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Abstract: e-Sports are generically defined as competitive video games, but also “a form of
sport in which the primary aspects of sport are facilitated by electronic systems; player and
team inputs as well as eSport system outputs are mediated by human-computer interfaces”
(Hamari & Sjoblom, 2017, p. 213). Cross-media technologies, which externalize and accel-
erate cognitive abilities through social networks and gaming platforms, contribute to the
co-generation of complex forms of exchange, interaction, collaboration, and co-production
of thoughts in action (De Giuseppe, T., Delello, J., & Corona, F., 2020). This immersive
approach has underscored the educational need to reconsider the use of shared play spaces,
including reflecting on eco-sustainability with regard to the mass application of ludic media
and typologies such as eSports. These have great potential to impact life patterns and require
careful reinvestment in an authentic time pedagogy. Flipped inclusion for its mission of sys-
temic inclusion, represents a possible model of application and amplification of the logic of
gamification in academic teaching (Di Tore, S., 2023) also through the dimension of eSports.

Keywords: Gamification, Inclusion, Education, e-Sport, Flipped Inclusion.

1. Introduction

The growth of eSports in Italy and around the world has occurred hand in hand
with the increasingly pervasive spread of the Internet and the technological advances
that have affected and are still affecting the world of video games. One trend affecting
aspects from an educational perspective is connected to accessibility in the way events
are also enjoyed, linked for example to the opportunity for live video streaming.

Historically, prior to the 1960s, digital games were used primarily for demon-
stration purposes, as computers were large and too expensive for families (Monnens
& Goldberg, 2015). In the late 1970s and 1980s, arcade games that used an electronic
board included popular games such as Space Invaders (released in 1979), PacMan (in
1980), and Defender (in 1981). These arcade games helped create a culture that de-
fined a generation “in which children and teenagers could go out and, with a rea-
sonable amount of money, spend hours without their parents” (June, 2013, para. 18).
In addition, one of the first generation of game consoles was Atari, which allowed
people to play games such as Pong (1975), a type of virtual “pingpong” on their home
television sets (June, 2013). E-Sports, also known as competitive gaming, is a form of
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organized electronic competition that takes place through and thanks to video games.
The prefix “e” stands for “electronic” and emphasizes the digital nature of this new
phenomenon. A video game competition can take place on any platform: PC, console
or mobile. Esports involve professional, semi-professional or amateur video gamers
who compete, as individuals or as part of a team, in order to overcome the competi-
tion of their opponents. They are an inclusive phenomenon, accessible to everyone,
regardless of gender, race or personal physical ability.

The global COVID-19 pandemic has led to disruptions in traditional sports ac-
tivities, but has offered a great opportunity for the eSports industry through live
streaming of eSports events (Chan, et al., 2022; Italian Interactive Digital Enter-
tainment Association, IIDEA, 2021). Despite the numerous benefits, eSports also
entail psychological risks that cannot be ignored (Banyai et al., 2019). One of the most
discussed problems is video game addiction, a condition caused by intense involve-
ment that can have significant negative effects on the daily life of players. This ad-
diction is characterized by a loss of control over the time spent playing, with negative
consequences on social relationships, school or work performance and physical and
mental health. Gamingaddiction can also lead to problems such as socialisolation and
depression. An additional risk factor is performance anxiety and stress: professional
players, in particular, are subject to strong pressure to maintain high performance in
every match, all aggravated by the unpredictable nature of competitions, where even
small mistakes can lead to defeat. Competing in these conditions without the correct
management of emotions and stress can cause chronic stress and symptoms of
burnout. This is a common phenomenon among players who spend many hours
playing or preparing for competitions, and manifests itself with physical and mental
exhaustion, loss of interest in the game and a decline in performance. Long training
sessions (some wotld-class players train up to ten hours a day, broadcasting the whole
thing on streaming setvices), the pressure to achieve results and the lack of balance
between private and professional life can contribute to this phenomenon.

