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Abstract. The impact of eSports today is undeniable. Millions of connected players, international competitions with succulent
economic awards, diversity of platforms to participate or track the competitions. A new system of youth socialization, channelled
through video games, in which the competition requires a complete sport training. This article describes the methodological strategies
for teaching and learning eSports from a semi-professional team. The analysed categories are: training type and schedule, used tools and
typology of feedback carried out for the automation of playing behaviours. The research is carried out using a qualitative approach. The
data collection is done through semi-structured interviews with the members of the semi-professional QLASH eSports team. The data
were coded to simplify the interpretation and the subsequent description. In conclusion, we can point out that the training methodology
in eSports has similarities with classic sport, but it does not have a structured and does not follow specific guidelines when executed by
the coaches. There are three types of training which usually last approximately one hour and half per day. We cannot confirm that the
didactic strategies used during training will improve results during the competition.
Keywords. Education Sciences, Sport, Video Game, Methodology, Social Participation.

Resumen. El impacto de los eSports hoy en día es innegable. Millones de jugadores conectados, competiciones internacionales con
suculentos premios económicos, diversidad de plataformas para participar o seguir las competiciones. Un nuevo sistema de socialización
juvenil, canalizado a través de los videojuegos, en el que la competición requiere un entrenamiento deportivo completo. En este artículo
se describen las estrategias metodológicas para la enseñanza y el aprendizaje de los deportes electrónicos de un equipo semiprofesional.
Las categorías analizadas son: tipo y calendario de entrenamiento, herramientas utilizadas y tipología de la retroalimentación realizada para
la automatización de los comportamientos de juego. La investigación se lleva a cabo utilizando un enfoque cualitativo. La recopilación de
datos se realiza mediante entrevistas semiestructuradas con los miembros del equipo semiprofesional de eSports de QLASH. Los datos
fueron codificados para simplificar la interpretación y la posterior descripción. En conclusión, podemos señalar que la metodología de
entrenamiento en eSports tiene similitudes con el deporte clásico, pero no tiene una estructura y no sigue directrices específicas cuando
es ejecutada por los entrenadores. Hay tres tipos de entrenamiento que suelen durar aproximadamente una hora y media por día. No
podemos confirmar que las estrategias didácticas utilizadas durante el entrenamiento mejoren los resultados durante la competición.
Palabras clave. Ciencias de la Educación, Deporte, Videojuegos, Metodología, Participación Social.
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Introduction

The arrival of video games during the 1980s,
especially due to the use of arcade machines, created a
community and a social network (Castro, 2016); around
these pastimes, this community has multiplied over the
last 30 years. Facing the option of playing at home or
sharing moments that you could be a player or a
spectator, video game creators explore the possibility
of combining both aspects. Portable consoles,
multiplayer consoles, wireless-control consoles, … They
were pioneers of a technology that, with the emergence
of the Internet, broke with the existing culture to
completely change the idea of virtual entertainment

(White, 2013) that we had. Currently, and with this
inclusion of internet in all consoles, computers and mobile
phones, the gamer community (O’Connor, Longman,
White & Obst, 2015) no longer share recreation rooms,
but did not stop playing or socializing (from home) thanks
to platforms like Twitch or Youtube they can follow
games and either improve or copy tricks that later will
apply in the game time. Video channels like League of
Legend currently have more than 20 million subscribers,
and their live games can reach 100,000 viewers (Twitch
Trackers, 2020).

Tabla 1
Concurrent viewers Twitch

Fuente:Twitch Trackers
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We should be aware that it is a very complex and
wide field that, nowadays, is still starting to be
researched. However, it impacts directly on the society,
be it with a leisure resource (Varela Crespo, Varela
Garrote, & Fraguela Vale, 2020), an educational resource
(Juvera Portilla, Zamarripa, Ceballos Gurrola, & Vergara
Torres, 2020) or, a new sport profession (Hallmann &
Giel, 2018) for the youth.

