FdSc. & BSc. (Hons) Software Engineering (Systems Development)
 FdSc. & BSc. (Hons) Software Engineering (Games Development)
 FdSc. & BSc. (Hons) Network Engineering (Systems Administration)
 FdSc. & BSc. (Hons) Network Engineering (Cyber Security) 

Upcoming Programmes (September 2026): In the future the applied Computer Science pathway 
will take on the same method as the Digital Enterprise; a common first year Certificate of Higher 
Education followed by foundation and honours top up years.

 Certificate of Higher Education in Computer Science
 FdSc. & BSc. (Hons) Cyber Security
 FdSc. & BSc. (Hons) Software Engineering & Game Development
 FdSc. & BSc. (Hons) Network Engineering 
FdSc. & BSc. (Hons) DevOps 
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