In this contribution, through a review of the scientific literature, the coordinates
of pilot studies will be outlined, starting from the focus on the risks and benefits of
eSports and the systemic cooperative methods of learning by doing, present in the
simple Flipped Inclusion model. The two research hypotheses proposed in this con-
tribution start from the investment in the promotion of prosocial educational pro-
cesses of systemic learning on which the Flipped Inclusion model invests and on the
potential offered by eSports, organized in gamification practices and game-based
learning practices to promote inclusion in non-formal and informal learning contexts
such as corporate governance and territorial communities.

2. Esports: a historical-evolutionary framework

In recent years, eSports have evolved and have begun to involve numerous and
different players, establishing themselves as an international phenomenon through
the organization of championships or tournaments and dramatically increasing the
number of fans. Among the most famous international competitions are the World
Cyber Games, the E-lectronic Sports Wotld Cup, DreamHack and the various annual
tournaments organized by ESL (originally Electronic Sports League) and MLG
(Major League Gaming). In 2016, the Italian e-Sports Association created the area
dedicated to competitive gaming called Sport Elettronici thanks to the agreement with
the Ente di Promozione Sportiva — Movimento Sportivo Popolare Italia recognized
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by the Italian National Olympic Committee (CONI) and this has allowed Italy to
participate every year in the eSports World Championship organized by the Interna-
tional e-Sports Federation thanks to the work of the Italian e-Sports Association. In
this same year, the Trofeo Motor Show was born, organized by Expo TV, which from
2017 becomes itinerant. In 2018, the Italian Taeckwondo Federation was the first of-
ficial Italian sports federation to recognize electronic sports as a real sporting activity.
The combination of eSports and gaming competitions in higher education is not new.
However, it was not until the early 1970s that gaming competitions began to grow.
Rather than being a deterrent, the COVID-19 pandemic fueled the growth of eSports
wotldwide due to online streaming options during quarantine (Clement, 2022; Per-
kins, 2020). In fact, quarantine measures not only increased the amount of time
consumers played, but also the amount of money spent (Jackson, 2020). For example,
a study on the successful Italian eSports team, Dropz, found that the COVID-19
period positively affected both player engagement and sentiment (Di Virgilio, et al.,
2022). Live-streamed games include multiplayer online battle arena (MOBA) games
such as League of Legends and Dota 2; first-person shooter (FPS) games like Call of
Duty and Overwatch; a free-to-play battle royale game, Fortnite; and real-time
strategy (RTS) games like StarCraft II and Supreme Commander (Pursey, 2021).
Additionally, the COVID-19 pandemic has led to an increase in eSports viewership
and gaming across all live streaming platforms during lockdowns (Clement, 2021;
Larson, 2022). In fact, Time Magazine’s headline for 2020 was ““Something Needs to
Fill That Void” As Stadiums Go Quiet, Esports Are Having a Moment” (Gault, 2020,
par. 1).

There are 1.62 million eSports enthusiasts in Italy, i.e. people between the ages of
14 and 40 who watch eSports events more than once a week, with a 15% increase over
the course of a year. If we then talk about the “avid fans”, those who follow eSports
events every day, the audience is reduced to 475 thousand people. To support the
exponential growth of eSports, we refer to the numbers of the Olympic eSports Week
in Singapore (2023), where over 130 players from all over the world came together to
compete in ten mixed-gender events, cheered by a sold-out audience, attracting over
500,000 participants and generating more than 6 million live views across all channels,
with 75% of views from people aged between 13 and 34 (sky sport). "It was a
promising start. But it is just that: a start - commented Thomas Bach, President of the
IOC - It's like in every sport: even after a promising start, the real race is still ahead.
The younger generation has a completely new way of thinking. They are living a digital
life at the moment". Bach himself, duting the opening ceremony of the 141st session
held in Mumbai in the presence of the Indian Prime Minister, announced a plan for
the creation of an eSports Olympics, stressing that there are “three billion people who
practice eSports and video games around the world”. All this clearly indicates a per-
spective that involves interests and themes of different nature: economic, sociological
and pedagogical. In 2022, the global eSports market was valued at just over 1.38 bil-
lion dollars. Furthermore, the global eSports market revenue is expected to grow to
1.87 billion dollars in 2025. Asia and North America currently represent the largest
eSports marketsin terms of revenue, with China alone accounting for almost a fifth of
the market.
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3. Gamification and Esports Relationship

