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Esports (electronic sports) is competitive video gaming, where people play
against each other online or at spectator events in indoor arenas,
usually for a cash prize.
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We are a not-for-profit organisation established in 2016 to support
and promote esports in the UK.

As a national body, our aims are to foster future British talent, increase
the awareness of esports and provide expertise and advice. We are
focused on the grassroots level of esports and are not a governing

body.

We hope to help educate parents, teachers, media and government
around what esports is, what its benefits are and the career
opportunities it offers.

Our three core goals are to Promote, Improve and Inspire.

www.britishesports.org
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