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Getting personal: Putting the me in entertainment and media

PwC

Compare digital and non-digital
spend data for

14 entertainment and
media segments across 53
countries

See year-on-year growth with
five-year forecast and five-
year historical spend data

Download
country and
segment data

and commentary
to PDF
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The rise of e-sports
What’s in it for you?

Government

Revenues from tax and licence fees
Tournament hosting license fees
Economic growth

Improve general city perception
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Urban masterplan design for ¢-sports
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Players

Prizes from competitions
Salaries from game developers
Support from local government
Perks from spansors

Channel subscription fees
Donation from fans
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Sponsors

B ¢ Echanced brand reputation

through sponsorship
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Organisers

procurement and supply chain arra

Corporate spansorships and government
subsidies

Merchandise and ticket sales
Hosting fees from game developers and
distributors

Gamblers” betting money

Design and development
online betting
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@) Role of stakeholder
- Revenue streams and benefits

A How PwC can help

D

Media/Broadcasters

Advertising fees
Viewer subscription fees
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What is e-sports?
E-sports is 2 multiplayer
video game played
competibvely, usually by
professional gamers.
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Developers/Publishers

Sales of gaming content

strategy and path to
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Sale of gaming products and equipment
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e-Sports vs. Video game

Video games

July 2019
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e-Sports vs. Sports video game

e bie

Sports video game
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Types of e-Sports tournament e

PwC

_

League of
Legends

_

Arena of
Valor

Individual
based

_

Street
Fighter

_

Hearthstone

_

Clash Royale
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The US, China, Japan and South Korea dominate the video games market and will
represent 69% market share by 2023

e-Sports top countries by 2023 revenue and growth 2018-2023

Top 10 e-Sports countries by
revenue 2023

usS France
China Japan
South Korea Canada
Germany Russia
UK Spain

Top 10 countries with highest
CAGR 2018-2023
Saudi Arabia Brazil

India Mexico
Indonesia Japan
Nigeria South Africa

‘ Turkey Italy

Countries on both lists

Japan

M Top 10 e-Sports countries by revenue 2018
M Top 10 e-Sports countries by CAGR 2018-2023

Countries on both lists

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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e-Sports total global revenues of US$1.8bn in 2023. Sponsorship remains largest by
revenue in 2023

Sub-segment e-Sports revenue 2023: Global, US$1.8bn

& 700
a 600 US$598mn, 16.3% CAGR
= 500 US$506mn, 25.0% CAGR
& 400
g 300 — US$312mn, 17.2% CAGR
2 200 US$254mn, 14.5% CAGR
100 US$129mn, 17.3% CAGR
’ 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023
— Media rights — Sponsorship — Streaming advertising
—Consumer contribution =—=Consumer ticket sales

Sponsorship remains the largest sub-segment Media rights revenue in e-Sports is still
through 2023 with media rights approaching a comparatively small

tipping point As the scramble for attractive intellectual

e-Sports represents another face-off in growing property intensifies, an increase at a 25%
convergence of TV and Internet companies CAGR is anticipated to 2023
vying for content exclusivity

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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China is projected to overtake South Korea in 2020

Sub-segment e-Sports revenue : Global, US$1.8bn

500 28.7%
400 21.8%

9) 300 18.2%
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-—S —South Korea —=China

» The US is projected to take the lead over the next five years

* China is the second largest market with a $124mn gap from the largest market by 2023 (will overtake
South Korea by 2020)

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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e-Sports total US revenues of US$516mn in 2023. Sponsorship remains largest by
revenue in 2023

Sub-segment e-Sports revenue 2023: US, US$516mn
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- \ediarights = Sponsorship — Streaming advertising
= Consumer contribution = (Consumer tickets sales

Sponsorship and media rights revenue in e-Sports are the main drivers in the segment and increase at a
14.7% and 26.8% CAGR respectively to 2023

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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e-Sports total China revenues of US$392mn in 2023. Sponsorship remains largest by

revenue in 2023

Sub-segment e-Sports revenue 2023: China, US$392mn

Revenue $mn USD
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Sponsorship and media rights revenue in e-Sports are the main drivers in the segment and increase at a 19%
and 26.4% CAGR respectively to 2023

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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e-Sports total South Korea revenues of USD $328mn in 2023. Sponsorship remains
largest by revenue in 2023

Sub-segment e-Sports revenue 2023: South Korea, US$328mn
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Sponsorship and media rights revenue in e-Sports are the main drivers in the segment

and increase at a 10.9% and 20.5% CAGR respectively to 2023

Source: PwC Global Entertainment & Media Outlook 2019-2023, www.pwc.com/outlook
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Current development in e-Sports in Asia

Recent and upcoming e-Sports tournaments in Asia:

FIFA 19 FUT
Champions Cup

Singapore
March 2019

WESG

Chongqing,
Mainland China

March 2019

PwC

FUT 19 @
&

MARCH
@ PLL $25e
LICENSED QUALIFIER

(H 8*-10* | 2019 $100,000 PRIZ

20,000

WE=SG

Word i

GRAND FINAL

GCHONGGING CHINA p
Y 2018.3.7-3.17

| SNI7OVEEY LRSS Y

ESL Clash of
Nations: Arena of
Valor

Jakarta, Indonesia

March 2019

Dota 2 Tournament

Shanghai,
Mainland China

August 2019
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PwC e-Sports Tournament Go
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PwC e-Sports Tournament Go

PwC
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PwC e-Sports Tournament Go
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Hong Kong’s competitive advantages as an e-Sports hub

e.g. increasing mobile
penetration, broadband
access, gaming market &
revenue, etc.

Riding on high Popularity of No censorship
growth of Asia’s social games for restrictions on
e-Sports market e-Sports events foreign games

Government
support

Favorable market
factors

East meets West

global exhibitions and
international sporting events

July 2019
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Associated risks and solutions

Risks and difficulties

>

>

How to
monetarise video
games (esp.
social games)
and e-Sports?

How developers
can maintain
sustainability and
stay competitive
in the market?

PwC

Possible solutions

Search for IPO for fund
advertising financing
opportunities for

e-Sports (3 out of 5 IPO by

companies PwC since 2013)

Advisory on

business model/ Identification on
structuring business

(e.g. e-shop, opportunities from
organisational M&A/ market
structure) consolidation

July 2019
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Contact us

Cecilia Yau

Mainland China and Hong Kong Media Leader
PwC China

cecilia.yau@cn.pwc.com

+86 (755) 8261 8989

Visit our E&M Outlook:

https://www.pwccn.com/en/industries/telecommunication
s-media-and-technology/china-entertainment-and-media-

outlook-2019-2023.html
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Thank you

pwc.com

The information contained in this presentation is of a general nature only. It is not meant to be comprehensive and does not constitute the rendering of legal, tax or other professional advice or service by
PricewaterhouseCoopers Ltd ("PwC"). PWC has no obligation to update the information as law and practices change. The application and impact of laws can vary widely based on the specific facts
involved. Before taking any action, please ensure that you obtain advice specific to your circumstances from your usual PwC client service team or your other advisers.

The materials contained in this presentation were assembled in Jul 2019 and were based on the law enforceable and information available at that time.
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