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. EXecutive oummary oo

India’s esports ecosystem is at a clear inflection point. A first-ever, gamer-led national report by
JetSynthesys, with survey conducted by YouGov shows that Indian esports athletes are increasingly
viewing Esports as a serious, long-term career opportunity rather than a casual pursuit. 83% of daily
esports players believe esports is financially viable, with nearly half describing it as very viable, while
three out of four have considered pursuing esports professionally. Ambition today extends beyond
competitive play, with players actively exploring roles across streaming, content creation, coaching,
analytics and team management, signalling the emergence of esports as a broad, multi-layered
professional ecosystem.

However, the study also highlights a critical gap between aspiration and structure. Despite rising confidence
and growing recognition of Esports, career stability remains the biggest concern, driven by financial
uncertainty, limited long-term pathways and lingering social stigma. Players consistently point to the need for
stronger institutional support, including clearer regulation, infrastructure, education integration and brand-backed
opportunities, to enable sustainable careers. The findings underline that while India’s esports talent and intent are
firmly in place, the next phase of growth will depend on how effectively the ecosystem builds durable pathways that
convert momentum into lasting professional outcomes.
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Esports as a

Viable Career

(o)
83 /O of daily Indian esports players
see esports as financially viable, nearly

half call it very viable, and 3In4
have considered going professional.

-

Careers Beyond
Competitive Play

Esports is evolving into a multi-layered
(o)
\ career ecosystem, with 81 /o aspiring

(o)
to be athletes or creators and 56 /0
exploring roles like coaches, analysts, and

ynthesys
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&

Streaming is emerging as the most ‘

/ Rise of Streaming
& Monetisation

(o)
accessible income pathway, with 77 /o
of players already seeing monetisation
opportunities beyond tournaments.

) .

—

/ \ team managers.

/ Esports Through a
Sporting Lens

Esports is increasingly viewed through a

o
sporting lens, with 59 /O placing it on
par with physical and mental sports and

(o)
80 /0 watching tournaments at least

\ once or twice in a month.

Capabilities Built
Through Esports
87% associate esports with

high-performance skills like strategic
thinking and rapid decision-making, while

(o)
71 /0 credit it with building discipline,
focus, and consistency.




Research Methodology & Study Design

Target Group

JetSynthesys

Location

9 Patna

Lucknow
®
Chennai
o
o
Ahmedabad
Kolkata °
Hyderabad
®
Delhi
Equal Bengaluru
respondents
‘L. =
0 from all cities
50% Mumbai /
Millennials
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Gaming Landscape Overview
Types of Games Played

@ Games daily Esports player play (could be daily, weekly, monthly or occasionally MOBA

Games daily Esports player usually play daily/everyday 46%
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76% of daily Esports players mention they play shooter games

52% of daily Esport players say they play shooter games everyday.

Thus, 2 out of 3 (68%) of daily Esport players who play shooter games play this type of game daily
64% of daily Esport players who play mobile strategy games say they play this type of game daily

JetSynthesys

Mobile Strategy
64%

Shooter

68%

PC/Console

Strategy
64%

Types of Esports games being played everyday

.
[ N




Gaming Landscape Overview

Additional Insights

54%

of GenZ daily esport players play
shooter games daily

51%

of Millennial daily esport players play
shooter games daily

37%

of male Millennial daily esport players

34%

of female Millennial daily esport
players say they play digital sports
games (cricket/football) everyday

While only 22% of male GenZ daily esport
players and 26% of female GenZ daily esport
players say so

JetSynthesys

42%

of male Millennial daily esport players

39%

of female Millennial daily esport players
say they play digital racing games
(car/bike)

While only 28% of male GenZ daily esport
players and 30% of female GenZ daily esport
players say so




Gaming Landscape Overview

Where They Play: Pay to Play or Play Free

Where do they play?

18%

Only on Mobile

“ 9%
Only on
Laptop/Desktop/Console
D2 -
Both mobile phones &
laptops/desktops/consoles :

72% of daily Esport players played on their phones as well
as on laptops/desktops/consoles in the last 3 months

D 4
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What have they played in
the last 3 months?

