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About GotFrag
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GotFrag is a leading
website destination for
competitive computer
gamers world-wide with
coverage of 11 leading
game titles including
Counter-Strike 1.6,
Counter-Strike:Source,
BattleField 2, Day of
Defeat, Warcraft 3 and
many others.
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What Is e-Sports?

Not just gaming...
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What e-Sports is NOT.

e e-Sports is NOT just computer gaming
e e-Sports Is NOT just competitive gameplay
o e-Sports is NOT just online or on LAN

Sept. 15th, 2006 5



What e-Sports is...

o Competitors (Teams, Players)

e Hosts (Leagues, Tournaments, Events)
 Media (TV, Streaming, Websites)

 Games (Publishers and the Games themselves)
e Sponsors, Advertisers

 Most importantly...
— COMPETITION
— FANS
— ENTERTAINMENT

Sept. 15th, 2006



Elements of e-Sports

e Truly International
e Many “Sports” (Games) in one Sport

e Defining the next generation

— “Show me the games your children play and | will
show you the next 100 years...”
— Anthropology Quote from SmartBomb
— By Heather Chaplin and Aaron Ruby

e Online and OnLAN both

— Online = USD$ 11 BILLION by 2011 (BusinessWeek
Nov 2005)

 Convergence
 Gaming + Gamers + Media + Internet = Entertainment
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Who Is e-Sports?

Not just gamers...
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Who e-Sports is...

e 99% 18-34y.0 Young Males

— 81% of GotFrag Readers are
17+y.0.

— 40% of GotFrag Readers are
21+y.0.

— 49% of GotFrag Readers are 18-
24y.0.

Competitors
e Fans

Opinionated, Decision Makers
and Decision Influencers

Sept. 15th, 2006

GotFrag Poll — 8/1/2006

How much time do you spend
gaming per week?

Less than an hour 3.90%
1-2 Hours 1.95%
3-5 Hours 8.91%
6-10 Hours 13.57%
11-15 Hours 11.96%
16-20 Hours 15.01%
21-30 Hours 14.08%
31-40 Hours 8.23%
More than 40 Hours 22.39%

9




Gamers

* "Everyone -- even luxury goods clients -- realizes that
the twenty-something male is off playing video games,
not watching TV.”

— Arden Doss, managing director of Propaganda GEM
» Boston Globe, December 5™, 2005

 The average gamer is 29 and spends more time playing
games than engaging in traditional forms of
entertainment such as watching TV or going to the
movies.

— Entertainment Software Association Survey 2004.

e Online gaming all night: Cool. Hour after hour
downloading MP3s and porn: No problem. Thirty
seconds so you can try to sell me something? Outta

here. How the 18-34 male is reinventing advertising.
— Wired Magazine, August 2004

Sept. 15th, 2006 10



e-Sports speaks to the right people

e e-Sports fans and competitors
are the audience that every
sponsor and advertiser wants
to talk to...

— 18-34y.0. Young Males
— Less TV, more gaming

e Shift in advertising strategies to
reach this audience through e-
Sports opportunities

Sept. 15th, 2006

GotFrag Poll

Top Uses of their Broadband

Gaming 60.60%
Downloading 15.00%
Everything 2.09%
Music 2.39%
Movies 1.72%
Gotfrag 0.75%
Browsing 10.97%
Chat 2.84%
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e-Sports In the U.S.

Genres/Games

Leagues/Events

Teams/Players
Fans
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GotFrag Nation’s Ranking (CS)
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— All major tournaments
world-wide

— All major teams world-
wide
— Counter-Strike only

(NO Warcraft QI‘ http://www.gotfrag.com/cs/nationsranking/
Starcraft ranking yet)
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Genre’s US Gamers Play

=

e First Person Shooters (FPS)
 Real-Time Strategy (RTS)

* Fighting Games

e Casual Games

e Sporting and Racing Games

Sept. 15th, 2006 14



Games U.S. Gamers Play

e e-Sports Games

Counter-Strike 1.6
Counter-Strike: Source
Halo 2

Quake3 & Quaked
BattleField 2

Call of Duty

Day of Defeat

Day of Defeat: Source
Warcraft Il

Dead or Alive

Tekken

Sept. 15th, 2006

“Casual” Games

— Poker

— World of Warcraft
— Racing Games

— Sports Games

— Solitaire

15



Online Leagues (U.S.)

* Cyberathlete Amateur League (CAL) —
www.caleague.com

— Founded in 1997, over 450,000 registered competitors
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e Cyber Evolution (CEVO) - www.cevolved.com
— Founded 2004, Over 5,000 registered competitors.

e Global Gaming League (GGL) — www.ggleague.com
e Online Gaming League (OGL) — www.worldogl.com

Sept. 15th, 2006 16


http://www.caleague.com/
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http://www.ggleague.com/
http://www.worldogl.com/

Online Leagues In the US

 Have an advantage

— US is larger geographically (increased travel costs for
teams and players)

— Non-endemic sponsors are still figuring out e-sports
— Broadband access is very available
— Hi-powered computers at home

e Positive Growth
— In 2000, there were 2 major online leagues

— In 2005, there were 4 major online gaming leagues
and dozens of smaller leagues, including publisher
run leagues

Sept. 15th, 2006 17



" OnLAN - Tournaments (U.S.)

e Cyberathlete Professional League (CPL)

— Over past 9 years, 50 Tournaments, 250,000
competitors and USD$3MM in prize money

o World Series of Video Games (WSVG)

— Launched in 2005, Circuit of 8 events world-
wide

* Global Gaming League (GGL)
e QuakeCon
 Championship Gaming Series (CGS)

Sept. 15th, 2006 18



Other OnLAN Events

e Others (holding qualifiers in the US):
— E-Sports World Cup (ESWC)
— World Cyber Games (WCG)
— Kode5
— World e-Sports Games (WEG)

e Positive Growth:
— In 2000, there were 2 Major OnLAN events
— In 2005, there were 5 Major OnLAN events and 40+
regional events

Sept. 15th, 2006 19



Teams (U.S.)

=

« Team Complexity (colL)
« Team3D (3D)

e Team EG (EG)
 Pandemic (pan)

e United5 (U5S)

e Jax Money Crew (JMC)
* Aggression (AGN)

Sept. 15th, 2006 20



Teams (U.S.)

 Intel, NVIDIA and a few others are the only
sponsors of teams

* Very little non-endemic sponsors involved

 Teams are multi-platform/genre
— Counter-Strike 1.6, Quake, WC3, DOA

Sept. 15th, 2006 21



Fans (GotFrag stats)

e e-Sports fans in the US are a distinct population
from gamers. They are the tip of the spear.

e 2.0+ MM unique visitors to GotFrag.com monthly,
50% from US

 60% of GotFrag users play 15 or more hours per
week

* 80% of GotFrag users read the site dalily
 Over 4MM comments and posts

 Over 6MM downloads of game recordings,
demos and replays
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What's Next?

e-Sports 2.0
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Challenges

o “Soft” celling today
— Same Sponsors, largely endemic
— Capital pool is largely fixed
e Mainstream media attention/coverage

e More fans
— Awareness of gaming as a sport

Sept. 15th, 2006 24



Focus

=

e On Fans and Entertainment value

 Where e-sports in the US lags behind
everyone else world-wide Is on the
emphasis on fans.