In fact, the emergence of a new profession in the
field of sport generates certain concerns in aspects such
as competition, the training of coaches (Buceta, 2004),
the didactic methodological process (Brea, 2015) of
training or the motivation of players. These are
interesting factors that we know about in other sports
but that we do not know about in the field of eSports.

In spite of the doubts from the more conservative
sectors, it has been shown (Hamari &Sjöblom, 2017)
that their practice involves competitions similar to
traditional sports. Effort, training, physical and mental
wear, demanding competitions... This universe is com-
parable to any other sport practice, clearly
differentiating that their skills are expressed through a
physical channel such as video games. Therefore, it would
be obvious that you need some training guidelines to
improve your results.

In eSports, with a few already-consolidated sport
federations and with the highest number of licenses in
Spain, football and basketball (Ministerio de Cultura y
Deporte, 2020), the basic training is structured different
levels. Reaching the superior or level 3 would give to
the players accreditation to be able to train in the
maximum professional category of these sports.
Although this training also appears in the regulated
training (Royal Decree 320/2000, of 3 March and Royal
Decree 1363/2017, of 24 October) when trying to bring
together in formal education the instruction of future
coaches, a very large number of people were trained
through these internal courses of the Federations during
the last few years. Besides in all of these, the contents
in the common blocks as well as the specific ones,
favoured the acquisition of methodology of general and
specific teaching.

Without valuing the previous training, we have to
emphasize that both qualified football and basketball
coaches have a concrete training about didactic
methodology; Also, compared to the electronic sport,
these know and use strategies in order to improve in
the performance of their players and teams.

However, these coaches are far from each other
depending on several factors: the sport itself, the

competition, the context and its facilities, the needs or
goals and the players. Although the common blocks
encompass pedagogical basis for teaching and general
training, each team will be as a small planet around a
large universe.

In Spain, entities directly related to sport training,
we detect two outstanding experiences that bet towards
this horizon in our country:

- The so-called «Academies», of a private nature
oriented towards the training of professional players,
but whose training of their teachers and the teaching
method itself are unknown. Although their proposals
are adapted to a very specific youth audience using very
simple and dynamic stream platforms, it cannot be
confirmed a direct relationship between their
methodology and the results of the trained players. The
rise and arrival of professional teams undoubtedly raises
this type of initiative. However, according to data from
the Spanish Video Game Association the number of
professional players was around 250 in 2020 (only
including players with a work contract). At the moment,
we can simply understand these Academias as private
initiatives not oriented to the training of coaches but of
players.

- Universities that invest in the training and creation
of professional teams are the ones from the Catholic
University San Antonio de Murcia (UCAM) and the
University of Malaga. This first one has got a gaming
house and several professional teams on various
platforms that compete under the University´s name.
Its position is oriented towards competition and the
academic training of its players, instead of towards the
training of future coaches.

The University of Malaga has a specific Chair, seeking
to research the impact of eSports in society thanks to
agreements with major clubs like Vodafone Giants. This
club is located in a gaming house based in Alhaurín de la
Torre. There the club develops a physical and mental
training program for its players in this residential and
sport area.

Finally, in regards to Spain, there is a lack of
federations or projects that rule sports training in
eSports. On November 10, 2016, the collaboration
agreement between the Instituto de la Juventud (Injuve)
and the National Association for the Promotion of Digital
Entertainment (ANFED) was presented at the
Secretariat of State for Social Services and Equality. The
constitution of the Spanish Federation of Video Games
and eSports (FEVeS) was presented there. Currently,
this Federation is not active and the signed agreement
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is not available through any official government website.
There is a certain opacity regarding this document that
only generates many doubts about the usefulness of this
agreement. We can also understand that there is some
confusion when comparing video games with eSport,
when relating them only to youth or when creating a
federation without regulated and official competition,
which could lead to conflicts between several interests.

Today, we highlight the work from the Spanish Vi-
deo Game Association, with publications referring to
the economic and social impact of video games, and
which brings together several platforms, entities and
brands under the same umbrella. Without a doubt, in
Spain, this is the official entity with the most activity
and projection in terms of video games (but not
electronic sports).

