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Strategic Report Agenda

A five-part strategic roadmap mapping
emerging market competitive gaming.

Part V: Empirical Case Studies

& Market Realities

Validating real-world scale through live
case studies including S8UL (125M+
views), Team Liquid (Liquipedia), EWC
Riyadh ($70.45M pool), and the CS2
Skinonomy.

Part IV: Telemetry Architecture & Enterprise Economics
Evaluating non-invasive presentation-layer Computer Vision
(CV), publisher Terms of Service compliance, and presentation-
layer data standardization.

Part lll: Value Chain Bottlenecks & Gaps

Diagnosing systemic operational friction across scouting, coaching
latency, communication panic, early-game drop volatility, and sponsor
churn.

Part ll: The Regulatory Moat & Compliance
Navigating the federal PROG Rules, 2026, MeitY/OGAI
classification tiers, and the diversion of capital from
banned RMG into pure sports-tech.

Part I: Market Dynamics & Attention Economics
Understanding regional mobile-first volume tailwinds, demographic
funnels, prize pool disparities, and global growth gravity.
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The Mobile-first
Market Shift

-

Legacy Markets (US [/ Europe) Emerging Markets (India [ APAC)
Hardware: PC & Console Dominance Hardware: Mobile-First Native

Barrier: High-End Hardware Requirement Barrier: Extremely Low Entry Cost

Economics: High CAC [ Data Costs Economics: World's Lowest Data ($0.09/GB)

Growth: Saturated, Slowing Velocity L Growth: Accelerated Volume Scaling J

-

STRATEGIC FINDING: Rapid volume scaling in emerging markets shifts the industry bottleneck from audience
acquisition to an acute demand for mobile data telemetry.




Technology
Enablement

$1.80/Mo Data

e 5G rollout drops
data costs

e LAN-quality
online play

Four Macro Drivers Accelerating

Emerging Growth

Generational
Shift

640M Viewers

e GenZ & Gen
Alpha digital-
native demand

e Active play over
passive

Monetization
Maturity

21.1% CAGR

e Media rights &
sponsorships
outpace sports

e |Industry model
maturation

Institutional
Recognition

Olympic Games

e Official IOC
establishment

e Government
backing and
sports status

Key Takeaway: By bypassing capital-intensive PC/Console hardware, emerging regions achieve immediate
volume scale. These four macro forces converge to shift regional demand from audience acquisition to
institutionalized mobile performance data layers.

*Source: Niko Partners India Games Market Report; Statista Global Entertainment Projections.
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Stakeholder Power Dynamics PIVAGH

Publishers Streaming Platforms
e Maintain absolute IP ownership and e Control content distribution and
tournament licensing rights. dictating audience monetization.
= e Act as primary gatekeepers of raw e Capture primary attention share
> game telemetry and match data. across live esports broadcasts.
e
T
c;> Tournament Organizers & Sponsors Professional Players & Creators
o
e Fund operational events and aggregate e Drive direct consumer engagement,
regional media rights. cultural relevance, and fan loyalty.
e Command high functional execution e Possess low structural leverage against
leverage in emerging markets. game IP holders.
IP & Operational Dominance Audience & Attention

7

Structural Observation: Because game publishers hold centralized IP control and do not expose open APIs on
mobile, the emergence of platform-agnostic telemetry layers serves as an independent data utility—establishing
objective commercial baselines for sponsors and athletic baselines for teams.




) ) . PIVAGA
Audience Epicenter & the Demographic Player Funnel

740 Million Monthly Active Users

The casual, unstructured entertainment layer.

250 Million Paying Gamers

The monetizable active base.

50 Million Hardcore Gamers
2-4 hours of dedicated daily play.

25 Million

Competitive & Mid-core
e 57% of all competitive gaming viewers reside within the Asia- Gamers.

Pacific region.
e India commands 100M+ viewers, acting as the primary global

volume engine.
i - » w\ - o
‘\.' K T g
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ANALYTICAL IMPERATIVE: The extreme narrowing of the active user funnel creates an intensely competitive
grassroots environment, driving demand for systematic tracking.