There are numerous definitions of eSports including Weiss (2008) who defined it
as “playing competitive games according to the generally accepted rules of leagues and
tournaments on the Internet” (p. 572). Jenny et al. (2016) defined eSports simply as
“organized video game competitions” (p. 35). The definition of electronic sport or
eSports is complex and encompasses sport, culture, technology, and business (Jin,
2010). For example, Hamari and Sjéblom (2017) defined eSports as “a form of sport
in which the primary aspects of the sport are facilitated by electronic systems; the
input of players and teams and the output of the eSports system are mediated by
human-computer interfaces” (p. 211). Many other researchers have simply described
eSports as competitive and/or organized play. Indeed, according to Engerman and
Hein (2017), “the eSports community has progressed significantly and represents the
highest form of online competitive gaming for digital gaming environments” (p. 62).
For the purpose of this research paper, we will use a recent definition of eSports as “a
form of computer-mediated competitive gaming in a multiplayer environment”
(Delello et al., 2021, p. 3). Personal computing devices and fast internet have replaced
traditional video games, which were previously played in front of the television on
home consoles (L.antano et al., 2022; Marchand & Hennig-Thurau, 2013). Video game
playing has become pervasive among young adults around the world (Delello et al.,
2021; Ludwig et al., 2021), as there are many free-to-play (F2P) games that they can
play; It is also noteworthy that these F2P games generated the most digital revenue,
with almost $100 billion in 2020, which shows that users are much more willing to
purchase additional content rather than paying for the game up front or waiting for
further expansions (Gamespot, 2021). Furthermore, TechJury (2021) found that
free-to-play games generated the most revenue across all platforms: mobile, console,
and desktop. The phenomenon of eSports inevitably brings to mind another phe-
nomenon, called Gamification. The concept of gamification became known to the
general public in February 2010 thanks to the talk titled “design outside the box” that
Jesse Schell held at the "D.L.C.E. Summit" in Ias Vegas, even though the term was
never used in that speech. Jesse was a professor at Carnegie Mellon University in
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Pittsburgh and a game designer. An eccentric character, in his 30-minute speech he
described a new scenmario: a world in which many aspects of daily life would be
managed differently. In that presentation he outlined a future in which gaming would
go beyond consoles and become part of everyday life. According to Schell's 2010 vi-
sion, each person would become part of a game in which actions would be tracked
and rewarded with prizes and points. Shortly thereafter, the term “Gamification”
began to acquire a certain popularity. Gamification is an extremely effective tool: it
can convey messages of various types, depending on the needs, and induce active
behaviors by the users, allowing them to reach specific goals, whether personal or
business. The user and their active involvement must always be placed at the center of
this approach. The principle behind gamification is to use the dynamics and me-
chanics of the game to stimulate some primary instincts of a human being: competi-
tion, social status, rewards and success. It has been proven that the use of game
methodologies stimulates active behavior, which can be found through the analysis of
data on the choices made within the game. A recent study on the influence of games
and gamification on society was done by Jane Mcgonigal (2011), according to whom
the game component can facilitate the understanding of the current world and stim-
ulate virtuous social behaviors. Games can also serve to make those experiences that
normally do not sufficiently gratify a person better or more bearable, giving a more
epic meaning to the actions performed. Gamification can be applied in many fields. It
is not limited only to social business or online engagement, but can be applied in all
those occasions where the final goal is to communicate, spread, make people under-
stand, explain messages of various types. In training and learning paths, especially in
experiential learning, playful learning can be an element that greatly helps the trans-
mission of content, with its associated advantages and critical issues. Gamification is
used mainly in relation to the pervasiveness and ubiquity of computer games and
video games in everyday life and the need to arouse and maintain the interest of users
with the aim of involving them and encouraging them to reach more ambitious goals,
following rules and having fun. Therefore, it is recommended to be applied in those
areas of daily life where boredom, repetition and passivity are prevalent, in order to
stimulate the desired type of behavior. The implementation of playful mechanics can
produce significant changes in individual behavior and performance. Neuroscientific
evidence clarifies, in fact, that the practice of gaming directly involves some primary
human instincts, such as the need for self-expression or the desire to set new chal-
lenges, allowing for the creation of involvement, motivation and loyalty. Therefore,
from the analysis of scientific literature, a relationship between Gamification and
eSports cleatly emerges: almost as if the former, even if coined later, includes within it
all those practices that have to do with the use of elements borrowed from games and
game creation techniques even in non-game contexts.

