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[bookmark: _Toc200829612]2. Abstract
This study investigates how participation in Esports fosters or facilitates leadership development among young adults aged 16–25, with an aim to create a new framework based on three existing leadership frameworks (the Social Change Model (SCM), Kouzes and Posner’s Five Practices of Exemplary Leadership, and Constructivism. 
Data was gathered by transcribing and coding over 27 hours team gameplay and post match interviews involving approximately 60 participants across 6–10 esports teams. These were obtained by using the Discord App and joining the Esports Wales group where players were keen to be involved. The transcriptions were converted into a suitable format (XLS) and imported into NVivo 14 for thematic coding using a condensed framework of ten leadership categories, condensed from a broader initial set of 51 codes.
Three dominant leadership themes emerged from the analysis: REFLECT (524 references), STRATEGY (452), and SELF_DEV (326). The high frequency of REFLECT points to the centrality of cognition and self-assessment, reinforcing the constructivist approach that leadership is constructed through lived and reflective experience. STRATEGY references reflect dynamic, real time decision-making and strategy or tactical adaptations relating to Kouzes and Posner’s emphasis on “Challenging the Process” and “Inspiring a Shared Vision.” SELF_DEV codes revealed that players develop personal growth, confidence, and leadership identity development, underscoring the SCM’s values and consciousness of self.
Two games in particular exhibited high levels of coded leadership activity (IESF06 and Esports633). This indicates that the teams exhibiting strong reflective and strategic behaviours, and they performed better and showed better communication. In contrast, the direct leadership commands and conflict resolution codes were less frequent, this demonstrates a preference for shared, non-hierarchical leadership models among high-performing teams with each member with a developed autonomous approach.
Triangulation of the transcript data with interviews, even the game results confirmed that Esports serves as an environment for developing the required leadership behaviours. Interview data supported the conclusion that players view leadership as a shared process, while enabling peer support and experiential learning.
The research offers practical insight into how Esports aligns with educational goals and frameworks such as the Well-being of Future Generations (Wales) Act, 2015. It provides evidence for educators and policymakers that Esports is more than entertainment, it is a suitable platform for leadership education. Future work is encouraged to explore different age brackets, gender dynamics, and cross-national comparisons.


[bookmark: _Toc200829613]3. Introduction
Leadership is a topic that has been greatly researched and applied in various scenarios (Toor, 2011) even so much as the development of young leaders in programmes of study from a young age such as the Scouts and others (Zavala, 2023). The need to develop leaders is not only from the point of organisational culture, but for autonomy where each person will lead themselves to completion and may even help others along the way. With so many different opportunities available to encourage the development of these skills, one must face the question as to where the best environments to encourage these skills, and with so many young people enjoying computer games it looks to an ideal opportunity to explore.
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AI-generated content may be incorrect.]Esports which is short for electronic sports, refers to competitive video gaming in which individuals or teams compete for positions of standing. Participants complete in multiplayer titles such as Valorant and League of Legends (see figure 1 and 2 below) that demand the organised approach to co-ordinated play and decision making. Unlike casual gaming, Esports typically involves structured tournaments, ranked progression, team coordination, and professional coaching and sponsorship. Esports as an industry is booming, with an estimated 19.2bn revenue estimated by 2030 (Grand View Research, 2025) there could be a Figure 2: League of Legends
Figure 1: Valorant

reward system, or a plan set up with which to encourage, or grade those individuals to start to understand that they are not just getting involved in competitions to in prizes or fame, but to learn skills for problem solving as well as a whole host of other developments that can be used and applied to the working environment at a later date (Smith and Johnson, 2024).

While Esports is rapidly growing as a global industry, it has not yet had acceptance - especially within educational contexts - which remains contested. Many parents, educators, and institutions still view the industry as “just playing games,” something that is not to be taken seriously or even a harmful pastime (Trepanowski, Li and Hamari, 2024). This mirrors past attitudes toward now-mainstream media such as television and early computing, which were once viewed as distractions rather than tools for learning or creativity. Concerns persist around health, addiction, and academic distraction, yet this study proposes a more constructive lens: that Esports, if structured and supported appropriately, can serve as a meaningful platform for developing leadership, collaboration, and reflective decision-making among young people.  A similarly impressive real world example is Jann Mardenborough (Piccotti 2025), who grew up in Cardiff through his dedication to the Gran Turismo video game, and won the real world 2011 GT Academy competition. This led him to a racing career, including the famous 24 Hours of Le Mans. His journey demonstrates the potential of digital platforms to cultivate transferable skills applicable in demanding real world settings which is relatable to the focus required to play a game successfully.
Further investigation into these events gives a better understanding of the situation, and with additional situational awareness for these topics, a better more informed judgment can be made by anyone wanting to start on this study path. Much likened to similar uses in education where developments have helped with progression and career choices even so far back as the introduction of computers, which were once a gimmick or a hobby have now become part of society, and how we live (Grand Canyon University, 2025).
Existing research in this area is scarce with a recommendation for additional research to be conducted (Białecki et al., 2024; Archibald, 2024; University of Warwick, 2023; Sanz-Matesanz et al., 2024; Tholl and Soffner, 2024) so that the situation can be better understood and may be incorporated into the workplace. Since Esports has been growing in popularity worldwide, better and closer attention should be paid to the different aspects of gaming and in this instance Esports that can be used in an organisation environment, or some means of improving skills in preparation for a workplace. A few of these include skills enhancement (Matsui, 2023), which indicates that both the cognitive and physical capabilities are key elements to a successful Esports player. This indication is very much supported by (Kilci, Yalçıner and Bekir, 2025) and that to be able to mentally adapt to the quick changing environment.
Existing research in this area is limited to a number of different aspects of leadership and management, and how these different paradigms could apply to a leadership scenario, for example:
· Distributed Leadership in Esports teams (Williams 2023, PhD Thesis)
Which suggests that the leadership role is shared amongst the team members, rather than it being a one person dictating the direction of travel. Leaving each person to make decisions for what stimuli they have presented in front of them and can act accordingly, and with autonomy.
· Global leadership skills development through Esports (Xu and Hao, 2024, Education Conference)
The term global leadership skills refers to leadership relating to the interconnected world, and cross cultural communication (University of Pennsylvania, 2024)
· Impact of leadership on Esport team performance (Surbakti, Deti and Septina 2023)
Referring specifically to team engagement in an Esports setting, the study argues that the positivity of the team performance comes from effective leadership. Even so far as to suggest that some leadership styles are better than others in the Esports setting, which is a crucial conclusion to this thesis and how it will develop.
· Gender and inclusion in Esports Leadership (Richard and McDowell 2019)
There is an acknowledgement of historical game play, competitions, marketing, and other key indicators for computer gaming are highly male dominated and the impact that this has on gender inequality in Esports competitive gaming.
· Team Leadership and Dynamics in Competitive Esports (Surbakti, Deti and Septina, 2023)
Factoring in which agreed here that a team performance will have positive outcomes with an effective leader at the helm. Focus is given here based on psychological factors and the role of the coach in better execution of a strategy, whether this by a significant level of communication or by quick thinking, decision making, and team trust.
· Using Esports to Teach Bystander Leadership and Collaboration for Students in STEM (Byrne 2023)
Esports, which has already been established is a very popular activity, and this area of research focuses on how Esports can be used as a platform for experiential leadership development.
· Using imagined partners to enhance Esports performance (Forlenza 2023)
Having already established that the context of what has been looked at is Esports, leadership development under a guise of game playing. This refers to a slightly different angle as to how the team members will engage in the game, are they simply playing and acting to what is in front of them or are they imagining how the opponents are playing their game against them and trying to predict that nature.
· Expanding the Scope of Esports Leadership: Beyond Gameplay (Xue et al. (2024)
Addressing how this could be used in a business setting, or how this could be approached to real world activities is the main purpose of this work, aiming to translate esports leadership skills into competencies for the workplace environment.
· Leveraging Immersive Game-Based Learning for Leadership Development (Egan 2022)
Adds additional context when relating the development of leadership skills, that creates immersive learning experiences with things like real world escape rooms whereby the leaders will take control of the situation and look to help a team solve a problem. Role playing games are where a group of people will be narrated through a scenario and the team must then navigate around and discuss a best course of action to complete the ‘mission’. These types of environments allow communication between individuals and therefore form bonds, and problem-solving dynamics.
· Developing Collaborative Leadership Skills through World of Warcraft (Hewett 2022)
To give more detail on Esports itself, this paper focuses on the popular game “World of Warcraft” as well as a few others, since this type of team interaction which is classified into three categories; Dynamic role rotation; strategic co-ordination; communication proficiency.
· Adaptive Leadership in Esports: Insights from MMOGs (Jenkins and Pickett 2022)
The context of this paper also looks specifically at the game environment itself, and how it serves as a dynamic platform for the development of team based leadership skills. There is a considerable relation between how it mirrors the challenges, and the thinking speed required to make decisions whilst under a stress filled environment. The situations that present themselves in the game play are what determine how the collaboration works within the game play, and the leadership position. This is a suitable position to introduce some of the key theories (discussed at length in the literature review) that underpin leadership practice and development; The Social Change Model; Five Practices for Exemplary Leadership; and Constructivism. Exploring identified theories serves as a foundation for determining the acquisition of leadership skills and the identification of specific behaviour linked to leadership.
Social Change Model is as the name suggests, how leadership develops through conversation (Adams, Patterson and Skendall 2023), collaboration and community-based efforts are the central focal point of the theorem. This maintains that leadership is a process, and not a position (Gonzaga University, n.d.) meaning that an individual who is acting as a leader is there to serve those who are in their control; this fits very well with how a pastime activity   for someone who is leading the team should engage (as an equal), but also understand how to communicate and influence. The SCM has areas that focus on this as a concept. 
Five practices for exemplary leadership Kouzes and Posner (2009; 2013) suggests actions that help leaders inspire and guide their teams, and that through clarification of values and the use of these techniques will aid in forming a close bond with others in the team and then effectively allowing the group of individuals to act and think together (Kouzes and Posner, 2012).
Constructivism in researching the mind can be traced back as far as 1913 (Howes and Davies, 2014) where Bartlett and Piaget opened up mental frameworks and challenged how memory worked. David (2022) explains that constructivism is a well-defined approach to learning, whereby individuals will actively construct meaning by association, or interacting with other areas or experiences. This manner of understanding how the human mind thinks and develops, can then be applied to leadership theory (McHenry et al., 2005; Johnston, 2016; Smorczewska, 2018; Koch, 2023). Johnston (2016) specifically by introducing new methods for evaluating leadership such as self and peer assessment tools; field testing and robust research attached to it; interdisciplinary and contextual approaches; dynamic learning process; and the co-construction of meaning.
Designing a framework to develop leadership skills whilst playing Esports and online gameplay offers a space where many young adults are already highly engaged. These environments naturally foster key leadership competencies including communication, strategic thinking, teamwork and resilience. They also provide inclusive, accessible platforms for youth who may have avoided or be excluded from traditional leadership pathways, offering real-time feedback and opportunities to practice decision-making. Esports align with the digital skills needed for future leadership, making it an alternative avenue for cultivating confident, capable young leaders.
Young people, across diverse groups, often encounter barriers to full participation in community and the wider society. Nevertheless, they continue to demonstrate a strong commitment to challenging established norms where participation is increasingly distributed using both digital and physical platforms. Recognising the diversity of youth experiences, shaped by overlapping multiple factors like disability, gender, ethnicity, class, and sexuality is essential. Supporting youth leadership means acknowledging these varied contexts and ensuring inclusive opportunities for young people to influence decisions that affect their lives and communities. 
The research problem for Esports is a specific and growing area, since its inception in 2022 there are a distinct lack of publications. However, there is a growing interest in understanding how participating in Esports can help contribute to the development of leadership skills (Karadakis and Painchaud, 2022., Xu and Hao, 2024., Gray and Bartlett, 2024)