Source: ActivePlayer.io (Jun 2026), EY Reports 6



Global Esports Viewership & Watch-Time Benchmarks

Legacy PC Franchises (2024) Mobile-native Powerhouses (2024)
Game Hours (M) PEAKCCV Game Hours (M) PEAK CCV
League of Legends 749.6M 6.94M :
g 9 Mobile Legends 475.8M 5 07M
(MLBB)
Counter-Strike 2 434.6M 1.79M
PUBG Mobile
. 28.0M* 1.39M
Valorant 355.6M 1.32M (*PMGC Finals)
Dota 2 319.8M 2.74M

VIEWERSHIP PARITY: Mobile esports is no longer a secondary tier—MLBB (475.8M hours) outperforms CS2, Valorant,
and Dota 2 in both total watch time and peak concurrency.
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Geographic Viewer Share
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Global Esports Demographics & 0000000000
. ‘.“.““‘ 570/0 Asia-Pacific
Trajectory 0000000000 ..,
640M+ Global Viewers Driven by a Gen Z / 0000000000 i
4 ““.““. 15% Rest of World
Young Adult Core Across APAC 0000000000
) 0000000000 12% North America
Global Demographic Insight: Competitive gaming is anchored by
digital-native young adults (72% aged 18—-34), with APAC ‘ . ‘ ‘ ’ ‘ ‘ ‘ ‘ ’
commanding 57% of total global viewership. ‘ . ‘ ‘ ’ ‘ ‘ ‘ ‘ ‘
0000000000
Global Age Demographics Global Gender Distribution
:e;"‘:s:‘:"’ Split 0000000000 Esports Viewers:
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Y o o
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Active Players Age Split ‘ . ‘ ‘ ’ ‘ ‘ ‘ ‘ ’ Acti ) t
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0000 (2% (12-15yrs) | 5% (35+yrs) 0000000000 .- oo
9000000000

Source: Dentsu India Gaming Report; Ormax Media Baseline Datasets (2025).




ARPU Comparison

Mature Markets vs Emerging Peers vs India

Mature Markets

($200+ ARPU)

Japan: $233.00
South Korea: $226.00
USA: $215.00

High monetization maturity and spending

Emerging Peers
($11-$30 ARPU)

Mexico: $30.30
Thailand: $25.20
Turkey: $22.40
Brazil: $19.70
Vietham: $12.70
Indonesia: $11.80

India Prototype

(Massive Growth Runway)
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Overall ARPU: $3.03
Paying ARPPU: $22.00

Reflects massive unmonetized volume

MONETIZATION OPPORTUNITY: India’s ARPPU of $22 demonstrates high spending intent among paying gamers. As

infrastructure improves, overall ARPU ($3.03) has massive runway to converge with SEA emerging market
benchmarks ($12-$25).
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Prize Pool Benchmarks: Cumulative & Single-event Records

Cumulative All-Time Prize Pools (Global vs. India)

Global Cumulative Pools

India Cumulative Pools

Game

Dota 2

CS 2

Fortnite

PUBG M

Device PP

PC

PC

PC

Mobile

$377M+
$218M+
$202M+

$89M+

Game

BGMI

CS 2

Valorant

FreeFire

Device

Mobile

PC

PC

Mobile

PP

$3.8M+

$ 610K+

$51K+

$242K+

Single-Tournament Record
Prize Pools

The International 2021 (Dota 2): $40
Million+ (Single-event world record)
HOK International Championship
2022 (Honor of Kings): $15 Million+
(Largest mobile single tournament)
Fortnite World Cup 2019 (Fortnite):
$15 Million+ (Solo Finals)

PMGC 2021 (PUBG Mobile): $6
Million+ (Mobile Battle Royale
record)

Valorant Champions 2025
(Valorant): $2.25 Million+

7

Capital Intensity: Emerging market prize pools are heavily concentrated in mobile battle royale and FPS titles
(BGMI $3.8M+ cumulative), reflecting the rapid institutionalization of mobile esports circuits.

*Source: Esportsearnings.com Database; Liquipedia.
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Esports Market &
Expansion Growth Gravity
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Global Projections

27020-2030 2036 (Projected):
$30.7 Billion
2024:
$4.5 Billion
2020:

$1.4 Billion

2020 2026 2036

21.1% Compound Annual
Growth Rate (CAGR)

Indian Projections
2024-2035

(Projected)
$935 M

May 1, 2026 Structural
regulatory pivot securing
the non-monetary esports
sector.

/

$68 M

2021 2025 2026 2035

20% Compound Annuadl
Growth Rate (CAGR)

1



The Federal Regulatory Pivot

Pre-May 2026 (Fragmented Era)
 Legal Fragmentation: 28 distinct state-level policies causing severe
operational paralysis.

e Perpetual Litigation: Subjective, case-by-case court disputes regarding
"skill vs. chance” definitions.

e Capital Hesitation: Institutional investors hindered by banking restrictions
and tax classification risks.