4. From the examination of scientific literature to integrated research
perspectives: Flipped Inclusion & eSportin territorial contexts and in
corporate contexts.

College eSports promote social-emotional learning (World Economic Forum,
2016), college readiness skills (Common Sense Education, 2020), academic motiva-

tion (Anykey, 2019), and increase science, technology, engineering, and mathematics
(STEM) majors (NASEF, 2020); while also increasing student enrollment (McAllister,
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2018), attendance rates, overall grade point averages (GPAs) (Kobek, 2019), and
student retention (Turner, et al., 2018). According to Yates (2018), higher education
should embrace and invest in eSports because of the potential for an eSports program
to become a “high-margin sport” (par. 3).

The mixed-methods pilot study entitled “The Rise of eSports: Insights Into the
Perceived Benefits and Risks for College Students” (Delello et al., 2021) promoted by
Tyler University of Texas, which also involved the University of Salerno, provides
insights into students’ eSports usage habits. The interesting aspect of this study, and
the reason why it is the starting point as a focus of reflection today, concerns the first
phase in which an intense review of the scientific literature was started from which
positive aspects emerged, according to which eSports foster critical thinking; team-
work; innovation; self-directed learning (McKenzie (2019); problem solving, leader-
ship and soft skills (Adachi and Willoughby, 2013); improve spatial cognition and
multitasking skills (Bediou al., 2018). At the same time, the study highlights the risks
associated with an inappropriate use of eSports, which determines:

* increased addiction, aggression and violence (Anderson et al, 2010);

* addictive gaming disorders (Griffiths et al. (2019) according to the Diagnostic and
Statistical Manual of Mental Disorders (American Psychiatric Association -
DSM-5, 2013);

* increased gambling activity with actual exchanges of "teal" currencies (Maci and
Amari, 2019);

* correlation between social factors and spending by players (Wohn, 2014).

The Flipped Inclusion model (Corona & De Giuseppe, 2017), in experimentation
since 2014, aims to promote personalities with prosocial skills and inclusive com-
munities (De Giuseppe, 20106), thanks to simple paths (Sibilio, 2014) modular and
recursive, organized by levels of intervention of increasing complexity as evidenced by
the data emerging from educational research and scientific literature. The pedagogical
intent, in retracing the logic of computational thinking, provides for an algorithmic
type of procedure anchored to the semantic selection of prompting, cognitive, emo-
tional, motivational through an education by levels focused on:

1. a decomposition of general problems into specific sub-problems
2. discovery of resolutions located by levels of increasing complexity,
3. significantly contextualized planning

4. management of problems/conflicts.

The phases of the model, therefore, take into account the learning principles of
Gee (2005) in the four EIPS phases (Corina, De Giuseppe, 2016):

1. the Exploring phase focuses on the investigative identification of problems
(Kuhn, et al., 2000);

2. the Ideating phase is based on the structured analysis of the context, through
processes of disaggregation of the problems to be managed into main and sec-
ondary ones (Bruner, 1960);

www.inclusiveteaching.it 6/16



Journal of Indusive Methodology and Technology in Learning and Teaching

ISSN 2785-5104
Anno4 n.3(2024)

Epi1zionT UNIVERSITARIE ROMANE
editoria scientifica dal 1952

3. the Designing phase allows the conceptualization of problem-solving models
(Bloom, 1994).

4. the Experimenting phase, through the practice of experiential learning, intends to
subject something to an experiment, in order to evaluate its quality, properties and
capabilities, to implement the final model (Kolb, 2014).

