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Abstract This study aims to diagnose and analyze the business model of domestic e-sports industry and draw its
implications. In-depth interviews with business executives of the e-sports teams, the e-sports media, the e-sports
stadium and the game companies was had to identify the cost and revenue of each e-sports industry. The results
was that the revenue of the e-sports team, stadium and game company mainly consisted of the sponsorship of the
parent company. And main revenue of e-sports media was advertising, subscription fees and copyright income,
whereas their expenses was the production costs. Especially the purpose of sponsorship of the game companies was
not the profit of e-sports, but the promotion of the parent company game. Result implies the necessity of the
development of revenue sources, executing the admission ticket charge in stadium and the development of new
sponsorship. This study is expected to contribute to opening the new area of the business model of the e-sports
industry that was not nearly so far treated, and consequently the development of the e-sports industry in Korea.
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Table 1. e—Sports industry scale[11]

unit: 1,000won
division estimated sub Total
sales
Broadcasting 37,230,000
streaming
Media [portal 13,640,000
direct .
sale On/off 'Ilne 6290000 83,030,000
media
club 21,270,000
competition 4,600,000
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Fig. 1. Worldwide market for eSports
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