Post-May 2026 (Unified OGAI Framework)
e Centralized Authority: Housed directly under MeitY as the Online Gaming
Authority of India (OGAI).
e Binary Determination Tests: Clear, objective ex-ante classification to
evaluate and certify digital titles.
e Statutory Protection: Explicit legal protection, open banking access, and
promotion for pure competitive esports.

R
PIVAGA
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The Regulatory Capital Moat: Diversion of Domestic Capital

Trapped RMG Capital:

Strict prohibition blocks
payment processing and ad
spending for Real Money
Gaming ($1B+ historicall
market).

R
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Capital Reallocation:
Domestic marketing and
venture capital are actively
diverting into compliant, non-
monetary digital sports,
performance tech, and
analytics platforms with zero
tax or legal risks.

13



R
PIVAGA

Statutory Classification: The 3-Tier Binary Split

Criteria

Status

Esports
(Competitive Digital
Sports)

Competitive digital sports
played as part of organized
tournaments. Success strictly
requires strategy, coordination,
and decision-making skills.

Permitted & Promoted. Regulated under
Ministry of Youth Affairs and Sports guidelines.
Registration is mandatory only for high-risk
platforms or those seeking formal e-sports
recognition (validity of certificates upto 10 yrs).

Online Social Games
(0SGs)

Casual, non-real-money games
primarily skill-based, designed
for everyday recreation,
learning, or social interaction.

Registration is completely voluntary. MeitY has
established a "light-touch” framework, enabling
OSGs and performance tools to operate freely
without prior determination or pre-approval
from the OGAL.

Online Money
Games (OMGs)

Transactions-based-games
involving-mandatory-entry fees,
cash-deposits;or monetary
stakes enuncertain outcomes:

Completelyprohibited and banned under
Section’b5.0f the PROG Act Financial institutions
and payment systems are’legally barred from
processing transactions or facilitating transfers
for these platforms.

7~

Compliance Advantage: Performance tracking software operates strictly within the permitted Esports and OSG tiers—
securing open corporate ad-spend, uninterrupted banking access, and zero regulatory tax friction.

Compliance Disclaimer: Regulatory summaries represent baseline interpretations of the PROG Rules, 2026 guidelines as of date of publication. Actual enforcement patterns remain subject to localized administrative and judicial interpretation.

14
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The 6 Infrastructure Gaps Across the Esports Value Chain

1. Training

Zero standardized
development curricula or
performance certifications.

2. Scouting

Highly subjective talent
evaluation biased by social
media viral clips.

3. Coaching

Manual video scrubbing
wasting 1.5-2 hours per
review session.

4. Comms

Vague, panic-driven callouts
("the building over there")
causing fatal errors.

5. Tactics

Unplanned 50/50 early-
game drop skirmishes
throwing away tournament
rankings.

6. Sponsors

Unmeasured live-stream
exposure causing severe
marketing budget churn.

15



Gaps 1 & 2: The subjective talent
bottleneck
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Current Friction

Recruitment decisions rely on social media
followings and unverified highlight reels rather
than normalized statistical baselines.

R
PIVAGA

N
:/%
-
}\}

.
i
W
z\
>‘
}\%
:

!
|

S

Data Solutions:

Structured statistical evaluation models that normalize
mechanical performance, crosshair discipline, and
historical win-rates to create objective scouting pipelines.

16
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Gap 3: Optimizing Coaching Workflow Efficiency

The Legacy Manual Coaching Process (1.5—-2 Hours Lost Per Video)

Download B3 Stream - ‘Scru.b - Screenshot - Edi’F in - Up.lood o B & Wait for
Timeline Frame Paint Discord Response
The Friction Baseline (Resource Overhead) : The Scalability Impact (Capacity Expansion)

e 1.5 to 2 Hours per VOD Session: Analysts and i e« 95% Latency Reduction: Automated Computer Vision (CV)
coaches spend over 80% of tactical evaluation timeline indexing reduces raw VOD processing time from 90
cycles on manual timeline scrubbing, manual minutes down to ~4 minutes.
frame captures, and offline drawing edits. e Empirical Proof: Reducing total review overhead from 120

 Fragmented Media Management: Review minutes down to 20 minutes allows a single analyst to
notes, VOD links, and tactical callouts are evaluate 15 athletes daily instead of being capped at 5.
scattered across Discord messages, Excel : e« Capacity Multiplier: Scales active coach-to-student
spreadsheets, and Notion templates, creating capacity ratios from an informal 1:5 baseline up to an
severe data decay and zero long-term tracking. optimized 1:15 framework (4x daily coaching throughput).

