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Newzoo is a global leader in games, esports, and mobile 

intelligence. We provide our clients with a mix of 

market trends, financial analysis, revenue projections, 

consumer insights, data modelling solutions, and 

predictive analytics services across all continents, 

screens, and business models. We are proud to work for 

the majority of top game and esports companies, along 

with many independent game developers and leading 

global technology, internet, and media companies.
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MEDIA HARDWARE BRANDS ESPORTSGAMES

OVER 100 SUBSCRIBERS, INCLUDING

FOCUS ON GAMES, ESPORTS & MOBILE INTELLIGENCE 
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MEDIA OUTLETS THAT USE NEWZOO DATA IN THEIR PUBLICATIONS

Newzoo is a trusted data source for a 

wide variety of top-tier media outlets 

that regularly quote numbers and 

insights in esports-related articles and 

news programs. We support these media 

outlets with our latest data, perspectives, 

and trends regarding the games market.

NEWZOO IS THE #1 

TRUSTED SOURCE FOR 

ESPORTS DATA, 

INSIGHTS, AND STRATEGY



THE NATURAL GROWTH OF 
COMPETITIVE GAMING AS A 
SPECTATOR SPORT
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VS



A BRIEF LOOK AT THE HISTORY OF SOCCER

SOCCER 

PLAYERS

SOCCER FANS

First regular TV coverage 

of soccer in 

THE EARLY LEAGUES | 1929 - 1956

THE YOUNGER LEAGUES | 1963 - 1993
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SOCCER TODAY; THE LARGEST SPECTATOR SPORT IN THE WORLD

SOCCER 

PLAYERS

SOCCER FANS watched the 2014 

World Cup finals

people play 

amateur soccer 

competitively



WHERE DOES GAMING FIT IN?

GAMERS
ESPORTS 

ENTHUSIASTS

monthly active 

players

unique finals 

viewers
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In the future, gamers will expect their favorite competitive games to have an organized 

(professional) scene. As a result, all successful competitive games will have esports in 

their .



HOW ESPORTS IS 
IMPACTING THE GAMES 
AND MEDIA INDUSTRY
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THREE KEY DEVELOPMENTS DRIVING ESPORTS GROWTH AND PROFESSIONALIZATION

ESPORTS AUDIENCE
NOW AND IN 2020

ESPORTS REVENUES
NOW AND IN 2020

2017

191M
2020

286M

2017

194M
2020

303M

ENTHUSIASTS

OCCASIONAL 

VIEWERS

ENTHUSIASTS

OCCASIONAL 

VIEWERS

2017

$696M
2020

$1.5Bn

PER FAN

$3.6
PER FAN

$5.2

TOTAL REVENUES

REVENUES 

PER FAN

TOTAL REVENUES

REVENUES 

PER FAN

CAGR

+14%
CAGR

+29%

1. EVENTS GROW 

BIGGER AND BIGGER

2. LOCAL LEAGUES 

EXPLODE

3. INDUSTRY

PROFESSIONALIZES

Prize money

Unique viewers

Attendees

Employees

Anti-cheating

body

Accepted as 

official athletes



THREE KEY REASONS WHY MEDIA, BRANDS, AND SPORTS ARE EMBRACING ESPORTS AND DRIVING GROWTH

SPORTS TEAMS
INVESTING INTO ESPORTS

ESPORTS TEAMS
LEADING ESPORTS GROWTH

MAINSTREAM BRANDS
SPONSORING ESPORTS

BROADCAST MEDIA
REPORTING ON ESPORTS

1. REACHING THE 

UNREACHABLES:

THE MILLENNIALS

2. GAMES HAVE 

BECOME A GLOBAL 

SPECTATOR SPORT

3. A MULTIBILLION 

DOLLAR BUSINESS IN 

THE MAKING 

If esports would generate as much 

revenues per fan as the NBA, it 

would be a 

business today, or 5 times what it is now

Of all the 200+ million 

Occasional Viewers and Esports 

Enthusiasts worldwide, 

do not play the games they watch 

Among US men aged 21 to 

35, esports is as popular as 

baseball & ice hockey:  

watch esports frequently 
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WHY BROADCASTERS ARE MOVING IN TO GAMES

Esports Enthusiasts watch

of all their video content on 

mobile, versus 21% of all 

consumers.

ESPN has been losing

subscribers per month 

since 2011.

“We’ve had 80 years of linear TV, and it’s been amazing, and in its 

day the fax machine was amazing. The next 20 years will be this 

transformation from linear TV to Internet TV.”