Did not play these types of games

@ Played these types of games

Free-to-play Games

Pay-to-Play Games

64% of daily Esports players have played
pay-to-play games in the last 3 months



Gaming Landscape Overview

Additional Insights

55%

of daily Esports players played
both free-to-play and pay-to-play
games in the last 3 months

64%

of those who played only on
mobile phones played only free-
to-play games (i.e. not pay-to-
play) in the last 3 months

Among those who played only
free-to-play (i.e., not pay-to-play)
in last 3 months:

93%

played games on mobiles

67%

played games on
laptops/desktops/consoles

Among those who played only
pay-to-play (i.e., not free-to-play)
in last 3 months:

81%

played games on
laptops/desktops/consoles

78%

played games on mobiles

JetSynthesys

Playing only-on-mobiles more
common among GenZ than
among Millennials:

22%

of GenZ daily esport players

15%

of Millennial daily
esport players
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Esports as a Career
Perception of Esports as a Viable Career

Financial Viability

4%
Not viable - unlikely to
earn enough 14%
Somewhat viable - may
need other income
sources

34%

income
49%

Very viable - can earn a lot
of money, become rich

"
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(0w
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()

Viable - can earn a stable

JetSynthesys

Considered Pursuing as a Career

6%
No, not interested

20%

No, but I'm curious

36%

Yes, casually

39%

Yes, seriously

d
d
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Esports as a Career

Perception of Esports as a Viable Career JetSynthesys

Role Interest

among all Esport daily players- role of interest

59%
50%

34% 34%

Streamer or content creator
Game designer or developer
Team manager or even organizer
Esports journalist or commentator

Competitive player
Coach or analyst

83% of daily Esport players think it is a financially viable career
59% of those who think it is a financially viable career think it is very viable where one can
earn a lot of money and become rich
75% of daily Esport players have ever considered a career in Esports | / |

52% of those who have ever considered a career in Esports say they had done so seriously " \



Esports as a Career
Additional Insights

57%

of daily Esport players who play digital
Sports games (cricket/football)
everyday say they have some time
seriously considered a career in Esports

57%

of daily Esport players from key North
India cities (Delhi-58%, Lucknow 57%)
think Esports is very financially viable

51%

of daily Esport players from Ahmedabad
and 49% of daily Esport players from
Lucknow say they have some time
seriously considered a career in Esports

58%

of daily Esport players who play PC
Console strategy games (Warcraft,
DOTA etc.) everyday say they have
some time seriously considered a
career in Esports

JetSynthesys

65%

of daily Esport players who play MOBA
games everyday think Esports is very
financially viable

62%

of daily Esport players who play MOBA
games everyday say they have some
time seriously considered a career in
Esports



Esports as a Career
Consideration of Esports as a Career Path

The stability of finances is the topmost concern for 23% of daily Esport players and 62% of daily Esport players have it among their top 3 concerns.
Other key concerns mentioned include social stigma- lack of social acceptance, recognition (56% have it in their top 3 concerns) and limited career
options beyond playing (55% have it in their top 3 concerns).

Exploring themes for concerns- reasons related to Social and cultural acceptance are topmost for 1/3 of daily esport players (33%), 40% indicate topmost is
career/financial security. 1 in 4 (25%) have personal confidence or health related reasons as their topmost concern

JetSynthesys

Combining Topmost data into Motivations
a set of themes:

@® % with this reason among their Top 3 reasons to consider choosing Esports as a career

A % with this reason as Topmost reason to consider choosing Esports as a career
o Love for the Game- 37% (Definition °
o from above: thrill/inspired/mastery)

33%

o Connection & Recognition
2 5 /o (Definition from above: community/

recognized/ traditional career)

o Future & Financial Freedom
3 8 /o (Definition from above: Prize pools,

sponsorships, career option)

g to a gaming peer/community
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Increasingly viable sponsorship, streaming

Inspired by those who have succeeded in
B
revenue, brand deals

Esports already
| don't think a traditional

career is for me

) 4

Thrill of competition and being better than/

beating others
To be recognized in gaming community/

Growing prize pools in tournaments
streaming platforms

A love for mastery of gameplay

To belon
network




Esports as a Career

Consideration of Esports as a Career Path

Career options beyond playing also happens to be the most popular standalone reason for considering Esports as a career (43% have it in

their top 3 reasons)