*Methodology Note: Latency reduction (~4 min processing) derived from PIVAGA internal CV production benchmarks. Analyst workflow time (1.5-2 hrs) based on exploratory sample (n=15).

17
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Gaps 4 & 5: Controlling Early-game Volatility
and Communication Panic

The Communication Failure: S —
Under extreme adrenaline and high-pressure /—/__\ [ N
tournament situations, team coordination collapses. S/ - —-—-—-;\;ﬁ /
Players rely on vague, fatal in~game callouts ("the "The building Z qL p

building over there", "on my mark”). over there.

The Tactical Failure:

Teams frequently throw away tournament
placements in the first three minutes by taking
unplanned, coin-flip 50/50 drop skirmishes instead
of systematic looting rotations.

Tactical Requirement:

Replacing spoken ambiguity with visual spatial
dictionaries and historical drop telemetry
transforms high-risk early-game gambles into
predictable, risk-mitigated tactical protocols.

18
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Gap 6: Mitigating Sponsor Retention Churn

Sponsorship Capital

High Financial Commitments:

Non-endemic brands (BMW, Coca-Cola, IQO0) invest
$60,000 to $600,000+ annually (250 Lakh to 25 Crore)
in premium esports sponsorships.

Unmeasured Screen Placement: Static logo value Leak Diagram
placements on stream go unmeasured, viewer
engagement remains unverified, and post-campaign

Unmeasured
reporting relies on vague "estimated reach’—driving s screen placement
severe sponsor budget churn. ( ‘
Commercial Imperative: Transitioning from post-

campaign guesswork to real-time Computer Vision
attribution directly addresses persistent sponsor

measurement challenges, protecting multi-million
dollar non-endemic ad spend from annual renewal

churn. Structured ROI Data

Unverified
engagement

Computer Vision

19



Athlete Economics & the Short Career Lifecycle e

The Elite
(4% of demographic):
Earning >$100,000 USD annually

(Top-tier international & regional MVPs) In an industry with a 3-to-6 year career
window, data-driven diagnostic tools

transform raw gameplay into repeatable
skill development, extending athlete
edrning lifecycles and protecting team
capital investments.

Mid-Tier Creators

(46% of demographic)
Earning $15,000 to $100,000 annually
(Salaried Tier-1/Tier-2 team rosters)

Amateur Base

(50% of demographic):
Earning <$15,000 annually
(Hobbyists, newcomers, and aspiring semi-pros)

Source: Tiered salary pyramids and regional roster spend metrics are compiled from the Moneycontrol Player Earnings Index and the Desportz Regional Talent Survey (2024-2025).



Athlete & Staff Compensation Benchmarks

Player BASE Salaries (Global vs India) Ecosystem & Staff

Compensation

Competitive Tier  Global Base (Annual USD) India Base (Monthly) * Coaches & Analysts: Earn 60%—
80% of player base salaries.

Top Tier $420K-$480K 2100K-g500K
« Team Managers: $40,000—

Tier 2 $180K—$240K Z250K-Z100K $100,000 annually (Global).

Entry Level $50K—-$60K Z10K-Z40K e Content Managers & Editors:

230,000-280,000 monthly (India).

7~

ECOSYSTEM MATURITY: Emerging market lower base pay forces heavy athlete reliance on prize pools and
sponsorships, driving acute demand for performance analytics software.

R
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Non-Invasive Telemetry Architecture
& Terms of Service Compliance

Traditional Game-Level Data Capture Presentation-Layer Capture

(High Risk) (Pixel-Level Analysis)

Memory Hooks & Server Files: Presentation-Layer Processing:

Relies on direct memory modifications, Data extraction via Computer Vision (CV) &
game client hooks, or private APIs. OCR operating strictly on public match

iInterfaces & pixels.
Severe End User License Agreement

(EULA) Exposure: Critically exposed to Zero File Modifications:
sudden EULA updates, anti-cheat flags, Processes external video outputs without
account bans, and total data touching game files or server states.

revocation.

7

Technical Moat & Complexity: Processing mobile gaming HUDs requires adaptive image enhancement, optimized
ONNX FP16 inference pipelines, and custom computer vision techniques to reliably extract telemetry from
transparent, stylized Ul overlays—without requiring game APIs.

R
PIVAGA
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Presentation-layer Data Standardization

Regulatory Compliance Verifiable Sponsorship Asset Commodification
Stability Attribution & Talent Scouting
Objective Verification: Real-Time Prominence: Athletic Valuations:
Standardizes skill telemetry Replaces loose post Transitions regional teams
to support the legal campaign impressions with into structured athletic
distinction of pure sports- audited screen exposure properties.
tech. seconds.