Therefore, just as we distinguish traditional sports
and their specific conditions, the same is true for eSports.
There are several game devices (Table 2), a large
number of competitions and countless different video
games.

We establish a small classification based on the
internal dynamics of the game itself, since the final
objective in professional competitions is always to beat
another team (person or computer). The most
outstanding at present, according to the hours of viewing
(Statista, 2020):

- Sports simulation, such as NBA2K, FIFA or F1.
- First person shooter or battle royal, such as Call of

Duty, CS:GO or Fornite
- Fighting games, such as Street Figther or

Dragonball Figther Z
- Real-time strategy games like Clash Royal or Brawl

Star
- Massive online battle arena, such as DOTA 2, League

of Legends (LOL) or Overwatch
This is only a small current sample of games that

have their own competitions, all of them through the
Internet. Competitions ruled by their own schedules
and independent rhythms. They are managed by private
platforms and sponsors that move millions of supporters.
Nowadays it would be very complex to make a list of
every single video game with international competition,

since their flexibility and the continuous change of their
platforms is uncontrollable due to the constant
appearance of new devices and alternatives. Even for
the industry itself.

Therefore we delimit our field of research, choosing
the mobile phone as a platform and a game that even it
has not been on the market for more than three years,
it already has international and world competitions, to
be played in the first country in the world that provided
the range of Olympic athletes to its international
electronic sports players: South Korea.

Based on this background, the present article aims
to describe the methodological strategies of the eSports
teaching-learning process by a semi-professional team.
Taking into account the type and schedule of training
the didactic tools used and the typology of feedback
carried out for the automation of playing behaviours.

Therefore, we will know key didactic factors that
contribute to establish a new relationship between
eSports and Pedagogy.

Material & Method

The following research is based on a qualitative
methodology and aims it to a subjective understanding
of the dynamics and training of an eSports team. It is
the players and coaching staff themselves who will give
meaning to the object of study with their opinions.

Therefore it will be a phenomenological and
hermeneutic study (Fuster, 2019), with a methodology
based on interviews to analyse, structure and define
the didactic methodology in the QLASH team training.

To delimit the field of study, we choose the mobile
platform game: Brawl Stars, was officially released in
June 2017. It belongs to the Real-Time Strategy genre,
which combines elements from card games, tower
defence and online multiplayer battles. The current
platform they compete with is mobile formt, through
their Android or IOS operating systems. Although with
figures not comparable to games from other platforms
(mainly computer), it had in Twitch in November
1.508.872 followers (Twitch, 2020), indicating the high
number of supporters it has. In addition, the fact that it
is a mobile game, facilitates the number of players
increasing daily. The quantity of downloads in the same
month exceeded 14 million (Google Play Store, 2020).

Mainly, Brawl Stars is a battle with «friends» or at
individual level, with a variety of game modes in less
than three minutes. The modes are: Gem Grab (3 vs
3), Showdown (Solo / Duo), Bounty (3 vs 3), Heist (3

Table 2
Favourite devices for playing esports
Sobremesa 63,7 %
Portátil 26,4 %
Xbox one 5,1 %
Ps4 36,1 %
Switch 6,6 %
Smartphone 24,9 %
Tablet 6,7 %
Source: https://es.statista.com
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vs 3), Brawl Ball (3 vs 3) and special events.
There are several competitions that we can find

throughout the season, both professional and amateur:
Brawl League, Lader EU, GG Series, etc. Focusing the
research in Spain, we can emphasize the ESL Masters
(ESL Master España, 2020), one of the main competitions
that classifies the teams on a European level and, later,
world-wide. It is a competition of 8. Spanish clubs with
a regular league phase of only one way and with a face -
to-face phase. In this one, the four best teams of the
regular phase, will compete among themselves for the
title: Boss Gaming, Arctic Gaming, Team Queso and
QLASH.

This is therefore one of the games with the greatest
social impact on mobile phones nowadays, despite its
short history. One more reason to research and
understand what processes professional teams use to
work out and improve performance.