Exploring themes for motivations- reasons related to love for the game (37%) may be tied for top place with reasons related to future and financial

freedom (38%)

Combining Topmost data into
a set of themes:

o Personal confidence and well being
2 5 /o (Definition from above:
health/afraid)

o Social and cultural acceptance
3 3 /o (Definition from above:

stigma/family)

o Career and financial security
40 /o (Definition from above:

career/instability)

Reservations

@® % with this reason among their Top 3 concerns about choosing Esports as a career

" % with this reason as Topmost concern about choosing Esports as a career

Financial Social stigma- Limited career Lack of Health or .
instability Lack of social options beyond  family lifestyle I am afraid

acceptance, playing support concerns I won't be
recognition good enough

JetSynthesys
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Esports as a Career

Additional Insights (Reasons to Consider, Concerns) letovathesys

Consideration reasons:

To belong to a gaming peer/community network is more popular among those who have ever considered Esports seriously as a career
(@among 33% have this reason in their top 3) vs. those who don't (28% of them have this reason in their top 3)

Similarly, also for viability- 33% of those who consider Esports very financially viable mention To belong to a gaming peer/community
network in their top 3 reasons vs 26% among those who don't

Increasingly viable sponsorship, streaming revenue, brand deals is in the top 3 reasons of 38% of those who play digital Sports games
(cricket/football) everyday- this is higher than some other games e.g., it's in top 3 reasons of only 31% of those who play PC console games
daily, 32% of those who play mobile strategy games daily, 34% of those who play digitalracing games daily

39% of males have Thrill of competition and being better than/beating others in their top 3 reasons (vs only 33% among female). Thrill
of competition and being better than/beating others also mentioned more often (38%) in top 3 among those who play mobile-only (vs 32%
among those play only on laptop/console/desktop)

Around 16% of GenZ say | don’t think a traditional career is for me in their top 3 reasons vs only 12% of millennials



Esports as a Career
Additional Insights (Reasons to Consider, Concerns)

JetSynthesys

Reservation reasons:

of those who have ever considered a career in Esports
5 9 % seriously mention Social stigma-Lack of social acceptance,
recognition among top 3 concerns about Esports as a career of those who don't consider Esports very financially viable

64% mention Financial instability among top 3 concerns about
Esports as a career

o of those who consider Esports very financially viable mention
5 9 /o Social stigma-Lack of social acceptance, recognition among
top 3 concerns about Esports as a career of those who have never considered a career in Esports
64% seriously mention Lack of family support among top 3
concerns about Esports as a career
of those who have ever considered a career in Esports
5 1 % seriously mention Health or lifestyle reasons among top 3
concerns about Esports as a career o of those who don't consider Esports very financially viable
5 8 /0 mention Limited career options beyond playing among top 3
concerns about Esports as a career
o of those who consider Esports very financially viable mention
5 2 /o Health or lifestyle reasons among top 3 concerns about
Esports as a career . .
i o of those from Patna mention Lack of family support among
o top 3 concerns about Esports as a career
o of those who have never considered a career in Esports
64 /o seriously mention Financial instability among top 3 concerns
about Esports as a career




Support Structure Perceptions
Reservations

JetSynthesys

58% of daily esport players indicate mental health,
wellness and social/family acceptance support is high

. . . . Needs Significant Growth - Support is limited or just beginning
in importance for the growth of Esports in India. ¢

Developing Further - Support exists but could be strengthened

@ Adequately Established - Support is present and functioning well

Nearly a third (32%) of daily esport players indicate

the current level of progress on this front is limited or

just beginning (and needs significant growth).

Only 27% think support on this front is adequately

established- the rest indicate a need for development 39%

Other important support areas- Sponsorship from
brands: 57% say high importance, Streaming platforms
and monetization- 54% say high importance

w
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Media coverage (TV, news, etc.)
N
-
!

