
FUENTE: Piracy observatory and digital content consumption habits 2018. Without press and scores values for exact comparison. The value of football piracy has been calculated 
based on the number of households who pirate these contents and the value of football subscriptions. VAT rate applied 21% except paper books, press and scores 4%.

PIRACY OBSERVATORY AND DIGITAL
CONTENT CONSUMPTION HABITS 2018

In Spain, each time users access less to illegal contents, although piracy 
continues at high levels, giving a break to spread legal o�er. In 2018, the 
number of Illegal contents to which public accessed was 4,348 billion, which 
represents a decrease of 3% compared to 2017, and an accumulated fall since 
2015 of 12%.

The value of the above-mentioned contents is of 23,918 billion euros and the 
damage caused to the sector reached 1,923 billion euros. The Public Purse 
stopped receiving 638 million euros and with this amount, there could have 
been created 131,262 direct and indirect jobs.

ACCESS TO CONTENTS

FILMSMUSIC

There is an increase in the number of 
individuals who listen to music legally 
and piracy consumption decreases.

31% 
Piracy consumers in physical or digital format.

The legal consumption of films increases and the 
illegal consumption decreases. Significant increase 
in subscription to platforms such as Netflix, HBO…

33% 
Piracy consumers in physical or digital format.

VIDEOGAMES BOOKS

Illegal consumption of videogames 
slightly increases and also the 
legal consumption.

12% 
Piracy consumers in digital format.

The illicit consumption of books in digital format is 
maintained and the legal consumption increases. 
Loose and zipper books included.

24% 
Piracy consumers in digital format.

SERIES FOOTBALL

The legal consumption of series increases 
and the illegal consumption of digital 
contents decreases (30% vs 29%).

30% 
Piracy consumers in physical or digital format.

The consumers that have watched football 
on illegal channels slightly increases. These 
are individuals not households.

17% 
Piracy consumers in digital format.

PRESS SCORES

The illegal consumption of 
press in digital format is 
higher than the legal.

10% 
Piracy consumers in digital format.

The illegal consumption of 
scores is higher than the 
legal consumption.

2% 
Piracy consumers in digital format.
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ILLEGAL DIGITAL ACCESS

VOLUME / CONTENTS

4,348 MILLIONS
2017  (4,473 MILLIONS)

VALUE / EUROS

23,918 MILLIONS 
2017  (24,101 MILLIONS)

3%

MUSIC
2.029
1.983

7.384
7.3082% 1%

VIDEOGAMES
241
234

5.622
5.4793% 3%

SERIES
945
898

1.405
1.3825% 2%

FILMS
726
701

5.725
5.6963% 1%

FOOTBALL
113
107

355
3985% 12%

1%

1% 1%BOOKS
419
425

3.609
3.656

PRESS 227 325

18 245SCORES

VOLUME Millions of contents VALUE Millions of euros

2017
2018
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MUSIC VIDEOGAMES

SERIES

FILMS

FOOTBALL

BOOKS

PRESS SCORES

LOST PROFIT IN INDUSTRY IN SPAIN DUE TO THE EFFECT OF PIRACY Millions of euros

Would buy: 16
Would buy online: 520 536

223% 
Increase in
industry value

7% 
Conversion value
pirate - legal

Would pay for series: 167

159% 
Increase in
industry value

12% 
Conversion value
pirate - legal

Would subscribe to football: 269

24% 
Increase in
industry value

68% 
Conversion value
pirate - legal

Would buy scores: 18

300% 
Increase in
industry value

7% 
Conversion value
pirate - legal

Would buy: 337
Would buy online: 134 471

65% 
Increase in
industry value

8% 
Conversion value
pirate - legal

Would buy: 207
Would buy online: 58 265

31% 
Increase in
industry value

5% 
Conversion value
pirate - legal

Would buy: 128
Would buy online: 119 247

20% 
Increase in
industry value

76% 
Conversion value
pirate - legal

Would buy: 110
Would buy online: 104 215

9% 
Increase in
industry value

6% 
Conversion value
pirate - legal
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ILLICIT ACCESS IN TERMS OF AGE OF CONTENT

(2017)

(48%)
(58%)

(45%)

(41%)

(75%)

MUSIC FILMS VIDEOGAMES BOOKS SERIES

13%
19%

68%

25%
17%

58%

21% 17%

62%

34%
24%

42%

13%
9%

62%

FROM RELEASE UP TO A YEAR FROM 1 - 3 YEARS OLD 3 YEARS AND OVER
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NEW DIRECT JOBS
(number)

TOTAL LOST INCOME
IN PUBLIC FUNDS
(millions of euros)

TOTAL VALUE OF LOST
PROFIT DUE TO PIRACY

(millions of euros)

IMPACT OF PIRACY

the damage caused by piracy 
has a negative impact on 
the industry (loss of profit).

