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Related elements: eSports and prize money
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Japan e-sports market size

Millions of yen
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予測

• - Domestic e-sports market size in 2021 to reach 7.84 
billion yen, 115.5% of the previous year's level
- Growth to approximately 18 billion yen by 2025

Legal Classification of eSports Prize Money and Legal Schemes

third-party 
prize money

Third-party sponsors, not funded by the organizers or 
by the participation fees of the participants in the 
tournament.
Prize money provided by third-party sponsors

Contribution by 
the organizer
In-game charges 
do not affect 
winners and losers.

 Game providers offer prizes from the sales of free-
to-play games.
▶2016, Confirmation of legality through the prior 

confirmation system for the application of laws and 
regulations.

Contribution by 
the organizer
Compensation 
for work at the 

box office

 Game providers offer prizes from sales in pay-to-
play games
▶ If prize money is offered based on tournament 

results after limiting the number of participants in 
a certain way, prize money can be offered as 
"remuneration for work" in the context of 
entertainment.
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amusement fee

player

NFT ITEM

qualifier

prize management 
organization

Tournament 
Winners

sales

payment

sponsorship 
fee

management

gain

Game Advantage/Item Sales

Contribution of prize money

SuloSupo 
main unit

prize 
competition

business as usual show business

※Operation only.
No prize money 
contribution 

Sponsor 
Package 
Offerings

third-party
company

Only general 
sponsorship 
packages are 
offered.
※No monetary 

payments of 
any kind.

Amuse 
Tech Labs 
L.L.C-FZ
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SuloSupo7 participating members promote the penetration of the digital three-store system to users through various media.

 Otona no Yoroshiku" Institute/Takashi Kiso  Manpatsu (Osaki ichimanpatsu)

https://m.youtube.com/watch?
v=tk-7Lc8-hEE

https://www.youtube.com/wat
ch?v=2RRYuz-mkM0
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SuloSupo7 participating members promote the penetration of the digital three-store system to users through various media.

 Amusement Japan (Takashi Kiso)  Pachi7 (Takashi Kiso)  Also on the summary site.


	関連要素：eスポーツと賞金
	eスポーツ大会の第三者賞金化の仕組み
	eスポーツ大会の第三者賞金化の仕組み
	eスポーツ大会の第三者賞金化の仕組み



