League of Legends Sportsmanship

TEACHER MATERIALS

INTRODUCTION
When it’s driven by students, Assessment for Learning helps them plan, monitor and evaluate
their growth. Self and peer-reflective practice can assist in consolidating their learning.
The assessment material exists to educate students on the aspects of sportsmanship and drive
student reflection with regards to their own behaviour.
A teacher may refer to this material with students in their club to create purposeful
conversations and/or student-led reflection. This will then help evaluate learning objectives and
outcomes.
The material refers to decisions students might make while playing League of Legends,
with regards to how they play, how they interact with others including their teammates and
opponents, and how their emotions and perceptions influence their actions.
Teachers may use items of assessment to guide student learning, assess a student (or team of
students) on their understanding of sportsmanship and proficiency in displaying it. This helps
determine how well students can identify, describe and relate different behaviours as being
sportsmanlike or unsportsmanlike.
Through reflective practice, students may refer to the examples of behaviour in the assessment
items to indicate their level of knowledge and achievement in relation to their own behaviour in
game.
In learning to recognise their emotions and express them appropriately, students lead their own
growth in developing the characteristics that define a sportsmanlike individual while playing in
a competitive team environment.
The high school League of Legends club environment should create opportunities for student
gamers to assess their level of sportsmanship and grow to believe in these values inherently.
Likewise, a team of students learning the value of and displaying sportsmanship through group
discussion, peer review and play may reinforce these values.
As students advance their understanding, opportunities may emerge for them to develop
leadership skills, learn to communicate effectively and resolve conflict as a role model for their
peers and teams in game.
Led by a dedicated teacher, the right club environment can be created which educates students
on the importance of sportsmanship and helps instil values which the student gamer aspires to
maintain for the rest of their life.
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SPORTSMANSHIP
TEAM FOCUS

MASTERY FOCUS

Team Oriented Mindset
Respect

Discipline
Responsibility
Resilience
Positive Attitude

LEVELS OF ACHIEVEMENT
BEGINNER
Is unfamiliar with the particular aspect of sportsmanship and may display
behaviour in direct opposition to the ideals of the aspect.

INTERMEDIATE
Displays a basic level of ability or understanding regarding the particular aspect
of sportsmanship.

ADVANCED
Applies effort and sincerity in displaying and understanding the particular aspect
of sportsmanship.

LEADER
Exemplifies the particular aspect of sportsmanship. Can explain why it is
important or relevant, and can teach others. May be considered a role model for
other students in this area.
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TEAM FOCUS

TEAM-ORIENTED MINDSET
COOPERATING WITH ONE’S TEAMMATES.
ASPECTS
Teamwork
Work well with your teammates. Cooperate with your teammates.
Communication
Communicate your plans. Communicate when you need assistance. Chat socially.
Peer Support
Be a role model. Mentor other players.
Social Connection
Form meaningful connections to other players. Be friendly in-game.

LEVELS OF ASSESSMENT
Beginner
• Unable to collaborate with their team.
• Does not communicate team based strategies nor follow through on team
objectives.
• Unaware of teammate’s activities.
• Makes decisions based on personal rather than team priorities.
• A bad role model.
• Displays behaviour that is detrimental to cultivating friendly communities.
• Difficult to work with.
Intermediate
• Able to collaborate with their team on an objective when asked.
• Will listen to and participate in discussions around planning team play styles or
strategy.
• Willing to communicate their thoughts or plans and when they need help.
• Friendly in game.
• Offers mentorship/advice when asked for it.
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Advanced
• Seeks out opportunities to collaborate with their team when making decisions.
• Proactively contributes to team objective discussions.
• Improves team cohesion through open and effective communication.
• Focuses on success of the team and not just their own performance.
• Understand their shared responsibility of supporting other players.
• Provides respectful and honest feedback on other players’ skill levels.
• Friendly and can form meaningful connections with other players.
• Understands when advice is welcome and when it is not.
Leader
• Takes the lead or supportive role in collaboratively forming and executing team
strategies.
• Can communicate effectively during difficult or challenging moments in game.
• Helps the team reflect on and learn from their games.
• Proactively takes responsibility for providing and promoting peer support (e.g.,
encouraging teammates).
• Inspires those around them either with exemplary team support (e.g., praise) or
active mentorship.
• Cultivates a welcoming and inclusive club community which facilitates meaningful
friendships.
• Not only understands when to give advice but gives advice in a manner that is
almost always well-received.

