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How	
  Cloud	
  and	
  Mobile	
  Streaming	
  can	
  Expand	
  Audiences,	
  
Reduce	
  Costs	
  and	
  Boost	
  Revenue	
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Agenda	
  

1.	
  How	
  can	
  we	
  directly	
  &	
  indirectly	
  increase	
  revenue?	
  

Digital	
  TV,	
  Fan	
  Engagement	
  &	
  Sponsorship	
  

2.	
  What	
  should	
  our	
  Video	
  Product	
  Strategy	
  look	
  like?	
  	
  

Now,	
  Next	
  &	
  Future	
  	
  

3.	
  Fast	
  Growing	
  Use	
  Cases	
  

Content	
  Programming	
  &	
  Business	
  Model	
  

Revenue Growth. Video Strategy. Growth Use Cases. 



SPORTS	
  VIDEO	
  

SF	
  GIANTS	
  FAN	
  

CUSTOMERS	
  

EXPERTISE	
  

SERVICES	
  

• Sports,	
  live	
  &	
  #SocialTV	
  content	
  
•  In-­‐stadium	
  sports	
  fan	
  engagement	
  
• Mobile	
  social	
  video	
  cloud	
  tech	
  
• Future	
  of	
  Video	
  &	
  Television	
  

• Product	
  strategy	
  
• MarkeVng	
  research	
  
• Business	
  development	
  
• Social	
  &	
  content	
  markeVng	
  

Ring	
  Digital	
  LLC	
  

Ring	
  Digital	
  llc	
  is	
  a	
  digital	
  services	
  &	
  strategy	
  firm	
  focused	
  on	
  video,	
  mobile,	
  social	
  &	
  sports.	
  



Wowza	
  Media	
  Systems	
  

•  Simplifying	
  the	
  complexiRes	
  of	
  video	
  and	
  audio	
  streaming	
  	
  
•  In	
  business	
  since	
  2005	
  
•  Customers	
  in	
  150+	
  countries	
  
•  Wowza	
  Streaming	
  Engine™:	
  award-­‐winning	
  so[ware	
  

–  2014	
  Reader’s	
  Choice	
  winner	
  

2011,	
  2012,	
  2013	
  



Who	
  Uses	
  Wowza?	
  

Resorts	
  
(Hotels,	
  Tourism)	
  

Public	
  Safety	
  
(FaciliRes,	
  Banks,	
  Police,	
  Borders)	
  

TransportaRon	
  
(Roads,	
  Public	
  Transit)	
  

WebcasRng	
  
(Enterprise,	
  Churches,	
  Government)	
  	
  

Entertainment	
  
(Events,	
  Concerts)	
  

EducaRon	
  /	
  Distance	
  Learning	
  
(K-­‐12	
  –	
  University)	
  

Sports	
  
(Professional	
  /	
  College	
  /	
  Schools)	
  

Events	
  /	
  Local	
  Hotspots	
  
(Shows,	
  Bars,	
  Restaurants)	
  



GROWTH	
  OPPORTUNITIES	
  
Live	
  Sports	
  Streaming	
  



Global	
  =	
  $43B	
  
N.	
  America	
  =	
  $17B	
  
Collegiate	
  =	
  $1.3B	
  

Sports	
  Business	
  

Global	
  =	
  $42B	
  
N.	
  America	
  =	
  $14B	
  
Collegiate	
  =	
  $1B	
  

SPONSORSHIPS	
   TV	
  &	
  DIGITAL	
  

MERCHANDISE TICKETING 

OTT	
  VIDEO	
  
Premium	
  
Social	
  TV	
  

COMMERCE	
  
Loyalty	
  

STADIUM	
  	
  
Videoboard	
  
Ribbonboard	
  

LOYALTY	
  
Seats,VIP	
  Access	
  

Global	
  =	
  $33B	
  
N.	
  America	
  =	
  $12.5B	
  

Collegiate	
  =	
  $1B	
  

Merch	
  =	
  $19B	
  
N.	
  America	
  =	
  $13B	
  
Collegiate	
  =	
  $4B	
  

Mobile,	
  Social	
  
Video,	
  Cloud	
  TV	
  

$57B	
  U.S.	
  $130B	
  Global.	
  Four	
  segments.	
  Each	
  transformed	
  by	
  
mobile,	
  social,	
  video	
  &	
  OTT.	
  

Sources:	
  PwC	
  North	
  Am	
  Sports	
  Outlook,	
  Oct	
  2014,	
  Dec	
  2011	
  &	
  Ring	
  Digital	
  esVmates	
  



How	
  can	
  we	
  quanVfy	
  the	
  value	
  of	
  

live	
  sports	
  programming	
  assets	
  in	
  a	
  

9me-­‐shi;ing,	
  digital	
  video	
  world?	
  

(From	
  $60MM	
  to	
  $280MM	
  in	
  a	
  year.)	
  	