Participants
The chosen team for this research is QLASH Team

Pro, 2019 champion of the ESL Masters Spain Brawl
Star.  Made out of three players, a coach and a manager,
all men, ranging from 17 to 25 years old. All of them,
with a more than three years experience in eSports.

Instruments
Due to several limitations, such as the inability of

holding face-to-face meetings between players and
coaching staff, or the difficulty of establishing semi-
structured interviews due to the lack of flexible
timetables for players, a structured interview sent by
the researcher to each of the participants was chosen.
In this way, we facilitated on the one hand reflection on
the response without time constraints, and on the other
hand the freedom to freely express themselves without
fear that the rest of their colleagues might challenge
their opinions (Bohórquez & Checa, 2017).

Procedure
In order to research the internal dynamics of the

Brawl Stars Spain Team Pro, we initially contacted their
manager. This was the person in charge of explaining us
how the club works, and getting us in touch with players
and coaches. Even so, we encountered several difficulties

in the process. Firstly, that research about teaching
methodology in electronic sports is barely developed,
although there are several relevant experiences (Juvera
Portilla, Zamarripa, Ceballos Gurrola, & Vergara To-
rres, 2020; Santamaría Guzmán, Solano Mora, Moncada
Jiménez, & Salicetti Fonseca, 2018).

However, research to determine the methodological
processes used for learning this type of game is still in
its childhood.

Once we obtained the approval of the club, in this
case its representation (manager), we proceeded to send
the surveys to each one of the players and coaches. During
the response process, we enabled an online chat on the
same platform in order to resolve any doubts or
interpretations that the questions can raise. The
clarifications would only be given at the request of the
player, to not condition the answers.

A total of five virtual interviews were conducted
with the whole team that plays the official Qlash
competitions in the Brawl Stars video game.

Results

The results have been organised into categories to
ease their interpretation and understanding: Type and
schedule of workout, used tools and typology of the fee-
dback carried out for the automation of playing
behaviours.

Type and schedule of workout
The training sessions are in a daily bases, from Monday

to Friday, an hour and a half each day. The schedules are
specific, previously specified with the sports group
according to their daily tasks, with a monthly calendar.
Logically, this calendar is flexible in terms of
competitions, which may vary due to calls or
tournaments initially not scheduled.

The organization seems clear, although many times
it will be conditioned to personal circumstances, causing
not having professional players working exclusively for
the team. There are three types of workout sessions in
the team: Scrim, Ladder and Internal, which are
organized in a common way, based on a previous
planning made by the coach: rating availability of players,
dates and competitions in which they are going to
participate.

As for Scrim, it would be an unofficial meeting
against another team to set up the initial game of a
competition. It is a warm-up (Méndez-Giménez,
Fernández-Río & Méndez-Alonso, 2015) as there is no

Table 3:
Socio-demographic and play variables of the team interviewed

Nº Position Sex Age Experience Weekly hours
1 Gamer1 Male 18 3+ 8
2 Gamer2 Male 18 3+ 8
3 Gamer3 Male 19 3+ 8
4 Coach Male 26 5+ 10
6 Manager Male 26 5+ 20
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initial guideline except to play the game.
Ladder: All the players of the team, will play

simultaneously and together several games in a
continuous way and during at least 1 hour time. On this
occasion, they will be constantly communicating, and
will correct the moves at the same time as they are
immersed in the game.

Internal: In this case, the workout is done between
the 3 players and the coaches, to work on specific moves
in a 3 vs 3 format. Precisely, this session is key, since the
moves are «monitorised» previously.

Used tools
Each session, whatever is the chosen training model

is carried out in a face-to-face way and is done through
a platform called «Discord» (2020). This application, a
voice and text chat, is connected while playing, and from
there the instructions are given, which are usually
through voice, since they could not be pending a lesson.
The coach role is to point out and give instant feedback
of the player´s mistakes and, that character compositions
(combos) can be adjusted to improve the score.

