Student Workshop:

Women'’s Esports Learning and Leading (WELL) Program

Purpose

This activity introduces the WELL Program, proposed by Chenxi Hu (Macau

University of Science and Technology), Winner of the NfEE 2024 Game Changer
Higher Education Student Competition. Students will critically evaluate gender
representation, analyse the WELL initiative's structure and impact, and propose

evidence-based strategies for greater inclusion in the esports industry.

Part 1: Before Watching the Video - Reflect and Question Assumptions

. Can you name a professional female esports player? What does this reveal about
visibility in esports?

. Can you name a female esports leader? Does leadership visibility differs from
player visibility?

. In your opinion, what systemic or structural barriers currently limit women'’s

participation or leadership in esports?

Part 2: While Watching the Video, Make notes on the Following:

. According to Tencent (2023), what roles do most women in esports currently hold?
How might this distribution reinforce or challenge gender stereotypes?

. Why is balanced gender representation in leadership important for both ethical and
business reasons?

. What is the main purpose of the WELL Program, and how does it respond to the

gaps identified in the industry?


https://www.networkforesportsevolution.com/gamechanger
https://www.networkforesportsevolution.com/gamechanger

. Outline the five sessions in the WELL Program and evaluate how effectively each
one contributes to leadership development and inclusion.

. Why is ongoing support after the sessions critical to ensuring women “do not just
enter the industry, they transform it"? How does this relate to concepts such

as mentorship, social capital, or transformational leadership?

Part 3: WELL Implementation and Evaluation

. Who should lead the implementation of a program like WELL? What stakeholder
collaborations could enhance its reach?

. Suggest three indicators that could demonstrate the success of WELL.

. Beyond Self-Determination Theory, identify and explain one additional theory that
could inform the program'’s design.

. Reflect on your own gaming or community participation. What concrete actions

could you take to influence inclusion and representation?

Part 4: Follow-Up

. Drawing on research (e.g., Kuss & Vadapalli, 2025), summarise the key structural,
cultural, and psychological barriers to women’s representation in esports.

. After listening to the It's Her Game podcast, identify two examples that illustrate

women’s leadership journeys.

o What leadership competencies or soft skills are highlighted?

o How could these be cultivated during pre-industry education?
. Debate question: Do women-only or non-binary esports competitions promote
inclusion, or do they reinforce separation?

o Support your argument with academic research and examples.


https://open.spotify.com/show/7HDK8pP1iSUKwrDHu0tIZT
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