
  

The Golden Age of eSports 

The eSports market promises a lot of emotions and spectacular business opportunities. Worldwide, 

there are an estimated 1.2 billion gamers1 and 160 million fans of electronic entertainment. By 

2017, these figures will double. The revenues associated with eSports are constantly growing. 

According to Newzoo* forecasts, they will reach $463 million in 2016 and $1 billion by 2019.   

 

The origins of eSports can be traced back to the end of 80s and beginning of 90s. Since then, not only 

the eSports scene, but the whole gaming market has undergone tremendous changes. In the heyday of 

Commodore 64 and games loaded from cassette decks, no one had ever imagined that the value of the 

gaming market would grow to billions of dollars, while professional players would salaried and earn 

five-figure prizes in a single tournament. 

 

The Golden Age of eSports 

According to Newzoo research agency, in 2015 the electronic entertainment market has reached $91 

billion in terms of revenues. In 2014, the global revenues totaled slightly more than $83.5 billion, and 

that represents growth by almost 10 percent. Assuming constant growth rate, we can anticipate global 

revenues in this sector to reach about $107 billion in 20172. The PC segment constitutes as much as 

37 percent of this market, or about $34 billion3. Intel estimates that the amounts spent on gaming 

hardware have also reached unprecedented levels. It is anticipated that by 2018 the figures may reach 

$100 billion.  

 

40 Percent of eSports Fans Are Viewers 

Average gamers do not necessarily understand the significance of numbers related to the market 

growth. They can, however, personally feel the scale of industry transformation when attending eSports 

events that are lately becoming considerably popular. One of the largest series of eSports tournaments 

is Intel Extreme Masters, and the final event of its current season will take place in March, at the Spodek 

Arena in Katowice, Poland. Last year, about 100,000 spectators from different countries have visited the 

venue. Globally, 160 million people show interest in the electronic competitions, but as much as 

40 percent of them can be classified just as non-playing viewers4. According to Newzoo, by 2017 the 

number of eSports fans will more than double to reach 335 million. The eSports market, as a part of the 

gaming business, will bring about 463 million in revenue in 2016, which represents 40 percent growth 

compared to $325 million in 2015. Newzoo anticipates that global revenues will grow to more than 

$1 billion by 20195.  

 

Electronic Competition and Digital Celebrities 

As with any competitive sport, there are celebrities in the eSports scene too. Some of them receive 

staggering amounts of money for their tournament wins. The best players in League of Legends* can 

earn hundreds of thousands of dollars. Lee “Faker” Sang-Hyek has earned about $480,000 until now6. 

                                                           
1 http://venturebeat.com/2013/11/25/more-than-1-2-billion-people-are-playing-games/ 
2 http://newzoo.com/insights/global-games-market-will-grow-9-4-to-91-5bn-in-2015/ 
3 http://newzoo.com/insights/global-games-market-will-grow-9-4-to-91-5bn-in-2015/ 
4 http://www.esports-europe.com/wp-content/uploads/2015/08/Newzoo_eSports_Conference_Report_Final.pdf 
5 http://newzoo.com/insights/global-esports-market-report-revenues-to-jump-to-463-million-in-2016-as-us-leads-
the-way/ 
6 http://www.esportsearnings.com/games/164-league-of-legends 



  

In turn, the most awarded player of Counter-Strike: Global Offensive, Robin “flusha” Rӧnnquist, has 

about $270,000 in his account7. These amounts don’t include Twitch* donations or advertising revenue 

from streaming, so salaries could be higher than official data shows. But, like all social media stars, 

eSport players revenues are tied to their popularity, similar to classic sports disciplines – the better 

known you are, the higher the earnings.  

 

Top tournaments like IEM can be compared to the largest sporting events in the world, considering 

their scale and organization. Supported by sponsors and covered by professional commentators, 

eSports attract more and more spectators every year. This year’s final stop of the Intel Extreme Masters 

series in Katowice will be held from March 4-6. Last year, the most important meeting of eSports fans 

has attracted more than 100,000 visitors to the Spodek Arena. Expect IEM to break some records this 

season.  
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