[bookmark: _Toc200829614]4. Literature Review
This study is underpinned by the Social Change Model of Leadership Development (Dixon et al., 2018), which frames leadership in a social context, and is acted out as a collaborative process. The Constructivist approach supports the application of the ‘Social Change Model’ and is understood through the participation and reflection afterwards, as is the usual case with activities like competitive team games. In addition, Kouzes and Posner’s five practices of exemplary leadership offer the lens through which the leadership actions and decisions can be reviewed, analysed and reflected upon. Each of these models approaches leadership from a different philosophical perspective, e.g. the SCM from values in conversation and how knowledge is an active engagement that is constructed and not passively absorbed (Sol and Heng, 2022). The SCM is built on assumptions of long-term conversation, and a development through engagement over a period which may be unsuitable if teams have a turnaround of members. 
                                       [image: ]

The social change model
The social change model (SCM) has shown to support long term development in higher education contexts and used as a leadership framework. Its assumes that the shared values are instilled when the task is fully understood (Adams, Patterson and Skendall, 2023). This would suit an embedded and more long-term type of game play. Although out of context in terms of Esports, the SCM has been successfully implemented as a positive influencer of outcomes in Nursing Education (Read, Pino Betancourt and Morrison, 2016); Campus-Community Collaborations (Sgoutas-Emch and Guerrieri, 2020); and Educational Reform (Peer and Webster, 2016). 
Nursing Education
Nursing students (specifically those with underrepresented and under resourced backgrounds) were involved in a study whereby the SCM was used to aim for a more positive social change, whereby the Nursing Students became more self-aware of their shortfalls and developed a consciousness of commitment. So the Nurses who in this instance came from those underrepresented and under resourced backgrounds may already have had the skills to develop self, certainly would have had the drive to become better in their chosen fields which puts them at an advantage since they were already hard at work to get onto the courses to begin with. Reminiscent of others who have taken up positions of employment and had harsher upbringing and therefore the will to succeed, comparatively speaking that this is not necessarily the same but how the Gurkhas are considered as ferocious warriors due to their upbringing, home conditions, and the rigorous selection process (Harclerode and Reynolds, 2003). 
When considering the Esports scenario in this context, the passion of playing the game and the team selection may have a part to play in the willingness to succeed. Each individual that makes up the team will need to be reviewed and interviewed as to why they are playing the game in the first place to determine whether there is that same level of commitment that is required. How those individuals listen to their teammates, and how the reflection on mistakes made, and getting things right is taken as an emotional attack, or as constructive criticism for want of a better team. How the team itself is seeking improvement, or continuously loses the flow is often down to how the Leader helps a failing team. Willink and Babin (2015) suggest that particularly in transforming a failing team into a successful one that the leader take full responsibility and make further adjustments to the team dynamics, and team engagement, meaning that growth and change is required to continue this upward development. Chowdhury (2024) discusses the dynamics of team failure, emphasising the importance of trust, conflict, commitment, accountability, and results focus and by improving these aspects through improved social interactions and without judgements is critical and can be achieved through open communication and team-building activities helps to break down the barriers. For example, thinking about how to encourage healthy conflict, which can ultimately pause or destabilise the team dynamic entirely, is what is going to be sought out in this context. To apply those friendly team dynamics, or positive change variables that enable fluid gameplay, the development of a committed mindset is essential (again once the full mission has been understood). Chowdhury (2024) further indicates that through a social improvement, and good communication, promotion of accountability develops since the individual is one of many that makes up the team and their role is just as important as others. With clear expectations set out from the onset for each individual, as Willink and Babin (2018) indicated, that in order to empower everyone on the team, each individual should have a clear understanding of the overall aim but also how their role makes up the successes to complete.
Stepping outside of the Esports, and how this applies to the bigger picture is for those individuals being able to improve their communications in a comfortable setting, and help them when they are in working conflicts and not to see the harsh tones as a personal attack but for improvement. 
Campus-Community Collaborations
Partnerships between like minded individuals is the context of this paper and in relation to how the SCM can be used as a positive influencer for promoting positive social change. Since both factions involved in this article are from different backgrounds, but may have a common link in the projects they have been undertaking; one such example is gardening whereby both the community and the campus individuals had formed a bond, and had their personal needs met by the single aim of wanting a school garden. Relating this to the previous case (Nursing) whereby there needed to be interest from both sides as well as the full understanding, this helped to move the project along and ultimately get involved with it (although the result is not detailed, this highlights how important the social change model was in this instance for communication, development, and putting into practice). The employment of the SCM framework here shows that the demographics of both parties to begin with was different, and that building a mutually beneficial relationship helps to adapt for change over time and used the SCM as the framework to understand how initial ideas were created and how this developed through to its inception and how the framework was used to reflect upon the interactions, and through sharing knowledge between both parties objectives were set, mutual understanding and continuous reflection added to any adjustments/adaptions in order to facilitate the starting objective.
Educational reform
Through contextual understanding, educational reform Peer and Website (2016) describe educational reform as a shift to create positive change within the educational system. The article further expands and attempts to highlight this by giving accounts on how the SCM fosters inclusive change through community, group and individual values working together in a collaborative fashion. Building a community is important as citizens are drivers of change, each working to find a solution and being aware of the conflict that could occur between parties and not just sidelining it but being completely aware of how to conduct this properly and without an escalation. Group collaboration by finding common group, developing a shared vision and working towards it but that each individual developing that required commitment for lasting positive impact. It is described as being a “Cyclic and Iterative Process” (Peer and Website 2016, p.170) meaning that it is made up of a constant loop which processes and repeats over time, it is not a linear model that can be applied to a scenario but that the planning, the implementation, the reflection help to make this a successful leadership application model.
In context to how this can be employed within the Esports, the conversation development between team members will reveal that positive change. After game reflections, and also before game interactions will assist in the leadership model being employed in that cyclic nature.
The social change model offers the framework to understand the interactions between players and ultimately the leadership qualities that are fostered and develop. Online communications however are sometimes stripped of the human quality of interaction, especially in this context where the players are concentrating on the game play and may develop a more aggressive style of gameplay and leadership.
While the Social Change Model (SCM) covers ethical and community basics for leadership, it presents a solution to leadership that has continuity and longer term relationships. In contrast and perhaps more fitting, Kouzes and Posner’s Five Practices framework introduces a more dynamic, action-based view that can better accommodate fast-paced, time-limited team contexts as is the case of Esports.
Five practices of exemplary leadership
The first iteration of the leadership model appeared in 2009 (Kouzes and Posner, 2009) which set out 5 categories that can be used to look for improvement and reflection as discussed in the SCM. It has since been improved, researched evidence gathered to give more credibility to their claims and in their 2024 (4th edition) as a great introduction and positive outlook for this paper decree that:
“There are no shortages of leadership opportunities that the “future” requires your leadership” (Kouzes and Pousner 2024, p. xv)
Which suggests that although leaders are often in the media handing out their aspirations to the rest of humankind, the leadership qualities do not always draw such media attention and that mastering oneself aids the individual by leading themselves. The authors have divided this leadership theory into the following five practices:
Inspire a shared vision; Challenge the process; Enable others to act; and Encourage the heart. 
Model the way
Kouzes and Pousner (2024, p. 10) suggest that for an individual to be placed in the leadership position, there should be a clear indication of the “guiding principles” (Kouzes and Pousner 2024, p. 10) which asks the question as to why is that person in the leadership position in the first place, and then attaching individual values to those principles. A leader’s actions are more important than their words, those who prove themselves by leading from the front will demonstrate to others in the team that they may make mistakes, but either they will help themselves by not making that same mistake in future or that others can learn from their mistakes. In the context of Esports modelling the way refers to gameplay and behaviour, commitment to teamwork, strategy, and ethical conduct. Leaders in Esports must show resilience, adaptability, and respect for teammates and opponents alike, especially in high-pressure situations, which inevitably will be acting whilst under duress firstly from the gameplay but also from the point of the excitement. By creating a culture within the team which influences their actions before, during and after the gameplay, the leadership will foster continuous improvement. Such examples include; maintaining a positive attitude after losses; showing dedication to practice; and communicating effectively. As the game players will most likely know each other’s skillsets in playing the game, a mutual trust in letting the other parties get on with their part of the job.
Inspire a Shared Vision
Kouzes and Pousner (2024, p. 11) have indicated that those that develop a positive outlook for the future and retain that projection for themselves as well as others will develop the skills and strategies required to make things happen. Each and every movement is aimed towards that end goal, learning from mistakes that may have happened in the past (or guided by similar ones) and then seeking those expanding possibilities in the future by rallying and influencing the others they are working with and helping them feel part of the process.
When applied to Esports, effective leadership is concerned with a shared vision that motivates team members to remain committed, whilst there may be hiccups in the short term, the long-term objectives are the main stay. In the dynamic and often tenuous environment of competitive gaming, teams can easily lose focus or morale following defeats or setbacks, start to argue with each other and take the stresses outside of the gameplay into real world interactions. Leaders who can maintain optimism act as a stabilising force, by framing mistakes and losses as essential learning opportunities providing growth and achievement. Maintaining those values that will help to develop the team culture, and such leaders can engage their teammates in this process. Each individual member of the team has their part to play, and the leader is the person that keeps them together; warranted that each person may have a different approach to motivation and the required strategy which if adopted correctly strengthens collective identity, resulting in greater cohesion and adaptability helping to sustain a high level performance.
Challenge the Process
Kouzes and Pousner (2024, p. 12) suggest that to be an effective leader, is to think in an innovative fashion and not to settle with staying stagnant. Looking to challenge problem and thinking a different fashion to approaching a solution. Leaders in this sense are those that will step into an “unknown” (Kouzes and Pousner 2024, p. 12) and to be able to make decisions, without a fear of failing. This sort of individual will have life experiences to fall back upon, but also to be resilient if those plans do not go according to plan. In Esports gameplay, this appears in the fashion of players and leaders who are willing to take calculated risks (not afraid of failure), adapt strategies in real time (innovate when faced with unpredictable situations). Rather than setting a tactic before the game, and sticking to it with a hard rigour, effective leaders encourage their teams to think independently and creatively to respond to their opponents actions and explore new approaches. This may involve adjusting team compositions, character selection and even trying out unconventional strategies in the face of emerging threats in the hope that this does not become too predictable. Leaders who model this sort of behaviour demonstrate that stepping into the unknown brings challenges, and developing growth. Willink and Babin (2018, p. 8) state “there is no growth in the comfort zone” which means that to personally challenge oneself is to continue growing. Where experimentation is said, mistakes are part of learning opportunities; FAIL = First Attempt In learning (Kalam, no date) meaning that failure is an option but learn from it, and do not be afraid of mistakes as this builds resilience through overcoming setbacks. In doing so leaders will empower their teams to become more adaptive, courageous, and strategic, qualities that are essential for maintaining a competitive edge in the fast pace of Esports and are willing to take ideas from those around them rather than trying to calculate all the risks personally.
Kouzes and Pousner (2024, p. 12) even give suggestions that wins can be both big and small, so that even if the game is lost the reflection part and process by seeking the improvement of tactics can be seen as the small wins. 
Enable others to act
A team effort means that it is not all about the leader making all of the decisions, it is empowering others to take up the lead and to act and think independently for the good of the team Kouzes and Pousner (2024, p. 13). There is not one individual that will seek the positive result, there should be trust and a built up relationship. The same principle has been coined as “Cover and move” (Willink and Babin 2015, p. 67) that “every member of the team must work together to accomplish the mission.” So in a fast paced environment such as Esports competitions, the leader will be in communication with the other members but that communication is not fast enough and the leader cannot be in all places at once. So, this would mean that if the others in the group are waiting for instructions to come from the leader, it is simply not going to work so each member of the group should have a strategy in mind highlighted from the leader, but have the presence of mind and strength of character to be able to make decisions independently. 
Encourage the Heart
The development of a resilient team stems not just from experiencing failure, but from the ability to build an environment where failure is accepted as part of the learning process. Rather than reprimanding individuals when mistakes occur, effective leadership focuses on encouraging continuous improvement, through a process of reflection and adaption as the errors are treat as opportunities for reflection, learning and refinement. Treating setbacks as valuable opportunities for growth, leaders help build a culture of psychological safety and collective strength. The psychological safety of the team is an important aspect of team bonding and reliance, observing a team’s failure and how they treat each other is part of the team’s positive culture development. 
Kouzes and Posner (2024, p. 14) emphasise that “leaders recognise contributions by showing appreciation for individual excellence,” suggesting that consistently recognising effort and progress even in the face of challenges fosters the intrinsic motivating factors. Resilience does not develop solely on positive reinforcement, a continued exposure to manageable levels of challenge, supported by good feedback is critical to building up the team morale and performance (Johnston and Patton, 2022; Kearney and Dye, 2024; Singh et al., 2024; Westover, 2024). Leaders who fail to allow this balance to develop may create a often referred to as “toxic” environment, or one that is complacent, or even demoralising to the team members. Therefore a culture which allows enthusiasm and motivation to be instilled within the team is a much demanded quality and a development must. This framework is relative to Esports due to its clear structure and adaptability, emphasis on the quick paced action followed up with reflection.
While both the Social Change Model and the Five Practices framework focus on observable leadership behaviours and team influence during action, constructivism attempts to explain how individuals make meaning from those experiences by emphasising the reflective developmental process behind leadership growth.
Constructivist Theories of Leadership
As indicated in the previous section, constructivism by it’s very nature is an attempt to give a theory or framework to how the human mind thinks, and how problems are solved (David, 2022). Johnston (2016) introduces a few novel approaches that can be applied to the context of this paper in the form of the development of new evaluation tools for leadership performance; learner centred and personalised learning; exploration of leadership identity and the dynamic learning process.
Since the leader, and in fact the entire team will be involved in actively learning in the field, the tools suggested by Johnston (2016) have been tried and tested and used for self and peer assessment although no specifics as to the tools there are suggestions in the context and it is written as a statement that tools exist and have been applied during those years but does argue that constructivism is useful tool in evaluating leadership.
Supporting this and giving more context Zin et al. (2024) have given much more context to how constructivist approaches would be useful including AI, mobile learning, VR/AR learning management systems and more applicable to this paper is gamification how they apply to the constructivist principles.
Gamification is described as a technology that supports active, experiential and personalised learning (Zin et al. 2024, p.586), the authors argue that the elements of gamification align well with constructivist theory because of the active involvement of the individuals in the learning material. The authors have suggested that gamification is not a stand alone solution, but rather that it works by engagement  in the interactive activities and this type of approach suits an Esports environment since the engagement is already within the game play and a naturally embedded ideal of determination.