— U.S. e-Sports scene Is perhaps 2 years
behind Korea and one year behind EU

 Paid Pros, “Real-world” League structure
 International

Sept. 15th, 2006 25



Standardization

e Games
— Which ones?
— Integrating New Games

e Platforms
— PC and Consoles

e Rules
— Rulesets and tournament formats for each Game

* Logistics (PC configurations, network, etc)
 Media Integration

Sept. 15th, 2006 26



The Future Is bright

=

e Continued growth

e Better communication between organizers
 More mainstream media attention

 More competitors

 More fans

Sept. 15th, 2006 27
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Conclusion

Questions welcome

http://www.gotfrag.com
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iNnternational
e—-sports
Symposium

China eSports Status

15 September 2006

Head officer, LIU Yuan Fu
Administration Department,
China General Administration of Sport.
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PR -7 S 52 Distinguished guests:
KZ 1! Good morning!
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First, on behalf of the General Administration of Sport of the P
eople's Republic of China(GASP) and All-China Sports Federa
tion, | would like to thank the Ministry of Culture and Tourism
of the Republic of Korea and the Korean Game Development a

nd Promotion Institute for their invitation and wish this Interna
tional Forum on E-Sports Gaming a great success !
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The topic of my speech today is the Thriving Economy of E-Spo
rts Gaming in China.
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In November 2003, the General Administration of Sport of the

People's Republic of China declared E- -Sports gaming to be the
99th sport officially recognized in the People's Republic of Chi
na. Over the past few years, E-Sports gaming has maintained a
fast yet stable pace of development thanks to the support from

the government, the enterprises, the media, the E-Sports gamin
g aficionados and people from other social sectors.
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the status quo/present situation of E-Sports gaming in China
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the conditions and environment for the development of E-Sports
gaming
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The rapid development of the high-tech industry and the popula
rization of the internet have created a sound environment for th
e development of E-Sports gaming in the world. The situation i
s the same with China.
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In 1999, E-Sports gaming in China saw its embryonic stage of de
velopment. Up till 2003, the number of net subscribers in Chin
a has reached 50 million, which constitutes a sound mass base
for the development of E-Sports gaming in China and makes it
possible for the E-Sports gaming to be enlisted as a sport offici
ally recognized by the government.
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As a result of the development and application of the internet tech
nologies, the number of net subscribers in China has surged to
123 million by the end of 2003, with more and more people su
pporting and joining in E-Sports gaming. The number of peopl
e directly involved In E-Sports gaming and those who have sh
own their Interest in the sport has surpassed the total number o
f 50 million net subscribers in China for the year 2003, making
China the world's biggest E-Sports gaming market and laying
a ﬁOhd foundation for the development of E-Sports gaming in
China
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In November 2003, the General Administration of Sport of the
People's Republic of China (GASP) declared E-Sports gaming
to be the 99th sport officially recognized in China. In order to |
ead E-Sports gaming out of the shadow cast by the negative In
fluences associated with internet gaming and promote the healt
hy development of the new sport, the General Administration
of Sport of the People's Republic of China (GASP) and the Al
I-_%:hi]pfa Splcl)rts Federation has done a great deal of work that p
aid off well.
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They intensified theoretical research on E-Sports gaming. Whil
e recognizing the similarities between E-Sports gaming and int
ernet gaming, they emphasized more on the fundamental differ
ence between the two by classifying E-Sports gaming as a heal
thy, civilized and promising sport event.
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Besides, they tightened up their management of E-Sports gaming
by adding it to the Sport List of GASP. While trying to gain supp
ort from government, they have also interacted well with the med
la, the enterprises, the E-Sports gaming aficionados as well as pe
ople who have shown their interest in and support to the sport. By
now the concept of E-Sports gaming has been widely accepted by
the society and a good social image for E-Sports gaming has been
built. There has been a rapid increase in the number of participant
s in E-Sports gaming. Corporate involvement is also growing. A
amenable environment for the sport is taking shape.
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the development of E-Sports gaming contests and professional
clubs
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From 2003 to 2006, E-Sports gaming events mushroomed in
China. Renowned international events such as WCG,ESWC an
d CPL have made their presence in China.
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In march 2004, China's first nation-wide E-Sports gaming contes
t-China E-Sports Gaming(CEG)-was born, marking the develo
pment of China's E-Sports gaming toward a more professional
level. Over the past three years, CEG has successfully passed t

wo stages of development and entered a new round of fast-pac
ed development.

AN

=

Alml

11



FEEEEE RS

Huy, A E AR w5 R SR 52002 28, HRMV R F
sehiizsh iR N, HPafEt a4 rWNV. WE. B
ETEEIR, SRESEPHIER, HREEHAELE
etz msn g 1 b E RN FE 5w R AR

Currenly, there are more than 200 professional E-Sports gaming ¢
lubs in China with more than 10 thousand professional E-Sport
s game players. World-famous clubs such as WNV,WE,BET a
nd world-class players such as Chun Jung-Hee and ??? have al
so joined China's professional E-Sports gaming clubs.
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Performance continues to rise with initial success In international
contests achieved
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For the past few years, the All-China Sports Federation has, on t
he one hand, made great efforts to professionalize E-Sports ga
ming by fostering professional clubs and setting up incubators
for professional players, and on the other hand, organized a ser
les of competitions in the hope of building a stage for players.
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We have also set up a national team by way of selective trials t
o0 represent China In international events. In the E-Sports Gami
ng World Cup held in France this year, the All-China Sports F
ederation sent a team to the World Cup for the first time. The d
elegation won the third place in the Watercraft and the CS (Wo
men) events, showing our strength in the sport.
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[1. Government management of E-Sports gaming in China
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In 2003, E-Sports gaming was announced an official sport in C
hina by GASP. All-China Sports Federation was charged the r
esponsibility of managing the new sport. The scope of the Fed
eration’s responsibility includes planning and policy making, g
uiding the development of the sport nationwide, and licensing,
administering and monitoring the events at all levels.
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There are many E-Sports gaming events in China but they are p
oorly managed. Teams are randomly set up to represent China
In International events. Some events are held without the endor
sement of the sport administrations at appropriate levels. These
phenomenons are against the Sport Law of People’s Republic
of China and negatively affect the development of E-Sports ga
ming.
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After two years of research and preparation since the announcement of

E-Sports gaming as an official sport, the GASP and the All-China S
ports Federation will introduce a series of regulations to foster and
manage the E-Sports gaming market. The regulations will be based
on such provisions in the Sport Law as “Athletes should be selected
on the basis of fair play and performance to form teams in important
national and international events. The sport administration under the
State Council stipulates the implementation measures.” and “The Sta
te has the right to classify and categorize sport events.” The introduc
tion of the regulations will create a healthy and orderly environment
for E-Sports gaming enthusiasts and professionals.
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Promoting the development of E-Sports gaming economy
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On July 26, the GASP and the General Administration of Press
and Publication jointly sponsored the International Summit For
um on E-Sports Gaming Economy in Shanghai. The Forum in
vited representatives from relevant Ministries of China, Chines
e and overseas event organizers, software programmers and ha
rdware manufacturers as speakers and attendees
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= |t was the first time China sponsored an internal forum on the
E-Sports gaming economy. The Forum updated people on the |
atest developments of E-Sports gaming, explored fundamental
strategies for promoting the E-Sports gaming economy, and bu
It a platform for cooperation and exchange. Given the precedi

ng, the Forum significantly pushed forward the development o
f E-Sports gaming.

