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IEM Katowice 2018 (Counter-Strike)

WHAT IS 

ESPORTS?



1999
First appearance of the term

Difficult to Define for 3 Reasons:

1. Relatively new phenomenon (~25 years)

2. Constant evolution

3. At the crossroads of 4 domains:

• Video Games

• Sport

• Media

• Culture



MAIN 
CONFUSIONS

With SPORTS SIMULATIONS GAMES

esports is only perceived as a video game “genre”

With "EXERGAMES“ and “CYBERSPORTS”

esports is is exclusively associated with the use of a 
videogame as a supportive tool for physical activity

FIRST CONFUSION

SECOND CONFUSION

The International Aegis – DotA 2
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SYNCHRONIC OPPOSITION (BETWEEN AT LEAST 2 PLAYERS OR 2 TEAMS OF PLAYERS)

VIDEO GAMES (INTELLECTUAL PROPERTY OWNED BY THE PUBLISHERS)

ORGANIZED COMPETITION (TOURNAMENTS, LEAGUES, CHAMPIONSHIPS)

ESTABLISHED RULES (VICTORY CONDITIONS, MATCH FORMAT, BEHAVIOUR, MATERIAL, ETC.)
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ONLINE OR OFFLINE

ANY TYPE OF PLATFORM: PC, CONSOLE, MOBILE

AMATEUR OR PROFESSIONAL

ORGANIZED BY THE PLAYERS OR PRIVATE COMPANIES

IN FRONT OF AN AUDIENCE AND/OR VIEWERS

CASHPRIZES AND/OR EQUIPMENTS & HARDWARE

MSI 2018 (League of Legends)  – Paris

A SPECIFIC FORM OF PRACTICE



SYNCHRONIC OPPOSITION OF PLAYERS 

DURING ORGANIZED & CODIFIED VIDEO GAMES COMPETITIONS
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Red Bull Kumite 2016 (Street Fighter V) – Tokido vs Infiltration

2016 LCS NA Spring Split (League of Legends) – TSM vs CLG



ESPORTS SPORTS VIDEO GAMES
EXERGAMES / 

DIGITAL SPORTS

VIDEO GAMES SPORTIZATION

Gamers borrow some of the apparent 
functional characteristics of sport (e.g., 
competition) without necessarily being 

part of the institutional framework of sport.

DIGITIZATION OF SPORT

All video games whose topic is 
to simulate existing real sports.

Sport is turned into bits and bytes, 
or 1’s and 0’s.

DIGITALIZATION OF SPORT

Sport relies on the use of digital tools 
(not necessarily video games) and 

interactions with virtual environments 
for performance, health, education or 

entertainment purposes. 

COMPETITIVE GAMING NON-PHYSICAL VIRTUAL SPORTS PHYSICAL VIRTUAL SPORTS
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Total Prize Money in Esports per Year (1998-2021)
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POPULARISATION
STREAMING PLATFORMS

+ NEW GAMES (LoL / SCII)
+ FREE-TO-PLAY

NICHE PHENOMENON
1st PHASE OF INDUSTRY

INTERNATIONAL STRUCTURING

ACCELERATING TREND
MASSIVE NON-ENDEMIC 

INVESTMENTS

Source (April 2022): https://www.esportsearnings.com/



PLAYERS
PROFILES
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DÉVELOPPEMENT DE L’ESPORT AMATEUR

2018 2019 2020 2021

931 000
Esportif.ve.s
Amateurs

2,2%
Internautes 15+

1 300 000
Esportif.ve.s
Amateurs

2,6%
Internautes 15+

1 200 000
Esportif.ve.s
Amateurs

2,5%
Internautes 15+

1 500 000
Esportif.ve.s
Amateurs

3,2%
Internautes 15+















WHICH 

GAMES?











ESPORTS

ECOSYSTEM
EVO 2018 (Street Fighter V) – Las Vegas





INVESTORS’ STRATEGIES



FANS & CONSUMERS



GLOBAL ESPORTS ECOSYSTEM & LANDSCAPE





PYRAMIDAL STRUCTURE





AFRICA ASIA AMERICA EUROPE





CONSOMMATION 
ET USAGES

FRANCE
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ESPORTS GLOBAL AUDIENCE GROWTH

Esports Enthusiasts Occasional Viewers

Data collected from Newzoo
Nico Besombes – April 2022

+15,2%

+19,6%

+19,2%

+17,9%
+0,7%

+9,5%

+12,3%

+8,7%

+185,3%







ÉVALUATION 
DU MARCHÉ

MONDE & FRANCE
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ESPORTS GLOBAL REVENUE GROWTH

+67,5%

+51,7%

+32,9%

+32%

+10,7% +1,7%

+16,7%

+21,8%

Data collected from Newzoo
Nico Besombes – April 2022
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Association Loi 1901
soutenue par le

Secrétariat d’État 
en charge du Numérique
(Ministère de l’Économie, 

de l’Industrie et du Numérique)

CRÉÉE EN  
AVRIL 2016

Nos missions :

À PROPOS DE FRANCE ESPORTS

1. PROMOUVOIR ET DÉVELOPPER L’ESPORT DE MANIÈRE DURABLE 

à l'échelle locale, nationale et internationale.

2. RASSEMBLER TOUS LES ACTEURS DE L’ESPORT au sein d'une 

plateforme de collaboration efficace et d'un canal de 
communication fédéré.

3. Agir à titre de REPRÉSENTANT PRINCIPAL AUPRÈS DES POUVOIRS 

PUBLICS en ce qui concerne la facilitation d'une concurrence 
équitable dans l’esport.