	Model
	Pros
	Cons
	Relevance to Esports

	Social Change Model
	Ethical, community driven, reflective
	Assumes shared values and community
	Best for long term development, less effective in short term team member turnaround

	Five Practices
	Actionable, motivational
	Sole leadership responsibility
	Useful in performance settings but may clash with Esports structures

	Constructivism
	Reflective, learner focused, Esports compatible
	Lacks clear intervention, assumes that all members facilitate and self motivated
	Useful for post game analysis and leadership development



In support of the social change model, Sachar (2025) introduces the context of social constructionism and that leadership is seen as something that is co-constructed through dialogue and context, something that is not held solely by those individuals in formal roles. Furthermore, to support the development of the framework here in context for the competitive play is the “human relations theory” (Sachar 2025, p.24) which emphasises communication, trust and collaboration to be an effective leader. This sort of ideal is very reminiscent of “the knights of the round table” (Sabandar, 2023) and more recently what has been successfully implemented into the Agile Software Development Lifecycle which emphasises flexibility, collaboration and responsiveness (Jain et al., 2024); metaphorically speaking the two concepts are very much related under the guise of ‘Leadership is Shared’. To give more context about the Agile methodology, there are different roles within the team but that each member is empowered to lead and take initiative within their working domain and seen as a crucial aspect to the success of the overall mission aim.
Additional supportive research
Learner centred and personalised learning (Hopkins, 2019) is deemed an aspect of a successful team, and to relate this to the last section that initiative is required to create their own learning plan, possibly for those elements that are missing from the knowledge-base of the individual (e.g. a new software development technique is required in order to produce an AI engine, and so therefore the individual takes responsibility to understand missing knowledge, starting knowledge, and a learning plan). This is where the material becomes more engaging, and ultimately more successful. Incorporating an understanding of this type of approach means that ownership of the learning will be achieved, and in this context of Esports will allow the individuals that make up the team, to grow and become ultimately better at their so called craft. Which suggests that an exploration into leadership identity is the next critical phase into determining how to observe the game play unfolding and how it relates directly to the real world. 
Keçeci̇ and Yıldız (2024) explore this in a qualitative study on the social environment within Esports teams, that it is an under researched topic of leadership in Esports and the authors go on further to explain five principles, or key themes which leadership in Esports can be reviewed and understood and that can be added to the originally included framework; physical characteristics; personality traits; professional qualifications; technical skills and management skills. A nice addition to understanding the importance of this study is how technological advancements are having, and have suggested this as another area for continued research it is hoped that further ideas and developments will be able to answer part/some of these questions and gaps for research as defined in this article.
Finally, and certainly the most significant is a systematic review (Gisbert-Pérez et al., 2024) of key structure and processes in Esports and useful to this study and calls for further research in these key areas:
Organisation (Keçeci̇ and Yıldız, 2024), in particular a well defined one can enhance the team dynamics and make co-ordination and performance of the game play develop a better outcome. Suggestions are made here that even teams with highly skilled players struggle to succeed without a clear organisational structure.
Stages of a team in Esports (Keçeci̇ and Yıldız, 2024), the article suggests that effectively managing the stage formation can lead to a better team cohesion, co-ordination and better success. How does the team initially form, how are the dynamics developed and what bonding exercises are used?
team structure (Keçeci̇ and Yıldız, 2024), somewhat different to the organisation as this encompasses more on how the team members are organised to work together with communication, reflection and co-ordination.
team variables and processes (Keçeci̇ and Yıldız, 2024), suggest that things like trust (as already suggested by Chowdhury 2024), communication, motivation and team cohesion combined with the methods and practices that are used to manage the interactions and how that helps the team work towards the objectives.
Leadership (Keçeci̇ and Yıldız, 2024), as suggested in the outlook of this study, the frameworks and the data that will be gathered. The call here for further research does not suggest any leadership strategies or likewise.
Lack of experience in team integration (Keçeci̇ and Yıldız, 2024), identifying factors when integrating new members into the team and the lack of support available in being able to do this.
The final category in the systematic review is Holistic and Integral Perspective (Keçeci̇ and Yıldız, 2024), which asks for more information and further research to be conducted into how a holistic picture can be drawn up of the team members.
Together with the additional research, these insights provide the conceptual thought that effective Esports leadership cannot rely on one framework alone but must consider the independence of structure, personal motivation and dynamics as well as reflections.
There is a practical significance in understanding how leadership skills develop in Esports environments, and as mentioned as we are currently residing within the cusp of research in this field. As the Esports industry grows and continues to grow (Market.us, 2025) its professional structure and standing will be more embedded into how it will be accepted, especially since it mirrors how individuals in teams will at some point be engaged in high pressure situations and need to think whilst and make decisions. By creating a lens (see theoretical framework section) with a leadership theories and disciplines will aid in the identification of effective leadership behaviours and task management strategies within Esports. Across the different demographics and age groups, a starting point is needed so that this can be cross referenced with both like and different to see if this observation is true to form. It also opens up professional training as a dynamic and engaging platform for building transferrable leadership skills.
The research aim is to explore the role of Esports as a platform for leadership development, with an understanding of how participation in competitive gaming environments contributes to the growth of leadership skills and the identification of practical strategies that can enhance this in the educational sector.