Scouting Pipelines:
Unlocked Ad Spend: Mitigates Churn: Establishes data baselines
Protects open banking & Provides hard proof of ROI for for player transfers &
corporate marketing under non-endemic brand SERUING) COMURSIES.
PROG Rules. SPONSOIS.

7

SYSTEMIC IMPACT: Presentation-layer data standardization transforms raw stream pixels into auditable, institutional
assets that align regulators, sponsors, and team owners.

23
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Market Realities: Scale Across Ecosystem

Tiers
sguL/ Nodwin Esports World Valve (CS2)
Team Soul Gaming Ccup (Ewc)
Content & Linear Global Capital Digital Micro-
Attention Broadcasting Economy
175K+ Watch CCV. 35 Million unique $70.45M prize pool 5.2 Billion USD total
125M Instagram linear TV viewers on (largest in history), market cap for CS2
Views (90 days), Disney Star (Star 7.98M Peak CCV skins, with Valve
3.2M+ Post Sports Network) during the Lol earning 100M+
Interactions, 1I0M+ during the BGMS finals, and 3M+ monthly purely
YT VODs broadcasts. footfall in Riyadh. from case key

openings.

~

ECOSYSTEM REALITY: The competitive gaming market is diverse and highly monetizable at every level, connected by
high-volume B2C players, mid-tier orgs, and apex publishers.

24
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Organization Archetypes: The Juggernaut vs. The Content Kings

Team Liquid S8UL/Team Soul
The Global Juggernaut The Content Kings
Tenure: 25 Years (Silver Jubilee 2025). Focus: Mobile-native (BGMI), India HQ.

Footprint: Competing in 22 different titles in EWC.| Reach: 125M+ Instagram Views, 3.2M+ Engages

Key Asset: Liquipedia Key Asset: Audience Monopoly

The world's largest esports wiki, generating landmark deal with 1IQOO, Youtube, Campa
850 Million page views in 2025, operating Energy, AMD, Monster Energy and many more.
entirely independent of team performance. 4x Global Esports Content Group of the Year.

STRATEGIC RELEVANCE: Whether organizing 850M wiki views or retaining 125M+ mobile fans, tier-1 organizations require
enterprise-grade data infrastructure to monetize audiences.

25
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The Player Value Spectrum

Analyzing the diverse financial structures and cultural gravity of professional players.

The Global lcon The Mobile Prodigy The Wealth Generator

Faker (League of Legends) APG TOP (PUBG Mobile) GodLike Jonathan (BGMI)
Age/Tenure: 29 years old, 6x World Profile: 23-year-old Mongolian Profile: 23-year-old Indian Tier-1
Champion. PMGC Winner. Professional.
Financials: $6M-$8M Base Salary, Financials: $15,000-$20,000 Financials: $120K+ Annual Salary,
>$15M Net Worth. monthly salary. $3M+ Estimated NW
Market Gravity: Matches feature a Trait: The 'Dad Buff-proves Sponsorship Portfolio: Red Bull, HP
+40% viewership draw. maturity and mental resilience in Omen, and premier streaming

high-stakes mobile mechanics. platform contracts.

Analytical Imperative: Performance analytics serve distinct financial purposes across this talent spectrum—extending

career longevity for aging icons, sharpening technical mechanics for rising prodigies, and validating sponsorship
exposure metrics for regional MVPs.
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Global Sponsorship Spend Distribution By Sector

Primary Revenue: Sponsorships account for
45% of total global esports revenue. Below is
the industry-wide sponsorship share

$1.665 Billion
Sponsorship

$3.7 Billion Consumer Goods (FMCG/Snacks): 21.8% ~$363M

Total global esports

market revenue Technology (Hardware/Intel): 15.9% ~$265M

Clothing/Apparel: 12.35% ~$206M

Sponsorship (45%), Media Rights (25%), Prize Pools (15%), Other Sectors: Beverage, Automobile,
Merchandise (10%), Streaming (5%). Financial & Other Services - 49.95% ~$832M

COMMERCIAL INSIGHT: Fast-Moving Consumer Goods (FMCG) lead the sponsorship influx, proving esports has evolved
from a tech hardware showcase into a mainstream ad channel.