oce.leaguehighschool.com/

5

TEAM FOCUS

RESPECT
RESPECTING TEAMMATES.
ASPECTS
Respect
Respect other players. Value other players' opinions on strategy. Value other players'
gameplay styles.
Empathy
Support teammates when they make mistakes. Understand that bad games happen to
everyone.
LEVELS OF ASSESSMENT
Beginner
• Makes unreasonably negative judgements about other players’ skill levels.
• Does not value other players’ opinions or ideas.
• Does not consider their teammates preferences or play styles in game.
• Frequently points out other players’ shortcomings.
• Believes their personal strategies and playstyles are the “right” way to play.
Intermediate
• Expects that other players have varying skill levels compared to themselves (some
are better and some are worse).
• Works around their teammate’s preferences or play styles.
• Does not focus on other players mistakes in game.
Advanced
• Reasonably judges other players’ skill levels and considers their specialties when
developing their own in-game strategies.
• Encourages others to give their opinions and suggest strategies.
• Adapts their own strategies to teammate’s preferences or play styles.
• Re-assures other players when they make mistakes.
• Understands and accepts that every player underperforms and has bad games from
time to time.
• Understands the stress that teammates experience when they have a bad game.
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Leader
• Reasonably judges other players’ skill levels and considers their specialties when
developing their own in-game strategies and team tactics.
• Understands that skill varies not just across players but each player has strengths
and weaknesses. Applies these strengths and weaknesses to give their team a
competitive advantage.
• Analyses another player’s mistakes from that player’s point of view in order to
understand their decision making. Helps others do the same.
• De-escalates situations in which teammates are disrespecting other players.
• Encourages the team to empathize with struggling teammates instead of attacking
them.
• Understands and effectively responds to the stress that teammates experience
when they have a bad game.
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MASTERY FOCUS

DISCIPLINE
WORKING HARD AT PLAYING WELL.
ASPECTS
Discipline
Make an effort to win. Try your best. Recognise that being “good” takes practice.
Personal Mastery
Pursue personal mastery of game strategy. Practice to become good at a role. Practice
to become good at a champ.
LEVELS OF ASSESSMENT
Beginner
• Does not apply effort in-game to win.
• Expects skill and victory an eventual rather than earned outcome.
• Does not make an effort to better understand ways to play the game or how to play
a role or champion.
• Does not consider teamwork to be a learned or necessary skill that one can master.
Intermediate
• Consistently applies effort in-game to win.
• Understands that planning and practice is necessary for them to improve.
• Attempts to improve their understanding of how to play the game.
• Considers what role or champions they would like to focus on for personal
improvement.
Advanced
• Effectively utilises self-reflective practices to focus on areas of improvement.
• Applies effort in learning different strategies and ways to play with their team.
• Consistently practices certain roles or champions with the intent of increasing their
value to their team.
• Practices to master their teamwork skills (e.g., team fighting, communicating).
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Leader
• Utilises defeat as a source of information for areas of improvement for them and
their teammates.
• Encourages their team to practice and helps them focus on specific areas of
improvement.
• Has unrelenting effort in every game and encourages teammates to continue trying
their best.
• Open to critical feedback on their skills and playstyle and encourages other players
to provide it.
• Continuously works to improve teamwork skills alongside gameplay skills.
• Highly competent on one or multiple roles and multiple champions.
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MASTERY FOCUS

RESPONSIBILITY
ADHERING TO THE RESPONSIBILITIES OF ONE’S ROLE IN-GAME.
ASPECTS
Responsibility
Adhere to the responsibilities of your role in-game.
Honourable Pursuit of Victory
Pursue victory honourably.
Accountability
Acknowledge when you make mistakes. Don’t blame others for your mistakes.
Rule Adherence
Stay involved in the game. Play fairly.
LEVELS OF ASSESSMENT
Beginner
• Plays the game without a clear role or intent in mind.
• “Bends the Rules” to achieve an unfair advantage. See below*.
• Reasons that use of elo-boosting or scripting (bannable) services is justified.
• Defaults to blaming others before themselves.
• Need to win at any cost.
*”Bending the Rules” is considered behaviour that gives an advantage over the opponent while harming
competitive integrity. It includes an array of behaviours from emote or chat spamming to throw the
opponent off or “tilt” them, to the usage of scripting/cheating services.