•	Objectives
•	Review current and newly developing literature
•	Observe and analyse
•	Capture game interactions and look for patterns that emerge
•	Conduct semi-structured interviews
•	Assess leadership interventions employed by the team
•	Evaluate the effectiveness
•	Report findings
What is hoped after the duration of this study is to understand how Esports can be a positive influence, and rather than seeing it as a threat to the younger generation but how it can be used for good and help shape our future leaders.
The study is significant as it addresses a gap in the current research of leadership, as well as educational settings. Esports is a younger generation, or rather a youth driven field which acts as a platform for social awareness, social contact, and sits quite firmly in the well being of Future Generations Act (2015). Seeking for additional opinions and approval so that additional decisions can be made in the Education sector regarding things like Curriculum Design and Development, the addition of ‘after school clubs’, as well as seeking for positions embed Esports into learning contexts of other subjects.





[bookmark: _Toc200829615]5. Research Methodology
In selecting a research methodology, Saunders et al. (2019) developed an approach that has simplified the process in the form of a research onion, which depicts several layers to choose at each stage right down to the data collection methods that would be suitable.
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Figure 1 The Research Onion of Mark Saunders (Saunders, Lewis and Thornhill, 2023, p.177)

The study is in the constructivist epistemology perspective, and from the philosophical point (which is the outermost layer of the onion) of view following the directions given above follows the interpretivism. This would facilitate the recognition of leadership as the socially constructed process that it is (Iszatt‐White and Saunders, 2019; Billsberry and O'Callaghan, 2024). Drawing on the seminal works on theory to help understand the development of leaders in social change model (Dixon et al., 2018), the five practices framework (Kouzes and Posner, 2024), and the constructivist approach to leadership (Johnston, 2016). The interpretivist stance as defined by Saunders et al. (2023) allows the data collection and analysis to explore the multiple realities, and viewing the phenomenon through different lenses simultaneously to reveal answers and pinpoint what exactly is happening in the dynamics of the team and the leadership role(s) developing. 
This study draws on all three of the models, not in a fixed framework but as a method with which to review the Esports leadership, and to help determine outcome of the study. The Social Change Model offers the ethical motivators, Five Practices offers the behaviour outlook and constructivism offers answers to the learning process. There is much to be looked at in the transcriptions, gameplay, and after game interviews.
Tasks that are undertaken will have appropriate leadership strategies applied, what is sought by this study is measuring the effectiveness of the decision making process by means of captured game play, audio recordings of the team interactions (since the players may not be in the same room and will communicate via the internet). It is with this in mind and the effectiveness, that it is hoped to answer the following research questions:
Primary: How does participation in esports influence the development of leadership skills?
Subsidiary: What strategies do esports teams use to manage and distribute tasks, and how effective are they?
Subsidiary: How can esports and gameplay be used to facilitate leadership development?
In line with this, the research approach is to be inductive which is as the study’s initial aim is to explore the phenomenon and make sense, without means of intervention seeking to develop the understanding as mentioned rather than developing a theory, or a new way of looking at what is happening during the Esports; furthermore to depict a positivity to Esports and how it can be used and is being used to develop our future leaders.
The most suited methodological approach is a multi-method qualitative design, which seeks to find meaning from the various qualitative sources (e.g. interviews, observations, reflective writing, in game interactions and communication logs, keywords and themes) with which to combine together and develop the deeper understanding. A limited use of quantitative data will be made use of, but this is merely to capture the game results and help to draw those conclusions sought by the study – these will also be analysed using digital means in the form of Nvivo and PowerBI to help with that triangulation.
A case study strategy (Gustafsson, 2024) would support engagement with Esports teams, and help again to understand the leadership development in its own habitat, and over a specific timeframe such as over a series of games in a tournament. A case study in this instance would help to understand the leadership phenomenon in this context in Esports as an in depth analysis, and could explore how leaders manage team dynamics during the fast-paced gameplay, and help focus the event as it unfolds. This combined with identifying similar contributing factors across different teams would determine the elements required to seek meaning.
The subject set from the case study was originally to be purposive (Bell, Bryman and Harley, 2023), and be selected from those that are already involved in Esports games which are directly related to the study:
Active participation in team-based Esports competitions determined by the team involvement (Valorant and League of Legends)
Age range (16 – 25)
Willingness to participate in interviews and allow game communication to be recorded.
Bell, Bryman and Harley (2023) suggest that theoretical saturation be key in determining the subject set, meaning that the study will keep gathering research data until the saturation of data reveals no further insights which is determined by the research question and is estimated at this stage to be a sample size of 8 – 15 consisting of 2 to 3 teams.
The data collection methods will multiple efforts of qualitative collection to allow cross combination and truth seeking:
1. Gameplay and communication analysis
The study will review the gameplay along with the communication that takes place, and applying the leadership framework as covered in the literature review will seek information on who is selected for what position within the gameplay environment, and does this transition between players. 
Role assignment and role transition: who is selected for in game roles and do these shift throughout the match.
Verbal cues: as well as any observable non verbal cues to determine the pace and decision making of gameplay.
Conflict resolution: how effective this is and does it change before/during and after the game.
Adaptive leadership: what happens during the game and if the leader is lost or unable to make the decision based on vicinity how adaptive are the players to take this up and move on with it.
More in tune with the communication that takes place:
Leadership directive: how does the overall leader communicate with the team members, and does this have an influence.
Emotional tone: is this an authoritative instruction or one of a friendly instruction, does the this influence the team.
The data will be coded using the framework that has been developed (the ten leadership categories identified in the literature review). Manually coded following Creswell’s (2023) qualitative data, and supported through importing into Nvivo and PowerBI to identify patterns.
2. Semi structured interviews
Participants will be asked to engage in post game interviews in a semi-structured fashion, as the interview will allow a consistent approach towards all players and freedom to explore the thoughts and ideas.
The interview itself will be made up of asking the players of their experience in games, and of leadership (whether this is in game or elsewhere):
· Experiences of leadership whether this is in the game or outside
· Communication and team dynamics
· Individual and team decision making processes
· Reflection on the game result, and how did the leadership handle the wins and losses
The interviews will be audio recorded and notes taken during the conversation with supportive notes, and used in the conclusion.
This will allow the study to focus on how the team players look at and understand the leadership element of the gameplay, and over a period of time.
Participants
Rather than selecting individual esports teams and seeking their independent participation, the study partnered with Esports Wales, which is an organisation that has acted as the national governing body representing Wales in international esports competitions since it was established in 2018 (Esports Wales, 2025). Esports Wales manages teams and organises tournaments such as the Welsh Masters, providing a rules based structured environment for competitive play. Through this organisation, connections were established with a range of team members and leaders, identified by their in-game handles/usernames such as CamRHope and LJPH.
Originally the study aimed to focus on participants aged 16 to 18; however, this presented practical and ethical challenges, particularly around the partnered study, and that the age range of those teams was not confined to 16 to 18 as well as gaining access to game recordings. As a result, the scope of the study was adjusted to include participants aged 16 to 25, aligning more naturally with the age profile of those actively involved with Esports Wales while simplifying the consent process and maintaining ethical integrity.
The participants in this study were individuals engaged in competitive Esports activities organised by Esports Wales. This included:
· Young people and adults, primarily within the 16 to 25 age range (updated from original 16–18 scope).
· Mixed ability teams involved in organised gameplay, including college students and other members of the Esports Wales community.
· Participants were recruited through Esports Wales networks and outreach to affiliated colleges and community gaming initiatives.
· A total of approximately 50 to 60 participants were expected, divided into 6–10 teams, each comprising 3 to 6 members.
· There was also the opportunity to be involved in the International Esports Federation, as some of these games involved the Esports Wales teams which provided a great opportunity for the cross case comparison and see if the patterns that were observed, held up to scrunity.
Employing the method (Total hours of Esports game play 27 hours 59 minutes and 14 seconds)
Since this is a very fast paced endeavour to undertake, the way in which the framework will be employed will be as follows:
1. Frame the Models as a Lens
Use the three frameworks not as separate entities, but as a combination lens:
	Model
	Contribution to Framework

	Social Change Model
	Values-based, ethical leadership and collaboration

	Five Practices
	Behavioural insights—what effective leadership looks like in action

	Constructivism
	Explains how learning and leadership develop over time through reflection and engagement



Then afterwards to describe this synergy as a triangulation process, ready to interpret the data

2. Align Each Model to Data Collection & Analysis
	Model
	Data Collection Focus
	Analysis Focus

	Social Change Model
	Survey questions on values, team commitment and observations of development
	Thematic coding of group interactions

	Five Practices
	Observation of in-game behaviours, team roles
	Audio/video cue analysis for leadership action