27
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Institutional Capital Proof:
Sovereign Wealth vs. Regional Leagues

Global Institutional Capital Regional Ecosystem Funding

$70.45 $1.5 Million

Million USD USD (12.5 Crore)

Esports World Cup (EWC) 2025. Deployed
over an 8-week period, drawing 3 Million+
visitors to Riyadh, backed by non-endemic
giants (Sony, Amazon, PepsiCo).

BGMI 2026 Esports Roadmap. Tripling the 2025
prize pool through 4 official tournaments and 7 LAN
events, institutionalizing the Indian domestic circuit.

Official 7 LAN Indian Domestic Circuit
Tournaments Events Institutionalization

~

CAPITAL PROOF: From Saudi sovereign wealth funds to publisher-funded regional circuits, competitive esports
performance is heavily capitalized and directly monetizable.
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The Digital Micro-Economy: The CS2 Skinonomy

1. Skill Investment & Retention

High engagement drives
desire for status symbols.
4. High-Tier Velocity The 4- Stdge 2. Case Keys

Landmark private sales Generates

®
(e.g. $1.8M Karambit Blue VII‘tLICll $100M+ monthly
revenue for the publisher.

Gem). o
Micro-economy
PUBLISHER ALIGNMENT: Tactical 3. The Open Market
performance infrastructure protects A tO.tCIl mCIrket
multi-billion dollar virtual item capitalization of $5.2
economies by extending player Billion USD.

longevity and reducing skill-
frustration churn.
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Strategic Synthesis
Massive Unserved Regulatory Safe Harbor Non-Invasive
Volume Scale & Capital Realignment Technological Moat
° Un|ooking 256M+ ' ' e Architected for full ' ' ° Presentqtion—|qyer CV &
competitive mobile alignment under federal OCR bypass mobile
gamers across emerging PROG Rules 2026. publisher API limits.
APAC regions. e Captures diverted Real . O.perotes.on public Yid?O
e Driven by global-low data Money Gaming ($1B+ signals without modifying
tariffs ($0.09/GB) pool) capital. game binaries.

The Infrastructure Opportunity

7~

THE SYSTEMIC OPPORTUNITY: Performance telemetry is the missing infrastructure layer converting raw, unstructured
gameplay video into institutional value for athletes, organizations, sponsors, and regulatory authorities.
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Comprehensive Research Appendix

& Selected Bibliography

Market Size &
Audience Dynamics

Niko Partners

Statista Outlook

EY India

Dentsu India & IWMBuzz

Ormax Media

Telemetry, Viewers

& Spending

Esports Charts
PlayerCounter.com

MIDIA Research
Moneycontrol Technology
Google Play

Activeplayer.io
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Regulatory &
Compliance Sources

MeitY

OGAI

Law Commission of India
Trai

Global Esports Federation

This report synthesizes publicly available market research, regulatory developments, and industry observations alongside PIVAGA's
independent analysis. Unless explicitly stated, market statistics are derived from publicly cited sources listed in the appendix. Operational

examples and workflow benchmarks are illustrative or based on PIVAGA's internal observations.
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	21.1% Compound Annual Growth Rate (CAGR)
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	Pre-May 2026 (Fragmented Era)
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	The Regulatory Capital Moat: Diversion of Domestic Capital
	Trapped RMG Capital:  Strict prohibition blocks payment processing and ad spending for Real Money Gaming ($1B+ historical market).
	Capital Reallocation: Domestic marketing and venture capital are actively diverting into compliant, non-monetary digital sports, performance tech, and analytics platforms with zero tax or legal risks.

	Statutory Classification: The 3-Tier Binary Split
	Criteria
	Status
	Esports (Competitive Digital Sports)
	Competitive digital sports played as part of organized tournaments. Success strictly requires strategy, coordination, and decision-making skills.
	Permitted & Promoted. Regulated under Ministry of Youth Affairs and Sports guidelines. Registration is mandatory only for high-risk platforms or those seeking formal e-sports recognition (validity of certificates upto 10 yrs).

	Online Social Games (OSGs)
	Casual, non-real-money games primarily skill-based, designed for everyday recreation, learning, or social interaction.
	Registration is completely voluntary. MeitY has established a "light-touch" framework, enabling OSGs and performance tools to operate freely without prior determination or pre-approval from the OGAI.

	Online Money Games (OMGs)
	Transactions-based games involving mandatory entry fees, cash deposits, or monetary stakes on uncertain outcomes.
	Completely prohibited and banned under Section 5 of the PROG Act. Financial institutions and payment systems are legally barred from processing transactions or facilitating transfers for these platforms.
	The 6 Infrastructure Gaps Across the Esports Value Chain


	Gaps 1 & 2: The subjective talent bottleneck
	Current Friction
	Recruitment decisions rely on social media followings and unverified highlight reels rather than normalized statistical baselines.

