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Professional content expansion and practical exploration of e-sports education in colleges and universities
Shanshan Liu

Nanjing University of Media and Communication Nanjing 210000, Jiangsu

Abstract: In recent years, e-sports has gradually developed into a multi-billion industry, and with the increase in the popularity of
e-sports, e-sports has gradually developed in higher education. Higher education needs to take advantage of this emerging trend to
establish and develop competitive e-sports programs, while also needing to train professionals in the e-sports industry for the country,
which is a key link in the sustainable development of e-sports, so creating and supporting e-sports programs will open up new
employment directions for more students. Higher education will connect with students in new ways and create new interactive

communities for students in collaboration with esports teams and games.
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