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eSports at Servite College

The Servite College eSports Program provides
students with the opportunity to participate in
friendly, structured and engaging weekly gaming
competitions. The program is designed to foster
teamwork, confidence, strategic thinking and
positive social connections in a supervised and
flexible environment. Students take part in short
weekly fixtures and progress through a term-
based competition that follows a world-cup style
structure.

The program continues to experience strong
growth, with more than sixty students taking part
each term. Engagement has been particularly
high among Years 7-9 students, strengthening
participation and building a positive and inclusive
gaming culture across the College.
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Program structure

The eSports Program operates on a weekly
fixture model. Students sign up in Week 1 of each
term, with fixtures running from Week 2 to Week
8. The competition follows a world-cup style
structure, usually beginning with group stages,
followed by ladders and elimination rounds. The
Grand Final is held at the end of the term, with
the champion receiving a trophy.

Fixtures are held during Break 1and Break 2.
There are no before or after school commitments.
Each fixture lasts a maximum of 15 minutes,
ensuring that academic responsibilities remain a
priority.

Students participate in one fixture per week.

If a student needs to reschedule a match to

focus on their studies, this is always encouraged
and facilitated by the eSports Coordinator. The
program maintains a flexible and low-pressure
environment, ensuring that students can balance
extracurricular involvement with classroom
learning.
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Game titles offered

Competitions are offered across a wide range of
titles, including:

¢ Rocket League

*  Mario Kart

e EAFC (FIFA)

e Just Dance

e F1Simulator Racing
e Super Smash Bros.
e Beat Saber (VR)

e Minecraft

Competitions can run with any number of
participants, with larger groups preferred, though
not required.

Student opportunities

While there are no training sessions, students
develop a range of skills and habits through
regular involvement in the weekly fixtures. These
include:

e teamwork and fair play

e social connection and peer inclusion

e strategic thinking and decision-making

e resilience and responsible digital behaviour

The top four students from each term'’s College
competition are invited to represent Servite
College at the State FUSE Cup Finals for their
respective game.
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Competitions
College competitions

Servite College runs term-based competitions in
all offered titles. The structure encourages regular
participation while allowing students to opt in or
out at any point during the year. Students receive
their fixture schedules via their student email,
with additional updates posted in SEQTA.

There is no expectation for students to check
notifications daily, as the competition remains
relaxed and flexible. However, students are asked
to notify the Coordinator of any expected absence
so that arrangements can be made.

Interschool and National competitions

The College encourages top performers to
represent Servite at The FUSE Cup, the primary
interschool and national competition pathway
supported by the College.

-
State and Noafeenal Champeens!

*  Western Australian Champions (twice) — Mario
Kart and Rocket League

e Australian Champions (twice) — Mario Kart
and Rocket League

e Australia and New Zealand Champions -
Rocket League

These achievements highlight the strength
of the program and the exceptional talent of
participating students.
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eSports

Program leadership

The eSports Program is coordinated by Mr Karlo Jelaska, who oversees all fixtures, competition
operations, student progression and interschool representation. Under his leadership, participation
has doubled over recent years, and the College has achieved significant success at state, national
and international levels. His approach emphasises flexibility, academic priority, and an inclusive and
supportive environment for all students.
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Servite College and its eSports Program have been recognised nationally through The FUSE Cup Awards,
receiving Highly Commended Certificates for three categories:

e Best School eSports Program
e Most Inclusive eSports Initiative
e Best eSports Training Program

In addition to these College achievements, Mr Karlo Jelaska received the national award for Most
Inspirational eSports Teacher in Australia.

He was also recognised with Highly Commmended Certificates for:

&7
e Innovative Curriculum Design

e OQutstanding Mentor L
e  Community Impact —

e Rising Star in eSports

These honours reflect the strength, inclusivity and growing reputation of Servite's eSports Program, as
well as the dedication and leadership that have shaped its success.

J

Attendance and Absences Commitment requirements

If a student is unable to attend their scheduled There are no long-term commitment requirements.
fixture, notification to the eSports Coordinator Students may register for any number of

is preferred so that a rescheduling arrangement competitions across the year and may opt in or out
can be made. freely. Registration is entirely student-directed and

based on interest.
¢ lliness: Students may reschedule their fixture
once they are well enough to participate.

e Unexpected absence: Make-up fixtures are
allowed. Students are encouraged to inform
the Coordinator as soon as they are able.

