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Professional eSports are multiplayer video games 
played competitively by professional gamers, 
usually in live arenas before spectators. In 2000, 
eSports was mostly played by amateurs, with just 
a handful of professional tournaments worldwide. 
But 17 years later there are now hundreds of 
professional tournaments and eSports has 
become a $500 million industry. 

THE AGE OF ESPORTS IS HERE

A NEU OPPORTUNITY IN ESPORTS

INTRODUCING ELEAGUE

The eSports industry has evolved tremendously over the past decade.  
There are now salaried professional players and teams with millions of 
followers on social media platforms, resulting in hundreds of millions of 
hours in viewership on streaming services and national television 
networks. In 2013 The League of Legends Championship, a top tier 
professional eSports tournament, boasted more viewers than The 
Masters, The NBA Finals, The World Series, and The Stanley Cup Finals. Merchandise had not been a successful enterprise in the eSports industry 

to date, despite the large and growing followings. However, with the 
unique foundation of Turner’s ability to broadcast to the mainstream on 
major television networks and the resources of a world leading entertain-
ment company in WME | IMG, ELEAGUE was uniquely poised to build a 
successful merchandise line.

Still, doing so takes time and resources that many organizations, and 
especially a league office like ELEAGUE, may not have. From product 
design and sourcing to website development and maintenance to 
warehousing and fulfillment services, merchandising is an intensive 
process that takes an entire team.

 "The goal with ELEAGUE is to be known as the 
best in production and player hospitality. We are 
not a company who focuses on one game, we 
want to contribute to the eSports ecosystem by 
providing teams and players a platform to unfold 
themselves and to see more than just a game. 
We focus on story telling."

-Min-Sik Ko
VP of Tournament Operations

In the next two years, eSports engagement is projected to grow 
200-300%, tripling annual revenues to $1.5 billion by 2020. 

Leading the charge of bringing eSports to 
mainstream audiences in the United States is 
ELEAGUE, a North American professional 
video gaming league playing host to 15 teams 
from all across the world. These teams 
compete in a regular season, playoffs, and a 
championship for millions in payouts.

In late 2015 Turner Broadcasting and WME|IMG announced a partnership 
to create ELEAGUE. Their goal was to expand awareness of professional 
eSports while creating top-level content in the form of stories and 
gameplay to be broadcast across Turner’s subsidiaries. As the first in the 
sport to combine television rights with entertainment backing, ELEAGUE 
has quickly become a catalyst of growth in the industry.
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THE CHALLENGES OF MERCHANDISING

IMPLEMENTATION

GROWTH OF THE RELATIONSHIP

Source and design top-of-the-line 
merchandise for fans and players

Build and maintain an E-Commerce site 
compatible with their existing site

Operate inventory management,
fulfillment, and event point of sale

With tens of millions of active followers around the world, ELEAGUE was 
in search of a way to build their brand and reach their followers with a 
merchandise line. They needed to:

ELEAGUE had their hands full with the season and qualifiers for the 
tournament, event operations, venue logistics, scheduling, player 
hospitality and more.

Before they knew it the Season One Counter Strike Championship, a 
nationally broadcast tournament featuring the world’s best teams and 
millions of dollars in payouts, was just a few weeks away. ELEAGUE then 
turned externally, seeking a one-stop-shop to build their brand and 
facilitate implementation. Operating on a tight timeline, with just two 
weeks before the Championship, ELEAGUE landed on NEU and we 
quickly got to work.

NEU traveled to Atlanta with a full staff and equipment to operate point of 
sale at the Championship broadcast on TBS. The event was an enormous 
success, with thousands of fans in attendance and tenfold the amount of 
viewers online and through cable networks. By the end of  the weekend, 
ELEAGUE had made a 50% margin based on their initial merchandise 
investment.

The remaining inventory from the event was shipped back to NEU’s 
warehousing facilities where NEU has continued to reach followers by 
fulfilling sales through “shop.eleague.com”.

