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INTRODUCTION 
 

TopTier was born as an initiative towards a 

complete structural turnaround within the 

industry we are as passionate about as the fans 

are: electronic sports.  

Our services are divided into two specific axes: 

horizontal and vertical growth of our 

customers, to ensure that we can guide you in 

the best possible way to meet your goals. 

 

WE HAVE THE CAPACITY AND 

EXPERIENCE TO MAKE YOU REACH 

YOUR OBJECTIVES AND HELP YOUR 

PROJECT GROW. 

 

On the other hand, we do not only stay in the 

field of esports, we also include expertise in the 

field of videogames, in the creation of 

recreational spaces and one-shot 

activations. 

 

No matter if your need is to create content, 

find the best way to monetize your audience 

or become the best professional player, we 

will help you achieve it. 

 

 

BEST IS YET TO PLAY 
THE BEST IS YET TO PLAY, AND FROM TOPTIER WE WILL HELP YOU TO PLAY IT. 

  

In addition, Top Tier Company is part of the 

Interactive Advertising Bureau (IAB Spain), 

which represents the advertising and digital 

communication sector in Spain. 
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NUESTRAS LÍNEAS DE ACTUACIÓN 

 

 

 

 

 

 

CONSULTANCY 

We will carry out an in-depth analysis of 

your project, from its current situation, 

objectives, strategy or problems you are 

having. From there we will go through a 

specific action and implementation plan 

that will lead to a systematic improvement 

in the functioning of your company. 

  

 
 

RELATIONSHIP WITH STAKEHOLDERS 

One of the first obstacles encountered by 

a new member of the electronic sports 

ecosystem is the lack of functional 

contacts. You will have at your disposal the 

wide network of contacts we have, 

allowing you to reach new clients and 

allies. 

  

 
 

 

 

 

 

 

DIGITAL MARKETING 

Whether your approach is traditional or 

digital, we will conduct an analysis of your 

marketing and communication strategy, 

allowing you to create plans to reconfigure 

additional on/off tactics and alternatives to 

help your project get the KPIs it seeks. 

 

 
 

EVENTS AND CONTENT 

 With an audio-visual production studio 

hosted in Valencia, we can create tailor-

made content for you. In addition, we have 

experience in the production of events and 

shows which will give you the tools to carry 

out all the ideas you have for your 

business. 
 

 

 
 

 

 

 

 

 

 

 

 

HORIZONTAL GROWTH 
-BRAND PERCEPTION- 

VERTICAL GROWTH 
-BUSINESS AND COMPANY- 
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ONLY ONE GOAL: MAKE YOUR’S HAPPENING 
 

Our goal as a company is to help you, at whatever stage of the project you are in, to 

grow and meet your goals. At Top Tier we believe in your project, we believe in your 

dedication and in the reliability of your brand, and this is the way we can help you. 

HORIZONTAL GROWTH 
 

AT TOP TIER WE UNDERSTAND THE NEEDS OF YOUR PRODUCT FROM THE VERY FIRST 

MOMENT, AND THAT IS WHY WE WILL SEEK TO HELP YOU FROM THE MOST EFFICIENT 

STRATEGIES TO IMPROVE THE SPACE OF YOUR PRODUCT. 

With the ability to create quality content for our clients, carry out specific marketing and 

communication campaigns, reinforce the marketing mix and collaborate in the creation of SMART 

objectives, we will provide the expertise to carry out your ideas or create new ones for your project, 

reinforcing them with an exceptional relationship with most stakeholders in the industry. 

 WE WILL ADD A DIFFERENTIAL VALUE FROM THE BEGINNING 

• Managing talent line-ups for broadcasts and events: Movistar 

Esports, ESL Spain or WESG. 

• Creating specific content for your clients: Dreamhack Spain, 

Activision/Blizzard, U&I Entertainment. 

• Collaborating in the production of events: Cristal 

Esports Awards, Levante U.D., Omega World Games. 

