Global Strategy









We Are Entertainment



But Remain
Comparatively Niche
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Programming has been the Key
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Broadcasting

Category Type

(Professioi'ﬂ_
gamers) I ’

Game Competition
(Pro+Amateur)

Description

Program

ew game spark(MBC Ga
e Game Express (OnGamenet)
e GameShow (SBS game)

e Game Tip (OnGamenet)
« Star unlimited challenge (MBC




Is It All About
Starcraft?
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FIFA ONLINE

= 2

Orfficial FIFA Licenmed Product. The FIFR Logo (€] 1977 FIFA TML
Manulsctured under Boense by Blectronic Arts Inc.
Co-developed by Neowiz & Electronic Arta
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Case Study — EA SPO‘TM FIFA Online

’:League Structure

e Round of 16, 2:2 team play matches.

e 3 groups for ‘Europe Club’, 1group for

I K-League club

e Off-line field Final

» Match process : Full league in 16 hook up Broadcast

Higher Rank groups — Quarter final — Semifinal :
e Opening event match

64 teams
T P . between Pro-gamers

oreliminary A T - (Detail later on)

League. ] ifi

(Totj sk | = [ =Sl ] « Prize : About 30M KRW,
participants) ’ ] — . Include Hyundai motor

- R ' [ . car ‘AVANTE’ for winner
ﬂ Quarter Final ]
A O .

Picking out ]

16 teams 2 [ \; ﬁﬂ‘[[l]lﬂm
via off-line D_ - VS : , n fpl

Matches. l-'llllTIInil:lI]B mlllI

Europe Club K-League club




Case Study — EA SPORTS™ FIFA Online

E EA SPORTS ™ FIFA Online 2006 Hyunda| Motor Cup World Championship

' Sponsor

Broadcastmg

Schedule

—_— Y
Prizes Tora



Case Study — EA SPORTS™ FIFA Online
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2007 Hyundal Motor Wor&up
Chﬁlﬁﬂ@i@&ﬁh 1)92007 Hyundai Motor Cu-p%orld Championship

f;ﬁ_;. + Official game league.spons red by Hyun
. iBroadcasted every Thursday on Ongaway 31 to Aug 2

» Finakmatch tg @ 1eld on Atlg TA Eﬂh







Some Assumptions

Establish eSports as a true sport of skill and integrity

Make It accessible to a mass audience (e.g., casual
gamers), but don’t expect it to be universal

Are
can

Muc
role

atively consistent set of rules and mechanics
e developed

N will be shot “live” but editing will play a large

Assumes support from and dialogue with
programmers, leagues, developers and publishers,
constantly enhancing and advancing possiblilities
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NBA Live




NBA Live: Bring It
Home



Keys To Success



Put Gamers on a Pedestal
%

* Make Them Interesting
Indiy iduals _
e Highlight and. Celebra e
Skills " ;

eir

*Validate G@
Culture



Tell Thelr Stories



Creating Celebrity

Tell their stories



Feature The Charisma



Create Interesting
Personas

e Tell thelr stories

 Feature the most charismatic players



Elevate the best



Highlight and Celebrate
Their Skill

« Explain strategic and physical skills

« Highlight their training regimens



Explain Strengths



Highlight and Celebrate
Their Skill

« Explain strategic and physical skills

« Highlight their training regimens



Player Tips



Keys To Success

1. Create celebrity



Recognizable and Easy to
Understand

1. Give the audience a “god’s eye view”

2. Build it from the familiar



God’s Eye View

 Put viewers inside the players head

e Insert pre-game, mid-game and post-game
Interviews with the players DURING the
game



Pre, Mid and Post Interviews



God’s Eye View

 Put them inside the players head

e Insert pre-game, mid-game and post-game
Interviews with the players DURING the
game



Give the announcers time



God’s Eye View

Put them inside the players head

Insert pre-game, mid-game and post-game interviews with
the players DURING the game

Leverage editing: don’t rely on going “live”

Give the announcers time to announce and the color guys
time to color



Use The Medium



Keys To Success

1. Put the players on a pedestal

2. Make the programming recognizable and
easy to understand



Drama 101: Conflict

Highlight historical rivalries between players
Establish “favorites” and “underdogs”

Relative strengths and weaknesses of players (stats,
records and styles)

Emphasize Conflict

Allow trash talk (within reason) and player interaction



Bring out conflict



Get the Crowd Involved

*Enhance and/or exaggerate the role of the crowd.



Crowd Involvement



Edit for Excitement

e Edit through slow points, hit highlights

« Build/allow for anticipation of big moments
and the “final kill”



Edit to High Points



Edit and Pace Smartly

e Edit through slow points, hit highlights

« Build/allow for anticipation of big moments
and the “final kill”



Play Up Highlights



Parting Thoughts

« Validate Gamers and Gaming

 Many things need to be done to “go mass”,
but programming can elevate them all

e Thank Youl!
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