Typology of the feedback carried out for the
automation of playing behaviours

Due to this type of game´s reality, the team does
meet up neither during the previous competition nor
during the training sessions, only during the final game
that gives the qualification for the World Cup, so it is
complicated to research at individual level accompanying
each player, as they are in very different geographical
points. Despite this, they work with enabled platforms
to facilitate communication, always on streaming.

The coach is not in a face-to-face way, and he must
manage through communication via «streaming»
(Jackson, 2011) their workouts can become an important
challenge, as we will see in the conclusions.

All players under 20 years old balance their studies
with the game. Therefore, we understand that, although
the team competes on an international level and travels
to tournaments all around the world, as to Paris, Poland
or South Korea, they do not live exclusively from
electronic sports and their income is minimal. They
could bbarely be considered in the category of amateur
or semi-professional players (García-Lanzo & Chamarro,
2018)

The coach usually shares this same situation, but with
more working hours and other responsibilities such as
analysis of rivals, preparation strategies or group
management.

The manager is responsible for managing correctly
(Parejo & Sánchez, 2007) the group and make sure that
each member assumes his specific role. He attends
regularly, but without a specific schedule to the training
sessions only as a spectator.

He has weekly meetings with the coaches and
conversations with players about their performance,
without making corrections to the game or interfering
on strategic decisions of the game.

Corrections will depend on the type of training. In
Scrim, no strategy is amended. In Ladder, the coach,
corrects in the exact moment they consider a bad choice
or execution is taking place, modifying decisions
according to failures they detect. Therefore, when facing
a a previous situation that was not properly managed in
attack or defence, they provide a later alternative. Finally,
in the internal workouts, there are specific previous
guidelines that they have to carry out, without any
reflection.

The period between games is also used to analyse
what happened in the last game. This analysis does not
seek a weighting and a proposal from the player. It simply
makes a amendment if necessary. There is no feedback
and the players in this case do not get an analysis process
that allows them to choose the best option among those
specific failures.

As for the scouting of the opponent, this is done
after the match, and usually with enough time to practice
strategies to counteract their potential. A previous vision
is made and it is highlighted by the coach: the style of
play, their strengths and the dynamics of their last games.
With this information, a concrete tactic is traced.

Discussion

eSports, despite going unnoticed by adults, are today
probably one of the biggest leisure references for the
world’s youth. This implies that its social, economic and
cultural impact will condition future generations on a
direct way.

But also, its growth derives in more and more
impressive competitions and in a new profession: eSports
players.

For this reason, the importance of knowing the game
platforms, the types of games and the structures of the
teams becomes essential to understand the reality of
this business. Also, to propose from the pedagogy of
sport, training and methodology in the learning
processes of the players, in any of the games in which
they participate.
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The organization seems clear, although many times
it will be conditioned to personal circumstances, due to
not have professional players working exclusively for
the team.

Taking advantage precisely of this internal
organization, we emphasize that the possibility of being
able to see the previous games, comment on them and
look for solutions between coach and player, but being
the latter the one who formulates which ones, would
be essential for him to facilitate us a quick decision
making without the need of external support. It would
promote autonomy in the game, and more so taking
into account that during official games the figure of the
coach is silent. It is essential to make the players an
active part of the learning process.

Therefore, it is understood that the internal training
dynamics of a Brawl Stars team is not very different
from a traditional team in any other sport. The key to
understand the function and explain the methodology
used by the coaches is overall to change the traditional
perspective we have about training with the physical
presence of the players. The teaching methodology in
electronic sports is based on several network resources
and video and audio platforms, without the presence of
the group in the same physical space.

And here we have one of the first key factors: the
need of training in the correct use of technologies. And
we are not referring to a handling of the application,
but to a use that favours the players to assume what we
want to explain. We have countless possibilities, but we
are underestimating the pedagogical key in this whole
process.