After the initial success with the Championship, NEU has since been the 
go-to partner for all ELEAGUE merchandising efforts through
E-Commerce, at major events, and for special offerings. 

On top of these core capabilities, NEU has proven flexible in working 
alongside separate vendors and venues to accommodate ELEAGUE’s 
unique positioning and structure. 

NEU also worked with Fox Theatre at the 
CS:GO Major Championship, a tourna-
ment attended by thousands of fans in 
Atlanta in January of 2017. Fox has strict 
merchandise rules preventing outside 
vendors from operating point of sale, but 
NEU was able to maneuver this issue, 
working with the theatre and taking the 
burden off of ELEAGUE. 

"I’ve never been in a situation where the NEU 
team was unavailable. Always super helpful."

-Kenny Sugishita,
ELEAGUE Coordinator

For the Major Championship, NEU executed on product sourcing, design, 
and logistics to provide Fox Theatre with all the tools to run event point of 
sale, leading to the highest grossing merchandised event in ELEAGUE’s 
history.

NEU engaged with ELEAGUE across all key aspects of the business. We identi�ed 

the product line best suited to build the ELEAGUE brand at the Season One 

Championship, and sourced, designed and customized the merchandise with 

just a quick two-week turnaround. Speci�cally, NEU worked with existing 

suppliers and quickly formed relationships with new ones to create unique 

product lines that were shipped to local printing facilities and customized with 

ELEAGUE artwork.

At the same time, NEU built and launched “shop.ELEAGUE.com”, the E-Com-

merce shop now integrated into ELEAGUE’s existing website. Along with the 

site, NEU procured and set up the hardware required to operate point of sale at 

the Championship through the website.
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THE RESULTS WHERE WE’RE HEADED
In the 9 months since launching in July 2016, NEU has curated hundreds 
of thousands worth of retail and custom merchandise for ELEAGUE, 
providing thousands of players and fans with gear to rep their passion. 
Event retail revenue has skyrocketed over this period as well, growing by 
over 500% from the first major tournament to the most recent one.

"NEU has served as a one-stop-shop that speaks 
to the eSports community. Just as ELEAGUE was 
meant to be authentic to the community, NEU 
did exactly that with merchandise."

-Karen Brodkin
President of Business Affairs, IMG Worldwide

"ELEAGUE merchandise is essential for the 
growth of our brand. We make sure that all the 
competitors are receiving ELEAGUE merchan-
dise when they participate in our tournaments 
and those things are worn by the players in their 
free-time and during other tournaments."

-Min-Sik Ko,
VP of Tournament Operations

In this rapidly changing industry, NEU has provided dependability and 
flexibility surrounding merchandise specifically, allowing ELEAGUE to 
focus on other areas of innovation like the introduction of new gaming 
tournaments. In doing so, NEU has given ELEAGUE the time and 
resources to become proactive in efforts to connect with their fans and 
followers.

Moreover, ELEAGUE and NEU have proven to be innovators in the space. 
Together we have been one of the first to successfully launch and grow 
licensed merchandise in the world of eSports, a feat that others had 
previously not been able to achieve at large volume in North America.

ELEAGUE recently announced plans to host their first ever Invitational 
tournament for Street Fighter V, a popular one-on-one combat video 
game. Beginning in March of 2017, 32 of the world’s best began compet-
ing for a share of a $250,000 purse. This tournament is broadcasted live 
on TBS and Twitch, featuring exclusive NEU tournament merchandise and 
our existing ELEAGUE line.

NEU is also working beyond our core services to provide ELEAGUE with 
ways to grow their E-Commerce conversion rates, formulating a strategic 
plan to improve ELEAGUE’s brand awareness and digital marketing 
approach. 

With new invitationals, seasons, major championships, and channels for 
followers to connect with their passion, the future of eSports in the North 
American mainstream is strong. Together, ELEAGUE and NEU are at the 
forefront of this charge, further monetizing eSports by engaging fans and 
teams through merchandise.


