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An esports player is 
different from the average 
social gamer

Skill of an esports player, 
much like of a traditional 
sportsperson, is a function 
of amount of practice
Number of matches played plotted against games 
won by players, on average1

An EY India survey of over 1,100 smartphone users, 
indicates that out of every eight people, one user 
participates in Esports tournaments for every six 
people who play social games.
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Data indicates that the more an esports player plays a 
game the more likely he/she is to win the game. This 
highlights the underlying relation that players need 
to invest time and practice the games to build the 
competency needed to win at esports tournaments.

MPL

EY survey

1.	 MPL

Esports 
player

Casual 
gamers

Does not play 
any online game







Publishers and developers 

Presently, about 4% of mobile games on the Play Store 
are from Indian publishers.6 As Indian game developers 
transition from developing social games to multiplayer 
games, Indian developers are expected to create games 
that are better suited for esports tournaments.  The 
number of Indian gaming studios have grown 5x since 
2015.
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6.	 https://42matters.com/india-mobile-gaming-statistics



Broadcasters and audiences
(Viewers in 000s)7
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As esports tournaments grow more competitive, they draw more viewership and support from players and the 
audience. For instance, the PUBG Mobile World League 2020 East was the last big tournament of the Asian continent. 
The Hindi-language broadcast of the same attracted 449 thousand peak viewers, which has been the highest record so 
far.7

There are over 14 esports broadcast platforms in 2020 which are expected to cross 20 platforms by 2025.  While 
current viewership is 17 million, over 85 million unique viewers will watch esports tournaments in the country by 
2025.8 This will comprise around 10% of global esports viewership. Viewership across multiple streaming platforms 
such as YouTube, Facebook, Twitch and other OTT platforms will collectively measure much higher.
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Viewers (in millions)

Brands and sponsors
Over 50 brands9, including prominent national brands 
like Airtel, Bookmyshow.com, Flipkart, Monster Energy 
Drinks, Asus, Redbull and Yes Bank have forayed into 

7.	 https://escharts.com/blog/whats-interesting-about-indian-
esports20

8.	 Industry discussions
9.	 EY estimates

the esports industry over the past few years. While it is 
still at a nascent stage, its constantly growing audience 
base makes esports a growing favourite amongst 
brands and advertisers.
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Esports players are different from casual gamers
An EY survey of 1,108 respondents revealed that:

Only 13% of the respondents had participated in 
esports tournaments

Only 16% of esports players were women

Social
gamers

75%

Do not 
play
12%

Esports
players

13%

Men
84%

Women
16%

Esports players returned to play games far more frequently than 
social gamers

Gaming frequency

12% 10%

21% 21%
26% 27%

At least once every week

51%

31%

At least once daily At least once every
month

At least once this year

Esports players Casual gamers

All graphs relate to percentage of respondents, unless otherwise mentioned

Responses collected across social media, network and educational institutes

Based on data of 974 respondents (138 esports players and 836 social gamers)
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Esports players are more likely make in-app 
purchases and win prize money in games annually
33% of esports players tend to make in-app 
purchases compared to 11% of social gamers

Around 35% of esports players have earned prize 
money from their tournaments compared to only 
10% of social gamers
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Esports players play games as frequently as 
social gamers but spend more time playing games
84% of esports players log in to play games at least 
once daily, compared to 75% of social gamers…

…but on average, esports players spend more time 
in a day playing games
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Based on survey data of 974 respondents (138 esports players and 836 social gamers) collected across social media, network and educational 
institutes
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PB	 Petabyte (1PB = 1,024 Terabyte or TB)

PC	 Personal Computers

PMCO	 PUBG Mobile Club Open

PMPL	 PUBG Mobile Pro League

PR	 public relations

PS4	 Play Station 4

PUBG	 PlayerUnknown's Battlegrounds

RTS	 Real-time strategy (game format)

SEZ	 Special economic zone

SLESA	 Sri Lanka Esports Association

STEM	 An approach to learning and 
development that integrates the areas 
of Science, Technology, Engineering 
and Mathematics

TDS	 Tax deducted at source

TV	 Television

U.S.	 United States of America

USCIS	 United States Citizenship and 
Immigration Services

USD	 United States Dollar (US$1 =  ~INR74)

VFX	 Visual effects

VR	 Virtual reality

WCC	 World Cricket Championship
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Established in 1927, FICCI is the largest and 
oldest apex business organisation in India. Its 
history is closely interwoven with India's struggle 
for independence, its industrialization, and its 
emergence as one of the most rapidly growing 
global economies. 

A non-government, not-for-profit organisation, 
FICCI is the voice of India's business and 
industry. From influencing policy to encouraging 
debate, engaging with policy makers and civil 
society, FICCI articulates the views and concerns 
of industry. It serves its members from the 
Indian private and public corporate sectors and 
multinational companies, drawing its strength 
from diverse regional chambers of commerce 
and industry across states, reaching out to over 
2,50,000 companies. 

FICCI provides a platform for networking and 
consensus building within and across sectors 
and is the first port of call for Indian industry, 
policy makers and the international business 
community.
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Leena Jaisani  
Asst. Secretary General  
Media & Entertainment Division  
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T: +91-11-2348-7505

Radhika Pradhan  
Markets 
EY

E: radhika.pradhan@in.ey.com 
T: +91-22-6192-3386

About FICCI

EY exists to build a better working world, helping to create 
long-term value for clients, people and society and build trust 
in the capital markets.

Enabled by data and technology, diverse EY teams in over 
150 countries provide trust through assurance and help 
clients grow, transform and operate.

Working across assurance, consulting, law, strategy, tax 
and transactions, EY teams ask better questions to find new 
answers for the complex issues facing our world today.

EY refers to the global organization, and may refer to one or more, of 
the member firms of Ernst & Young Global Limited, each of which is 
a separate legal entity. Ernst & Young Global Limited, a UK company 
limited by guarantee, does not provide services to clients. Information 
about how EY collects and uses personal data and a description of the 
rights individuals have under data protection legislation are available 
via ey.com/privacy. EYG member firms do not practice law where 
prohibited by local laws. For more information about our organization, 
please visit ey.com.

Ernst & Young LLP is one of the Indian client serving member firms of EYGM Limited. 
For more information about our organization, please visit www.ey.com/en_in. 

Ernst & Young LLP is a Limited Liability Partnership, registered under the Limited 
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