	Data Solutions:
	Structured statistical evaluation models that normalize mechanical performance, crosshair discipline, and historical win-rates to create objective scouting pipelines.


	Gap 3: Optimizing Coaching Workflow Efficiency
	The Legacy Manual Coaching Process (1.5–2 Hours Lost Per Video)
	The Friction Baseline (Resource Overhead)
	1.5 to 2 Hours per VOD Session: Analysts and coaches spend over 80% of tactical evaluation cycles on manual timeline scrubbing, manual frame captures, and offline drawing edits.
	Fragmented Media Management: Review notes, VOD links, and tactical callouts are scattered across Discord messages, Excel spreadsheets, and Notion templates, creating severe data decay and zero long-term tracking.

	The Scalability Impact (Capacity Expansion)
	95% Latency Reduction: Automated Computer Vision (CV) timeline indexing reduces raw VOD processing time from 90 minutes down to ~4 minutes.
	Empirical Proof: Reducing total review overhead from 120 minutes down to 20 minutes allows a single analyst to evaluate 15 athletes daily instead of being capped at 5.
	Capacity Multiplier: Scales active coach-to-student capacity ratios from an informal 1:5 baseline up to an optimized 1:15 framework (4x daily coaching throughput).


	Gaps 4 & 5: Controlling Early-game Volatility and Communication Panic
	"The building over there."
	Compound Alpha

	The Communication Failure:  Under extreme adrenaline and high-pressure tournament situations, team coordination collapses. Players rely on vague, fatal in-game callouts ("the building over there", "on my mark").
	The Tactical Failure:  Teams frequently throw away tournament placements in the first three minutes by taking unplanned, coin-flip 50/50 drop skirmishes instead of systematic looting rotations.
	Tactical Requirement:  Replacing spoken ambiguity with visual spatial dictionaries and historical drop telemetry transforms high-risk early-game gambles into predictable, risk-mitigated tactical protocols.

	Gap 6: Mitigating Sponsor Retention Churn
	High Financial Commitments:  Non-endemic brands (BMW, Coca-Cola, IQOO) invest $60,000 to $600,000+ annually (₹50 Lakh to ₹5 Crore) in premium esports sponsorships.
	Unmeasured Screen Placement: Static logo placements on stream go unmeasured, viewer engagement remains unverified, and post-campaign reporting relies on vague "estimated reach"—driving severe sponsor budget churn.
	Commercial Imperative: Transitioning from post-campaign guesswork to real-time Computer Vision attribution directly addresses persistent sponsor measurement challenges, protecting multi-million dollar non-endemic ad spend from annual renewal churn.
	Sponsorship Capital
	Value Leak Diagram
	Unmeasured screen placement
	Unverified engagement
	Computer Vision
	Structured ROI Data

	Athlete Economics & the Short Career Lifecycle
	Amateur Base  (50% of demographic): Earning <$15,000 annually (Hobbyists, newcomers, and aspiring semi-pros)
	The Elite  (4% of demographic):  Earning >$100,000 USD annually (Top-tier international & regional MVPs)
	Mid-Tier Creators  (46% of demographic)  Earning $15,000 to $100,000 annually (Salaried Tier-1/Tier-2 team rosters)

	Athlete & Staff Compensation Benchmarks
	Player BASE Salaries (Global vs India)
	Competitive Tier
	Global Base (Annual USD)
	India Base (Monthly)
	Top Tier

	$420K–$480K
	₹100K–₹500K
	Tier 2

	$180K–$240K
	₹50K–₹100K
	Entry Level

	$50K–$60K
	₹10K–₹40K

	Ecosystem & Staff Compensation
	• Coaches & Analysts: Earn 60%–80% of player base salaries.
	• Team Managers: $40,000–$100,000 annually (Global).
	• Content Managers & Editors: ₹30,000–₹80,000 monthly (India).
	Traditional Game-Level Data Capture
	(High Risk)
	Presentation-Layer Capture
	(Pixel-Level Analysis)


	Presentation-layer Data Standardization
	Regulatory Compliance Stability
	Objective Verification: Standardizes skill telemetry to support the legal distinction of pure sports-tech.
	Unlocked Ad Spend: Protects open banking & corporate marketing under PROG Rules.

	Verifiable Sponsorship Attribution
	Real-Time Prominence: Replaces loose post campaign impressions with audited screen exposure seconds.
	Mitigates Churn: Provides hard proof of ROI for non-endemic brand sponsors.

