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About Us

“Global X was founded 
on the principle of 
empowering our 
clients through 

innovative investment 
solutions. It’s a 

mission and 
responsibility that’s 

endured for more than 
a decade, and is one 
that we carry forward 
each day through…”
-Luis Berruga, CEO
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nationalities, bringing together hundreds 

of years of industry experience
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I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

Global X Overview: ~$28bn in AUM across 80 ETFs

Targeting companies that may be poised to benefit 
from structural shifts in technology, people and 
demographics, and infrastructure development

Thematic Growth
26 ETFs

Offering solutions for investors seeking to increase
or diversify the yield potential of their portfolio

Income
20 ETFs

Including targeted sector exposure to China, along 
with single-country and regional strategies

Core
5 ETFs

Seeking to align opportunities for exposure to natural 
resources across a variety of areas, but chiefly in 
metals, mining, and agriculture

Commodities
4 ETFs

Goal of delivering market-beating total returns by 
following methodologies backed by academic research

Alpha
2 ETFs

International Access
23 ETFs

Serving as key portfolio building blocks that seek to 
deliver exposure to specific factors, values, or 
geographies

AUM ($M) by Fund Family (as of 4/1/2021)

Source: Bloomberg, Global X ETFs, 2021
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Global X Thematic Growth ETF Suite

Global X has 27 ETFs designed to target companies that may benefit from disruptive structural changes in technology 
and innovation, people and demographics, and the availability of resources, as well as 2 multi-theme ETFs.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

GLOBAL X’S 27 THEMATIC ETFs
Disruptive Technology People & Demographics

• Artificial Intelligence & Tech ETF (AIQ) • Aging Population ETF (AGNG)

• Autonomous & Electric Vehicles ETF (DRIV) • Cannabis ETF (POTX)

• Cloud Computing ETF (CLOU) • China Biotech Innovation ETF (CHB)

• Cybersecurity ETF (BUG) • E-commerce ETF (EBIZ)

• Data Center REITs & Digital Infrastructure ETF (VPN) • Education ETF (EDUT)

• FinTech ETF (FINX) • Emerging Markets Internet & E-commerce ETF (EWEB) 

• Internet of Things ETF (SNSR) • Genomics & Biotechnology ETF (GNOM)

• Lithium & Battery Tech ETF (LIT) • Health & Wellness ETF (BFIT)

• Robotics & Artificial Intelligence ETF (BOTZ) • Millennial Consumer ETF (MILN)

• Social Media ETF (SOCL) • Telemedicine & Digital Health ETF (EDOC)

• Video Games & Esports ETF (HERO) Physical Environment
Multi-Theme • CleanTech ETF (CTEC)

• China Innovation ETF (KEJI) • Renewable Energy Producers ETF (RNRG)

• Thematic Growth ETF (GXTG) • U.S. Infrastructure Development ETF (PAVE)

• Clean Water ETF (AQWA)



Thematic Investing Overview
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Anticipate the Future

• Forward-looking

• “Next time will be different”

• Growth-oriented investment 
approaches

Two Competing Ideas for Portfolio Management

• Backward-looking

• “History repeats itself”

• Harvesting factor 
premias/smart beta

• Mean reversion

Learn from the Past

Thematic Investing

1. 2.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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What is Thematic Investing?

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Thematic ETF Landscape

For Informational Purposes Only

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

Category Mega-Theme Theme Sub-Theme

Disruptive Technology

Big Data

Machine/Deep Learning
Cybersecurity

Quantum Computing
Cloud/Edge Computing Remote Work, MarTech

Mobility
Autonomous Vehicles

Electric Vehicles Lithium/Batteries

Digital Content

AR/VR
Video Games E-sports
Social Media

Streaming

FinTech

Mobile Payments
Peer-to-Peer Lending

Crowdfunding
Blockchain

Connectivity

Digital Infrastructure
5G/Next Gen Networking

Emerging Markets Internet
Internet of Things Smart Devices, Smart Cities, IIoT

Space/Satellite Communications

Robotics
AI/Automation

3D Printing
Drones

People & Demographics

New Consumer

Millennials & Gen Z
Emerging Market Consumers

Urbanization
E-commerce

Education
Sharing/Gig Economy
Safety and Security

Cannabis
Sports Betting

Professional Sports

Health

Healthcare Innovation Telemedicine & Digital Health, Genomics, 
Immunotherapy, Public Health