	Constructivism
	Post-game reflections and interviews
	Reflexive thematic analysis



In order to capture the breadth and level of detail required to reveal those leadership behaviours in communication, a detailed coding framework was developed which consisted of the 51 codes drawn from the three sources listed above and organised into the three leadership theories (See appendix A for full list)
Since the level of detail to undertake the categorising of the conversations and gameplay will be too complex. The above has been categorised into the following 10 themes for simplicity and a more practical application:
	Tag Code
	Description
	Framework alignment

	SELF_DEV
	Self-awareness, identity, values alignment, and meaning-making (COS, IDENT_D, ALIGN)
	SCM, Constructivism

	REFLECT
	Reflection, metacognition, and self-assessment (REFL, METACOG, SELF_A)
	Constructivism

	LEAD_ACT

	Demonstrating leadership through behaviour, role modelling, vision, and example (MODEL_W, LEAD_E, S_VISION)
	Five Practices, SCM

	ENABLE_OTH
	Enabling others, motivating, feedback, and empowerment (ENAB, MOTIV, SUPPO, ENCO)
	Five Practices, SCM

	TEAMWORK
	Collaboration, trust, shared goals, community, and role coordination (COLL, TEAM_T, COMM_P, GAME_ROLE)
	SCM, Constructivism, Five Practices

	COMM_SKILL
	Communication clarity, voice tone, and feedback integration (COMM_CL, VOICE, FEEDB_IN)
	Constructivism, Five Practices

	CONFLICT
	Conflict resolution and emotional control under stress (CONFL, CONF_RES, EMOT_R, COMPOS)
	SCM, Constructivism

	STRATEGY
	Tactical coordination, adaptive strategy, and risk taking (CHAL_P, STRAT_SHIF, ADAPT_S, RISK_T)
	Five Practices, Constructivism

	PERFORMANCE
	Performing under pressure, resilience, and focus (PRESSURE, LOSS_F, RESIL)
	Five Practices, Constructivism

	SOC_RESP
	Social responsibility, ethical decision making, and citizenship (S_RESPON, E_DECIS, CITIZ, S_ORIENT)
	SCM



3. Use a Cross-Case Analysis Approach
Given the different teams involved the study uses cross case comparison to evaluate:
· Which leadership behaviours emerge repeatedly?
· Are there different leadership styles?
· Are socially dynamic (SCM) stronger in teams with better reflection (Constructivism)?
· Highlight sections of the interactions (or gameplay where possible) where the leadership has been more developed
· Where possible to map your framework against the Well being of Future Generations (Wales) Act (2015) goals

Which will provide deeper analysis into how the leadership is experienced, and across the different Esports contexts.
4. The process of transcribing
The use case for the feature shown below was originally designed for taking video or audio files, and producing subtitles for things like TV/Movie productions. However, in this study the same functionality was successful in quickly transcribing almost 28 hours worth of Esports game footage. The screenshots below show the uploading of the audio of the recorded games to AWS, the transcription process and the result.
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Figure 2: Transcribing the audio files
Figure 3: Creating the subtitles files (these contain timestamps)

[image: A screenshot of a computerAI-generated content may be incorrect.][image: A screenshot of a computerAI-generated content may be incorrect.]
Figure 4: Each job is a different game. AWS had a restriction of 2 hours so some needed to be split, completed job
Figure 5: Example of completed job

[bookmark: _Toc200829616]6. Findings & Discussion
[bookmark: OLE_LINK2]NVivo 14 was used as a tool to support the organisation of the qualitative data collected through gameplay transcripts and ultimately to help with identifying patterns and truth seeking. The software enabled the entry of the ten developed framework categories which have been extracted from the literature as discussed previously.
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The process involved firstly importing the .SRT files into Microsoft Excel, by opening the SRT file in a text editor:





[image: A screenshot of a spreadsheet

AI-generated content may be incorrect.]Then dividing each of the subtitle entries into Start Time, End Time and Transcript. The finalised ten codes (Figure 6) were then manually applied to transcripts using NVivo’s dataset import and codable text field tools (Figure 7). Which allowed coded references to be mapped directly to specific transcripts (subtitle files and show time stamps). Files were organised and labelled by team (e.g., IESF and Esports Wales), and each transcript reviewed and coded using ten leadership categories (e.g., REFLECT, STRATEGY, SELF_DEV) in the Excel file before being imported as shown in Figures 8 and 9. For ease of use and analysis, each identified instance was converted capital letters to find them easier at a later time.
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Figure 6: Adding the Codes


[image: A screenshot of a computer

AI-generated content may be incorrect.]
Figure 7: Importing the Dataset
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Figure 8: Using the codes
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Figure 9: Applying the code in Nvivo to the transcript
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Figure 10: Created cases which shows 3822 for 142 part one, this is the number of ‘lines’
Analysis
The table below shows the ten codes, and how these are made up of some of the 51 codes originally created:
	Name
	Description
	Sources
	References

	COMM_SKILL
	COMM_CL, VOICE, FEEDB_IN 
	13
	65

	CONFLICT
	CONFL, EMOT_R 
	9
	17

	ENABLE_OTH
	ENAB, MOTIV, SUPPORT 
	11
	62

	LEAD_ACT
	MODEL_W, LEAD_E 
	4
	6

	PERFORMANCE
	PRESSURE, RESIL 
	11
	22

	REFLECT
	REFL, METACOG 
	18
	524

	SELF_DEV
	COS, IDENT_D 
	18
	326

	SOC_RESP
	CITIZ, E_DECIS, S_RESPON
	12
	23

	STRATEGY
	STRAT_SHIF, RISK_T
	18
	452

	TEAMWORK
	COLL, COMM_P, GAME_ROLE
	16
	68




[image: A table of numbers with a number in the middle
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Figure 11: Codes per game
The highest recording here is of the REFLECT code which appears over 500 times, this suggests that reflective thinking and cognitive dialogue are evident in Esports leadership development. This supports the Constructivist point of view that learning and leadership are both developed at same time. The dynamics of gameplay shows that players often think aloud, revisiting past decisions or questioning current strategies, making reflective behaviour more observable than other forms of leadership.
In figure 12, the next highest is the STRATEGY code and pivotal to the central role of leadership decision making in Esports. These actions are an example of the leadership behaviours associated with Kouzes and Posner’s “Challenge the Process” and “Inspire a Shared Vision,” as players develop and think new strategies during gameplay to adapt to the current situation. A supported element is that the leadership in Esports is distributed, as multiple players contribute to strategic direction throughout gameplay.
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Figure 12: Coded Theme Frequency Summary by Leadership Category
In the heatmap some key insights can be extracted. As previously indicated REFLECT as the most dominant theme, particularly in IESF06F, IESF07F, and Esports633F, indicating that reflective thinking and metacognition are central to leadership development in Esports. STRATEGY follows closely, with frequent references to tactical planning and in-game decision-making - leadership behaviours aligned with Kouzes and Posner’s model. SELF_DEV was also consistently high, which suggests that players were not only participating but developing confidence to become leaders and make decisions. In contrast, LEAD_ACT, CONFLICT, and PERFORMANCE were less frequent which suggests a there is a more distributed and less hierarchical form of leadership. IESF06F shows that the team involved is a high-functioning team across all themes, while IESF04F showed minimal leadership indicators, pointing to potential issues in communication.
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Figure 13: How many times each coded word was used


Extracted Quotations
SELF_DEV (Identity, reflection, pride)
“I’m still playing for MYSELF though.”
“That’s when you know I’m feeling good about MYSELF.”
“I believe in MYSELF.”
Themes of ownership, emotional confidence, and development show up frequently in personal speech.
REFLECT (Metacognition, evaluation)
“I THINK we just do the same thing.”
“I THINK it’s proper fixed now.”
“I THINK that turned away.”
The phrase “I THINK” appeared hundreds of times a signal of reflective processing.
ENABLE_OTH (Support, encouragement)
“I SUPPORT my work.”
“I can call as a SUPPORT as well.”
“Just getting SUPPORTed by the rest of their team.”
Tons of talk about roles like “support”, especially in Overwatch-style team compositions.
TEAMWORK (Trust, coordination)
“We’ll swing TOGETHER.”
“Let’s just run TOGETHER.”
“They’ve stuck TOGETHER as a unit.”
Synchronised team movement and shared responsibility dominate this theme.
STRATEGY (Tactical planning)
“I need you to PLANT the bomb in a specific spot.”
“Let’s HOLD arcade.”
“What’s the PLAN?”
Frequent usage of words like PLAN, HOLD, FLANK, and ROTATE point to strategic gameplay structures.
COMM_SKILL (Voice, clarity, feedback)
“You and your COMMUNICATION skills.”
“I just VOICED over the beginning and I hate it…”
“I was TALKING and getting disqualified.”
Most content here focuses on verbal communication, often funny or critical.
CONFLICT (Stress, tension, emotional control)
“I’m not STRESSED.”
“So they bite my nails when I’m STRESSED.”
Language of stress and composure appears during emotionally charged exchanges.
LEAD_ACT (Modelling the way, giving direction)
“FOLLOW ME.”
“MY VISION.”
“How do I tell the team to FOLLOW ME?”
Direct leadership language appears when players give team instructions or take initiative.
PERFORMANCE (Pressure, resilience)
“Can he perform UNDER PRESSURE?”
“Just keep up the PRESSURE.”
“I want to PRESSURE B.”
A high-intensity code, especially visible in high-stakes moments.
SOC_RESP (Ethics, decision-making, community)
“I need the team here to make a DECISION.”
“As a COMMUNITY in this stream.”
“Don’t use the MORALS…”
Less frequent, but shows when ethics, community behaviour, or social judgement are expressed.
Interpretation
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Figure 8: How many times each coded word was used
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Figure 9: Strategy and teamwork
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Figure 10: Self development and reflection
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Figure 11: Codes per game (also in appendix)
Highest number shown here reflect the most dominant leadership behaviours in this context. 
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Figure 12: Sums taken from the previous values
The three most frequently observed codes were Reflect (524), Strategy (452) and Self development (326) this suggests that there is a significant presence of leadership across the dataset, especially in cognitive processing, tactics co-ordination, and personal development. 
In contrast, the least active of the themes are Lead_act (6), Perfomance (9), and Conflict (17). The lack of direct leadership/dictatorship supports the earlier observations that leadership within Esports teams tends to be shared. Similarly performance and conflict indicators show that the team players had developed strong rapport and trust in each other, which reduces the need to resolve conflict (although these may have occurred but not verbalised).
The framework itself was most effectively applied in games where players were open in their conversation. The games, IESF06 (245 references), IESF05 (132), and Esports633 (106) showed the highest engagement. IESF06 was a particular note with strong evidence of both REFLECT and STRATEGY codes, this suggests a well versed and coordinated team with strong communication patterns. Quotations such as “I THINK that’s a little bit of a mistake on our part” and “I THINK they would have lost more of their base if they had done that” show that the reflective evaluation and strategic reasoning are evident which show leadership qualities.
Games such as Esports617 (29), IESF08 (46), and IESF04 (46) had the lowest frequency of codes. This may be a case for further investigation as the low numbers could be due to some dominant players, or even faster rounds where communication would be limited.
Interview perspective: Organisational leadership
In addition to gameplay transcripts, a one to one interview was conducted of the CEO of Esports Wales, the purpose was to compare in game perceptions of leadership as well as the gamers perspective which follows this section.
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Figure 13: NVivo-coded leadership themes from the CEO interview transcript.
To help triangulate the distribution of leadership behaviours during the interviews, the recordings were once again processed in the same was as before (transcribe, convert to excel format, import to Nvivo), the visual frequency of references to each leadership code or category.