  

Economics	
  
ECONOMICS	
  

All	
  schools	
  split	
  revenue	
  equally	
  -­‐	
  a	
  key	
  accomplishment	
  of	
  Commissioner	
  Larry	
  Scol.	
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Pac-12 Broadcast Revenue 
(MMs) 

Live	
  +	
  Social	
  +	
  Mass	
  Audience	
  +	
  Video	
  +	
  Local.	
  Scarce	
  assets	
  in	
  
today’s	
  TV	
  &	
  Digital	
  market.	
  



Economics	
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IMG College Revenue 
(MMs) 

Reported	
  by	
  Sports	
  Business	
  Journal	
  April	
  2014	
  

CAGR	
  =	
  21%	
  
IMG	
  College	
  growing	
  

at	
  21%	
  -­‐	
  significantly	
  

faster	
  than	
  all	
  other	
  

IMG	
  units	
  

WME	
  buys	
  IMG,	
  largely	
  for	
  IMG	
  College	
  

MulRmedia	
  Rights	
  growth	
  will	
  follow.	
  Leveraging	
  video,	
  social,	
  
mobile	
  &	
  cloud.	
  



SPONSORSHIP	
  

Sponsorship	
  

Upstart	
  JMI	
  Sports	
  beats	
  IMG	
  College	
  by	
  $30M.	
  	
  
Record-­‐breaking	
  deal	
  -­‐	
  excludes	
  Broadcast.	
  



Economics	
  

2010	
  Knight	
  Commission	
  Report	
  
on	
  Intercollegiate	
  AthleVcs	
  

TickeRng	
  and	
  Local	
  Sponsorship	
  dollars.	
  Mobile,	
  social,	
  video	
  tap	
  
FCS	
  advantages.	
  

FBS	
  7.2%	
  =	
  2.5x	
  FCS	
  2.8%	
  

FBS	
  19.4%	
  =	
  4x	
  FCS	
  4.8%	
  	
  
TV	
  Rights	
  

Sponsorship	
  &	
  MMR	
  

*Before	
  the	
  Pac-­‐12	
  deal	
  

FBS	
  23.7%	
  =	
  4x	
  FCS	
  5.9%	
  
TickeRng	
  



Growth	
  Use	
  Case	
  

Mobile	
  Fan	
  Engagement	
  and	
  In-­‐venue	
  MulRcast	
  streaming	
  
Premium	
  video 

AtBat	
  
Stadium	
  Apps 

Yinzcam	
  7.5MM	
  downloads	
  
iBeacons 
Venue	
  Tech	
  

Dropcam 
IP	
  Cameras	
  



  OTT Streaming  
  Bonus Content Streams 
  Replays & Highlights 
  Stats & Data Visualizations 
  Ticketing Fan Engagement 
  In-stadium IP Cam Streams 
  Brand Activations 
  Social Streaming 
  Videoboard Interactivities 
  Loyalty & Engagement 

SUMMARY	
  

Cams	
  &	
  iPhones	
  delivering	
  sports	
  video	
  to	
  every	
  
screen	
  inside	
  and	
  outside	
  stadiums	
  &	
  arenas…	
  

	
  
Mobile	
  social	
  video	
  -­‐	
  a	
  brand	
  new	
  opportunity	
  

to	
  mix	
  physical	
  &	
  digital	
  engagement	
  for	
  sports.	
  
	
  

All	
  anchored	
  by	
  Live	
  Streaming.	
  

Mobile,	
  Social	
  
Video,	
  Cloud	
  TV	
  

Summary	
  

Large opportunities in Sports. Converging use cases in video, 
mobile, social & cloud streams. 



THE	
  BIG	
  PICTURE	
  STRATEGY	
  
What	
  to	
  focus	
  on:	
  Now,	
  Next	
  &	
  Future	
  



Big	
  Picture:	
  Now	
  

Conviva	
  Viewer	
  Experience	
  Study	
  (2012)	
  
•  Over	
  22.6	
  Billion	
  streams	
  measured	
  
•  60%	
  suffered	
  Quality	
  problems	
  (see	
  below)	
  
•  EsVmated	
  $2.16	
  Billion	
  dollars	
  lost	
  

21% 

20% 
40% 

20% 

Buffering 

Video	
  Quality	
  is	
  #1 job	
  in	
  the	
  TV	
  biz.	
  Simple,	
  reliable,	
  high-­‐resolu9on	
  on	
  all	
  devices.	
  

Cloud	
  Streaming	
  Quality	
  Benefits	
  

#1	
  -­‐	
  Higher	
  quality	
  encode	
  
#2	
  -­‐	
  Higher	
  bitrate	
  master	
  stream	
  
#3	
  -­‐	
  Beler	
  end-­‐device	
  coverage	
  



Big	
  Picture:	
  Next	
  

OTT	
  Streaming	
  MoneRzaRon	
  

TOO 
COMPLEX 

Free	
  or	
  Flexible:	
  PPV,	
  subs	
  &	
  super-­‐fan	
  models	
  need	
  to	
  mirror	
  Ticke9ng	
  
strategies.	
  

