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Growth opportunities in 5G

Monetizing 5G
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Half of early adopters willing
to pay 32 percent more for 5G

Base: Smartphone users aged 15–69 in Australia, Argentina, Brazil, Belgium, China, Canada, Chile, France, Finland, Germany, 

India,

Indonesia, Ireland, Italy, KSA, South Korea, Singapore, Thailand, Uruguay, the UAE, the UK and the US  

Source: Ericsson Consumer & IndustryLab, 5G consumer potential 
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Price premium (%) over existing mobile data spend

ALL

Early adopters (25%)

Followers (45%)

Laggards (30%)

Globally 20%

South Korea 10% 

US 15% 

Finland 15% 

Canada 15%

Italy 30% 

Brazil 30% 

UAE 35% 

Argentina 35%

Share of smartphone users and price premium on 5G
Median Price premium 

across markets
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We identified 30+ consumer 5G use cases

1 year                                                                                    4 years 1 year                                                                  3 years1 year                                                     3 years 1 to 2 years1.5 years                                                         4 years 1 year                                                                                            3 years

EntertainmentAutomotive Gaming and VR eMBB Smart home (FWA)
Shopping & 

Immersive Communication

Willingness 
to pay
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Base: Smartphone users aged 15-65 in 22 markets
Source: Ericsson Consumer & IndustryLab, 5G Consumer Potential

Timeline to go mainstream from 5G launch

3D hologram 
calling

Diorama

5G 
augmented 

events VR cloud 
gaming

5G hot 
zones

5G in car 
entertainment

Virtual tactile 
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Gigabytes 
in seconds

Connected 
robot Drone 

delivery

Real time 
translations

5G early alarm 
system

FWA

Multiplayer 
AR gamingArbitrary 

viewpoint video

4K 360 degree 
action cam



|  2020-09-27  |  Commercial in Confidence  |  Page 4

Fixed wireless access on the rise

5G
The advent of 5G has 

seen FWA further 

emphasized by service 

providers

60%
On average 60% of

service providers have

FWA on offer.

45%

18%

31%

31%

49%

33%

64%

29%

36%

55%

65%

39%

64%

38%

49%

65%

89%

56%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

N
Americ

a

CL
Americ

a

Asia-
Pacific

CE
Europe

W
Europe

M East
&

Africa

FWA feb-20 aug-19 dec-18



|  2020-09-27  |  Commercial in Confidence  |  Page 5

Premise cost Network cost Revenue drivers

CPE TCO decision based 
on three parameters

Indoor CPE

Outdoor CPE

CPE Cost: 
chipset, 
antenna
and router

CPE 
Installation:
call center 
support, site 
visit and 
transportation

Time to 
Market: 
installation 
lead time 
multiplied 
by revenues

Lifetime 
value: 
average 
contract 
duration

ARPU  
dependent 
on QoS 
delivered

Optimal Pain Point (mitigation)Manageable

Premise Cost 
= CPE Cost + CPE Installation

Network CAPEX per site 
(Radio, Base Band, 
Transmission and 
deployment services) divided 
by homes possible 
to connect 

Network Cost 
= Network CAPEX / 

Homes connected

Revenue drivers 
= TTM + LTV + ARPU

(self -installation)

(external antenna) (multiple offerings)
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5G service offering by Korean MNOs
- LGU+

LGU+ to invest 10 
Billion Won 
(8.4BUSD) in AR 
content.
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AR multiplayer gaming
kit

Software and platform developersHardware manufacturers

Startup 5G program – 10 companies

4K live streaming 
wearable camera

World’s first 5G VR 
headset

The AR lens of media 
content

3D AR edutainment 
over 5G

Premium eSports
streaming

Multiplayer AR outdoor
gamingAI driven 5G live sports 

event streaming

Global edge reflector
network for 
collaborative apps

XR viewer

WIP
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5G wearables – targeting the ”content producers”

— Package for and promote influencers/

YouTubers – e.g. free uplink.

— Monetize the consumers

— Uplink capabilities for live streaming

— Currently YouTube only

Linkflow is open to developing proprietary

solutions
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Znipe TV- Streaming of e-sports tournaments

Znipe TVs product ProView is an eSports
custom streaming platform that wraps multiple
eSports tournament titles. 

Adaptive bitrate solution enables a limitless 
scaling of bitrates to fit the network, streaming 
multiple synchronized player views. 

Cloud-based video rendering/processing; 
exclusive tournaments (e.g. Hearthstone, 
PUBG); 

The platform uses proprietary technology to 
generate hundred of hours of content
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Remote live sports video production in 4K/8K

Playsight provides end-to-end sports 
broadcasting solutions, that combines 
fixed and mobile 8K cameras with 
powerful cloud algorithms for video 
processing and a content streaming 
platform for over 25+ sports.

AI based SmartTracker technology enables 
automatic production of videos featuring 
players and game highlights in basketball 
and tennis.

Asports
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Showcase 5G – make it simple

.