In an scene without piracy the 
jobs and public founds would 
be afected positively.

1.221

2012 2013 2014 2015 2016 2017

1.326

1.700 1.669

1.9001.783

2018

1.923

24.766

2012 2013 2014 2015 2016 2017

26.652

29.360

21.672
20.375

21.697

2018

21.877

2012 2013 2014 2015 2016 2017

495 526
628

547 575576

2018

638

23

1.502

63
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CONSEQUENCES FOR EMPLOYMENT5

PUBLIC FUNDS CEASE TO RECEIVE…6

THE CONTENT
INDUSTRY IN SPAIN
CURRENTLY
EMPLOYS

DIRECT WORKERS
83.925 

NEW JOBS GENERATED IN A
SCENARIO WITHOUT PIRACY

DIRECT JOBS
21.877

There could have been created 131,262 direct and indirect jobs.

+
26%

WITHOUT
PIRACY

It is estimated that one direct job
can generate five indirect jobs x5

VAT

MUSIC

FILMS

VIDEOGAMES

BOOKS

SERIES

FOOTBALL

PRESS

SCORES

TOTAL

Physical

3

71

43

4

 

 

5

Online

109

28

12

22

25

57

35

4

TOTAL

113

99

56

26

57

35

30

37

419

Unit: millions of euros.

(*) Average salary applied over GfK estimation based on data 
from the Annual Survey of Structural Salaries from INE.

Social Security

IRPF

TOTAL

New
jobs

21.877

21.877

Salary
applied*

19.827

19.827

Rate
applied

38,9%

11,5%

TOTAL

169

50

219

109.385
INDIRECT JOBS

TOTAL LOST INCOME IN PUBLIC FUNDS 219 + 419  =  638 MILLIONS OF EUROS

The Public Purse stopped receiving 638 million euros.
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52% NO
5 out of 10 piracy consumers have a lot of di�culty in di�erentiating 
between legal websites and those which are not.

8 out of 10 consider that the most e�ective measures against piracy are blocking websites with illicit contents 
and sanctions on Internet providers. However, the least e�ective measure is sanctioning users with fines.

VERY EFFECTIVEMEASURES

75%

71%

54%

54%

Blocking or not allowing access to websites with illicit contents

Sanctions on Internet providers

Awareness raising campaigns

Sanctioning users with fines

EFFECTIVENESS OF MEASURES AGAINST PIRACY10

Email

Telephone

Opinion
questionnaire

93%

20%

13%

Email

Telephone

Opinion
questionnaire

76%

23%

23%

7 out of 10 users who have acceded illicit contents had to register as an user. 
5 out of 10 distrust these portals when they have to give information.

DID THEY HAVE TO REGISTER AS AN USER? WHAT DETAILS DID THEY HAVE TO PROVIDE? WHAT DEGREE OF CONFIDENCE GIVES
YOU TO PROVIDE THIS INFORMATION?

2018

YES

81%
Much confident

24%

Pretty
confident

26%

No
confidence

18%

Little
confidence

32%

2017

YES

66%

SOURCES OF INCOME9

6 out of every 10 internet users use search engines to access illicit contents, this way 
of access decreases while the access through Social Networks and Apps increases.

2017 2018

Facebook

Youtube

Whatsapp

Twitter

Instagram

Google

Bing

Yahoo

Others

94%

6%

6%

7%

56%

43%

29%

29%

25%

Telegram

Periscope

Vine

Dailymotion

Others

SEARCH ENGINES

Direct downloading system

Apps (tablets and smartphones)

SOCIAL NETWORKS

Streaming

75%

29%

17%

10%

14%

60%

29%

22%

21%

17%

WHICH SEARCH ENGINE?

WHICH SOCIAL NETWORK?
15%

11%

10%

10%

17%

HOW DO THEY ACCESS ILLICIT CONTENTS?8

9 out of 10 have been asked to accept cookies.
2 out of 10 have paid for the content they 
download and 2 out of 10 have filled out a 
survey for downloading the content.

YES

22%

HAS PAID FOR THE CONTENT
DOWNLOADED IN THESE PAGES

YES

87%

WHEN YOU ACCESS TO ILLICIT CONTENTS
YOU WERE ASK TO ACCEPT THE COOKIES?

DISTINCTION BETWEEN LEGAL AND NON-LEGAL
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