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STATE OF THE MARKET:
UNDERSTANDING THE ESPORTS 
REVOLUTION Nicole Pike – Managing Director, Nielsen Esports

SVG Esports Production Forum, November 2018
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WHY ESPORTS MATTERS TO NIELSEN

Be where the audience is (and will continue to be!)

Help provide context & comparisons to enable smart decisions

Add tangible value for the industry

Learn about tomorrow’s trends, today



Copyright © 2017 The Nielsen Company. Confidential and proprietary.ESPORTS: TODAY’S STATE OF PLAY



C
op

yr
ig

ht
 ©

 2
01

8 
Th

e 
N

ie
ls

en
 C

om
pa

ny
. C

on
fid

en
tia

l a
nd

 p
ro

pr
ie

ta
ry

.

ESPORTS: THE STATE OF PLAY IN 2018

To this….From this….

By Jakob Wells, CC BY 2.0, https://commons.wikimedia.org/w/index.php?curid=34125895By Source (WP:NFCC#4), Fair use, https://en.wikipedia.org/w/index.php?curid=40568891
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GLOBAL ESPORTS FANBASE IS GROWING QUICKLY...

Source: Nielsen Esports Fan Insights

Percentage of fans that started following esports within the past year:

23% 21% 13% 10% 39%

U.S. UK China South Korea Japan South Africa

20%
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83%

17%

Esports Fans

Female

Male

Average Age: 25

Average Annual Household Income

Esports Fans

$69,900 

Source: Nielsen Esports Fan Insights, Nielsen Games 360 – U.S. Market

$61,400

General 
Population

15% 34% 41% 10%

13 - 17 18 - 24 25 - 34 35 - 40

College Graduate 42%

White 72%

Non-White 28%

Married 36%

Household Size 3.2

...AND THE AUDIENCE IS HIGHLY DESIRABLE

Additional Demographics
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7

SHOOTER, BATTLE ROYALE, AND MOBA TITLES 
LEAD IN THE U.S.

Source: Nielsen Esports Fan Insights – U.S. Market

63%

44% 42%
37%

28% 28%

18%
11%

55%

23%

44%
37% 34% 32%

21%

10%

Shooter Battle Royale Multiplayer Online
Battle Arena

(MOBA)

Fighting Strategy/Real-Time
Strategy (RTS)

Sports Racing Collectible Card
Game (CCG)

2018 2017

• Top Genres Followed
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ESPORTS FANS ARE DIGITAL NATIVES – AND 
STILL TURN ON THEIR TVS A BIT, TOO

• Claimed Weekly Leisure Time  (% of Leisure Hours)

4%
8%

10%

11%

12%

14%

15%

23%

DIGITAL STREAMING

ESPORTS

READING

VIDEO GAMES

INTERNET VIDEOS

INTERNET (GENERAL USE)

MUSIC

WATCHING TV

Source: Nielsen Esports Fan Insights – U.S. Market
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• Interest in Leisure Activities & Content Types (0-100 Rating Scale)

GAMING IS ESPORTS FANS’ GREATEST PASSION –
AND ESPORTS IS AN IMPORTANT COMPLEMENT TO THIS

Source: Nielsen Esports Fan Insights – U.S. Market

84
74 72

65
56

51 48
39

31

Video
Games

Music Movies Esports Sports Live
Music

Reading/
Books

Podcasts Award
Shows
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THE CROSSOVER IS STRONG BETWEEN FANS OF 
ESPORTS AND (SOME) TRADITIONAL SPORTS

56% 53%

35%

23%
19%

15%

NFL NBA MLB NHL MLS NASCAR

Source: Nielsen Esports Fan Insights – U.S. Market

• Traditional Sports Leagues Followed



12C
op

yr
ig

ht
 ©

 2
01

7 
Th

e 
N

ie
ls

en
 C

om
pa

ny
. C

on
fid

en
tia

l a
nd

 p
ro

pr
ie

ta
ry

.

• Time Spent Engaging with Esports vs. Traditional Sports

Source: Nielsen Esports Fan Insights – U.S. Market

ESPORTS ARE SOURCING TIME FROM TRADITIONAL 
SPORTS – BUT BOTH CAN COEXIST

41% 24% 35%

MORE TIME
ON ESPORTS

MORE TIME
ON SPORTSEQUAL
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CONTENT CONSUMPTION:
KEEPING UP WITH ESPORTS FANS’ APPETITES
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Source: Nielsen Esports Fan Insights – U.S. Market

• Past 12 Month Esports Activity Involvement

8%

13%

29%

44%

48%

72%

Attend a live esports event viewing party

Attend a live esports event

View an esports event on cable/satellite TV

Regularly follow or watch esports content (news,
shoulder programming, etc.)

View a pre-recorded esports event online

View a live stream esports event online

STREAMING – PRIMARILY LIVE – DOMINATES 
ESPORTS BROADCAST CONSUMPTION
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Source: Nielsen Esports Fan Insights – U.S. Market

94%
84%

16% 12%

• Top Claimed Sources for Esports Content/Programming

YOUTUBE AND TWITCH DOMINATE U.S. VIEWERSHIP, 
WITH TWITCH FAVORED FOR LIVE STREAMS

TWITCH IS THE TOP PLATFORM 
FOR LIVE ESPORTS VIEWING, 

WHILE VOD IS MOST COMMONLY 
ACCESSED ON YOUTUBE
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Source: Nielsen Esports Fan Insights – U.S. Market

• Platforms Used to Follow Esports

24%

15%

32%

25%

46%

74%

21%

22%

22%

30%

32%

53%

69%

Tablet

Streaming Media Player

App through a Smart TV*

Cable/Satellite TV

Gaming Console

Smartphone

Computer

2018
2017

PC VIEWERSHIP IS MOST COMMON, BUT MOBILE 
DEVICES & CONSOLES ARE ON THE RISE
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Source: Nielsen Esports Fan Insights – U.S. Market

• Interest in Paying for Enhanced Esports Experiences

32%

16%

21%

21%

23%

25%

27%

32%

Would not pay for any of these

Subscription to insider news coverage

Access to VR viewing experiences

Access to behind-the-scenes event footage

Subscription to dedicated esports news/event channel

Subscription to league that provides ad-free access

Access to premium content/pro tips

Ad-free access to streamed events

ESPORTS FANS EXPECT FREE CONTENT, WHICH 
HAS BEEN KEY TO ITS RAPID GROWTH
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QUESTIONS?
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THANK YOU!
NICOLE PIKE
MANAGING DIRECTOR - NIELSEN ESPORTS
PHONE: +1 513 307 4382
nicole.pike@nielsen.com


