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According to Julia Travers, a tech
writer, the total revenue for eSports
was 3493 millionin 2016. The
industry grew by 38%in 2017 to
$655 million. When compared to
tradlt\unal sports such as the NFL,

3 L, the eSports market
exhlblts great potential for growth.

Viewership trends for eSports are
alsoon the ise. They are pojected
tohit 557 million viewers iy 2021.
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PECShOEs i Who is the target audience?
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In August 2017, according to
Shareablee, the top five sports
2 133.3M media companies are Bleacher
Report, ESPN, Whistle Sports,
. [501M CB5 Sports, and FOX Sports based
on Total Actions. Total Actions are
B resctions comments shares
o retweets and dis|
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04 Solution
NBC esports

Our solution s to increase online
engagement through streaming
and social media platforms. This
can be achieved by developing
new subsidiary called "N
eSports", whichis a e
streaming games and highlights.
Thiswillbe kept separate from the
“Bn ESPURTS traditional NBC Sports subsidiary.
Thiswillllow eath branchto
‘GAME DEVELOPMENT focus on their respective target
audience and preferred platforms.
This branch can be advertised
through social media platforms
and other eSports channels.
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How can media

companies align with
eSports?

PIKTOCHART