	Asset Commodification  & Talent Scouting
	Athletic Valuations: Transitions regional teams into structured athletic properties.
	Scouting Pipelines: Establishes data baselines for player transfers & scouting contracts.


	Market Realities: Scale Across Ecosystem Tiers
	S8UL/ Team Soul
	Content & Attention
	175K+ Watch CCV.  125M Instagram Views (90 days), 3.2M+ Post Interactions, 10M+ YT VODs


	Nodwin Gaming
	Linear Broadcasting
	35 Million unique linear TV viewers on Disney Star (Star Sports Network) during the BGMS broadcasts.


	Esports World Cup (EWC)
	Global Capital
	$70.45M prize pool (largest in history), 7.98M Peak CCV during the LoL finals, and 3M+ footfall in Riyadh.


	Valve (CS2)
	Digital Micro- Economy
	5.2 Billion USD total market cap for CS2 skins, with Valve earning 100M+ monthly purely from case key openings.



	Organization Archetypes: The Juggernaut vs. The Content Kings
	Team Liquid The Global Juggernaut
	S8UL/Team Soul The Content Kings
	Tenure: 25 Years (Silver Jubilee 2025).
	Focus: Mobile-native (BGMI), India HQ.
	Footprint: Competing in 22 different titles in EWC.
	Reach: 125M+ Instagram Views, 3.2M+ Engages
	Key Asset: Liquipedia The world's largest esports wiki, generating  850 Million page views in 2025, operating  entirely independent of team performance.
	Key Asset: Audience Monopoly landmark deal with IQOO, Youtube, Campa Energy, AMD, Monster Energy and many more. 4x Global Esports Content Group of the Year.


	The Player Value Spectrum
	Analyzing the diverse financial structures and cultural gravity of professional players.
	The Global Icon
	Faker (League of Legends)
	Age/Tenure: 29 years old, 6x World Champion.
	Financials: $6M-$8M Base Salary, >$15M Net Worth.
	Market Gravity: Matches feature a +40% viewership draw.


	The Mobile Prodigy
	APG TOP (PUBG Mobile)
	Profile: 23-year-old Mongolian PMGC Winner.
	Financials: $15,000-$20,000 monthly salary.
	Trait: The 'Dad Buff'-proves maturity and mental resilience in high-stakes mobile mechanics.


	The Wealth Generator
	GodLike Jonathan (BGMI)
	Profile: 23-year-old Indian Tier-1 Professional.
	Financials: $120K+ Annual Salary,  $3M+ Estimated NW
	Sponsorship Portfolio: Red Bull, HP Omen, and premier streaming platform contracts.



	Global Sponsorship Spend Distribution By Sector
	$3.7 Billion Total global esports  market revenue
	45%
	$1.665 Billion Sponsorship
	Sponsorship (45%), Media Rights (25%), Prize Pools (15%), Merchandise (10%), Streaming (5%).


	Primary Revenue: Sponsorships account for 45% of total global esports revenue. Below is the industry-wide sponsorship share
	Consumer Goods (FMCG/Snacks): 21.8%  ~$363M
	Technology (Hardware/Intel): 15.9% ~$265M
	Clothing/Apparel: 12.35% ~$206M
	Other Sectors: Beverage, Automobile, Financial &  Other Services - 49.95% ~$832M


	Institutional Capital Proof:  Sovereign Wealth vs. Regional Leagues
	Global Institutional Capital $70.45 Million USD Esports World Cup (EWC) 2025. Deployed over an 8-week period, drawing 3 Million+ visitors to Riyadh, backed by non-endemic giants (Sony, Amazon, PepsiCo).
	Regional Ecosystem Funding $1.5 Million USD (12.5 Crore) BGMI 2026 Esports Roadmap. Tripling the 2025 prize pool through 4 official tournaments and 7 LAN events, institutionalizing the Indian domestic circuit.
	Official Tournaments
	7 LAN Events
	Indian Domestic Circuit Institutionalization

	The Digital Micro-Economy: The CS2 Skinonomy
	1. Skill Investment & Retention High engagement drives desire for status symbols.


	The 4-stage Virtual  Micro-economy
	4. High-Tier Velocity Landmark private sales (e.g., $1.8M Karambit Blue Gem).
	2. Case Keys Generates $100M+ monthly revenue for the publisher.
	3. The Open Market A total market capitalization of $5.2 Billion USD.
	Massive Unserved Volume Scale
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