Other important development areas- Scholarships
for Esports players- 36% say needs significant growth,
Inclusion in school/college programs- 35% say needs
significant growth, 34% say government recognition
and regulation needs significant growth
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Scholarships for Esports players
Govemment recognition, regulation
Inclusion in school college programs
Infrastructure (gaming cafes, arenas)
Streaming platforms & monetization
Coaching and training academies
Mental health, welness and social/family
acceptapore

Sponsorships from brands




Support Structure Perceptions

Importance of support type JetSynthesys

@ Low Importance Medium Importance @ High Importance
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Sponsorships from brands

Scholarships for Esports players

Media coverage (TV, news, etc.)
Govemment recognition, regulation
Inclusion in school college programs
Infrastructure (gaming cafes, arenas)
Streaming platforms & monetization
Coaching and training academies

Career couns elling, mentorship, pathways




Support Structure Perceptions
Additional Insights (Importance)

63%

of those from South India and

62%

from West India

say Mental health, wellness and
social/family acceptance support is
highly important for growth of
esports in India (vs. 52% in North; 51%
in East)

58%

53%

of those who play digital Sports
(cricket/football) say Inclusion in
school/college programs is highly
important for growth of esports in India

55%

of those who play digital racing games
(car/bike) say Coaching and training
academies is highly important for
growth of esports in India

JetSynthesys

65%

of those from Bangalore say sponsorship
from brands is highly important for
growth of esports in India

(vs. 40% of those who only play on mobile)

46%

of those who play only on
Laptop/Desktop/Console say
Infrastructure (gaming cafes, arenas)
are highly important for growth of
esport in India

(vs. 40% of those who only play on mobile)

of those who have consider Esports very financially viable say Scholarships for
Esports players is highly important for growth of esport in India

(vs. 43% among those who don’t consider esports very financially viable)
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Tournament Viewership

64% of daily Esports players are aware of BGMI mobile India series
41% of daily Esports players are aware of upcoming 2027 Esports Olympics
60% of daily Esports players mention watching esport tournament(s) multiple times a month (more than just 1-2 times a month)

JetSynthesys

How often do they watch? Awareness of Tournaments

@ Rarely-once or twice a year-or never @ % with this reason among their Top 3 reasons to consider choosing Esports as a career

 Sometimes-once or twice a month

@ Often-at least multiple times a month

eague etc.

orts e.g. Chess etc.
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Esport tournaments
BGMI Mobile India series
Indian Esports league (IEL)
ESL India Premiership
2027 Esports Olympics
Indus International

2026 Esports Asian Games
DreamHack
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Tournament Viewership

Additional Insights

of GenZ males who play Esports daily aware

70% of BGMI Mobile series (vs. around 55-65%
for other age-gender cohorts)

54%

of Female Millennials
who play Esports daily

44%

awareness among
female Gen Z players

who play Esports daily.

49%

of Male Millennials who
play Esports daily are
aware of Global eCricket
premier league

30%

awareness among male
Gen Z players who play
Esports daily.

o of those from Patna who play Esports daily
o aware of BGMI Mobile series

JAV

of those who watch Esports and consider Esports very
financially viable watch esports often (at least multiple
times a month)

73%

of those who watch Esports and ever considered
Esports as a career seriously watch esports often (at
least multiple times a month)

JetSynthesys



Esports - Related Beliefs

JetSynthesys

59% of daily Esports players consider Esports, as valid a sport as physical ones and mental ones (e.g. chess etc.) requiring skill and dedication
Only 10% of daily Esports players indicate they don’t think it is at the same level- i.e., not quite at level of physical sports/ not a true sport
A minority (29%) indicate Esports is quite distinct- more entertainment/ digital competition

69% express some comfort with using the label athletes for Esports players but only 40% of all Esport daily players can identify with that label themselves

Esports - A sport or not?

3%
Only physical sports feel like
true sports to memental

sports and Esports are
something else

2% I'm still forming my opinion / | haven't
thought about this much

7%
Esports Similar to mental

sports, but not quite at the
level of physical sports

p 29%
Physical and mental
sports are sports, but
Esports is something
different—Esports is
more like digital
competition or
entertainment

59%

All three-physical,
mental, and Esports—
are valid forms of sport,
each requiring skill and
dedication

Esports players - Athletes or not?