There is no doubt that the results are optimal.
Because they are objective and are measured in the
final results and in the victories of the championships.
This indicates that it is related to the initial level of the
players, who were signed up when their performance
was already above average. It would be interesting to
be able to analyze the effectiveness of training in players
who have just started and are undergoing training with
guided guidelines. In this way, we could analyze if there
is an improvement in the final results. At present, teams
like QLASH, sign players through their scores, so they
arrive at the competition already with developed skills.

There are schedules, there are guidelines and rules
previously established of how the session will be, but
not a reflection on the didactic methodology applied.
The coach, depending on the results and the previous
games, gives positive or negative reinforcements:
«mistakes are usually corrected after the games,

whether you win or lose, unless they are very serious
mistakes, in order to immediately avoid them « (coach,
personal communication, 22 October 2019). No thought
is given to how to explain these corrections or how
they should be made to improve performance.
Therefore, a possible future research could focus on the
didactic figure of the eSports coaches, to work on the
key aspects, to lead to the reflection of the coaches and,
to favour the acquisition of tools that lead to a better
understanding of the concepts and orders.

It is also not clear that there is a feedback between
the instructions and the final results. Negative
reinforcements tend to prevail over positive ones, giving
more importance to defeat than to victory: «if we win
we start talking about what’s coming next, to start
preparing ourselves. If we lose, we usually analyse
mistakes in order to improve» (player 1, personal
communication, 22nd October 2019).

Players even regret that the used strategies do not
have direct results, and would change without hesitation
as they believe that sometimes they do not understand
where the mistakes are in their game when they win:
«there is no such thing as a perfect game and even more
so when you play at such a high level» (player 2, perso-
nal communication, 22 October 2019). Curiously, they
do not propose formulas or strategies either, although
we interpret that they ask for greater freedom of
decision at certain times, in order to be able to make
mistakes or improve their progression, and the
possibility of having training sessions more regularly:
«it could be improved in many ways if it were very
constant with very fixed schedules and more» (Player
3, personal communication, October 22, 2019).

We observe that only in the internal workouts,
where if the tactics are directed to improve the perfor-
mance, a positive result can be obtained; since there
are no external factors and the environment is much
more relaxed: «We do the trainings using the Discord
platform where we can communicate by voice with
the players, then we comment them their mistakes
throughout the games, we decide which combos
(character compositions) can be good in each map and
we prepare ourselves to win the matches». (manager,
personal communication, October 22, 2019). There is
also no room for criticism or improvisation, thus limiting
the freedom of expression of each player.

The coach could work on his methodological
resources (Díaz Barahona, Monfort Pañego, & Molina
García, 2020), as we show that the players are not able
to assume the explanations with total clarity. Resources
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exist and are largely accessible to everyone, who can
use them for both individual and collective
improvement, but they will be useless if we do not
give importance to the knowledge transmission. It
would be an interesting proposal to adapt them to the
context and to find methods that encourage real fee-
dback. Make everyone feel accompanied in the learning
process. Positive reinforcements in each action will
improve this sporting growth. Furthermore, it is
essential to influence a proactive learning process that
will promote real participation and motivation. This
way, we will improve the ability for teamwork, virtual
communication and decision making and conflict
resolution at group level.

On an individual level, we would achieve greater
creativity in decision-making, a better ability for analysis
and, without doubt, self-efficient and cooperative
learning would be consolidated (Canizales, Ries, &
Rodríguez, C., 2020)

This individual growth can also lead to greater
flexibility when changing platforms and even games.

Positive reinforcements (Díaz & Mandado, 2004),
as well as self-reflection and spaces for expression will
undoubtedly enhance performance and possibly ease of
decision making at key starting points.