This results here differ from the players perspective further down where reflection, strategic planning, and self development were high frequency. The CEO’s responses are a more common leadership model focused on team enabling, vision, and as well as active leadership. The lower counts for conflict, teamwork, and reflection suggests that such responsibilities may suggest that these supported elements within the strategy that is Esports Wales. Some anonymous case study information was relayed during the interview regarding teams Esports Wales are working with, and the conflict that exists but that they have rigid system to resolve such issues in the form of a policy for no bullying, swearing etc. since this can be rife in competitive gaming.

Interview perspective: Players leadership perspective
[image: ]
Figure 14:Visualisation of leadership theme frequency in interview transcripts
The larger blocks are the more dominant themes REFLECT, SELF_DEV, and STRATEGY, which make up the majority of codes used. This suggests that the interviewee’s most often described leadership in cognitive reflection, personal development, and strategy or tactical planning. Again as before in contrast the themes which did not score so high were LEAD_ACT, CONFLICT, and SOC_RESP but were still evidenced. This confirms and aligns quite nicely with the earlier results extracted with NVivo and supports the interpretation that leadership within these Esports teams tends to be an internal process, and distributed between team members automatically. A great insight into this which is not covered by the codes (one of the limitations) is the training that the leaders gave to the team during the interview varied between them; some would say that that they put the players into almost unwinnable scenarios to determine their problem solving skills, as well as resilience, whilst others would be more engaging with their team members and sit with them give instructions and help them on their journey. This is a remarkable find, since the data from the games confirms this is what was happening, but the interviews explain what happened before hand and how the dynamics were built up.

In an attempt to provide more insights outside of the manual process, the data was entered into PowerBI to assist and produced the following diagram
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But not much else besides was forthcoming.



Game reflection (why these 3 games)
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In Esports619, the enabling others, some reflection and average self development the result was
Match Result: Mixed (multiple losses followed by a final victory)
Players: Unnamed speaker (likely streamer) with rotating teammates
This meant that the game play was adaptive, and although the team may have lost overall in terms of where they were in the league table, it showed that there was transitional adaption taking place and trying to improve by each team member developing a good sense of where to go next. This will help the team significantly later on.
The two extracts below show the two highest scoring coded entries:
[image: ]
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In Esports633 communication was much more significant, there were 16 references to effective verbal interaction. Interestingly, there was a higher degree of both reflection (44) and self-development (27). While Esports633 evidenced leadership through communication, IESF06F demonstrated a much more significant application of the codes as can be seen particularly in strategic planning and team coordination. The game result also confirms that this has a significant impact on the outcome - IESF6
Match Result: Victory (final score 13–6 in favour of the speaker’s team)
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With each file processed for those instances
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Extracted the text from your esports transcripts and got a preview of the content. It includes game callouts, strategy discussions, and reactions, which will be useful for identifying key phrases.
Overview of Leadership Behaviours in Esports
Across the dataset which is evident in both the IESF and the Esports Wales games, the ten codes were developed from an initial set of 51 code words, it was condensed down to make the process more manageable but also that there was some overlap in themes and resulting in ten codes. The findings provide evidence of how leadership is fostered in high pressure, fast paced team based Esports environments.
Reflection and Constructivist Development
The dominant theme of Reflection supports the constructivist epistemology (Howes & Davies, 2014; Johnston, 2016), learning and leadership developed through experience. On times there were phrases from the players such as “I think…” and this demonstrates that the individual is experiencing an internal internal dialogue of reflection. Byrne (2023) and Egan (2022) confirm this sort of notion where a experiential learning environment is where leadership is formed through actions, collaboration with peers and internal reflections.
“I think they would have lost more of their base if they had done that.”
(IESF06F Transcript)
Strategic Planning and Emergent Leadership
The next down in the list in terms of frequency is Strategy, which demonstrates how the team used strategy to change tactics in game. This correlates with Kouzes and Posner’s (2013) leadership practices, and in particular “Challenge the Process” and “Inspire a Shared Vision”. team players would have device a strategy in a collaborative fashion (e.g., “Let’s hold arcade” or “What’s the plan?”), which highlights that the decision making roles were distributed rather than hierarchical. These behaviours also support Williams (2023) and Forlenza (2023) who argue that Esports leadership is indeed distributed and predictive rather than reactive.
Self Development
If there is a high frequency of Self Development codes this suggests that players were not only functioning as team members but also individually, with autonomy and therefore developing their own leadership identities (e.g. “I believe in myself” and “I’m still playing for myself though. This reinforces both constructivist learning theory and efforts within the SCM, as the leadership is a personal journey with significant dynamics (Gonzaga University, n.d.; Adams et al., 2023).
Trust and Communication
A low frequency of Lead_Act (6) and Conflict (17) provide further evidence of a distributed leadership, which is a model where authority is shared (Williams, 2023; Surbakti et al., 2023). Trust and coordination, reflected through teamwork and Enable_Other were not so much spoken, as rather implied in how the dynamics fed into each other with not so much input for conflict resolution. It can be suggested that this mean that the team members had instilled values from the onset.
“They’ve stuck together as a unit.”
(Esports633F Transcript)

Critical Reflections on the use of Nvivo
NVivo 14’s capabilities allows a large amount of qualitative information to be processed and investigated for patterns but with limitations. The data needed to be manually adjusted first which was a lengthy process, and that meant going through each line of the resulting subtitles and deciding which one(s) of the codes it evidenced. Although Nvivo had the capabilities to import 3822 rows of transcript data, the end result still required manual intervention and required the results to be arranged in ascending order and then the code applied manually (see figure 13 below)
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Figure 15: Applying the codes to the imported dataset
The process of deciding which of the codes applied to the transcriptions, could demonstrate some inconsistency but as this is a developed framework it has proved a positive outcome. As in the example above, the phase “TRUST me” was taken to be something that a player would say to another team member in a teamwork fashion.
Despite the limitations, Nvivo functioned very well as an analytical tool that would otherwise have been a very long, arduous and laborious task. It enabled the study to trace the patterns required of leadership and conclusion to be drawn based on the data.
Relating this back to the original research questions:
How does participation in esports influence the development of leadership skills?
Esports has proved to be useful in the development of leadership skills, through the highest number recorded of the codes namely; Reflect (524), Strategy (452), Self_dev (326) which as a combination of ideas represents a very strong constructivist approach to learning these skills. The team players are learning by being immersed and involved in the games that they are playing and rather than looking at a pre-determined outcome, will make quick decisions as they are playing thus proving a leadership quality.
What strategies do esports teams use to manage and distribute tasks, and how effective are they?
The instances overall which align with this question; Strategy (452), teamwork (68), and Comm_skill (65) indicate that there is a collaborative and distributed effort  towards the team dynamics, and overall success of the team (even if the outcome was a negative one). In the IESF06 game, as discussed there was a high count of reflection, as well as strategy which suggests that a high performing group needs to have quick decisions made and not feeing the information to the leader to make the decision for them. A rather effective positive.
How can esports and gameplay be used to facilitate leadership development?
As mentioned in the primary question, the immersion of players into an environment that requires the realtime decision making and communication shows that this is a safe learning environment for team dynamics. A freedom to explore these options is built entirely on a bonded team, if freedom for a team to explore and learn in a high pressure environment does not have a bond then a resentment could occur. Whereby losses are blamed on bad decision making for weaker individuals and so forth (school yard behaviour). The higher number of codes self_dev(326) and enable_oth(62) shows how players build confidence in themselves, as well as each other, offer support and reacting to things in real time to a lesser degree of what they themselves expect of their own ability. These findings are supported by the Social Change Model, and the Five Practices for Leadership.
These findings provide answers to the primary and subsidiary questions. Esports, and involvement in the team games has shown that there is evidence to prove involvement of learning, or at the very least that it is evident in how the team games are being played. Proving a useful context for developing leadership qualities and capabilities to those entering the phase of learning leadership that will mirror business and professional activities. ￼


