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ABSTRACT

This chapter explores the relationship between video gaming, professional skills, and 
the evolving landscape of personal development. It begins by examining the digital 
gap and ongoing digital transformation. A perspective on gaming is presented, fo-
cusing on software usage among working adults, and gaming as a participation goal. 
Core game-​derived skills are categorized into somatic, visual, cognitive, emotional, 
and social skills, highlighting their relevance in enhancing workforce innovation 
and adaptability. The chapter addresses access and equity in skill development, em-
phasizing success stories and socio-​economic barriers, while considering changing 
perceptions of gaming. It delves into game development, gaming professionally and 
esports, presenting leisure and hybrid forms of gaming as vital components of mod-
ern life. The chapter concludes by visualizing the Locktree Gaming Quadrant and 
the Gaming & Esports Pyramid, outlining their implications for future workforce 
needs and the balance between performance and relaxation in gaming practices.
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THE DIGITAL GAP

Figure 1. “Tennis for Two” from 1958, the world’s first recreational video game

The digital divide, also known as the digital gap, represents the discrepancy 
between those who have easy access to digital tools and technology, versus those 
who do not. Globally, 2.6 billion people remain offline as of 2023 (International 
Telecommunication Union, 2023). Many deeper dimensions of the digital divide, 
such as digital literacy and the ability to meaningfully engage with technology, 
remain more difficult to measure or address comprehensively. This gap is a multi-
faceted societal issue that encompasses economic, educational, and technological 
dimensions (Van Dijk, 2020). At its core, the digital gap is not merely about access 
to devices or internet connectivity (Valdez & Javier, 2021); it also involves the ability 
to effectively understand the nature of digital tools, participate in digital economies 
or communities, and leverage digital skills for personal and professional growth. 
As we continue to evolve in a technology-​driven world, bridging this gap becomes 
increasingly critical to build sustainable and resilient digital societies (United 
Nations, 2018) with equitable opportunities for all. The digital gap is also visible 



 

 

70 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/chapter/navigating-the-global-workforce-through-

workplace-learning-and-professional-development/383897

Related Content

Digital Dome versus Desktop Display in an Educational Game: Gates of

Horus
Jeffrey Jacobson (2011). International Journal of Gaming and Computer-Mediated

Simulations (pp. 13-32).

www.irma-international.org/article/digital-dome-versus-desktop-display/53151

Video Games and Writing Instruction: Focus on Rhetoric and Composition
Johansen Quijano (2020). International Journal of Gaming and Computer-Mediated

Simulations (pp. 1-27).

www.irma-international.org/article/video-games-and-writing-instruction/253535

Avatar Personalization: Towards the Enhancement of Competence Beliefs
Cecile M. Fosheeand Brian C. Nelson (2014). International Journal of Gaming and

Computer-Mediated Simulations (pp. 1-14).

www.irma-international.org/article/avatar-personalization/116505

Leadership Behaviors among Gamers and Student Leaders
Ho Wei Tshenand Angeline Khoo (2015). Gamification: Concepts, Methodologies,

Tools, and Applications  (pp. 1771-1787).

www.irma-international.org/chapter/leadership-behaviors-among-gamers-and-student-

leaders/126142

Healthcare Games and the Metaphoric Approach
Catherine Lelardeux, Julian Alvarez, Thierry Montaut, Michel Galaupand Pierre

Lagarrigue (2013). Serious Games for Healthcare: Applications and Implications  (pp.

24-49).

www.irma-international.org/chapter/healthcare-games-metaphoric-approach/67955

http://www.igi-global.com/chapter/navigating-the-global-workforce-through-workplace-learning-and-professional-development/383897
http://www.igi-global.com/chapter/navigating-the-global-workforce-through-workplace-learning-and-professional-development/383897
http://www.igi-global.com/chapter/navigating-the-global-workforce-through-workplace-learning-and-professional-development/383897
http://www.irma-international.org/article/digital-dome-versus-desktop-display/53151
http://www.irma-international.org/article/video-games-and-writing-instruction/253535
http://www.irma-international.org/article/avatar-personalization/116505
http://www.irma-international.org/chapter/leadership-behaviors-among-gamers-and-student-leaders/126142
http://www.irma-international.org/chapter/leadership-behaviors-among-gamers-and-student-leaders/126142
http://www.irma-international.org/chapter/healthcare-games-metaphoric-approach/67955