Intermediate
• Often tries to fulfil a role on the team.
• Does not “Bend the Rules” as above.
• Able to recognise when they are at fault for a misplay or mistake.
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Advanced
• Always plays out their role with consistent level of effort in every game.
• Recognised by others for their sense of fair play.
• Does not “Bend the Rules” because of an understanding that doing so harms
competitive integrity.
• Always looks internally when a mistake is made, considers how they could have
done better rather than how someone else should have performed. Admits to the
team when they have made a mistake.
Leader
• Adapts in a difficult game to continue trying to achieve their role. Can teach others
how to best achieve their role in a given game.
• Knows and is able to explain how “Bending a Rule” is detrimental to the spirit of
the game.
• Calls out and discourages any behaviour (“Bending the Rules”) that would bring
into dispute the integrity of the game.
• Knows how to be self-reflective and prioritises it. Discourages blame among their
teammates.
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MASTERY FOCUS

RESILIENCE
KEEPING COOL IN THE HEAT OF COMPETITION.
ASPECTS
Resilience
Don’t allow frustration to affect your gameplay. Don’t give up when you get behind.
Self-Control
Don’t lose your temper. Don’t say whatever you want.
Character
Be trustworthy. Be honest. Be considerate of other players.
LEVELS OF ASSESSMENT
Beginner
• Unable to maintain emotional control and becomes frustrated when they, or the
team, perform poorly.
• Gives up easily when presented with difficulty.
• Not interested in playing out a losing game. Sometimes diverges from team’s effort
as a result.
• Often vents frustration verbally without consideration for other players.
• Says whatever they want.
• Rude in-game.
Intermediate
• Attempts to manage their emotional responses in game.
• Not easily discouraged when they fall behind in game their team is losing.
• Considerate of their emotions and how they impact other players.
• Bites their tongue when others are playing poorly.
• Tries to be a “good player” (e.g., not offend others).
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Advanced
• Never loses their temper with teammates or themselves.
• Sees games where they are behind as challenges to overcome.
• Motivated to play out a game regardless of an impending defeat, unless the team
chooses to surrender.
• Consistently mindful of their emotions and how they affect their behaviour which is
reflected in how they behave.
• Focuses on present and future objectives rather than past mistakes or failures.
• Trustworthy and honest.
• Does not often become frustrated by others poor play.
Leader
• Sees games where they are behind as challenges to overcome. And helps
teammates frame losing games in this same way. Rallies others to the challenge.
• Copes with disappointment and appreciates that winning and losing is part of
competitive play.
• Consistently keeps their cool and positively influences the team’s mentality and
behaviour.
• A beacon of character. Is honest and trustworthy and encourages other players to
be the same.
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MASTERY FOCUS

POSITIVE ATTITUDE
HAVING A POSITIVE ATTITUDE.
ASPECTS
Positive Attitude
Have a positive attitude in game.
Humility
Be humble in success. Be graceful in defeat.
LEVELS OF ASSESSMENT
Beginner
• Has a negative outlook when losing.
• Lacks humility and degrades opponents.
• Often gloats over victory.
• Frequently perceives themselves to be carrying the game.
Intermediate
• Positive in nature to other players.
• Does not degrade the opposing team.
• Humble in victory
Advanced
• Consistently positive demeanour in game even when faced with the nature of
competitive play.
• Humble in victory and thanks the opposing team for the game
• When losing, congratulates opposing team for their win.
• Understands that teams, not individuals, win games.
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Leader
• Demonstrates and promotes positive values, attitudes and behaviour no matter the
circumstances.
• Encourages humility in victory among their team.
• Always congratulates opponents on their win and compliments them on their
plays.
• Thanks teammates for their efforts and contributions in game.
• Understands and acknowledges the team efforts that go into winning games.
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