LLI-l
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Strengthening international cooperation and exchange
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In July 2006, the All-China Sports Federation and the E-Sports
Gaming Association of Korea decided on carrying out full-scal

e cooperation In event organization, operation and managemen
L.
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We are willing to establish good cooperative relationships with
E-Sports gaming authorities as well as the professionals of all
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Meantime we hope that the Chinese laws and regulations, as w
ell as international sport norms, will be respected. Organizers

wishing to hold events in China should contact the All-China S
ports Federation first and obtain the approval from GASP. We
would like to work with you to promote the healthy developme
nt of E-Sports gaming in China and in the world.
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[11. The future of E-Sports gaming in China

%%,&MHﬂWﬁﬂ%?ﬁﬁﬁwmﬁﬁﬁﬁfﬁﬁﬁo
R S T e BRI N R B SR, 3T H T
ﬁﬁmﬁﬂ%%ﬂﬂ%ﬁw,ﬁ*%%%%%%ﬁ@&,
WAL Ta TR B TR RIE S = 7K s s i, e b F 15w
(IR R, ¥ KRBT wBAH i I &k e, 563%
T ow B Mg Sk .

Our goal for the future is to seek rapid development of the E-Spor
ts gaming economy. China will further industrialize and profes
sionalize E-Sports gaming mainly through E-Sports events. W
e will enhance our event system, select and foster high perform
ance athletes, promote the development of professional clubs,
expand the growth of related industries, and strengthen the link
s on the industrial chain of E-Sports gaming.
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It is our conviction that in light of the advent of the informatio
n age, the support from the government, the promotion by all t
ypes of media, the related industrial development and regulatio
n, the growing involvement of gaming enthusiasts, the strength
ening of the industrial chain, and the increasing corporate invo
lvement, the Chinese’s people’s engagement with E-Sports ga
ming will add to the infinite charm of the sport.
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Lastly, on behalf of the GASP and the All-China Sports Feder
ation, | would like to thank all the people will care about and s
upport E-Sports gaming in China. The Chinese government w
ould like to join hands with other countries in the world to wor
K for tlge development and prosperity of E-Sports gaming in th
e world.
BUAS IR B FEL 7 S 1 TR T B i 1l 2 !

| wish the International E-Sports Gaming Forum a success!
A KK

Thank you!
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Facts Gaming Industry Sweden

3 000 000 000 SEK turn over gaming industry in Sweden 2005
600 000 Swedes buy a minimum of 1 game/year

200 000 people play Counter-Strike in Sweden

35 000 swedes compete i e-sport-tavlingar

3 000 SEK a "gamer” spends on film and music per year
(average spending ca 1 300 SEK)

35,5 % more books bought by "gamers” (Compared to the swedish average)
29 year old avarage age for a PlayStation2-buyer

36 years old vid computer games.

24 minuter per visit spend in Gaming website forums on average

8 of 10 Swedish teenagers use MSN-messenger, Skype etc

First generation gamers 30-35 age



European Gaming Market - Pers

= History

= 1996

= Quake

= Gaming centers “Inferno Online”, “Nine”
= Lan Parties

= Infrastructure, broadband

= Clubs NiP, Fnatic & SK




Youth Culture

According to research young men, 18-35 years old, spends more and more
time on the internet. TV viewing has decreased sharply amongst this group.
This has had huge impact on big advertisers that now try to find new ways to
find their target groups!

22% TV ‘- AN 9% watches

2= movies on PC

4% music

P

22% surf Internet 16% play computer games



General statistics (2005)

= 49 % E-malil

= 35% Seek information
= 16% Arrends

= 14 % News

= 7% Chat/discussion
= 5% Magazines

= 4% Play games

= 1% Radio

= 1% Movies




Internet — Youth (9-16 years old)

= 58% Play Games

= 54% Download music
= 43 % Surfing

= 34% Download software
= 24% Hobby websites
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THE WORLD 'S LARGEST COMPUTER FESTIVAL




Worlds Largest Lan party.

= 2 times per year DreamHack event at Elmia in Jonk6ping, Sweden

= DreamHack Summer, v 24, 16-19 Juni

= DreamHack Winter, v 47, 24-27 November

= Gender ca 94% male, 6% female

= DreamHack gathers almost 2% of all males in Sweden between 15-25
= DreamHack used 2005 over 25 000 squaremeters
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Wonder of the Swedish e-Sport scene.

The disposable income

= Small country, fast to adopt to cultural changes.
= [Language

=  Competitive mentality (Vikings)

=  The winter

= Gaming center cultural

= |nfrastructure: Broadband, DSL
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Wonder of the Swedish e-Sport scene.

30% of Nordics

Team Europe GGL All star Game at E3 2006. 60%

Total of 15 players nominated

6 .se [40%]
3 .no [20%]

Final Team 100% Nordic (60% .se) —_— =
- I - = 34 “ B .

- o
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ELECTRONIC SPORTS

WORLD CUP

INTRODUCTION TO ESWC 2006

1 - THE GAMES

YUAKU 4

jﬁ PlayStation.2 <&
A SRR

icl
Counter-Strike - PC $ 160,000
Counter-Strike Women - PC $ 40,000
Pro Evolution Soccer 5 $ 40,000 PRIZE MONEY FOR
Warcraft 11l - PC $ 40,000

Trackmania Nations / ESWC - PC  $ 40,000
Gran Turismo 4 - PS2 $ 40,000



ELECTRONIC SPORTS ESWC 2006 ASSEMBLY

WORLD CUP BARCELONA

INTRODUCTION TO ESWC 2006

3 - THE SCHEDULE

‘ October ‘November ‘ December | January February March April Y June

A A

July ‘ August ‘September‘ October ‘November‘

ESWC 2006 ASSEMBLY
9-10 DECEMBER 05
BARCELONA, SPAIN

ESWC 2006 PRELIMINARIES
JANUARY > MAY

~50 COUNTRIES ESWC 2006 GRAND FINAL
27 JUNE > 2 JULY 06
NATIONAL FINALS POPB PARIS, FRANCE
APRIL > JUNE

~50 COUNTRIES




ELECTRONIC SPORTS ESWC 2006 ASSEMBLY

WORLD CUP BARCELONA

INTRODUCTION TO ESWC 2006

5 - THE GRAND FINALE LOCATION

PARIS BERCY
15 000 SEATS

5 000 M2 OF SPACE
CENTER OF PARIS

ONE OF THE MAIN

INDOOR SPORTING
ARENA OF EUROPE




ELECTRONIC SPORTS ESWC 2006 ASSEMBLY

WORLD CUP BARCELONA

INTRODUCTION TO ESWC 2006

6 - REFERENCES OF BERCY

MADONNA

U2

MARIA CAREY

THE ROLLING STONE

PINK FLOYD

NBA ALL STAR SHOW
TENNIS DAVIS CUP

JUDO WORLD CUP
SUPERCROSS WORLD CUP

Q9 99 9 9 9 99



ELECTRONIC SPORTS

WORLD CUP




ELECTRONIC SPORTS ESWC 2006 ASSEMBLY

WORLD CUP BARCELONA

INTRODUCTION TO ESWC 2006

[ - SCHEMATIC SETTING UP

Main Entrance
Partners village
showcase

Lounge VIP
Business
Press Centre
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ELECTRONIC SPORTS

WORLD CUP
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ESWC 2003

THE REVOLUTION

3

U 32 licensed countries for the 4 months qualifying world tour = Host place :Futuroscope Park,
U 150 000 gamers entering worldwide preliminaries Poitou Charentes, Vienne

U 500 gamers gathered for the Grand Final

O 156,000% of prize money = Official Partners : Nvidia,

0 150 journalists attending the event Atari, Olidata, La Fnac

U 10 000 spectators

O 18 hours of TV Broadcast = Operation Partners : Cable &
U 150 000 spectators live on the net streaming video Wireless, PNY, Nortel

U 140 000 results on the subject on Google Networks, Microsoft Xbox...