Longevity Senior Care, Senior Economy
Health & Wellness Obesity, Organics

Emerging Markets Healthcare

Physical Environment Climate Change
CleanTech

Clean & Renewable Energy Solar, Wind, Hydrogen

Resource Scarcity Water, Waste/Recycling, Rare Earths, Sustainable Food

Infrastructure Development
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Thematic ETF Landscape: Q1 2021

At the end of Q1 2021, there were 163 thematic ETFs totaling $133.1B in assets under management, up 28% from Q4 
2020.

For Informational Purposes Only

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Source: Global X ETFs, Bloomberg. As of Mar 31, 2021. 
Note: AUM includes assets of funds closed until the last month of trading activity. 



9© Global X Management Company LLC 
All numbers are approximate

Keys to approaching thematic investing: Look for high conviction themes, investments with high exposure 
to those themes, and a multi-year time frame.

Investability

Time Frame

Conviction

>
Limited, due to conjecture 
and low likelihood of theme 
materializing

Broad group of publicly traded 
companies, with high liquidity, 
that provide targeted exposure 
to the theme

Narrow group of companies 
with low liquidity, and only 
tangential exposure to the 
theme

Medium to long term (5 or 
more years), making market 
timing less of a factor 

Shorter term placing greater 
importance on timing

Stronger Approach Weaker Approach

High, due to observable 
structural changes in 
demographics, technology, 
behavior, or politics/regulations

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

3 Steps for Choosing a Theme
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Video Games & Esports: No Longer a Niche Industry

The last decade saw Video Games evolve from a niche industry to a global entertainment powerhouse. 

Video Game Industry
By the Numbers

Video Game 
Revenues

Movie/Film 
Revenues1

Prof. Sports 
Revenues2> +$178B $42B $52B

Best Selling Game 
(2010s)3

Grand Theft Auto 5 >$6B+

Highest Grossing Movie
(2010s)4

Avengers: Endgame

$2.8B+

GAMING IS A GLOBAL PHENOMENON

GAMING MARKET REGIONAL BREAKDOWN, 2020
(IN $B)

1. The Hollywood Reporter, “2018 Box Office Revenue Soars to Record $11.9B in the U.S., Hits $42B Globally,” Jan 2, 2019. 2. Howmuch.net, “Top Professional Sports Leagues by 
Revenue,” Jul 1, 2016. 3. Market Watch, 2018. 4. Box Office Mojo, 2019.  

* Indicates forecasted data

THE FUTURE BODES WELL FOR GAMING’S GROWTH

GLOBAL GAMES MARKET FORECAST, 2020 -2023 
(TOTAL REVENUE, IN $B)

Source: Newzoo, Global X ETFS, 2021. Source: Newzoo, Global X ETFS, 2021.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Console Hardware Sales1

(AS OF MAY 2021)

Video Games & Esports: The Next Console Super-Cycle

Historically, the start of a new console generation has positive spillover effects that include increased game 
and accessory sales. 

• Nintendo Switch: 86.11 million
• PlayStation 5: 8.64 million
• Xbox Series X/S: 5.12 million

1.  VGChartz, 2021. 

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Video Games & Esports: The Next Console Super-Cycle (Cont.)

In 2020, the PlayStation 5 and Xbox Series X joined the Nintendo Switch for the 9th console generation, an 
event that could potentially accelerate industry revenues in the next years.

Performance shown is past 
performance, based on the closing 
price of the securities and does not 
guarantee future results. The 
investment return and principal value 
of an investment will fluctuate so that 
an investor’s shares, when sold, may 
be worth more or less than their 
original cost and current performance 
may be lower or higher than the 
performance quoted.