[bookmark: _Toc200829617]7. Conclusion & Recommendations
This study has explored how participation in Esports games and activities can be a platform for the development of leadership skills among participants who’s age range was 16 to 25. NVivo was used to assist in the analysis of over 28 hours of transcribed gameplay as well as before and after activities. Other software was considered such as OrangeMiner which can produce useful visuals, PowerBI which has AI capabilities but ultimaitely the functionality of NVivo was not only sufficient, but fare surpassed the functionality of other options in terms of qualitative information analysis.
It revealed that the most prolific leadership categories were; reflective thinking (524 codes applied), strategic planning (452) and self developmet (326). In the games IESF06 and Esports633 games the teams were high performing and working extremely efficiently under the pressure. In contrast the highest of the coded words, the lowest were comments of direct leadership (6) and conflict resolution (17) which were rather infrequent, and this suggests that leadership in Esports is largely distributed and collaborative from the onset.
Key findings of note:
Reflection is the most consistent leadership behaviour, which supports a constructivist model of leadership development
Strategy and teamwork demonstrate and support the previous key finding and show that leadership is in action.
Any players who are already experienced and high performing, evidence the self-development aspect of their gameplay with attempting to learn from mistakes (a significant leadership quality in its own right). 
Communication, and peer support or teamwork again support the previous comments and show that without the communication being ‘on the same page’ the other codes may not be rated accordingly. Since without the communication and informing the team members of what is happening there is no starting point (albeit with a well-formed team, trust and dynamics play a huge part here).
Contributions to existing knowledge:
This research contributes to understanding Esports in several areas and answers the call in some respects to the academics who have already published and emphasised gaps that need to be explored – including leadership.
Esports can be used successfully as a leadership development platform. The study offers evidence that game playing in this setting is not just for recreational use but can prove to be a significant area for teaching and learning to take place.
The study has examined and revealed that in a high-pressure environment such that can be exhibited in the game play, the leadership model that becomes apparent is a distributed one demonstrating that the leadership is a shared process.
A new developed leadership framework has been employed successfully by combining Constructivism, Social Change Model, and Five Practices that fit the real time environment very well.  This provides practical insights as to how Esports can be seen as a positive influencer, and not necessarily the negative harmful pastime that it is often the current opinion of such digital gameplay.
Limitations
Participants were drawn from a limited number of available teams primarily within the UK Esports ecosystem.
Emotional tone of the transcription, although the games were watched and notes taken and compared with the transcriptions to rule out a margin of error, the transcription tools may have misrepresented how things sound and could be taken out of context.
The study focuses on the verbal communication, and body language is in most cases unobservable. At the beginning of some games, the players spoke to one another with their cameras on but when the game was live it was not always evident.
Recommendations
Esports can be used as a platform for developing soft skills, including leadership and communication. Post game analysis is a crucial aid and step towards this aim, as well as rotations of leadership positions within the team.
The process of reviewing the games with these codes has been pivotal to this study, and it could also be used as a tool to aid the post game analysis with team players.
There is a recognition of Esports as a valid tool for the development of leadership, as well as coming under the “Future Generations (Wales) Act 2015” which comes under some of the Act’s national well-being goals:
· Prosperous Wales in supporting the development of employable skills, exposure to digital and strategic engagement which can be considered as a main element to the economy.
· Equal Wales, and addressing the gender access, disability access, and any other inequalities in the leadership development pathway, and one that builds trust and inclusion.
· Mental wellbeing is a by-product whereby social connections are made in Esports, goal setting and rewards (self-development, and enabling other codes)
· Global responsibility can be seen as a positive here due to the increased communication required (reflected quite significantly in communication skills, and strategy codes)
· Resilience, and the ability to pick up and brush off is a keen skill for future workforce to cope and handle environmental uncertainty.
· Welsh Culture and a thriving Welsh Language is represented by Esports which provides the global platform to celebrate Welsh language. Although not evidenced directly in this study there have been instances where Welsh speaking players have communicated with each other in Welsh. It also puts Wales on the map in Esports which has players from all over the world, and Wales as a competitive presence with the aid of Esports Wales.

Future research
Research other teams, other countries to determine a similar standing.
Conduct a time scaled study, to see whether the individuals involved in this study develop those skills evidenced here onwards into their professional careers.
Further research into the gender differences, especially how leadership roles are negotiated in a male dominated environment.
See further comparative models, in this study it was the teams and the communication that was the focal point. By instigating a game study would determine whether the different game genres, and the different games have a different influence on the results of this study.
Critical evaluation of the research process
Esports as suggested from the onset of this study, is a platform that can be used for experiential learning of leadership development. It can support the constructivist, and the SCM models, and demonstrated elements of the five practices. Those teams that engaged in periods of reflection during the game, also demonstrated a better and more significant amount of collaboration during the game play and indicates that the dynamics of the team have a very important role in learning the leadership qualities from an environment such as this. Another aspect that needs to be suggested here is that so called ‘ice breaker’ events such as choosing a team kit, reviewing other games playing, attending events or a number of other activities strengthens the bond between players (especially since they all have the same interests) and improves the communication, the dynamics and ultimately the game play during those vital moments of increased pressure. Reviewing the IESF06 and Esports633 games, the leadership was visible through those key elements that would be considered as a accepted form; self talk, strategic planning, and peer support.
Nvivo provided the missing element that would otherwise have been a painstaking task, and provided a depth to the data, in both the requirements as the excel files with the 3822 lines needed to be coded first and thus helped the process along well, and the results that it could obtain by simply experimenting and allowing the system to reveal numbers that proved as indicators towards any conclusive elements.
To summarise, the study and the research conducted finds that Esports can foster a leadership development process that can be applied to real world scenarios. Including such important key elements as communication, team engagement, dynamics, self-evaluation etc. stakeholders should see that this sort of fast paced environment is not instructed in a “let’s all learn about leadership today class” but rather, one that is embedded and naturally occurring with leadership skills being developed at all levels, and what is more it is accepted at each of those levels regardless of the playing ability, cognitive ability, or communication ability of those involved.
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Social Change Model (SCM) Tags
Focus is on values, collaboration and ethical leadership:
•	Consciousness of self (COS)
•	Alignment of values and actions taken (ALIGN)
•	Commitment (COMM)
•	Collaboration (COLL)
•	Common purpose (COMM_P)
•	Handling conflict respectfully (CONFL)
•	Citizenship (CITIZ)
•	Community engagement (C_ENGAG)
•	Shared values (S_VALUES)
•	Service orientation (S_ORIENT)
•	Ethical decision making (E_DECIS)
•	Social responsibility (S_RESPON)


Five Practices of Exemplary Leadership Tags
These are behaviour based and focus on leadership qualities:
•	Model the way (MODEL_W)
•	Shared vision / inspire (S_VISION)
•	Challenge the process (CHAL_P)
•	Enable others to act (ENAB)
•	Encourage the heart (ENCO)
•	Lead by example (LEAD_E)
•	Supportive feedback (SUPPO)
•	Motivation (MOTIV)
•	Risk taking (RISK_T)
•	Celebrating small wins (CELEB_S)
•	team trust (TEAM_T)
•	Adaptive strategy (ADAPT_S)
•	Decision making under pressure (DECIS_PRES)

Constructivism Tags
These highlight learning processes, identity, and reflection:
•	Reflection (REFL)
•	Experiential learning (EXP_L)
•	Peer learning (PEER_L)
•	Identity development (IDENT_D)
•	Meaning making (MEAN_M)
•	Learning through action (LEARN_A)
•	Self assessment (SELF_A)
•	Collaborative learning (COLL_L)
•	Role adaptation (ROLE_ A)
•	Emotional response (EMOT_R_
•	Knowledge construction (KNOW_C)
•	Feedback integration (FEEDB_IN)
•	Metacognition (METACOG)
•	Perspective taking (PERSP_T)
There may also be actions or behaviours taking place in Esports that are worth recording
•	Leadership transfer (LEAD_TR)
•	Communication clarity (COMM_CL)
•	Conflict resolution (CONF_RES)
•	Tactical coordination (TACT_COORD)
•	team dynamics (TEAM_DYNAM)
•	In game roles (GAME_ROLE)
•	Tilt or loss of focus (LOSS_F)
•	Resilience (RESIL)
•	Composure under stress (COMPOS)
•	Voice tone authoritative, collaborative (VOICE)
•	Strategy shift (STRAT_SHIF)
•	Performance under pressure (PRESSURE)
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[bookmark: _Toc200829620]Appendix B : Blank Participant consent form
Consent Form for Participation in Research Study
Study Title:
From Digital Battlefield Warriors to Young Leaders: An investigation into how participation in esports influences leadership skill development.

Researcher Details:
Name: Christopher Steven Manley
Email: 0251465 @uwtsd.ac.uk 
Supervisor: Dr. Catherine Morgan (University of Wales Trinity Saint David)

Purpose of the Study:
This research aims to explore how participation in esports contributes to leadership skill development. It also seeks to identify specific interventions in esports that can enhance leadership training.

Consent Declaration
1. I have read and understood the information sheet about this study and have had the opportunity to ask questions.
2. I understand that my participation is voluntary, and I can withdraw from the study at any time without providing a reason, up until the final analysis of data.
3. I understand that my anonymity will be protected. My name and personal details will not appear in any reports or publications.
4. I consent to the collection and use of data as described in the information sheet, including:
· Surveys and questionnaires
· In-game recordings and observations
· Post-game interviews
5. I understand that my data will be stored securely in compliance with GDPR regulations and that any personal identifiers will be anonymized or pseudonymized.
6. I understand that if I am under 18, my parent/guardian must also provide consent for me to participate.

Consent Options

Please initial the boxes to confirm your consent for each of the following:
· I consent to my participation in this study. [ ]
· I consent to the video/audio recording of gameplay for analysis. [ ]
· I consent to being contacted for follow-up questions if necessary. [ ]
· I agree to the use of anonymized quotes or data from this study in publications or presentations. [ ]


Participant Name (Printed): _________________________
Participant Signature: _________________________
Date: _________________________

For Participants Under 18:
Parent/Guardian Name (Printed): _________________________
Parent/Guardian Signature: _________________________
Date: _________________________



[bookmark: _Toc200829621]Appendix C : Player semi-structured interview questions
Section 1: Personal and Gameplay Background
1. Can you tell me about your role in your esports team and how long you’ve been playing?
2. What types of games do you usually play competitively?
3. How often do you participate in team-based gameplay?

Section 2: Leadership Experiences
4. In your experience, what does leadership look like during gameplay?
5. Can you recall a time when you took the lead in a match? What happened?
6. Do you think everyone in your team has a chance to lead at some point? Why or why not?
7. What makes someone a good leader in an esports team?

