Global E-sports Industry Overview
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Key Facts

Country

Number of Active
E-sports players

Viewers (Millions)
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Instructions:
Use the information in the Global E-sports Industry Overview poster to fill in the
gaps in the sentences below.

1. The largest E-sports audience age-group is 16-24-year-olds at
percent.
2. The first E-sports tournament was at the University of Stanford in

3. The largest percentage of viewers (57%) are from the
region.

4. The United States has the most active E-sports players with
players.

5. The fastest growing segment is E-sports.
6. Both China and Brazil have a significant number of active E-sports

players, with 2,024 active players in and active
players in Brazil.

7. The viewership of E-sports grew from 435.7 million viewers in 2020 to
million viewers in 2022.
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In 2025, global viewership reached million.
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