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Let me say at the outset of this week’s column that I know some will think me a dinosaur 
for my opinion.  Others may think I’m out of step with the times.  All are entitled to their 
opinions, but I happen to think I’m very right about this.  The topic is eSports.

According to Wikipedia, “Esports (also known as electronic sports, e-sports, or 
eSports) is a form of competition using video games.[1] Most commonly, esports takes the form 
of organized, multiplayer video game competitions, particularly between professional players, 
individually or as teams. ”

Being the capitalist society we are, a great deal of money is now in play with eSports.  
There are “professional video game players” who make a lot of money.  There are now teams 
sponsored by universities and college eSport leagues.  And now, eSports are moving into high 
schools.

I do not have an issue with the activity of playing video games competitively as long as 
the games are not the type that focus on violence, drug dealing, etc.  I would have no problem 
with students engaging in video games – in moderation.  I recognize that there is a level of skill 
and strategy employed that can benefit the mind when the right games are played.  My problem 
is calling the activity a sport and identifying the participants as “athletes.”

Some definitions of sports involve the words “physical prowess” or “physical exertion.”  
Some merely refer to sport as a form of recreation.  Merriam-Webster defines an athlete as, “: a 
person who is trained or skilled in exercises, sports, or games requiring physical strength, agility, 
or stamina.”  Video gamers would not qualify as athletes with this definition.

We could debate the finer points of definitions for these words all day, but I have a bigger 
concern.  My concern is based on the fact that the frontal lobe of the brain, the part necessary for 
judgement, is the last to develop (when we are in our 20’s).  The population we deal with in high 
schools, for the most part, have not yet fully developed their ability to make judgements on finer 
points.  They are quick to apply nuanced information to broad applications which are not valid.

According to the CDC, “The prevalence of obesity was 18.5% and affected about 13.7 
million children and adolescents.  Obesity prevalence was 13.9% among 2- to 5-year-olds, 18.4% 
among 6- to 11-year-olds, and 20.6% among 12- to 19-year-olds.”. Our expectation of an athlete 
is that he or she will spend many, many hours conditioning their bodies and honing the skills 
necessary for the sport.  Do we really want to have the expectation of children engaging in hours 
and hours of sedentary activity, given what we already face with childhood obesity?  The 
prevalence of obesity in adults is estimated as high as 41%.  Do we want to encourage activities 
that will increase this statistic for adults by promoting this sedentary habit?

I said earlier that I’m not opposed to students engaging in video games in moderation.  
Amount of time spent is the issue here.  The other issue is what I referred to earlier with frontal 
lobe development.  Words are important.  How we package things are important.  When we call 
the activity a sport and the participants athletes, any nuance involved in those definitions is lost 
and the student makes the invalid broad application considering himself “off the hook” for 
physical activity.  I’ve been around adolescents for 39 years. You have to trust me on this.

It is becoming more and more difficult to get students to do homework.  It is also 
becoming more difficult to get them to disconnect from their phones in school.  They’re addicted 
and if we’re honest with ourselves, we are too.  Do we want to sanction this addiction by putting 
it into a competitive category that would increase the time spent doing it?

I do not condemn people for playing video games in moderation.  I certainly do not 
condemn the students who engage in them.  I feel strongly, though, that sanctioning this activity 
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as a sport and calling the participants athletes will have long-term, negative consequences for the 
health of the nation. 


