




that portfolio, develop their network of connections in this field, yes. But it touches so many different 
fields that it's important for them to understand where their career can go with the knowledge and skills 
they get through these opportunities. 

John Boccacino: 

You happen to come from a great school, Shenandoah University in Virginia that actually was one of the 
first esports programs in the country. What lessons did you take away from that experience that have 
served you well so far in your current role here at Syracuse? 

Joey Gawrysiak: 

Yeah, that's a great question. And I love my time at Shenandoah. It was a fantastic experience. I came 
there as a sport management professor. That was my background, was teaching in sport management. And 
then I developed the curriculum about, at this point, it's about seven, eight years ago, geez, that makes me 
feel old. That I started working on this curriculum for what esports could look like in higher ed. And I 
think that what was so great about the program down there is that it was all in one school. It was in the 
business school down there, and I had the varsity programming. I had the facilities that we were building 
at the same time I was writing curriculum. And what was great, and this is one of the biggest lessons I had 
I wanted to carry over, was that it was really based in not just being in the classroom. 

It was also based in hey, running events out of our esports arena that we could use as almost like a lab 
space for students to be in, not to play video games, but to understand different setups for an event, 
understand a run of show and broadcast and production that goes with running an esports event. We could 
have local high schools come in and have a competition in our space, and we could have our students 
doing the tournament operations, do the advertising, social media posts, do the videos, the editing, the 
graphics, everything that goes with an event, hospitality, all this stuff that goes with an event. Our 
students can now do that as part of the curriculum to get a degree, which I thought was great. Because 
honestly, somebody looking at an esports degree on a resume, it's like esports degree, okay, "They played 
video games and got a bachelor's in that? What does that mean?" 

I want that to pop out and people to say esports degree, tell me about what that means and what you did? 
And our students can talk about not just being in a classroom listening to somebody like me talk and blab 
on, but actually being in the field in an arena or off campus running an event and talking about all the 
things that go into that planning, the organizing, the execution of those events. So at Shenandoah, one of 
the biggest things I learned was how to write experiential learning based curriculum. And that's 
something I wanted to make sure that we had here, those experiences. Something else was the value of 
global experiential learning to go with that. So how do we take students abroad? How do we work with 
organizations and schools in other countries to give students that chance to connect with students from 
other countries that have very different backgrounds, very different cultures, but have a shared 
commonality of esports and gaming to work on projects or experiences with? 

How do we take our students out to South Korea or to Amsterdam or to London or to Dublin or the other 
places that Bangkok that we traveled to, with students to work with organizations in the esports and 
gaming industry to get their connections, to develop their network. But maybe most importantly, just have 
global competencies to understand how the world works, that it is not all about what's going on at the 
time in Virginia or here, what's going on here in New York, but what's going on abroad? What's going on 
across borders? How do I navigate that landscape when I might not speak the same language as that 
person I'm trying to work with? I think those are important ideas as well that I wanted to make sure to 
bring here to implement international programming as part of the experiences our students have. 

So yeah, I take a lot of lessons I learned at Shenandoah, and I bring them here to Syracuse. Because I see 
it as a very similar conceptually program with the academic component, the facilities, the varsity 
component. It's just elevated to such a higher degree here at Syracuse because it's a very prestigious and 
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Games as part of their experiences here. As part of the experience, they're going to be able to travel to 
Washington DC and go meet with monumental and other entities down in DC that are part of the esports 
organization because of the umbrella and the network that we have here. 

So I think somebody looking at Syracuse to come and study esports, yes, you're going to have world-class 
classes as part of this. You're going to have teachers that are proficient in their discipline in sport and in 
communication. But now you're going to have esports specific faculty that are top of their field in 
researching esports and teaching esports, but also with the industry connections that will help you find a 
job and an experience, a capstone, an internship that are part of your educational journey that you're here. 
And to top it all off, you're going to have the best in-class facilities that no other college campus has with 
what we're putting together in Schine and in Marley to go with what we've already have in Barnes. We're 
going to have three massive esports facilities that any university would be lucky to have one of if for our 
students to have so many opportunities to engage with esports and gaming that you don't get anywhere 
else. 

We have the, and I'm sure we'll get into this, we have the largest staff for esports on any college campus. 
And that's some on the academic and some on the student experience side. We have the most work study 
opportunities. We have the most facilities. We are competing and engaging in so many different levels 
that if you want to have any experience in and through esports and gaming, there is no place that's doing 
what we're doing here. So that's the biggest thing that we talk to parents about is, "What does your son or 
daughter like to do?" "Oh, they'd like to stream their stuff." Cool. Here are seven different streaming 
rooms that we have, and here are some streamers that we work with on a daily basis that could talk to 
your son or daughter about how to set up a stream and how to monetize their branding through that stream 
in a way that makes sense. 

We're not just going to throw them to the wolves and say, "Streaming. Cool. Good luck. Go find a PC on 
your own." We're going to support students every step along the way as part of the program here. 

John Boccacino: 

And that's really reassuring. Again, given the fact that with this program we just wrapped up year zero in 
the fall, we'll have students admitted for the first time. So how would you summarize the first year of the 
esports program on campus, and what were some of the highlights you're most proud of? 

Joey Gawrysiak: 

It's been a whirlwind. It's been a lot of fun. It's been a learning experience for sure, not just for me, but for 
me educating and working with other people across campus. For me, the biggest area of growth that I've 
seen is that getting people to understand what esports looks like in higher education and that it's not just a 
degree program. It is not just a club team. It is not just a varsity team. It is not just a facility that you're 
throwing money at to make it look really cool and sound really cool. It's how all of those pieces work 
together to make an esports program. Not an esports major, not an esports team, but an esports program 
under this awesome S right here. 

So that's the biggest thing that I'm most proud of is that people were starting to coalesce and not have 
siloed approaches to what esports can be on campus. We're bringing it all under this esports broader 
umbrella to make sure that all those entities are working together. The sum of everything we do is so 
much greater than those individual parts that we were offering initially to students, which were great, and 
it's fantastic that we had some offering for students. But seeing the top down approach and the value that 
the chancellor and other administrators have for what esports can be, is really reassuring that we are going 
to have that support structure for us to really go for this and make it something meaningful for our 
students. So our varsity teams, they don't operate in a silo. Our varsity team works with our production 
area to make sure they coordinate the schedule and information and analytics and graphics and headshot 



and media that goes that they need. All of that has been an experience just to get things set up and 
structured how they can work most effectively and efficiently as a holistic program. 

The thing I'm really, really proud of is also the fact that we had varsity competition for one semester. So 
we had clubs, they were competing on their own. In January, I had a full meeting with all of our students 
that wanted to keep competing, and I said, "All right, we're going to offer the chance for you to be varsity 
competition starting this spring semester. If you want to be varsity, there are certain expectations you will 
have. And there are time commitments, GPA requirements, blah, blah, blah. If you want to remain a club, 



we could get something like that to Syracuse, New York, I mean mind blown. You'd know we've arrived. 
You know we got the best program. 

John Boccacino: 

People might not believe there are hardcore intense practice sessions that go into these esports games. 
There's communications lessons, there's comradery. How does an esports student athlete demonstrate that 
comradery, that communication, the skills needed to reach the pinnacle? 

Joey Gawrysiak: 

Yeah. A lot of it is communication. It's just like any other sport. It's constant communication and 
teamwork and practice. So our students do have very intense practice sessions. They have 
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