STRICTLY CONFIDENTIAL
© GAMES-SERVICES SA
PARIS - FRANCE

www.ames-services.com




ESWC 2004

THE WIDE AUDIENCE ATTRACTION

3

U 40 licensed countries for the 5 months qualifying world tour = Host place : Futuroscope Park,

U 250 000 gamers entering worldwide preliminaries Poitou Charentes, Vienne

U0 600 gamers gathered for the Grand Final

O 210,000% of prize money = Main Partner : Nvidia

4 220 journalists attending the event

0 35 000 spectators = Official Partners : Intel, France

4 30 hours of TV Broadcast Telecom, Olidata, La Fnac

U 380 000 spectators live on the net streaming video

U 450 000 results on the subject on Google = Operation Partners : Konami,
Sennheiser, Dreamcatcher, Atari...

STRICTLY CONFIDENTIAL
© GAMES-SERVICES SA
PARIS - FRANCE

www.ames—services.com




ESWC 2005

THE LOUVRE WITH PANACHE

U 52 licensed countries for the 6 months qualifying world tour
O 250000 gamers entering worldwide preliminaries

U 700 gamers gathered for the Grand Final

O 266,000$ of prize money

O 350 journalists attending the event

U 24 000 spectators

4 150 hours of TV Broadcast

U 520 000 spectators live on the net streaming video

U 1 350 000 results on the subject on Google (18/07/05)

ELECTRONIC SPORTS WORLD CUP

= Host place : Le Carrousel du
Louvre, Paris, France

= Main Partner : Nvidia

= Official Partners : Intel, BNP
Paribas, Medion, Région lle-de-
France, La Fnac

= Operation Partners : Konami, Xray
Technology, Sony Playstation,
Blizzard, Logitech...

STRICTLY CONFIDENTIAL
© GAMES-SERVICES SA
PARIS - FRANCE

www.ames—services.com

e



ESWC 2006

LIVE SHOW AT PARIS-BERCY

3

4 54 licensed countries for the 6 months qualifying world tour = Host place : Palais Omnisport de
U 450000 gamers entering worldwide preliminaries Paris Bercy (Bercy Arena)
U 753 gamers gathered for the Grand Final
O 400,000% of prize money = Main Partner : Nvidia
U 424 journalists attending the event
O 22 500 spectators = Official Partners : Intel, Orange,
4 300 hours of TV Broadcast Sony Playstation, Logitech, Région
U 6 060 000 results on the subject on Google (10/07/05) Ile-de- France, La Fnac
= Operation Partners : Konami, Nova,

Asus, LG, Nokia, Nadeo, Sega, Goa...

STRICTLY CONFIDENTIAL
© GAMES-SERVICES SA
PARIS - FRANCE

www.ames—services.com
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ELECTRONIC SPORTS - eSPORTS

» The understanding of video gaming as a
competitive, emotionally charged
sport

 The gaming industry‘s total
revenue is higher than the total
turnover of the Hollywood industry
every year

(Source: Financial Times, Aug. 2005 )

* Approx. 1.5 million online gamers in

Germany
(Quelle: Nielsen//Netratings, Jan. 2003)




ELECTRONIC SPORTS LEAGUE (ESL)

 The ESL is a dating platform for
computer-players

_ _ : Proffesionals
* Players compete against one another in B
- . . . ro series
various disciplines 1 5% User

» The ESL offers every single player, f
amateur or professional, a relevant = ESL Amatour Sorlos
competition with likeminded people ﬁ‘ 0 % User

Ladder / Tourneys

Amateurs




TURTLE ENTERTAINMENT

* Medium-sized company in Cologne,
Germany

» Over 50 employees and more than
600 administrators

» eSport considered as a vision and
passion

» Establishment of the Electronic Sports
League (ESL) in the year 2000




THE TARGET GROUP

intellectual

* Young, dynamic, innovative

nnnnn

* 50% of the users are aged between 16
and 18 years and are therefore very
aware of the branded goods industry
sector

Inmavative

» The average purchasing power of a
user amounts up to 120 Euros per

Age Distribution among ESL Users
month
» Detailed user profiles as a result of a -
survey in cooperation with the university
of Essen, Germany (50,000 participants) = I II i
i lii.ii-
- 14 15 16 17 18 189 A N 2 10 M B ¥ IT other




PRODUCT RANGE

National International

PRO SERIES




ESL: INFORMATION AND FACTS

« 1,000 leagues for 100 different games

* 100,000 different users visit the website
every day 100 Mio

 More than 100 million page

impressions and 680,000 unique users
per month

» 560,000 active users - one of the largest
online communities in Germany Se s

2005

April 2006:
102.515.000 PI's

2008




ESL: OVERVIEW
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National International
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EPS: INFORMATION AND FACTS

« The ,Premier League” of eSports

e The 200 best German players

compete against one another in
different disciplines

* The most important matches are
shown live on TV and via IPTV

» 11 Intel Friday Night Games in front
of 650 — 1,000 viewers each event

» Spectacular final-event at the end of
each season

| + 140,000 Euro prize money per
season




Online

Multimedia

Bt i
1 el ::-»-...q_.:-.._m.‘i—__ 0
e

Presse

Event

Kommunikation
20 40 60 80 100%

2007

B W

Timeline

| B |

ELECTHONIC

SPORATS LEAGUE




National International




ENC: IMFORMATION AND FACTS

 European Championship of eSports

e 27 national teams compete against one
another in different disciplines

 The tournament involves a

gualification- and group-phase and a
final event

* A lot of matches are broadcasted on TV
and via IPTV

« Spectacular final event at the Games
Convention

| ¢ 50,000 Euro prize money
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major events each Season

EUROPEAN INTEL FRIDAY NIGHT GAME

The roadshow of the Extreme Masters will take

the art of designing an eSports event to a
higher level:

= Major events in Paris, London, Hamburg,
Stockholm

= Kick-off on Games Convention 2006

= eSports live in front of an large audience all

over Europe with up to 750 spectators per
event

= enhancing the Intel Friday Night Game
reputation to an international level




ESL MASTERS: INFORMATION AND FACTS

» ,Champions League* of European
eSports

 The winners of the EPS from 24

European countries compete in 3
disciplines against one another

* Top matches are shown live on TV and
via IPTV

* 5international Intel Friday Night

Games per season in European
metropolis in front of 7,500 viewers

» Final-event over several days' duration
» 150,000 Euro prize money




ESL MASTERS: OVERVIEW

Online
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eSPORTS AWARD: INFORMATION AND FACTS

o« ,Oscar” of eSports

« The most remarkable achievements
in eSports are honoured by well-known
personalities

« Award ceremony in line with the
annual Games Convention and
international guests

e Live broadcast of the award show
« Large mediaresponse




eSPORTS AWARD: OVERVIEW
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EVENTS

Intel Friday Night Games

Intel Friday Night Game I
srpanired iy ElECIronic Sports League




INTEL FRIDAY NIGHT GAME

e eSports live!