Note:	
  NBA	
  Slideshare	
  by	
  
William	
  Sulon	
  of	
  NBA	
  

Team	
  MarkeRng	
  Services	
  

#1	
  -­‐	
  simplify	
  the	
  purchase	
  process	
  
#2	
  -­‐	
  offer	
  &	
  test	
  a	
  variety	
  of	
  plans	
  &	
  models	
  

#3	
  -­‐	
  socialize	
  your	
  digital	
  program	
  schedule	
  



Big	
  Picture:	
  Future	
  

#1	
  -­‐	
  Micro	
  clips	
  a	
  BIG	
  market	
  
#2	
  -­‐	
  Live	
  ediRng	
  is	
  hard	
  

#3	
  -­‐	
  Market	
  in	
  transiRon	
  

Pre-­‐game,	
  in-­‐progress	
  &	
  post-­‐game	
  clipping.	
  Social	
  grows	
  engagement,	
  loyalty	
  &	
  
revenue.	
  



WOWZA	
  STREAMING	
  CLOUD™	
  



Wowza	
  Streaming	
  Cloud™	
  
Cost	
  EffecVve	
  	
  
No	
  need	
  to	
  purchase	
  or	
  maintain	
  
expensive	
  hardware.	
  Transcode	
  in	
  
the	
  cloud	
  and	
  pay	
  only	
  for	
  the	
  
resources	
  you	
  use,	
  when	
  you	
  use	
  
them.	
  

Simple	
  Setup	
  	
  
An	
  easy-­‐to-­‐use	
  web	
  interface	
  lets	
  
you	
  quickly	
  set	
  up,	
  manage,	
  and	
  
monitor	
  your	
  streams.	
  

AdapVve	
  Bitrate	
  Streaming	
  at	
  Scale	
  	
  
Deliver	
  high-­‐quality	
  streams	
  to	
  any	
  
device,	
  whether	
  viewers	
  are	
  next	
  
door	
  or	
  around	
  the	
  world.	
  



Sports	
  Customers	
  



The	
  Works	
  With	
  Wowza™	
  partner	
  program	
  provides	
  customers	
  with	
  guidance	
  and	
  
simplified	
  End-­‐to-­‐End	
  experience	
  with	
  validated	
  cameras	
  and	
  encoders	
  from	
  world	
  class	
  
providers.	
  

Encoders	
  Camera	
  

Wowza	
  Partners	
  Provide	
  Seamless	
  End-­‐to-­‐End	
  



CONTENT	
  &	
  BUSINESS	
  USE	
  CASES	
  
LIVE	
  STREAMING	
  AND	
  LONG-­‐TAIL	
  SPORTS	
  



Content	
  Cases	
  

Bonus	
  Content	
  

In-­‐stadium	
  IP	
  Cams	
  

Community	
  Building	
   In-­‐stadium	
  “WaitCasts”	
  

#CreatedWith	
  Athletes	
   #SocialStreaming	
  



OpRmize	
  CDN	
  w	
  DIY	
  

New	
  Revenue	
  Models	
  

Sponsorship	
  Avails	
  

Business	
  Cases	
  



Summary	
  

•  Expand	
  Audiences	
  with	
  mobile	
  streaming	
  and	
  user	
  generated	
  
content	
  

•  Reduce	
  Costs	
  through	
  cloud	
  streaming	
  
•  Boost	
  Revenue	
  by	
  streaming	
  your	
  sporRng	
  events	
  and	
  taking	
  

advantage	
  of	
  the	
  many	
  opportuniRes	
  to	
  moneRze	
  your	
  content	
  
•  Wowza	
  Streaming	
  Cloud™	
  lets	
  your	
  users	
  engage	
  with	
  your	
  

content	
  wherever	
  they	
  are	
  and	
  on	
  any	
  device	
  



Next	
  Steps	
  

•  Contact	
  sales@wowza.com	
  to	
  schedule	
  a	
  demo	
  of	
  Wowza	
  
Streaming	
  Cloud	
  and	
  consultaRon	
  

•  Find	
  more	
  informaRon	
  on	
  streaming	
  and	
  Wowza	
  soluRons	
  at	
  
www.wowza.com	
  

•  Download	
  Wowza	
  GoCoder	
  from	
  iTunes	
  or	
  Google	
  Play	
  stores	
  



QUESTIONS?	
  
Wowza	
  Media	
  Systems	
  

Third	
  party	
  trademarks	
  are	
  trademarks	
  or	
  registered	
  trademarks	
  of	
  their	
  respecRve	
  owner	
  and	
  are	
  used	
  solely	
  to	
  idenRfy	
  and	
  describe	
  third	
  party	
  products	
  as	
  being	
  
compaRble	
  with	
  Wowza	
  products.	
  Wowza	
  is	
  in	
  no	
  way	
  sponsored,	
  endorsed	
  by,	
  or	
  otherwise	
  affiliated	
  with	
  any	
  such	
  third	
  party	
  trademark	
  owners.	
  


