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 Foundation For Allen Schools Grant Application 2021

Scholarship Fund Amount: $0

Let's get to know you!

Please provide your work-related Twitter
contact information.

Please provide your work-related Facebook
contact information.

I have co-applicants: Yes

Best phone number to reach you at: +15416338036

Campus Allen High School

Grade(s) 10;11;12

Additional Co-Applicants

Campus Allen High School

Project Information

Are there any additional funds available for
this grant?

No

Will other grades be involved/impacted? Yes

Will other campuses be involved/impacted? Yes

Does your grant have a technology
component?

Yes

Please select the MAIN curriculum area your
grant addresses.

English Language Arts (Secondary)

How many students will be involved in this
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grant? 80

Name of Grant Building eSports for the Future

Technology Approval

Please upload your technology approval here:    Approval.pdf

Project Information Continued

Provide a brief summary for use on the
Foundation's website and social media.

The eSports club will purchase 5 computers to
use for competitions this year and in years to

come. ESports builds skills in teamwork,
communication, confidence, and

concentration.

How will the project or program be
implemented? Describe activities and tasks.

Who is the target population and in what ways
will they benefit?

The project will include the purchase of 5 PC
gaming computers. When the funds are

received, I will complete the purchase through
an approved vendor and have the students set

up the “gaming” space. Mr. Neely and Mr.
Russel have promised to find a space for the

club to play at the high school. The target
population is grades 9-12 who are interested

in playing eSports. Previous years,
pre-COVID, we would hold tournaments for
students to participate in after school in the

library. With the purchase of gaming
equipment, students who lack personal
computers can participate in events and

competitions. The biggest target population is
the students who do not have the resources to

purchase a good computer or access the
internet in a competitive environment. Both
computer hardware and internet capabilities

are two areas that are needed for competitive
gaming clubs, this grant will address both of

these issues. It will provide computers that can
run current games for competitions.

Students in the eSports club are not allowed to
participate in tournaments at the school. As of
now, students must participate with their own
computers at home. This creates a disparity

between the students who have a good
“gaming” computer at home and those who do

not. We are requesting funds to purchase
basic gaming computers that can run the
games at the school. These computers

https://kaleidoscope-prodenvone.s3.amazonaws.com/uploads/182315_15693487_Approval.pdf
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What is the problem, need or opportunity that
this grant will address? Describe the impact of

this project on your students.

purchased will be upgraded in future years to
ensure that they can continue to be used in
the future. These computers will be used for
practices, competitions, and during eSports

events. When students compete in competitive
events they are building skills in cooperation,
teamwork, leadership, and communication.

Furthermore, this year the PlayVS platform is
offering scholarships to students who compete
and win in the tournaments they provide. The
League of Legends team that won regionals

will get $500-$1000 of scholarship money per
student on the team. Furthermore, there are

programs around the country that are offering
scholarships and even “full ride” scholarships

to students who join eSports teams. The
University of Dallas - Texas is one local

university that offers scholarships to team
members who compete on the eSports teams.

Which Allen ISD goals/TEKS does this project
support? Please provide 2 examples.

English TEKS (C) Developing and sustaining
foundational language skills: listening,

speaking, discussion, and thinking--oral
language. The student develops oral language

through listening, speaking, and discussion.
The student is expected to: (A) engage in
meaningful and respectful discourse by

listening actively, responding appropriately,
and adjusting communication to audiences
and purposes; (B) follow and give complex
oral instructions to perform specific tasks,
answer questions, or solve problems and

complex processes; (C) give a formal
presentation that incorporates a clear thesis
and a logical progression of valid evidence
from reliable sources and that employs eye
contact, speaking rate such as pauses for

effect, volume, enunciation, purposeful
gestures, and conventions of language to
communicate ideas effectively; and (D)

participate collaboratively, building on the
ideas of others, contributing relevant

information, developing a plan for consensus
building, and setting ground rules for decision
making. CTE TEKS §130.139.c.8.C identify
and practice effective team-building skills

involving situations with coworkers,
supervisors, and subordinates; §130.140.c.1.B
Career and Technical Education: demonstrate

collaboration skills through teamwork;
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Explain how this idea or project
enhances/supports Allen ISD curriculum or

existing systems.

The eSports club helps students learn skills
that can help them in life and further their

education in school. The graduation profile
aligns well all of the skills that can be learned

and practiced in the club, students will
become: academically prepared for future

pursuits, effective problem-solvers, effective
communicators, and responsible and engaged
citizens. Any student interested in the gaming

industry as a future career option, a $180
billion dollar industry, would gain needed

knowledge and skills into this field. Students
will study competition recordings, and practice

communication skills to problem-solve any
issues that occur during and after a

competition. Finally, students will practice
being responsible and engaged citizens
through respectful competition with other

schools. Meeting with schools and students
from around the country will facilitate
broadening their perspective on local,

regional, and national current events before,
during, and after competitions.

What is the project timeline and the date of
implementation?

The project timeline is for the 2021-2022
school year. After receiving the funds, the

purchase will be made right away, in August
or September. The eSports club will begin
meeting regularly once a week as a whole

club, and each eSport will practice/compete on
a different day of the week in the new eSports

Lab. There will be practices scheduled for
different teams to help each one become more
competitive in the high school arenas that are

available.

What teaching methods will be used to
implement this project?

We will be practicing using the High School
ESports League resources that are available

to all schools. There are multiple drills for
students to use to build in game skills and

strategies. There are also many team building
activities that can be used to build trust and

communication between the members. Finally,
many of the eSports allow for recording and
streaming games, therefore, we can record

and watch games to examine them for
effective strategies and correct any mistakes
in future games. This will ensure that we are
growing as a club and as a team to compete

at the highest levels.
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What specific measurements will be used to
evaluate the effectiveness of the project?

Students will continue to compete in a variety
of eSports to grow skills in teamwork,

communication, confidence, and
concentration. Students will show growth in
different games, get more proficient at the

game individually and work together as a team
to build communication. The placement of the
students in ranked tournaments will help show

the effectiveness of the team, the
communication skills, and the individual skills.
Students applying for positions on university
teams and gaining scholarships for further

education will be a secondary measurement of
the project. Hopefully, more students will

compete and gain valuable experience and
skills to compete in college-level to further

their goals in life.

Project Budget

Total Grant Budget Requested: 4500.00

Almost done!

Project Budget Set Number 1

Question Answer

Item Type Technology

List item to be purchased under item category: Gaming Computers

Unit Cost 900

Quantity 5

Total cost of items in this category: 4500.00