» Two top-games of the EPS are carried
out offline in front of a large audience

» Up to 1000 spectators

11 events per season in the major
German cities

* Professional commentators,

interviews with players and comments
from gaming experts




PRO SERIES




FINALS

» Every season’s final matches take place
in front of a huge audience

* They last for 3 days

 The event is carried out in a German
metropolis

* Professional commentators, interview
with players and comments from
gaming experts

* Free-gaming-areas, workshops and
raffles top off the show

untel Friday _ﬂ!ﬁlﬂamn

T nn'll‘ ——

ELECTHONIC
SPOATS LEAGUE




Intel Friday Night Games

intel Friday Night Game

Finals Games Gonvention




GAMES CONVENTION

 Biggest exposition in Europe
dedicated to computer and video games

e 134,000 visitors in 2005

» ESL presented itself on more than
2,500 gm in 2006

TV-and IPTV-coverage
ENC finals
eSports Award ceremony

Extreme Masters Qualifier Sweden g\

ELECTHONIC
SPOATS LEAGUE




TIMELINE 2006
Q1

International Events

National
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2007




The 1t International eSports Symposium

- Korea eSports -

15 Sep. 2006

Korea eSports Association
Director, JE Hun-ho

KeSP. \S

EA e-SPORTS ASSOCIATION
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1. History of Korea eSports

KeSP e

KOREA e-SPORTS ASSOCIATION

B On the basis of the world most developed IT infrastructure, Korea eSports became a new leisure culture.
B eSports popularization led participation of many companies and Big league of eSports formed
M Increasing attention on eSports in the world, international intercourse increased

Late 90" ~ 2000

A

'01 ~'03

V‘_

‘04 ~ Present

\ 4

A

v

Quickening Period

Growing Period

Stable Period

B Global Fever for StarCraft
M Increase of Cyber Café

and Small Tournaments
B Activated from Manias

M Professional eSports
systematically Organized
B Participation of companies

in eSports activated
B eSports Internationalization

B eSports promotion by the gov'’t

M eSports became popular and
enlarged

B Big companies actively
participated in eSports

B eSports intercourses expanded
in the international level

[> 15t eSports League Start
> 15t Professional Gamer
— SHIN Joo Young
[> 1st eSports Team - Chung-oh SG
> 15t eSports TV Channel
- Ongamenet

[> Korea eSports Association
founded

[> Registration rules for pro-gamers

> Main matches became
Big-Events

> WCG launched

> 2 big cable TV stations operated

the league

> Professional eSports Team
League started

> ‘eSports Forum for Development
(Ministry of Culture and Tourism Korea)
> Birth of the world biggest league

('120,000 on-site spectators’ recorded in
Pro League)

> Big Companies founded eSports teams

(The number of professional gamers with
high salary got increased)

> Many global eSports events by Korea
activated (WCG, WEG, IEF, WEF, etc.)




2. Korea eSports Status

EA e-SPORTS ASSOCIATION

M After 2001, eSports stepped into the growth period and the numbers of gamers dramatically increased
B ‘Games’ settled down as a representative youth cultural code, which enjoyed by half of Koreans

Total number of Number of internet .
Year : Portion
internet user users for game
2005 33,010,000 18,350,000 55.60%
2004 31,580,000 16,930,000 53.60%
2003 29,220,000 17,230,000 59.00%
2002 27,260,000 11,990,000 44.00%
2001 24,380,000 5,800,000 23.80%
2000 19,040,000 4. 070,000 21.40%
1999 9,430,000 1,830,000 19.50%

[Source: ‘Survey on Information-oriented Status by Ministry of Information and Communications]



2. Korea eSports Status

A. Basic Infra for eSports

KeSP e

KOREA e-SPORTS ASSOCIATION

B After ‘the pro-gamer registration rule’ in 2000, the pro-gamers, registered in 24 official games,

managed well systematically

B Pro-eSports popularization raised the pro-gamer’s position
B ‘Pro-gamer’ became the most favored job among the youth and the number of pro-gamer got

more than double

300

250

200

150

100

50

Change in number of registered pro-gamers

/ 280

Number of Pro-gamer

237
19

172

¢{31

‘01

‘02

'03

'04 '05 1st  '05 2nd
half half

'06 1st
half



2. Korea eSports Status

A. Basic Infra for eSports

B 11 Company Pro-game Teams are participating in the eSports League (SKY pro-league) now

l Due to the increased recognition of pro-gamer, direct participation of each company in eSports
field increased through game team establishment

B Due to the growth of companies’ participation, the operation of league became larger and

focused more on team events

Game Team name and Company Category

KTF ‘m» SAMSUNG Hanbit Stars
Telecommunications (= Digital Media ~ o™ Game Development
W SK Telecom "”"E’E:, PANTECH |- LECAF
Telecommunications € N Mobile phone terminal W Sports Fashion
mMEec MBCgame @ cJ i Ongamenet
eSports dedicated TV é E‘- ﬂ‘m"‘ eSports dedicated TV
GAME channel Group F : Channel
Stx STX . eNature
<< rILiL Ship building Cyber Café Franchise

Kt-'_-SPl-;e

KOREA e-SPORTS ASSOCIATION
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2. Korea eSports Status A. Basic Infra for eSports KeSPl-;e

KOREA e-SPORTS ASSOCIATION

B With the StarCraft popularity, other games are tried to eSports
Bl Open & participative total tournaments as a family leisure culture

Supporting for participation

in International tournaments
Total Tournaments

(KeSPA CUP, etc.) eSports Internation

>

ain Popularity > Popularized eSports

> Expanded eSports games
> Internationalized eSports
> Increased public participation

to eSports /

Korea eSports Association

The World Largest
Pro-League

Other tournament
Gain/Popularity with different games
Approval / Support

Regional Tournaments  Expansion of Official Games
Approval / Support

Amateur
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A. Basic Infra for eSports KeSPA

KOREA e-SPORTS ASSOCIATION

Ex) eSports League

Outline

League Title - SKY Pro-league (launched in 2003)

Participating Teams || 11 pro game teams registered in KeSPA
4 N [ N
July '04 SKY pro-league 2004, 1st Round Grand Final with “100,000 Spectators”

Major Results July '05 SKY pro-league 2005, 1st half year Grand Finals with “120,000 Spectators”
- AN J

(SKY pro-league 2005 Grand Flnals in Kwang- han -ri)



2 n KOI‘ ea es por ts Sta tus A. Basic Infra for eSports WK%§£R€

B Tournaments, held at a small size, became larger and settled down as a regular league

B Except StarCraft, another eSports leagues are building now(‘06)
- Special Force, Sudden Attack, FIFA ONLINE, etc.
M In the stable period (after '04), many youths are enjoying participative and watchful digital leisure

from mania sports

'99 '01 03 '05
Tournament : 72 times 93 times 150 times 278 times
Prize : US$ 1.6mil US$ 3.2mil US$ 4.2mil US$ 5.2mil

187 144

©
w

72

98
B Number of

Tournaments

B Prize Money

‘99 ‘01 ‘02 ‘03 ‘04 ‘05



KOREA e-SPORTS ASSOCIATION

2. Korea eSports Status A. Basic Infra for eSports KeSPAE

M In Dec, '05, eSports Stadium opened at the first in the world

B eSports Stadium contributed to eSports expansion through standing regular league

B Will be open to amateur eSports, tournaments and events for youth to enjoy the game
as a sound leisure culture

Outline
Name I’'PARK mall e-Sports Stadium )
( Size (2027 ft2, 1117.4m?2, 1336.1 yd2 )
L | Main arena — about 500 seats, 2nd arena — 64 seats )
Use , Korea Pro eSports Regular Match and Armature Match |

Ex) SKY pro-league 2006 2"d Arena



2. Korea eSports Status A. Basic Infra for eSports KeSPAE

KOREA e-SPORTS ASSOCIATION

B Activation of Cable Channels for eSports only
B Papers and reports for eSports increased annually
M Diversified channels to mobile Phones, on-line, DMB, IPTV, etc.

eSports dedicated

Cable TV
eSports League Daily papers
’ rts Fan
and tournaments eSports dedicated papers eSports Fans

Mobile phones,
On-line, DMB,
Internet TV
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B. eSports results in the Economy KeSPA