 

 

  

PROJECTS THAT 

INVOLVED US 
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VERTICAL GROWTH 
 

Like any digital sector, electronic sports 
and the video game industry are spaces 
of dizzying evolution, where every day 

the rules are reinvented, forcing 
communicators to adapt and evolve at 

the same pace. 

 Developing an economic project with a base 
of these characteristics requires knowledge 
and a clear, concise and functional 
experience.  

In a space where teams, leagues and 
stakeholders compete to be the first and 
crown themselves with the title of kings, the 
role of consultants has become decisive, 
and surrounding oneself with the best is more 
critical than ever. 

FROM THE FOUNDATIONS OF THE BUSINESS 

PLAN, TOPTIER WILL COLLABORATE 

CONTINUOUSLY, SUPERVISING THE 

BUSINESS MODEL TO ADAPT IT TO THE 

NEEDS OF THE BRAND. 

Starting with a confidentiality agreement, 
either in a specific implementation plan and 
its continuous active evaluation of the 
business movements to be carried out, the 
stakeholders relationships strenghthening or 
the experience in selecting the most 
qualified and qualified staff for the 
necessary management, TopTier will be 
part of the project's growth process, 
helping to convert the results of the actions 
into an active return on investment. 

 
Entities on the scale of Saski Baskonia or 
Levante Unión Deportiva have already relied on 
us to build their passage through electronic sports, 
while brands such as SADES Gaming, Wattussi 
or TGX have sought our consulting services for 
various projects. 
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The target: millennial y digital natives 
 

 

THE PROFILE 
 

ALMOST 11 MILLION PEOPLE IN THE 

NATIONAL TERRITORY MAKE UP THE 

BLOC BETWEEN THE AGES OF 16 AND 

36. 

One of the main characteristics of both 

groups of population is the high level of 

studies they present, not for nothing is 

considered the millennial the "best prepared" 

generation. Nielsen already presented us in 

the "Study Nielsen Sports&Entertainment, 

millennials and digital natives" that half of the 

population of both generations has higher 

education, determining that the percentage 

linked to the possession of a degree, diploma 

or engineering is around 37%. 

 This can be seen even more in detail when we segment the population of both 

generations within the same parameters. 

 

Digital natives already have 35 % of 

the population holding a 

baccalaureate degree, and 

millennials correspond to 42 % of 

graduates/diplomates or engineers. 

 

In terms of interest, numbers speak for 

themselves: digital content in video 

format reigns in interests, and video 

games are already positioned as the 

seventh force of interest in them. 

This, given the exponential growth that is 

being generated at the media level within 

the video game sector, shows this 

access route as one of the most 

promising to reach these users.  

source: National Statistical Institute (Span) 

Source: Estudio Nielsen Sports&Entertainment, 
millennials y nativos digitales. 
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Social network behavior 
 

Hand in hand with IAB, the association to which TopTier belongs, 

in its "Infographics of social networks 2018" we find more data 

on the functioning of the two generations in social networking. 

 

 The trinity of consumption 

for users between 16 and 30 

years is in the following 

platforms: Instagram (40%), 

Twitter (36%) and YouTube 

(34%). 

It also emphasizes that, in the 

networks, the predominance is 

in favor of the masculine 

gender, being that yes, the 

millennial generation the 

one that more uses this type 

of platform. 

YOUTUBE IS THE ONE 

THAT POSITIONS ITSELF 

AS THE MOST USED ON A 

DAILY BASIS 

Instagram the one that gets 

users to open their application 

more times a day. 

Tablets have gained weight in 

terms of usage, although they 

are still slightly behind mobile 

devices and desktop computers 

have lost ground in the use of 

social networks in recent 

years.  

As an extra to social networks 

and lastly, WhatsApp is the 

social network not included 

in this document that is 

most used behind the three 

strongest, although by current law in terms of data protection, does not constitute 

a reasonable means of exploitation when interacting with users.  
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