Note: Annual Eq. stands for Annual Equivalent Rate is the rate of return on a annual basis after accounting for effects of compounding.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Video Games & Esports: Digital Distribution: Margin Profile Booster

In the early 2000s, buying a video game required gamers (or their parents) to go to the nearest retail 
distributor like a GameStop or Walmart. But that’s changed. Today, approximately 83% of total video 
games sales are digital (excluding mobile revenues because those are virtually 100% digital). 1

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

1. Newzoo, “Three Billion Players by 2023: Engagement and Revenues Continue to Thrive Across the Global Games Market,” Jun 25, 2020.
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Video Games & Esports: Digital Distribution: Margin Profile Booster (Cont.)

In the early 2000s, buying a video game required gamers (or their parents) to go to the nearest retail 
distributor like a GameStop or Walmart. But that’s changed. Today, approximately 83% of total video 
games sales are digital (excluding mobile revenues because those are virtually 100% digital). 1

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

1. Newzoo, “Three Billion Players by 2023: Engagement and Revenues Continue to Thrive Across the Global Games Market,” Jun 25, 2020.
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Video Games & Esports: Social Gaming: Early Days of a Metaverse

As we look at the future of video games, enabling social experiences seems to be a core trait of 
successful titles. Video games are now effectively social media platforms that let gamers play and 
collaborate with one another. For companies, social gaming translates into greater engagement and 
greater monetization opportunities.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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Video Games & Esports: Mobile Means One Download Away from Becoming a Gamer

Currently, mobile gaming monetization is much lower than for consoles and PCs. As the video game 
experience on mobile devices improves, video game publishers could benefit in two main ways. First, it 
could open the door for gamers to try games on consoles or PCs, where monetization is higher. And 
second, it could increase engagement, which often results in higher spending.  

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N
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ESPORTS AUDIENCES SHOULD EXPAND GAMING’S REACH WHILE GENERATING ADDITIONAL REVENUES

Esports (professional video gaming) drives gaming interest/engagement while also generating revenue.

• Revenue streams include those from sponsorships, media rights, tickets, publishing fees, and streaming
• Resilience to age-based performance concerns, well-suited for at-home economy
• Personalized viewing experience of viewers’ favorite games
• Community engagement and integration with other technologies like social media

Esports: Driver, Beneficiary, or Both?

* Indicates forecasted dataSource: Newzoo, Global X ETFS, 2020.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

Video Games & Esports: A New Age of Entertainment
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Global X Video Games & Esports UCITS ETF (HERU) 

The Global X Video Games & Esports UCITS ETF (HERU) seeks to invest in companies that develop or publish 
video games, facilitate the streaming and distribution of video gaming or esports content, own and operate within 
competitive esports leagues, or produce hardware used in video games and esports, including augmented and virtual 
reality.

KEY 
CHARACTERISTICS1

INDEX SUB-INDUSTRY BREAKDOWN1 INDEX COUNTRY BREAKDOWN1 TOP 10 INDEX HOLDINGS2

WHY HERU?

ETF Efficiency
In a single trade, the ETF delivers 

access to dozens of companies with 
high exposure to the video game and 

esports theme.

Unconstrained Approach
The ETF's composition transcends 

classic sector, industry, and 
geographic classifications by tracking 

an emerging theme.

High Growth Potential
The ETF enables investors to access 

high growth potential through 
companies that are positioned to 

benefit from the increasing popularity 
of video games and esports.

1. Source: Altavista Research, As of May 31, 2021. 2. Holdings as of Jun 3, 2021.   
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I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N

Thank You!

Additional thematic research can be found online at:
globalxetfs.com/research, or on twitter: 

• @JayJacobsCFA
• @ALittle_gx
• @PPalandrani_gx
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Risk Information

The value of an investment in ETFs may go down as well as up and past performance is not a reliable indicator of future 
performance.

Trading in ETFs may not be suitable for all types of investors as they carry a high degree of risk. You may lose all of your 
initial investment. Only speculate with money you can afford to lose. Changes in exchange rates may also cause your 
investment to go up or down in value. Tax laws may be subject to change. Please ensure that you fully understand the 
risks involved. If in any doubt, please seek independent financial advice. Investors should refer to the section entitled “Risk 
Factors” in the relevant prospectus for further details of these and other risks associated with an investment in the 
securities offered by the Issuer.

I N V E S T I N G  I N  T H E M A T I C  D I S R U P T I O N



Thank you.
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