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Premier League Response to Digital Britain: The Interim Report

1. Introduction

1.1 The Premier League is the top level of English Club football. It is a not-for-profit body from
which all revenues are redistributed to its shareholders (being the 20 Clubs at any one time in the
Premier League) or in solidarity payments.

1.2 At the heart of the Premier League’s sporting and business model is an investment virtuous
circle - the quality of the matches leading to popularity, leading to high income, leading to further
investment and thus further improvement in the quality of the football, of the stadia, and of talent
development.

1.3 Income from the exploitation of intellectual property rights (IPR) is a vital part of this cycle.
Sporting excellence contributes to strong audio-visual markets, generating significant revenues to
be re-invested in not only football, but sport generally, benefiting sport participants, stadium
spectators, viewers and listeners, the communications and other industries, and the economies of
successful sporting cities, regions and nations. Income from the exploitation of media rights has
been re-invested in playing talent, youth development, training and other facilities, new and
refurbished stadia, and in a wide range of sport-based solidarity and community programmes
(funding for lower level professional sport, for community sport and for wider community
engagement).

2. The Premier League and the Digital Economy

2.1 The IPR-based component of the sports industry is substantial, growing and contributes to the
health of the wider broadcasting, communications and hardware industries, given the dependable
supply of good quality content generated by sport which those other industries can market to
consumers. The Premier League, in common with other elite sports, has a direct interest in the
policy objectives of Digital Britain. A healthy, diverse and innovative communications sector,
responsive to consumer demand and providing widely available services is obviously in our
interests. We therefore support Digital Britain’s clear articulation of the importance of the industry,
of the need for an active and strategic approach from Government supporting a thriving market,
and of the need to recognise the importance of Intellectual Property Rights and welcome the
general direction of public policy indicated by the Interim Report.

2.2 The Premier League has long been at the forefront of using new technologies to distribute our
rights, and to meet burgeoning consumer demands for high quality content on a variety of
platforms. For example, across the world, the Premier League's long form audiovisual rights are
made available for exploitation on a platform neutral basis meaning fans everywhere can
legitimately watch simulcasts of live and near live Premier League matches online (as well as by
more traditional broadcast means - cable, satellite, terrestrial, IPTV etc). Additionally, in territories
around the world, the Premier League licenses its clips packages specifically for exploitation by
means of mobile technologies and the Internet. This approach enables fans to access content
legitimately in a form which suits them across a wide range of technologies. In addition, the
Premier League's member clubs also make available footage of their Premier League matches (in
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