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ABOUT US

WE ARE AN E-SPORTS CAFE TARGETED AS AN
INNOVATIVE SOLUTION TO THE GROWING POPULARITY
OF CASUAL AND COMPETITIVE VIDEO GAMING

WE WILL HOST MONTHLY TOURNAMENTS WITH PRIZES
AND RANKINGS

BRING AWARENESS AND TEACH AN ESPORTS
CURRICULUM TO THE YOUTH OF MILWAUKEE

PROVIDE A GREAT SELECTION OF FOOD



WHAT IS "E-SPORTS™

Why “E-Sporis”
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CRITICAL THINKING
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In the U.S., esports will have more viewers than every
professional sports league but the NFL by 2021.
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Source: hitps://www.slideshare.net/Activateinc/activate-tech-media-outiook-2018

Created by MBA@Syracuse, Syracuse University's online MBA program
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Sports market revenue worldwide from 2020 to 2025
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Esports Audience Growth

Global | For 2020, 2021, 2022, and 2024

Occasional Viewers

@ Esports Enthusiasts

1 3 occasionsl viewers 4o not 364 up 10 the total audience in 2022

newi0o.com/esports-report



ESPORTS FROM BREAKFAST CLUB

This Photo by Unknown author is licensed under CC BY-NC-ND.


https://www.wired.it/economia/lavoro/2016/10/06/ufficio-italiani-sprechi/
https://creativecommons.org/licenses/by-nc-nd/3.0/
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THE INCREDIBLE GROWTH OF ESPORTS

PRIME TIME
GAMENG
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structured and professional, with players
receiving better support, salaries, and facilities.
This trend is likely to continue as the industry
matures.

* There’s an ongoing discussion about the
inclusion of esports as a medal event in future

Olympic Games. Progress in this area could

have significant implications for the _ . OQS DLHMPIC E3PoRTs [T
industry(https://olympics.com/en/esports/).
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U.S. was $54.1 billion in 2022 and is forecast
to reach $72.0 billion by 2027, representing a

5.9% compound annual growth rate

. Singapore
Olympic Esports Series | Closing Ceremony | Singapore