These processes, which integrate aspects of simple teaching with the logic of
Flipped Learning, represent the modular and recursively applied matrix for coopera-
tive levels, with the aim of educating, not only for the co-construction of knowledge,
but for an inclusive mission, guaranteeing well-being and quality of life, with a man-
agement of the continuous co-generative transformation processes that characterize
the liquidity of cross-media society. This is the reason why the model provides con-
tinuous forms of reversal, in terms of perspectives and means to deal with contin-
gencies located in relation, and co-generate adaptive paths (Alberici, 2002), capable of
activating inclusive modeling through systemic processes of empowerment.

Flipped Inclusion for its mission, aimed at a permanent education in systemic
inclusiveness for contexts, represents a possible model of application of gamification
in teaching (Di Tore, S., 2023) also through the dimension of eSports.

The data emerging from the research of Flipped Inclusion- FI (Corona De
Giuseppe, 2015) highlight the peculiarity of the object of study of a FI model, as a
model of existential planning that invests in the transformation of inclusive prosocial
personalities and quality communities.

The integration between aspects explained by the different researches opens up
new perspectives that foresee the use of eSports to create inclusive contexts in areas
such as companies and more specifically in territorial contexts and companies.

4.1 Flipped Inclusion and eSports in territorial contexts.

The research hypothesis in territorial communities, the use of eSports applied
following the structure of the Hipped inclusion model can serve to promote an in-
tegrated system empowerment, an integration of services between local authorities,
social spheres and territorial associations through gamification practices in which the
game plays an ‘active’ role as an intrinsically interactive medium. The objective is to
create educational communities through complex paths (Sibilio, 2014) with inter-
ventions of increasing complexity that take intoaccount the learning principles of Gee
(2005) in the four EIPS phases. As a preliminary step, the project involves the iden-
tification of a reference sample within the marginal territorial community. A cluster
sampling is being evaluated, in order to have pre-formed groups of small units in
number of three: micro, macro, meso. Within each group, composed of four units,
each of the members will alternately cover the 4 roles of leader, facilitator, controller
and processor. These are precisely interchangeable roles that will be taken in turn by
the various units of each group. The groups will be identified within the governance
of the institution, the most representative territorial association, the social sphere. The
first phase involves the administration of an anonymous online questionnaire that
includes open and closed questions. Some questions include demographic infor-
mation such as age, gender, disability, ethnicity, religion, language and geographical
location of origin. The survey continues with multiple choice questions and
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open-ended questions aimed at assessing knowledge and skills, communication,
cognitive and metacognitive skills, social and prosocial skills.

It is therefore the administration of a PreTest for the evaluation of the incoming
group to also measure the level of inclusiveness of the reference territorial community
with the application of the Index for inclusion (Booth, T., Ainscow, M., 2008). After
the first evaluation assessment, we will move on to a cognitive stimulation in order to
design, and involve in the field design, also the actors who are the object and subject
of the investigation, according to the existential design model of Flipped inclusion.
The project experimentation phase will then begin in which the groups will start
playing eSports. At the end of the experimentation phase, the Index for Inclusion will
be administered again to evaluate any changes in terms of prosociality and inclu-
siveness, in order to process the positive effects and impacts of the use of ESports
from an FI perspective in marginal territorial contexts. The data analysis will be car-
ried out following a mixed methods approach combiningquantitative and qualitative
data. Descriptive statistics will be used, before and after the use of eSports regardless
of gender, education and cultural contexts. Furthermore, different statistical data will
be used as analysis of variance to study additional variables of interest. The members
of the research group will independently compare and analyze the data and results. It
is clear that the project reflects exactly the cross-structural design architecture of the
Flipped Inclusion model, organized by EIPS phases (Explore, Ideate, Design, Ex-
periment), providing for the intersection of horizontal, bottom-up, micro-exo-meso
and macro-systemic logics (reworked from the perspective of ecological development
(Bronfenbrenner U., 2002).

4.2 Flipped Inclusion and eSports in companies.

In companies, in the face of the entry of artificial intelligence also in the corporate
the organization and management of the modern company are undergoing a meta-
morphosis (Rossi, 2012) from which a modified genetic code of corporate governance
emerges, (Falce, et al. 2018): companies do not use new technologies only for pro-
duction and distribution but also for management and control, to improve perfor-
mance on the market and to improve decision-making processes and mechanisms
within them.