Section 3: Strategy, Reflection, and Decision-Making
8. How are tactical decisions made in your team?
9. Do you often reflect on your gameplay after a match? Can you give an example?
10. Do players in your team help each other improve, or is improvement mostly individual?

Section 4: Communication and Collaboration
11. How important is communication in your team during matches?
12. How do you deal with disagreements or stress during high-pressure games?
13. Are there certain players you trust more during matches? Why?

Section 5: Self-Development and Learning
14. Has playing in an esports team helped you develop confidence or personal skills?
15. Have you noticed any ways in which your in-game leadership has transferred into your life outside of gaming?
16. What do you feel you’ve learned about yourself through esports?

Section 6: Inclusion, Culture, and Future Aspirations
17. Do you feel esports is accessible and inclusive for players of different backgrounds?
18. Do you see esports as a potential career path or leadership training space?
19. How do you think esports in Wales (or your local area) could be improved for young players?
20. What advice would you give to someone new joining a team who wants to develop leadership skills?



[bookmark: _Toc200829622]Appendix D : CEO Semi-structured interview questions
CEO
Organisational Vision and Strategy
1. How would you describe the mission and vision of Esports Wales?
2. What role does leadership development play in your strategic goals for players and teams?
3. How do you see esports contributing to skills development more broadly in Wales?

Leadership in Esports Contexts
4. From your perspective, what does effective leadership look like in an esports team?
5. Do you see differences in leadership styles across different game types or levels of competition?
6. How do you think distributed leadership — where multiple players contribute to decisions — works in practice?

Education, Skills, and Youth Development
7. How is Esports Wales currently supporting leadership or personal development among young players?
8. Are there plans to integrate esports more formally into education or skills pathways in Wales?
9. Have you observed specific leadership traits emerging in players over time? How are these recognised or supported?

Inclusivity, Policy, and the Future of Esports
10. How does Esports Wales address issues of inclusion, such as gender diversity or accessibility, within leadership pathways?
11. In what ways does your work align with the Well-being of Future Generations (Wales) Act 2015?
12. Do you think esports is sufficiently recognised by policymakers and educational institutions in Wales as a developmental platform?

Vision and National Impact
13. How do you see the role of Esports Wales in putting Wales on the global esports map?
14. What would success look like for Esports Wales in five years, in terms of player development and national recognition?
15. What advice would you give to educators, policymakers, or researchers looking to use esports as a leadership development tool?


Interview schedule
9th June 2025 CamRHope
10th June 2025 LJPH
11th June 2025 Ping
12th June 2025 John Slayer (CEO)
[bookmark: _Toc200829623]Appendix D : NVivo Output
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Game results per filename
142
Game: Valorant
Match Result: Victory (promoted to Immortal 3)
Players: Leon (main), with teammates including Jake, Emily, Mitch, etc.
Agent Played: Omen (by Leon)
Rank Progression: From Immortal 2 to Immortal 3, top 2K players

303
Game: Valorant
Match Result: Victory (Group Stage Win)
Players: Kobe, Jake, Mitch, Kyle, Emily, Leon, Jacob, JPH, Heyho
Agent Played: Brimstone, Cypher, Raze, Yoru, Fade, Sage
Rank Progression: Not specified (but team is reported as 4–0 in group stage, indicating strong performance)

488
Game: Valorant
Match Result: Victory (score: 13–7)
Players: Kobe, OJ, Leon, Jake, Kyle, Emily, Toby, Mitch, Carl, Jack
Agent Played: Phoenix, Sova, Cypher, and others (specific picks varied across maps)
Rank Progression: Not specified (casual tournament setting, win acknowledged by players)
Voice-based team coordination and leadership evident

559
Game: Valorant
Match Result: Victory (likely 13–11 based on context)
Players: Chris, Jake, Mitch, Kyle, Jack
Agent Played: Breach, Cypher, Phoenix, Killjoy, Fade, Viper
Rank Progression: Not specified (Premier standings mentioned; team believed to be outside qualifying positions)
Match was closely contested
Included agent role swaps and coordinated site executes
Strong communication with some leadership moments and mid-round adaptations

569
Game: Valorant
Match Result: Victory (exact score not stated; likely around 13–11 based on “we went 11 on Fracture”)
Players: Jake, Chris, Lilith, Luna, Leon (Amelia mentioned in chat)
Agent Played: Breach, Cypher, Phoenix, Killjoy (based on ability references and typical comp)
Rank Progression: Not specified (practice and Premier context; aces and lineup testing suggest competitive prep)
Multiple lineup tests and post-plant utility checks were conducted for bomb defusal strategies using mollies.
Participants engaged in a custom match for practice and strategy validation.
Participants Mentioned: Jake (ace), Chris (ace), Lilith, Luna, Leon (assisting, practicing, or spectating), Amelia (mentioned in chat)
Other Games Mentioned: Post-match, participants discussed and played Marvel Rivals, an Overwatch-style team shooter.

617
team Name: Not specified
Game: Valorant
Match Result: Victory (team is 4–0 in the Welsh Youth Esports League group stage)
Players: Not individually named in transcript (team defeated Wizards, Wolfhound, and GGS)
Agent Played: Not specified
Rank Progression: Not specified (progress within group stage of league; top performance against strongest teams)
Confidence Level: The speaker indicates high confidence in future matches, saying, “I don’t see us struggling.”
Casual Tone: The conversation moves toward Media Monday—a community content-sharing stream—after the match review.

619
Game: Marvel Rivals
Match Result: Mixed (multiple losses followed by a final victory)
Players: Unnamed speaker (likely streamer) with rotating teammates
Agent Played: Iron Man, Storm, Rocket, Moon Knight, Magneto, Black Panther, Doctor Strange, etc.
Rank Progression: Dropped from GM1 rank due to losses; slight recovery after win using Storm

633
Game: Valorant (with some segments covering Marvel Rivals and Minecraft)
Match Result: Unspecified, but highlights include multiple aces, 1v5 clutches, and high-skill plays.
Players: Damien (featured prominently for back-to-back aces), Chloe, Emily, Jake, Libte (Killjoy), and others mentioned in clips and commentary.
Agent Played: Multiple agents, notably Killjoy and Jett (Libte).
Rank Progression: Damien is mentioned as being 17 and playing at a high level (Radiant-level opponents such as Glacial). Specific rank progression not detailed, but performance suggests top-tier ranked lobbies.

792
Game: Valorant
Match Result: Loss (Fracture Premier match, acknowledged lack of practice on the map)
Players: Jake (main), Kyle, Mitch, Teho, Kirs, Emily, Jack, possibly Leon and LJPH mentioned
Agent Played: Not fully clear per player, but mentions of Breach, Raze, Cypher, Brimstone, Omen
Rank Progression: No rank progression noted, focus was on competitive Premier match, not ranked queue

986
Game: Marvel Rivals
Match Result: Mixed performance; highly competitive matches with team frustrations
Players: Leon (main speaker), with teammates including Emily, Mitch, Jake, Chloe, Luna, and Kyle
Agent Played: Iron Man (by Leon), mentions of Punisher, Hulk, Spider-Man, Loki, Cloak, and others
Rank Progression: No specific rank progression noted; discussions suggest participation in Premier and GM-level lobbies


IESF1
Game: Valorant
Match Result: Loss (final round score 13–5 against)
Players: Not directly named in the file, but players were competing against a team that played well-coordinated strategies (e.g., strong Fade and Skye usage)
Agent Played: Not clearly attributed, but opposing team used Fade, Skye, Sage, Raze, and Killjoy
Rank Progression: Not mentioned (appears to be a tournament setting with international context, possibly IESF event)

IESF2
Game: Valorant
Match Result: Victory (final score 13–4 in favour of the speaker’s team)
Players: Individual names not specified, but the transcript shows coordinated team play, successful site executions, and clean post-plant holds
Agent Played: Not directly stated, but references to Skye, Fade, Killjoy, Raze, and Cypher suggest standard competitive agent compositions
Rank Progression: Not stated

IESF3
Game: Valorant
Match Result: Victory (final score 13–3 in favour of the speaker’s team)
Players: Not named individually in the transcript, but coordination and control were evident throughout the match
Agent Played: Not directly specified, though common agents like Raze, Sage, Skye, and Killjoy are implied based on utility usage and callouts
Rank Progression: Not mentioned

IESF4
Game: Valorant
Match Result: Victory (final score 13–4 in favour of the speaker’s team)
Players: Not individually named; team demonstrated consistent control and clear communication throughout
Agent Played: Not explicitly mentioned, but the style of play and ability references imply common agents like Fade, Killjoy, Skye, Raze, or Cypher
Rank Progression: Not stated; context suggests a continued strong showing in a structured/tournament setting, likely the IESF competition

IESF5
Game: Valorant
Match Result: Victory (final score 13–7 in favour of the speaker’s team)
Players: Not named individually, though team coordination and situational awareness were strong throughout
Agent Played: Not directly specified, but consistent with typical Valorant tournament compositions — likely includes Skye, Killjoy, Fade, Raze, or Cypher
Rank Progression: Not mentioned

IESF6
Game: Valorant
Match Result: Victory (final score 13–6 in favour of the speaker’s team)
Players: Not individually named, but communication suggests a well-practiced and cohesive unit
Agent Played: Not directly stated; references suggest typical meta agents such as Skye, Killjoy, Raze, Sage, or Fade
Rank Progression: Not mentioned; appears to be part of the IESF tournament match series

IESF7
Game: Valorant
Match Result: Victory (final score 13–7 in favour of the speaker’s team)
Players: Not individually named; strong communication, site executions, and post-plant setups observed
Agent Played: Not specifically stated, but agent abilities and team roles suggest common competitive picks such as Skye, Killjoy, Fade, Raze, or Cypher
Rank Progression: Not mentioned

IESF8
Game: Valorant
Match Result: Victory (final score 13–5 in favour of the speaker’s team)
Players: Not individually named; gameplay demonstrates strong synergy and strategic control
Agent Played: Not directly specified, but inferred from utility use and structure—likely agents include Skye, Killjoy, Fade, Raze, or Cypher
Rank Progression: Not mentioned; continues the team’s winning streak in the IESF tournament series
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