KOREA e-SPORTS ASSOCIATION

2. Korea eSports Status

B Expected market size of 2007 is US$ 81 million. 96% of increase from 2005
M High increase of 28.6%, till 2010

Dedicated TV Channel

US$ 16.5 mil
Tournament

US$ 3.8 mil
Game Team Sponsorship

US$ 7.0 mil
Government support

US$ 155,000
Others US$ 310,000
Total US$ 27.765 mil

Dedicated TV Channel

US$ 20.0 mil
Tournament

US$ 11.1 mil
Game Team Sponsorship

US$ 8.6 mil
Government support

US$ 1 mil
Others US$ 310,000
Total US$ 41.01 mil

US$ 126.2 mil
4.5 times larger from 2005

(Source: Samsung Economic Research Institute, eSports Industry Status and Development Plans)



2' l(orea esports Status B. eSports results in the Economy KeSPA‘e

KOREA e-SPORTS ASSOCIATION

B eSports gives much benefits to the marketing for company

ROI from Game Team
Division Marketing & Ads Results Investment
Company A with US$ 51.1 mil for 5 years US$ 5.2 mil Exposure
T A : 10 mil for 1 f : )
Game Team (approx. US$ 10 mil for 1 year) or 5 years in Media and Press
Company B with , US$ 2.1 mil > ROI: (about) x10
Game Team B US$ 16.7 mil for 1 year for 1 year - ( )
eSports Fan as a potential customer
Number of i Number of
210 ool subscribed fans Sl subscribed fans
LIM Yo-han 587,235 BAE Yong-joon (Actor) 168,215
HONG Jin-ho 177,787 SEO Tae-ji (Singer) 109,486
LEE Yoon Yeol 171,241 WON Bin (Actor) 88,482
PARK Jung Seok 174,665 PARK Joo-young (Soccer Player) 32,094
KANG Min 98,865 PARK Chan-ho (MLB-SD) 5,350

[Date : 14 June 2006]



2. Korea eSports Status

C. Int'l eSports Events by Korea

B From 2005, as eSport highly amplified, international tournaments & interchange activated
B Korea eSports shows reasonable models and event styles of eSports to many countries

by organizing many international tournaments

KeSP e

KOREA e-SPORTS ASSOCIATION

International Tournaments by Korean Organizers (2005)
Name Host City Organizer Official Games Numbe_r of | Number of Total Prize Number of
Countries Players Amount Spectators
WCG  Singapore | Samsung Sgﬁggaﬂ and 7 other 67 679 US$ 430,000 55,000
. WarCraftlll 5,000 (with
WEG | Beijing, China CJ Counter-Strike 35 240 US$ 450,000 Entrance Limit)
Tsinatao StarCraft
WEF gtao, Committee | WarCratftlll 2 36 US$ 18,000 10,000
China .
Counter-Strike
StarCraft
IEF Beijing, China | Committee | WarCraftlll 2 68 US$ 85,000 10,000
Counter-Strike

> Increased attention to Korean eSports through VOD and on-line media
(Accumulated number of audience of WEG: more than 100K in 2005)

> Foreign gamers in Korea are playing now (China, Poland, etc. )
- eSports is the fastest growing parts in the media leisure culture industry of 21st Century



KOREA e-SPORTS ASSOCIATION

2. Korea eSports Status D. Korea eSports Association K€SP €

B Established in 2000 with the approval of Ministry of Culture and Tourism Korea
B Contributed to the settlement of Korean eSports as a sound leisure culture for youth life
B Coordinating among various eSports actors, KeSPA carried out as a representative eSports organization

A@  Hosting the world largest eSports Pro-League.
‘ Game
w lG_aQ » Hosting, approving, supporting

| \ / | many Amateur tournaments

)€ 3 «—: Game » Coordinating among various e-Sports actors
£oV Develope

\ » Performing International Roles as a Korean Rep.

User Media \ _ _
\ Related \ » Supporting eSports research studies

Institute



@

3. Future of Korea eSports KeSPAS

KOREA e-SPORTS ASSOCIATION

Tasks for future of Korea eSports

To publicize eSports

To expand eSports infra

* Pro-league Promotion

* Internationalization of Korea eSports
as Big Matches

» Expansion of games for eSports

* Building eSports Dedicated Arena
» Operating Education Programs
* Expanding Amateur Participating

Programs for eSports
Korea

eSports

To set rule & regulation To expand International Intercourse

» Operating eSports Regional offices

« Setting Training System for
eSports Professionals

« Setting links with Academic Institutes * Discussing Int'l eSports Standards

» Supporting Int'l eSports Tournaments

* Hosting eSports Symposium & Seminars




Comparative Study
(Sports & e-Sports)

Industry 2006. 9. 15.
Lol W Seoul National Univ.
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troduction

Suspicion Against e-Sports

Absolutely Sport

/5.0%

Can be a Sport

e
Never can be asport

4.3%

Don’t know

19.9% 37 1%

—

38.1%

Cannot be a sport

Can internet games be considered as a sport?

B

L Reference: A study on Consciousness of specialist to sports phenomenon about internet game as sports (Chun, 2006)
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e-Sports
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4 Yo h

® Starcraft
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Character: Well Organized
Competitive

Physical Activity @
ST N\

Play —<Evolution>—Game—< Evolution >— Sports

Rule
Game Competition

Play Fun, Voluntary, No Rule, Free

Competitive play which Is recognized seriously and
institutionalized officially

Deim(1956)

Kenyon(1974) | Total physical activities which are institutionalized &' competitive

Guttman(1978) | An organized and competitive play as physical contests




Types of Sports Types of e-Sports

Type 1 Skill Overcome | Combat RTS FPS Sports
. Person Group - Person Group
Type 2 Individual - "o <on o Group Individual 1 bercon | to Group

Experience = Nature Physical ,
Type 3 oriented | Oriented  Oriented Experience Control

There can be various types of Sports,
but only few types exist in e-Sports



[ } 4 I
Narrow Leisure Activity
Competition
Physical and mental abilities
Electronic environments

Definition of e-Sports

/
- R
Public L : - L
Narrow definition + direct/indirect participation
N y
4 A
[ Broad J Culture activity
: community + narrow/public definition in online/offline
N y

Reference: e-Sports Association, Ministry government of legislation



= specific difference + proximal genus
ex) Human is a rational animal

Sports Is
an institutional and competitive physical
culture (provisional agreement)

e-Sports Is
an institutional and competitive electronic
game (provisional agreement)



'O Social:
Health/Fun/Competition

—. Economical:
‘i Nation Industrial Strategy
Job Opportunity, Infra

Value Value
of A,Educational: of
Fairness/Ethics/Discipline
Sports e-Sports

" "Cultural:

A A Identification/Fandom/Image

"’ Political:
- Unification/Nationality



Il resource

[ Sports ] [ e-Sports ]
Athletes ro-game

Sec:(_)n_dary Secondary
Participant Participant

(Service Provider) (H.W./S.W. Development Company)
(Official Org.) (Korea e-Sports)
Participants Participants

(Sports for all, Leisure) (User, Guild, Leisure etc.)

