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A WINDOW TO 
THE WORLD OF 
ESPORTS*

* Source: Newzoo “Global esports report 2018“

** Source: “Nielsen Esports Playbook 2017“

// Income of 906 million in 2018

// Income estimated at $1650 million in 2021 with a CAGR of 27% (2016 - 2021)

// Main source of income: Sponsorship (40% of total income)

// Sponsorship income of $ 359 million in 2018, growing 53% year-over-year.

// More than 600 sponsorship agreements since 2016**

// The esports audience in 2018: 380 million people, growing 14% year-over-year.

// Audience forecast of 557 million people in 2021, with a CAGR of 49,8% (2016 – 2021)

// 72% year-over-year growth ($160 million in 2018)

71%  of  fans  th ink  that  
esports  w i l l  be  a  
ma instream  act iv i ty  i n  the  
near  future .  * *

AN UNSTOPPABLE GROWING SECTOR :  38% year-over-year
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The esports bus iness players ,  together

A  

UN IQUE 

EVENT

100% KNOWLEDGE FROM THE EXPERTS

For the first time in Spain, THE GLOBAL ESPORTS SUMMIT ®. The 
great meeting, debate and knowledge forum for the entire esports 
ecosystem.

1 00% ESPORTS BUS INESS

A place to know first-hand the present and future situation of the 
sector, via the key executives, the industry leaders and the 
influencers.

1 00% H IGH LEVEL NETWORK ING

The key professionals, senior managers and representatives of 
major brands sharing knowledge, interests and business.



1 00% INS IDERS
AN ESSENT IAL EVENT FOR BRANDS ,  ENT IT I ES AND PROFESS IONALS

Professional leagues and 
teams

Technological companies Publishers

Media, platforms, streaming 
companies and broadcasters.

Consultants, marketing 
agencies and sponsorship

Sponsoring 
brands

Universities, Business Schools 
and gaming academies 

Official institutions, 
organizations and 

associations

Investors and analysts



1 00% RETURN
A MEET ING OF MAXIMUM  

PROFESS IONAL BENEF ITS 

Presentations in conference 
and round table format12 High-level 

panelists36

Networking coffee to promote contact and exchange. 

Exclusive lunch (limited) for quality networking

An intensive, unique day, with the best update



THE MOST 
INTEREST CONTENTS

STATUS ,  CASES ,  TRENDS ,  THE M IRROR OF THE ECOSYSTEM …  THE VO ICE OF THE PLAYERS

TEAMS / COMPET IT ION / SPONSORSH IP  ACT IVAT ION AND RETURN / THE MOST SOC IAL 

ESPORTS / ECONOMIC ENV IRONMENT / VENUES AND ARENAS / THE INFLUENCERS / MARKET ING 

AND DATA / CONTENTS AND D ISTR IBUT ION / ESPORTS / SPORTS 

®



The teams, the i r  st ructura l  
organizat ion,  the i r  f inancing 
and market ing,  and the 
compet i t ion env i ronments are 
chal lenges for  the owners.  
The demand of  a h igher leve l  
of  profess ional ism indicates 
the d i rect ion to fo l low in the 
management of  c lubs and 
teams. 

TEAMS



The compet i t ion is  a complex 
env i ronment,  where the major 
leagues and tournaments have 
lots to say and where the need 
for  organizat ion is  one of  the 
pending matters.  

THE COMPET IT ION



Brands have lost  the i r  fear  to 
esports as a p lat form for  
v is ib i l i ty  and connect ion with 
the fan/consumer.  They have 
found the methods of  
act ivat ion to reach and obta in 
the establ ished ROI.

SPONSORSH IP ,  
ACT IVAT ION 
AND RETURN



Know f i rst-hand the main 
sources of  income of  the 
sports industry 
The keys of  the monet izat ion 
of  the d i fferent assets of  the 
ecosystem of  the agents of  
the sector and the new 
brands, investors and ent i t ies.

ECONOMIC 
ENV IRONMENT



The staging of  the esports is  
not only d ig i ta l ;  the rea l  fan 
exper ience acquires more 
re levance in massive 
part ic ipat ion events and macro 
events,  fo l lowing an 
internat ional  t rend to create 
“ad hoc” spaces.   The 
audiov isual  exper ience offers 
fans a 360º of  compet i t ion 
immers ion and rea l  
enterta inment staging.

VENUES 
AND ARENAS



Fans fo l lows the inf luencer 
over propert ies,  tournaments 
and leagues. I ts  content 
creat ion capaci ty at t racts 
thousands of  youths and 
brands know th is.

THE INFLUENCERS



Esports generate a great 
amount of  data that  market ing 
can use for  i ts  outreach 
strategies.  How to use them 
as a tool  for  management,  
connect ion with the fans and 
commercia l  act iv i ty.

MARKET ING 
& DATA



Esports consumpt ion involves 
offer ing contents beyond the 
compet i t ion i tse l f .  Channels 
and plat forms for  i ts  
moni tor ing must be sui table 
and integrate in dev ices,  
determin ing the format of  
these contents,  wi thout 
forgett ing the socia l  factor to 
share.  
The env i ronment of  the game 
and i ts explo i tat ion is  
condi t ioned to the strategy of  
the developers,  where the 
main cr i ter ia is  prof i tabi l i ty.

publ ishers ,  
CONTENTS 
& D ISTR IBUT ION



Convent ional  sport  and dig i ta l  
sports have great s imi lar i t ies 
as wel l  as great d i fferences.  A 
lot  to share and management 
s imi lar i t ies,  wi th the 
part icu lar i ty  of  i ts  
consumpt ion.

ESPORTS/SPORTS



Socia l  responsib i l i ty  
env i ronments f ind unique 
windows for  brands in esports,  
offer ing h igh qual i ty  content.  
Educat ion and t ra in ing,  
integrat ion,  car ing,  char i ty  and 
socia l  aspects integrate in 
esports in a natura l  way with 
great possib i l i t ies of  
development in leagues, 
c lubs,  p layers and inf luencers.

ESPORTS :  
SOC I ety and 
educat ion



1 1 . 0 3 . 20 19

A  SPEC IAL EVENT IN  A SPEC IAL VENUE



#GES19 will take place at Teatro de la Luz PHILIPS Gran Vía, a historic teather in 
Madrid, updated with the latest lighting technology to receive the professional forum 

of reference in electronic sports.

Teatro de la luz Philips Gran Via is located on an exceptional location in the center of 
Madrid, with easy access by subway, AVE train, bus and from Barajas airport. 

Address :  Gran V Ia ,  66  –  280 13  Madr id



El #GES19 GES's priority is to be a professional meeting where content, contact and business 
have its time.


NETWORK LUNCH (restricted) will be one of the most special moments for a quality meeting 
with the attending professionals, speakers, partners and organizers.

The networking lunch will be held at PALACIO DE ALTAMIRA, headquarters of the European Design Institute. 
A building designed by Ventura Rodriguez in 1772 and a National Historic-Artistic monument.

Address :  flor alta ,  8  –  280 13  Madr id  (  5 min.  f rom Teatro GranVía Theater )

. . .  and a spec ial network ing lunch



#GES19 is promoted by the main entities and gathers the key companies and organizations, offering 
the strategic keypoints of the esports business.

AN EVENT organ ized BY :

info@globalesportssummit .com globalesportssummit .com//

®
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