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m Success factors in Asia

Esport has achieved mass popularity in Asia...

 The proof: May 5, 2008, Chinese Government invites pro
gaming champions to run with Olympic torch:

IEST 2007 WarCraft3 Champion MYM]Moon on his way to Beljing Olympic Stadium



m Success factors in Asia

Esport has achieved mass popularity in Asia...

e South Korean government invested 1998 IMF bailout package on
building a national broadband network. Today, >89% of the country is
wired up with super fat pipes.

 Korean data transfer rate is 50 Mbps. vs. US market AT&T Yahoo!
“elite” package at download speeds of 6.0 Mbps and 12.0 Mbps at
Telia Sweden.

e More than 17 million Koreans—out of 48 million—play online
regularly.

* Blue chip corporations sponsor local esports teams—Samsung, LG,
Kia.

* Pro gamers enjoy rock star status in China, Korea, Malaysia, Taiwan.
 Two dedicated esports broadcasters — MBC & Ongame TV

...but hasn’'t made much of a splash in the US and EU.
Why?



m Bottlenecks in the US & EU

1. Low bandwidth, i.e. slow government-led initiatives in
wiring countries with high-speed broadband.

2. Competition of classic sports/entertainment channels
and events — FIFA, NBA, NFL, X-games, Poker, WWF.

3. Negative media stereotype of gaming as anti-social and
Isolating activity, e.g. “Killerspiele”.

4. No uniform gaming standards and rules.

What will drive esports to the tipping point?



The tipping point for esports

1. Low broadband penetration in US & Europe

. Top 15 Broadband Economies
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1. Increased
Bandwidth
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The tipping point for esports

2. Competition of classic sports/entertainment events —
FIFA, NBA, NFL, X-games, Poker, WWF.




m The tipping point for esports

2. Esports needs to stand out from the crowd.

So what makes Esports unique?

e« 420 million gamers - and
growing!

« Gaming is a common language

 Transcends cultural boundaries

e Short rags-to-riches career
path

 Fast game lifecycle

o Affords youth generation a new
and distinct identity




m The tipping point for esports

3. Negative media stereotype > gaming as anti-social and
Isolating activity, e.g. “Killerspiele”.

Mass-media PR

Change Createrole Grow
mainstream models community
image of esports Promote gaming emphasize social
as violent, as positive aspects of online
underground lifestyle, e.g. SK gaming &

and unhealthy FIFA twins esports



m The tipping point for esports

4. No uniform gaming standards and rules.



The tipping point for esports

4. Apply uniform gaming standards and rules.

« Warrant the interests of the sport, players and
fans

» G7 ensures uniformity and rule structure

* Working on standardized format

» Regulate team participation in key events