9%, Very uncomfortable - | dont think the
term athlete applies to Esports at all

12%

‘A Neutral - I don't have a strong
opinion either way

Somewhat

uncomfortable - | see

them as professionals,

but not athletes

25%

Somewhat comfortable
- | recognize their skill
and discipline, but Im
unsure if athlete fits

44%

Very comfortable - | see
them as athletes, similar
to those in physical or
mental sports






Capabilities & Development

JetSynthesys

57% of daily Esports players have strategic thinking and planning-adapting in their top 5 skills to win

53% have it among the skills that playing helps develop

55% of daily Esports players mention quick decisions under pressure among top 5 skills to win

49% mention it as a skill that playing helps develop

Capabilities it develops

@ Top 5 Skills

Strategic thinking and planning, adapting

Iy  53%

Quick decision making under pressure

I 49%

Focus and concentration

D 4 7%

Teamwork and collaboration
46%

Reflexes and hand-eye coordination

I  44%

Game-specific knowledge

I 42%

Discipline and practice

Iy A1%

Problem solving

I 40%

Time management

Mental resilience and toughness

I 35°%

Communication

I 33%

Content creation

D 31%

Capabilities needed to win

@ Top 5 Skills

Strategic thinking and planning, adapting

Quick decision making under pressure

I 550

Focus and concentration

I 51%

Teamwork and collaboration

I

Reflexes and hand-eye coordination

I 4%

Game-specific knowledge

I

Discipline and practice

D -

Problem solving

I 2%

Mental resilience and toughness

I 41%

Time management

I 339%

Communication

I 6%



Summary

Shooter games lead in this space:

54%
51%

72%
91%
64%

of daily Esport players indicate mental health,
wellness and social/family acceptance support is
high in importance for the growth of Esports in India

of Millennial daily esport players play
shooter games daily

play both on mobile and desktop/console/laptop

play free-to-play games

play pay-to-play games

83%
75%

59%
52%

JetSynthesys

of daily Esport players think it is a financially
viable career

of daily Esport players have ever considered a
career in Esports

of those who think it is a financially viable career
think it is very viable where one can earn a lot of
money and become rich

of those who have ever considered a career in
Esports say they had done so seriously

Reasons for considering a career in Esports that are related to love for the game (37% have such a reason as their topmost reason) may be tied
as the top with reasons related to future and financial freedom (38% have as their topmost reason).



Summary
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Reasons related to future and financial freedom include Growing
prize pools in tournaments, Increasingly viable sponsorship,
streaming revenue, brand deals and Interest in a career beyond
playing e.g., content creation, coaching, management.

Reasons related to love for the game include Thrill of competition
and being better than/ beating others, Inspired by those who have
succeeded in Esports already and a love for mastery of gameplay.

59% are interested in a career as a player

500/ are interested in a career as a content
o creator/streamer

620/ of daily Esport players have financial instability
0 among their top 3 concerns.

Other key concerns mentioned include social stigma- lack of social
acceptance, recognition (56% have it in their top 3 concerns) and limited
career options beyond playing (55% have it in their top 3 concerns)

of daily esport players indicate mental health,

58% wellness and social/family acceptance support is

high in importance for the growth of Esports in
India.

Scholarships for Esports players- 36% of daily Esports players say
this needs significant growth

Other important support areas- Sponsorship from brands: 57% say high
importance, Streaming platforms and monetization- 54% say high
importance

Inclusion in school/college programs-35% of daily Esports players
say this needs significant growth



Summary

34%

of daily Esports players say government
recognition and regulation needs
significant growth

41%

of daily Esports players are aware of
upcoming 2027 Esports Olympics

59%

of daily Esports players consider
Esports, as valid a sport as physical
ones and mental ones (e.g. chess etc.)
requiring skill and dedication

53%

of daily Esports players mention
strategic thinking and planning,
adapting is among the top 5 skills
that playing Esports helps develop

JetSynthesys

49%

of daily Esports players mention quick
decision making under pressure is
among the top 5 skills that playing
Esports helps develop









