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ABSTRACT

This chapter explores the integration of gaming and esports into corporate strategy,
focusing on how these elements can enhance employee wellness, engagement, and
productivity. It begins by analyzing current trends in corporate wellness and em-
ployee engagement, highlighting the need for innovative approaches in the modern
workplace. The chapter then examines the growing influence of gaming and esports
as cultural and economic forces, discussing their potential applications beyond
entertainment. It outlines how gaming can align with corporate objectives, such as
promoting wellness, improving productivity, and retaining top talent. Additionally, the
chapter provides case studies, including IBM’s “Innov8” business simulation game,
demonstrating successful implementations of gaming in workplace environments.
By the end of this chapter, readers will understand how gaming and esports can
be leveraged to create a more dynamic, engaged, and high-performing workforce.

INTRODUCTION

The integration of gaming and esports into corporate environments represents
a significant shift in how organizations approach employee wellness, engagement,
and professional development. As workplaces evolve and workforce demographics

DOI: 10.4018/979-8-3373-5322-7.ch001

Copyright © 2026, IGI Global Scientific Publishing. Copying or distributing in print or electronic forms without written permission of IGI Global Scientific Publishing is prohibited.

1



change, traditional approaches to these critical areas often fail to resonate with
employees, resulting in low participation rates and limited impact. This chapter
explores how gaming and esports can serve as powerful tools for addressing these
challenges, offering innovative solutions that align with the preferences and needs
of today’s workforce.

Gaming and esports offer several advantages in the workplace. They can serve as
icebreakers, helping to build relationships and trust among team members. Compet-
itive gaming, in particular, mirrors the dynamics of traditional sports, encouraging
teamwork, strategic thinking, and resilience. Moreover, the immersive nature of
games can help reduce stress and provide a mental break, which is crucial in today’s
fast-paced work environments (Goetzel & Ozminkowski, 2020).

This chapter examines the theoretical foundations and practical applications of
integrating gaming and esports into corporate strategy, with a focus on enhancing
workplace learning and professional development. By exploring case studies, re-
search findings, and best practices, it provides organizations with actionable insights
for implementing effective gaming initiatives that drive positive outcomes for both
employees and the business.

BACKGROUND
Global Rise of Gaming and Esports

Gaming and esports have experienced unprecedented growth over the past
decade, evolving from niche hobbies to mainstream cultural phenomena. Today,
there are over 3.34 billion gamers worldwide, and the esports industry is valued
at over $1 billion, with millions of fans and participants globally (Newzoo, 2023;
Statista, 2023). This rise can be attributed to several factors, including advances
in technology, the proliferation of mobile devices, and the growing popularity of
online multiplayer games.

Esports, in particular, has emerged as a major force in the entertainment industry,
with professional leagues, tournaments, and sponsorships rivaling those of traditional
sports. The competitive nature of esports, combined with its global reach, has made
it a powerful tool for engagement, particularly among younger audiences. This
cultural shift has not gone unnoticed by businesses, many of which are beginning
to explore how they can leverage gaming and esports to connect with consumers
and employees alike.

The rise of gaming and esports has also been fueled by the increasing integra-
tion of gaming into everyday life. Games are no longer just for entertainment; they
are used in education, training, and even therapy. This widespread acceptance and
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