- Reed Hasting, CEO Netflix



– ESPN Magazine



SPORTS, MEDIA, ENTERTAINMENT, ADVERTISING, TELECOM AND GAMES CONVERGE INTO A SINGLE FUTURE 

GAMERS VIEWERS

INTERACTIVE

MEDIA

BROADCASTING

MEDIA

GAME, MERCH & 

TICKET REVENUES

AD, SPONSOR & 

MEDIA RIGHTS



In 2020 US cinema 

revenues are still 

as big as US esports 

revenues

REVENUE COMPARISON OF GAMING AND MEDIA COMPANIES | MILLIONS USD

4,626 

6,607 

10,244 

11,343 11,364 

14,891 

EA Activision
Blizzard

Tencent Vivendi* Turner Sky
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AT&T BUYS TIME WARNER (INCL. TURNER) AND WARNER BUYS MACHINIMA



CAN PUBLISHERS 
MONETIZE THE VIEWER? 
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25.3%
26.4%

33.9%

32.5%

27.3%

23.6%

21.4%

15.9%
16.7%

17.6%
18.5%

16.5%

14.6%
15.4%

0%

5%

10%

15%

20%

25%

30%

35%

40%
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AS A PERCENTAGE OF PC GAMERS | UNITED STATES

League of Legends Counterstrike: Global Offensive



54%

46%
40%

30%

29%

1%

SPORTS 2017

BRANDS

GAMES 2017 

CONSUMERS
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ENTERTAINING A SIMILAR SIZE CROWD BUT MONETIZING VERY DIFFERENTLY | 2017

FANS

2.2Bn

REVENUES

$139Bn

SPONSORSHIPS

MEDIA RIGHTS

MOBILE

PC

CONSOLE

ESPORTS MERCH / TICKETS

REVENUE/FAN/YR

$63.22
GAMERS

2.2Bn

REVENUES

$108Bn
REVENUE/GAMER/YR

$49.09

SPORTS GAMES

+8%
2016-2020 CAGR

+4%
2016-2020 CAGR



40%

30%

29%

1%

GAMES 2017 

CONSUMERS
54%

46%
SPORTS 2017

BRANDS
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ENTERTAINING A SIMILAR SIZE CROWD BUT MONETIZING VERY DIFFERENTLY | 2017

FANS

2.2Bn

56%

44% SPORTS 2017

CONSUMERS
51%

30%

19%

GAMES 2017 

BRANDS

REVENUES

$139Bn

SPONSORSHIPS

MEDIA RIGHTS

MOBILE

PC

CONSOLE

ESPORTS MERCH / TICKETS

TICKETS

MERCH

SPONSORS

ADS

MEDIA RIGHTS

REVENUE/FAN/YR

$63.22
GAMERS

2.2Bn

REVENUES

$108Bn
REVENUE/GAMER/YR

$49.09

SPORTS GAMES

+37%
2016-2020 CAGR

+8%
2016-2020 CAGR

+4%
2016-2020 CAGR

+2%
2016-2020 CAGR



In the coming years, publishers will use esports as a to drive 

engagement and awareness around their franchises. 



START WITH YOUR 
COMMUNITY
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KEY INGREDIENTS FOR BUILDING YOUR COMMUNITY

Compelling and balanced competitive gameplay.

A sizeable and engaged community.

The tools that allow your community to develop a competitive scene.



WHAT MAKES A COMPETITIVE GAME GROW AS AN ESPORT?

Gameplay

Amateur 

Tournaments

Ranked 

Matchmaking

Spectator Mode

Pro Tournament 

Organization
Balancing

Engaging with 

community



FOCUS ON YOUR STRENGTHS AS A DEVELOPER

Gameplay

Amateur 

Tournaments

Ranked 

Matchmaking

Spectator Mode

Pro Tournament 

Organization
Balancing

Engaging with 

community
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ENHANCING THE VIEWERSHIP EXPERIENCE FOR PLAYERS

Unlimited camera angles

Highlighting tactical elements

In-game branding for viewers

Monetizing through in-stream links

As esports becomes an essential part of 

competitive games, spectator modes will 

need to improve to meet expectations.
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OUTSOURCING MATCHMAKING AND RANKED FEATURES

“While many indie titles are 

ideally suited for 

competitive play from a 

design perspective, sadly 

that aspect isn’t always an 

initial priority.”

- Arne Peters, VP Technology ESL
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BRINGING COMPETITIVE PLAY TO THE NEXT LEVEL

16%

15%

13%

7%6%

43%

tournaments 

last 6 months
Bring competitive gaming to the next 
level 

Bracket systems not found in ranked 
ladders

In-game / real-life rewards tied to 
winning
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LEVERAGING TOURNAMENT AND BROADCAST EXPERIENCE

Leverage years of experience in 

running live broadcasts. 

Minimize ‘first-time’ mistakes.

Minimize structural costs involved 

of hiring tournament and 

broadcast teams.

Organizing and running a live broadcasted 

tournament is often outsourced by 

publishers and developers who lack the 

staff and resources.



As esports becomes embedded in the of successful competitive games, 

critical components will become specialized, and are likely to be .



If you are interested in learning more 

about Newzoo and our services, 

shoot over a message using the 

contact information below. Looking 

forward to our cooperation!

Email: pieter@newzoo.com

Tel: +31 20 663 5816

Website: www.newzoo.com
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@NewzooHQ