Finally, «distance» training can be an opportunity to
improve virtual communication, for which coaches must
also set up guidelines and recognise silences, verbal
expressions and locate needs. Players warn that it is a
very likely resource for improvement: «by viewing the
matches from outside the games it is easier to see the
errors in each move, attack or defence» (Player 2, per-
sonal communication, October 22, 2019). Therefore,
instead of focusing on the limitations, take advantage of
the infinity of resources, not staying in just one
application, but it is necessary to immerse ourselves in
the network and know the possibilities that we always
have, according to the characteristics of the group. The
existence of gambling houses (sport centres for players),
combines this practice, having physically all the
equipment, but playing individually each one in their
own device. It is possible that the structured coexistence
could speed up the improvement processes and the team
work, although it does not have to be exclusive of a
face-to-face coexistence. Joint leisure and free time
activities, sports, watching films and reading clubs will
influence the good enviroment of the group, although
at the time of performance there are no current
researches today that can confirm this relationship in
the playhouses. Their manager is aware of this and

advocates this strategy for future workout sessions:
«Training all together in the classroom, this could be
done in a gaming house set up by the club for example»
(Manager, personal communication, October 22, 2019).

In the light of the analysis and interviews, we can
conclude that there is a didactic methodology in the
QLASH trainings in the Brawl Stars game, but that it
does not go beyond a classical presentation of suggestions
and instructions, and that the coaches keep the traditional
guidelines during their training.

The fact that the game is fully measurable allows us
to know which players are currently the best, but not
potentially which of them, with different training, could
become great competitors. It is a totally objective and
quantifiable competition for scores, but it does not
guarantee the emergence of new players until new
training mechanics are developed.

Conclusions

The research carried out showcases the structure of
a semi-professional eSport team.

Its structure divided in types and schedules of training,
used tools and the feedback methodology for the
automation of behaviours was exposed trying to adapt
to the reality of these new competitions.

It is very interesting to start defining and analysing
the dynamics of the new teams and in this way, try to
provide from the Sport Pedagogy, tools that improve
the players performance.

This research, although it is focused on a single piece
of equipment and a platform, opens the door to numerous
researches within eSports.

It is possible that the economic impact generated by
the video games in Europe in late years will lead
governments to create solid eSports federations and to
establish training levels for their coaches. As well as the
possibility that eSports will at some point become an
Olympic sport.

Finally, the use and analysis of a large volume of data
through Big Data, will be a key to the future training in
the didactics applied to sports training. Currently, this
data system is already used by for example professional
teams in the NBA.

We assume that a specific training proposal for
coaches cannot start from scratch. It must be based
initially on the knowledge of the teaching methodology
applied to the sport practice. Even in comparison with
other sports and their specific training (López Muñiz,
Jaenes Sánchez, Vázquez Cano & López Meneses, 2019).
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Once we have laid these foundations, we will move on
to create specific training which will not be easy, as we
explained earlier that there is a great variety of
platforms and judges, so this specificity must be
conditioned by these factors.

It is possible to create a degree that accredits the
training of sports coaches, but there are many prior
questions that must be sorted out: The institution or
organization that must carry it out. The duration and
the curriculum. The students profile and the conditions
for their access. The accreditation that allows only
qualified or unqualified people to be trained.

It is a process that we must open and that must
generate a very interesting debate between education
professionals and sports professionals.

By contrast, the access to video games is associated
with young people, who take up this practice as a leisure
activity, until they reach high levels of competitiveness,
only then they will set themselves professional goals.
This vision generates an interesting debate, regarding
the moment in which to bet on a specific training or
not, until they are recruited by a club. Leaving the
decision to become professional in the hands of so called
professional clubs. Therefore, what consequences can
this have? As for families, how can they get to understand
the universe and competitions to which their children
will be exposed?

There is also a very interesting gender division. The
competition itself does not rule out or divide by sex,
but it is obvious that women are not attracted to online
competition (Statista, 2019). The option of setting
initiatives by clubs and even by the video games
themselves would be the basis for fostering gender
equality (Rodríguez & Miraflores Gómez, 2018).

Finally, the year 2020 became the year when there
was the greatest online consumption of video games,
probably due to the crisis generated by the COVID-19.
During which the impossibility of leaving home led to
the search for other leisure systems for young people
(Statista, 2020).

But it is also the year of the arrival of the new
generation of consoles. An improvement in gameplay,
graphics and connectivity to global slave.

A universe that does not stop growing, and that opens
very attractive research paths in sports and education
sciences.
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