Spectators Spectators




Programs

{ Sports } E e-Sports }

...................................... EINA World
MegaEvent ..... Olympchame ......... __Championship WCG .....................
Program [ Programs(35) ] [ Aquatics } [ RTS }

Event Events(400) 100m Freestyle Starcraft

§Environmentg Nature/ Water Electronics
i | Artificial Space Cyber Space




Programs

' KOREA .

e-Sports

Amateur

League




e-Sports

Ministry of
Culture & Tourism
10C
Sports
Bureau IE
Sports
Policy Team
SJEBIT 1) The National |[S€0U! Olympic Korea
All Team Council Pr?)?r?g:ison Sport Council
Sports Industry ||ofsportforallil o hqation || (KSC, KOC)
Team
International
Sports Team Local Event
Disabled Branch Branch
Sports Team

Ministry of
Culture & Tourism
Sports
Team Cultural Industry
| Bureau
e-Sports
Team
__________ Game Industry
KeSPA S
|
| ]
Project League
planning Management
department Department
]
l 1
Project International
Strategy e-Sport Team




Revenue Structure

Sponsorshu_

roadcasting

~

Rights

Spqr_ts Ticket
Facility AN
N\ [

Sport-Goods License

--------------------

_ (from Compan

Sponsorsh|p

lllllllllllllllllllll

s

-

Internet Cafe

v

Various revenue sources

p
Game Software
§ Computer & Devices -

Simple revenue source
(Only Company Sponsorship)



g Sports + e-Sports
Bl Sports
e-Sports

i o

Network

ectator

Service

Sports
e-Sports

dia/
formation

H/W, S/W

Developer ey



Rule

~N

Sports

N

Offense/Defense Foul

Cross the line

Disturb competitors

Time Limit

( Rule Book

ZBeing out of the game (or Expelled)

[ Handicap

| (

Referee

Record

Committee

Rule Book

No change in the essence events

e-Sports

~N

J

\(ﬁ

Gleat Program

Take advantage of bugs in the game

Online || ysing devices for cheating

TQme Limit (Case by case)
—

\

Offline |: Rule Book (in developing)

(same space)

()

Defeat (or re-match) of the game

Referee Committee

Record Patch

Rapid change and infinite evolution




stitution

[ Sports } [ e-Sports }

e Sports has laws
for promoting physical activity(1968), e Only Laws for promoting game industry
for supporting Seoul Olympic Games,
for supporting 2002 World Cup » Inaccurate applying laws (still developing)
=>» protect & promote sports as it is

e Not difficult to applying laws and standards

« laws & institutions for amateur sports exist * No laws & institutions for upbringing e-Sports

Require a clear definition of e-Sports whether a leisure or sports activities )
(For protection of its own characteristics, legal examination requires)

S

Setting of laws and institutions
does not pace up the growth of
e-Sports. Above all, supporting for
amateur e-Sports should be. )

Reinforcement laws are still in
progress in terms of not only
pro-sports, but also amateur sports.




Concept

Value
Creation

Human
Resource

Program

Industry.

Institution

Organization

Sports

Real/Physical
Various
Pyramid

Consistent Hierarchy

Various
Rev. Structure

Well-organized

Systematic

e-Sports
Virtual

Not Yet

Focus on only
pro e-Sports

Inconsistent Hierarchy

Simple
Rev. Structure

In progress

Not Yet



onclusion

e The amount of Information in the next 2 years
should be much more than until now 2003 24B

[ EMCiit : Pres. Michael Rutgers
E=MXC I|
E: Energy |
M: Man power
C: Commitment |
C. Communlcatlon 2002 12B

YT E s 2001 6B /

Cave palntmg
2K 3B

-—

3500
Letters 0cE.

SALIGVOID

Papers 15
Publicationl4=0

Electronics { 1570

93% Of new information Transistor ll:;;f

Computer

forms will be digitalized. Lrelfs om

'“te.tf,‘?i . .~ Spread of interne

1999

Reference: US Berkeley




onclusion

e-Sports / J/ j" { /)

&

A

/Paradigm Shift

e The Birth of cyber space
e Preference of individual

space to group )
N Net\_/vork Free, _
Device Free (Any Device)
« Time Free (Any Time),
— Relationship Free (Any One
P (AnAODCll

Ubiquitous Era

T N

Near:

Future: Value Creation,
Social Recognition




onclusion

T

The Future will be an ubiquitous world (Sports, e-Sports will be changed)
Set up the new paradigm of physical activity
ex) Mcluhan — Media is an expansion of physical

7 IAVAYA. -
LIV

Institutionalization
Revision of laws for e-Sports
Club-lization of Guilds

e o a —=

Value Creation (Education/Social/Political/Viental Fitness)

fiiLlliZ 45 (an object lesson)

- Use the suRerior Eositions to the Korean Checkers
f 5




e-Sports as a Digital Leisure

Chung-Woon Kim
Professor, Myongji Univ.

2006. 09. 15.



Introduction of a Digital Society

* |nfrastructure of Digital Society in Korea

Snpdet 151 .

lofaed 155

s b

Ta 16

Skaurnd 1]

Canade 116

Doeurt | 93 el
et 1104 ~ ﬂ
Hog g N4 ; ‘
Hores (9] 24 g

0 5 0 5 a0 & X

Broadband subscriber per 100 Internet user: 60.9%
inhabitants(2005) (World ranking# 3) Cell phone user: 73%



Introduction of a Digital Society (Cont’)

« Diffusion of Digital culture: Digital Nomadic

Online game as a play ground Cy-jil??



A Festival of a Digital Age

2002 FIFA World Cup 2005 SKY pro-league finals



Change of Leisure Life

Would you know a new version of The Ant and the
Grasshopper in the digital age?



Change

of Leisure Life

Industrial Digital
Society Society
Central Ideal of Work Life (Family,
Society Leisure)
Individuality Diligence, Sincerity Creativity
Leisure
Paradigm Rest (free from~) Play (free to ~)
Leisure Nap, TV, Watching Game, Outdoor
Activity Movies Activity Participation
Leisure Restoring One’ Physical Fun, Satisfaction
Function Strength




Game becomes a lifestyle of teenagers

F4H AFF 22LIHY O AZHE)

ol - OF
u EE T =

weekday weekend

234
193

a5 110
IIIIII IIIIII )

total male female I A
A

125

 Lifestyle of Teenagers
— QOver 95% of Elementary School Students retains Game site ID (S.Korea)

 Average of weekday game hour : 96min, Average of weekend game
hour : 195min



Characteristics of e—sports

« Kernelled Character

— Competition in a fair condition (unequal balanced game b/w character
excluded)

— Competition decision by ability (gamble influenced by luck excluded)
— Competition decision in the limited hrs.(MMORPG game excluded)

— Agreement on social morality and customs (lewdly, speculatively
spiritual game excluded)

« Secondary Character
— Competition b/w persons (b/w person and computer deferred)

— Agreement on mind and body (unnecessary physical movement like
checkers deferred)

/) Niiiitg,




e—sports as a New Sports(?)

* Decline of existing Sport spectators

— Average of a game of professional baseball crowd: 10,727 (1995) —
6,722 (2005)

— Average crowd of a football game in K league: 11,508 (1998) — 9,145
(the first half year of 2006)

* |ncrease of spectator of e—sports
— 2004 & 2005 yrs.: over hundred thousand watched SKY pro league
— e—sports stadium visitors: 70—-80 thousand people every year

« (Cause

— The world best standard major league, Japan pro—league (baseball)

— Low interest at a relatively low level of domestic league due to a live
telecast of Premier league (football)

— Attracting fan’s attention b/c e—sports show the world best standard
game



Fusion Leisure in Digital age

N\(X

% e- Sporfs «%*”‘“ -
fy«\fg ?%%;;&

. e—sports



Therapeutic recreation: e—sports

« Shadows of Digital age

L 1
i
—




erapeutic recreation: e—sp

 Cure function of e—sports

Tension
Social

Off line



Vision & Value of e—sports as a Digital Leisure
. Unity and Harmony

 Unitizing a Digital Society through Leisure : e—sports

Reducing the Rich & the Poor in their Disabled persons’ active social communication
leisure life b/c leisure life is possible tool in a point of the minimum physical
through inexpensive digital infra movement



Vision & Value of e—sports as a Digital Leisure
. Unity and Harmony

 Unitizing a Digital Society through Leisure : e—sports

Easily approachable generation unity

Social health in an aging society by
maintenance & strengthening of
cognitive function



Conclusion

For the Digilog (Digital + Analog)
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@ Wrap up: GIGA History .
-

« ESL approach:

»not 2000 playing and 2 watching
2000 watching and 2 playing!”