¢ Coordinator absence: If the eSports
Coordinator is unavailable, the College’s IT
Helpdesk Support Team will run fixtures as
normal.

Equipment and facilities

The College provides all required equipment

for participants, including consoles, monitors,
controllers and licensed game titles. VR and
simulator equipment are also available where
needed. Equipment is used under supervision and

As the program is low-pressure and prioritises must be handled carefully and responsibly.

academic balance, flexibility is provided
whenever required.



Digital behaviour and wellbeing

Students naturally engage with positive digital
practices through their weekly involvement in
the program. These include:

e safe and respectful online interactions
* healthy gaming habits

e positive peer relationships

e sportsmanship and fair conduct

These practices are embedded through
participation in the competitive environment
and reinforced through supervision and program
structure.

Social benefits

The eSports Program provides a positive,
structured environment that supports student
wellbeing and encourages social development.
Many students form new friendships through
the competition, often connecting with peers
who share similar interests across different year
groups. The weekly fixture format helps students
build confidence, develop resilience and engage
in healthy social interactions during break times.

The program also offers opportunities for

quieter or more reserved students to participate
in an activity where they feel comfortable

and included. Students frequently report an
increased sense of belonging, as the competition
provides a welcoming space that encourages
teamwork, peer support and collaboration. These
social benefits contribute to an inclusive and
supportive school culture that extends beyond
the competition itself.

Participation in eSports also contributes to each
student'’s Priory point totals, recognising their
involvement and contribution to College life.

Inclusivity

The eSports Program is open to all students from
all year groups, regardless of gaming experience,
background, personality or skill level. Students
may join or leave competitions at any time
throughout the year, and there is no expectation
of prior knowledge or competitive ability.
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Students who are completely new to gaming
can participate alongside those with existing
experience, as fixtures are designed to be
accessible, enjoyable and low pressure. This
approach ensures that all students can feel
welcome, engaged and confident in exploring
the competition.

The flexible structure encourages participation
from a wide range of students, allowing them
to develop interests, build friendships and
explore digital engagement in an inclusive and
supportive setting.

Safety and supervision

All fixtures are supervised by the eSports
Coordinator or the IT Helpdesk Support Team.
The College ensures that safe and respectful
digital behaviour is upheld throughout all
competitions. Students engage in responsible
online conduct, balanced screen use and
positive sportsmanship as part of their weekly
participation.

Supervision ensures that the environment
remains safe, structured and aligned with the
College’s expectations for respectful interactions.
Students learn to navigate competitive scenarios
with maturity and fairness, reinforcing healthy
habits that extend into their broader digital lives.

Pathways for high performers

The eSports Program provides clear pathways for
students who wish to extend their involvement
beyond the College competition. The top four
students from each term’s fixtures are invited to
represent Servite College at the State Finals of
The FUSE Cup.

Successful students may progress further to
the Australian Finals, and subsequently to the
Australia and New Zealand Finals.

This structure offers the opportunity for students
to achieve up to four trophies in a single

game over the course of a year. Students who
participate in multiple game titles may pursue
even further success across different competitive
pathways.



In addition to competitive achievements,
students may also have opportunities to
participate in:

¢ |eadership and mentoring roles

e student coaching pathways

¢ events involving external mentors and
industry professionals

¢ national and international digital
engagement experiences

These pathways recognise student talent,
commitment and potential, while supporting
ongoing personal development and leadership
growth.

Future directions

The College continues to explore opportunities
to grow and strengthen the eSports Program
through:

e expansion of the number of competitive
game titles

¢ development of an expanded dedicated
eSports space
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e creation of student coaching and mentoring
pathways

¢ increased interschool competition
involvement

e collaboration with external mentors and
industry professionals

e introduction of student leadership positions
such as captains and peer mentors

These developments reflect the College’s

ongoing commitment to providing meaningful
digital opportunities for students.

Questions?
Please contact:

Mr Karlo Jelaska
eSports Coordinator

(08) 6556 7506

karlo.jelaska@servite.wa.edu.au