A widespread development of artificial intelligence systems is plausible with the
aim of assisting the administrative body through the processing of increasingly rele-
vant quantities of data and information (Hilb, 2020). At this precise moment in his-
tory, we want to create work groups also within corporate governance based on co-
operation and interaction between men and machines capable of interacting with each
other, each making their own skillsand potential available to the other with the aim of
achieving that system learning according to which everyone works to achieve a single
goal, each, however, carrying out their own task.

The exploratory-descriptive, multi-method research project being tested at the
“Giustino Fortunato” Telematic University is proposed as a pilot study to investigate
whether, within a well-defined reference context, namely the corporate governance of
small and medium-sized enterprises, it is possible to act pedagogically to form an
organizational culture aimed at inclusion.

More specifically, the project aims to apply cooperative learning methodologies
within companies aimed at obtaining a greater degree of inclusiveness among the
subjects who work there by acting on the company's organizational culture. Among
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the various cooperation methodologies, the project proposes to apply Flipped inclu-
sion and eSports to enhance the resources of all members and create inclusive groups.

Specifically, the project involves the administration of an anonymous question-
naire that includes open and closed questions addressed to employees and members
of corporate governance. Seven of these questions include demographic information
such as age, gender, disability, ethnicity, religion, language and geographical location.
The survey continues with nine multiple-choice questions and three open-ended
questions that determine the experiences and perceptions regarding the practice of
eSports. An invitation to participate will be published on the corporate social media
communities (e.g., Twitter, Facebook) to encourage everyone to participate. The In-
clusion Complex Index Plus will be applied to measure the level of inclusiveness of
companies. Then the pilot phase of the project will begin in which employees will start
playing eSports. Afterwards, the Inclusion Complex Index Plus will be administered
again. The data analysis will be carried out following a mixed methods approach
combining quantitative and qualitative data. Descriptive statistics will be used to
examine and summarize the habits of employees, before and after the use of eSports
regardless of gender, education and cultural contexts. In addition, various statistical
data such as analysis of variance will be used to study additional variables of interest.
The members of the research group will independently compare and analyze the data
and results.

5. Conclusions

Like any sport, eSports also allow players to hone some technical and cognitive
skills that are useful both in the game and in everyday life (Bonilla et al., 2022). The
first of all is problem solving skills: competitive video games require rapid problem
solving, as players must make decisions in real time and quickly adapt to new situa-
tions. This skill is particularly important especially in strategic games, where quick and
accurate decisions can make the difference between winning and losing, Another skill
that is useful especially in team or strategy games is strategic thinking, as players must
plan ahead, coordinate actions with other team members and make strategic decisions
under conditions of uncertainty. Critical thinking and the ability to predict opponents'
moves are therefore essential components of success in eSports. In competitive
contexts, defeatis inevitable and, consequently, the ability to recover quickly is crucial:
psychological resilience allows players to face losses without becoming discouraged,
instead using mistakes as learning opportunities to improve their future performance.
Along with resilience, emotional self-regulation is also of great value, as players are
exposed to situations of high tension and continuous stress. Correctly managing their
emotions would allow players to remain calm even when they are at a disadvantage,
avoiding impulsive reactions that could further compromise their performance. Fi-
nally, eSports allow players to refine their hand-eye coordination, as games require
speed and precision in movements.

Although there is still a lot to learn about the interconnected world in which we
live and play, there is no doubt that eSports can foster and enable collaboration be-
tween players regardless of their background or geographical location.

In fact, eSports, with the exception of a few, promote inclusion, solidarity, co-
operation, competition, technical ability, a sense of the future and contemporaneity
and therefore their transversal success, especially in a "flipped inclusion" petspective,
can be the prospect of a renewed innovative and attentive look at generational flows.
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The expected results will tend to demonstrate the value of applying the Flipped In-
clusion model to promote learning and knowledge using eSports as a learning tool
(Clark et al., 2013), while at the same time promoting the formation of inclusive
personalities.
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