“League and Broadcaster should be separate organiations”

= No interest in the german TV Scene in 2001-2005
- Management buy in GIGA December 2005

= GIGA refocussed on Digital Lifestyle

= GIGA new program grid

=« GIGA2 launched May 2006




GIGA Timetable

A-Ele I3

= lam — 12am: Repeat
« 12am — 6pm: Console / Casual Gaming

= 6pm — 10pm: eSports / PC Gaming / Hardware
« 10pm — 1lam: Prime Time eSports / PC 16+




A-Ele I3

- | —t ||

@ GIGA and GIGA2

« GIGA: Digital Lifestyle and entry window to eSports
« GIGA2: eSports round the clock, events Live

(Germany 16+)
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@ GIGA quick facts

— ~- | IT

« 24/7 Gaming channel GIGA1 and GIGA2
« Aired on Digital Satellite, various cable, IPTV, cellular

« German broadcast, english about to start

« Extended by VOD Portal

= 16,5 hours of new content per DAY %I

+ Broadcasting eSports events LIVE
= ESWC, WCG, WSVG etc

=« Games Convention (Leipzig/DE), Cebit (Hannover/DE),
E3 (LA/US)

= Total of 40 Events LIVE per year
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@ Perspectives and Opportunities

- ,at least one new picture every day*“

Change in color, music, pictures
and people (onscreen) =

o=t

Reassuring.
Mothing wrong with ~ #

playing!

Modern & Trendy

See new people and styles!
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@ Challenges for eSports in TV

= Airtime Schedule for eSports Tournaments/games
« Lack of proffesionalism amongst Gamers

« Tournament organizers not used to TV Standards
« Age verification / youth protection

« Storyline, content continuity

« Transport emotions: Events are a key




A T

Airtime Schedules for eSports

— ~- | IT

= Capability to broadcast full games

= Postpone or skip advertisement breaks
« Don‘t change common rules to fit eSports to TV

« Change the storyline / reception of spectators

« Change the gameplay / tactics
= Capability to broadcast full tournaments

« Change weekend schedule
= Capability to broadcast LIVE

= Sports excitement is LIVE!




AT

@ Lack of Profesionalism amongst gamers

.

« The skill of talking and representing in front of TV

= Weak Behaviour and outfit

= Missing attitude: , Want to be a star”
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@ Tournament organizers

« LAN-Parties are NOT suited for TV
« Tournament Admin‘s don‘t understand Timing

= Tech Admins don‘t understand , LIVE"
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@ Age verification / youth protection

« German Rating authority: USK
« Counterstrike is 16+ (Warcraft 12+)
« +16 Broadcast starting 10pm

= How to broadcast an event 16+
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@ Storyline / Content continuity

e

« Content is the fundament for eSports Media
« Content needs to be created contineously
« The fundament for GIGA is ESL content

« ESL educated players/teams for TV behaviour since 3

years
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@ Emotions: Events are the key

= Excitement level is at max with audience
= Feel and see emotions
« Challenge: GIGA comes in on an existing event

« Different language, infrastructure, legals, teams
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L3

@ Conclusion

« eSportsis a TV phenomena

- Broadcasting eSports requires staff with mixture
eSports and TV experience

= Setup eSports TV is not possible in ,not

mature” markets, thus should be Windows Strategy

First
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@ Perspective: Convergence TV/Internet

« Gamers are ,, Digital Natives®
« Gamers will consume Video Content via the Internet
- Gamers will be the driving force for TV/Internet
convergence

« Gamers will enable the new digital home




AT 5

Perspective: eSports on Consoles

.

« X-Box360 and PS3 get connected (real-Multiplayer)

« A Console Online-community will arise
« Nintendo Wii will bring a new dimension with more

physical gameplay




Pro Gaming (eSports) in Media

Presented at the
International eSports Symposium 2006

. _ September 15, 2006

FOX |

INTERACTIVE MEDIA

DIRECTW



Table of Contents

o Company Overview
* Pro Gaming Challenges

* Pro Gaming and Media

« Championship Gaming Invitational

_»

DIRECTW




GAMING

Gaming Series Overview ‘<>

SRR

* The Championship Gaming Series was formed in May 2006 by DIRECTV
and IGN Entertainment (a unit of Fox Interactive Media) with Mountain
Dew, Best Buy and Microsoft Xbox as Founding Partners.

» The league will launch in 2007 and feature instant money payouts, huge
prize money and massive media coverage leveraging News Corp television
and online assets.

* In 2006, the Championship Gaming Series will focus on developing pro
gaming into a television format.

INTERACTIVE MEDIA ™ DIRECTVY



IGN Entertainment Overview

* IGN Entertainment, a unit of Fox Interactive Media (News Corp Company),
Is a leading Internet media and services provider focused on the videogame
and entertainment enthusiast markets

o Collectively, IGN’s online properties reach more than 31 million unique
users monthly worldwide

« 3 Major Divisions within IGN Entertainment
— Media: Editorial sites include as IGN.com, GameSpy.com, FilePlanet.com, etc.
— Consumer Products: Digital distribution of large files to the mass market

— Technology: Software Developer Kits (Powered by GameSpy) used by video
game publishers

FOX |

INTERACTIVE MEDIA

DIRECTW




Pro Gaming Challenges

Negative stereotype of the “gamer”
— Geek
— Not social
— Not “athletes”

General public does not have a general understanding or reference
point of most video games

Skill set of the professional gamer is not intuitive

Most games were not developed to be consumed as televised media
. content

INTERACTIVE MEDIA n I R E E T '-




Philosophy

Treat gaming as a sporting event and the
players as athletes.

e
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- -‘_
-
- el
."._..'I
i - .
i B

INTERACTIVE MEDIA n I R E E T "'



[ <SERIES. |

e TV Production
— David Hill and DIRECTV
— Mike Burks — Executive Producer
— Arthur Smith Co — Executive Producer

» Internet Assets (Fox Interactive Media)
— ChampionshipGamingSeries.com
— IGN Entertainment
— MySpace

« H2i

. =+ Publisher/Developer Partnerships

FOX |

INTERACTIVE MEDIA
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2006 Events

» Championship Gaming Invitational
— July 21t and 22"
— Treasure Island, San Francisco, California

e CPL Winter Finals
— December 17, 2006
— Dallas, Tx
— Finals: Los Angeles, CA

NS
FOX]
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lonshi Invitational

e Shot using 18 HD cameras in addition to in-game
cameras

 First run aired on September 8, 9 and 10 on
DIRECTV Channel 101

e Summary show airs on Fox Sports Network’s
“Best Damn Sports Show Period”

.

FOX |

INTERACTIVE MEDIA

DIRECTW



Championshi Invitational

Sample Footage from Episode 1 of the
Championship Gaming Invitational

DIRECTW



Thank You.

Roderick Alemania
Vice President — Business Development
IGN Entertainment — A Unit of Fox Interactive Media
415-508-2703
roderick@ign.com
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